
 

 

(VCHHC099) Analyse and corroborate sources and ask questions about their accuracy, 
usefulness and reliability 

(VCHHC100) Analyse the different perspectives of people in the past 

(VCHHC104) Evaluate the role and achievement of a significant individual, development 
and/or cultural achievement that led to progress 

Game lesson title 
Historical concepts in Gone Home 

Brief intro 

The protagonist in Gone Home is a mystery – but we discover more 
about her through narration and the exploration of objects. 

What are the objects in your bedroom/home that would describe 
you? What impression would people get about you from those 
objects? 

Gone Home essay 

Lesson hook 

Gone Home is a mystery game, where you’ll have to collect and 
evaluate evidence to solve the mystery. We’ll use the game to work 
on our understanding of significant and insignificant evidence in 
history. 

Suggested year level 

 

7 – 9 

 

Suggested 
age level 

 

12 – 14 

 

Suggested duration 

 

Scalable, 1 – 4 lessons 

 

Costs 
involved? 

(detail below) 

Yes, if you want to 
include gameplay in 
the class 

Author 
You are free to copy, communicate and adapt this lesson plan which 
was created by ACMI and Matthew Bliss and licensed under a 
Creative Commons Attribution 2.0 

 

Subject/s 

☒ History 

Curriculum/Capabilities Alignment (VIC/AC) and Skills 

https://victoriancurriculum.vcaa.vic.edu.au/Curriculum/ContentDescription/VCHHC099
https://victoriancurriculum.vcaa.vic.edu.au/Curriculum/ContentDescription/VCHHC104
https://www.polygon.com/2019/11/13/20963006/gone-home-most-important-game-of-the-decade
http://creativecommons.org/licenses/by/2.0


 

 

 

Game Used Gone Home (All platforms) 

Game play 
required? 

Ideally students will play the game, but if the license fee prohibits this, 
watching a walkthrough video such as this one (language warning) will 

suffice. 

CLASSIFICATION CONSOLE 
INTERNET 

REQUIRED? 
COST (RRP) 

M15+  PC  No $10-$15 per licence 

Important note about Game Classification  

As classifications can change, teachers are responsible for checking the latest videogame 
classification and suitability for their class age group.  Please visit 
https://www.classification.gov.au/ and https://www.commonsense.org/education/ to guide 
you. 

How are games used by students in the lesson? 

☐    Watchers – observing, analysing and evaluating. Learning about the world and ourselves through 

understanding the impact of games culture and industry. 

☒   Players - learning by playing videogames - learning things applicable to life outside of (and in) the 

game e.g. flight simulators, esports, etc. 

☐   Makers - learning through making games (coding, creative production, teamwork, leadership) 

☐  Explorers (Minecraft) – imaginative, self-directed, exploratory/sandbox learning. 

eSafety Considerations 

The subject matter eventually covered in the late game may be confronting for some students, 
with themes of abandonment, running away, persecution and bullying. These are issues are best 
avoided by restricting time with the game, as the task can be completed with 30 mins – 1 hour 
of work. 

There is no online or social aspects – the game is a single-player narrative, so no risk of negative 
interactions with the world or other students in the class. The Internet is not required to play 
the game. 

About the game play experience (spoilers ahead) 

Gone Home is an award-winning first-person game where the protagonist (Kaitlin, the player) 
returns home from abroad to find her sister and parents missing. Kaitlin walks around her eerie 
mansion, picking up objects and looking for clues, and slowly discovers that her 17-year-old 

https://youtu.be/Ak4wU8Gp2RQ
https://www.classification.gov.au/
https://www.commonsense.org/education/


 

 

 

 

 

Prior knowledge/skills (Required/Recommended/References) 

Prior knowledge – Understanding of Historical Significance & Using Sources as Evidence. 
(practice in use is preferred, but this can also be an introductory task for the idea) 

No prior skills required – it would assist if the students had already completed a task on 
introspection and presenting their reflections to a group. 

This is an ideal task to feed on from a program about exploring the self and reflecting on one’s 
own contributions to society/leaving a mark on the world. 

Student outcomes 

Learning 
goals 

 

 

KNOW: what historical significance means, the connection between historical 
significance and theory, how to log and evaluate evidence 

BE ABLE TO: use historical significance criteria when evaluating evidence, 
reflect on personal and social biases that skew a historian’s ability to evaluate 
historical significance  

IMPROVE: historical skills of evidence gathering, analysis, evaluation, 
hypothesising, revision and reflection 

sister Sam came out as a lesbian while she was away, and experienced bullying from her peers 
and rejection/denial from their parents. 

While the game initially borrows from the mystery/horror genre, there are no jump scares or 
horror images/moments. However, please be mindful of your students and their relationship to 
LGBTQIA+ issues, as this game could be triggering for students who have experienced similar 
bullying or rejection. You could pre-warn students to say that the game has themes of 
queerness and bullying. 

LESSON SEQUENCE 

Prep & 
introduction 
activities 

Prepare: 

Prepare how you will use Gone Home – either download the game onto 
enough devices that students can play in groups of 2-3, or choose a 
walkthrough video. 

Introduce: 

Students should have a sense of historical concepts before this lesson. 
Introduce the lesson by reminding students of these seven concepts: 



 

 

(the link will take you to the Oxford University Press historian’s toolkit, which 
will explain each of these in detail. They’re not all required for this lesson, but 
reviewing ‘Evidence’ and ‘Significance’ may be helpful) 

Historical enquiry concepts 
 Perspectives 
 Continuity and change 
 Cause and effect 
 Evidence 
 Empathy 
 Significance 
 Contestability 

This lesson will focus specifically on evidence gathering and evaluating 
historical significance as crucial historian skills. 

Main lesson 
activities   

How do we know if evidence is historically significant? 

Introduce Gone Home with either 10 minutes of game play, or 10 minutes of a 
walkthrough video. 
 
Reconvene the group and discuss the following: 
 
Historical significance criteria 

 Relevance to people living at the time 
 Resonance to people’s experience, beliefs or situations at the time 
 Relevance to an increased understanding of the present-day 
 Remarked on by people at the time and since 
 Remembered within the collective memory of a group 
 Revealing of some other aspect of the past 
 Results that have consequences for the future 
 Durability – for how long people’s lives were affected 
 Quantity – how many lives were affected 
 Profundity – how deeply people’s lives were affected 

 
Logbook task 
 
Students will now log 8-10 items from the house. The goal is to find some 
significant, and some insignificant objects. 
 
Each logbook entry should: 

 Thoroughly describe or draw the object 
 Analyse the object: what does it suggest about the protagonist? Does 

this object support or contradict information given by other objects 
(specify)? 

http://lib.oup.com.au/secondary/geography_history/Big_Ideas_Geography_History/8/Oxford-Big-Ideas-Geography-History-8-Historians-Toolkit.pdf


 

 

 Does this object meet any of the above criteria for historical significance 
in terms of solving the mystery? Some objects will prompt different 
responses here, and often both answers can be valid. Ask students to 
justify their choices. 

 
Encourage students to log items early in the game, so we can see how close to 
correct their evaluation of significance was. They could easy log 10 items from 
the first 15 minutes of a walkthrough video. 

Create a theory 

When the logbook is complete, ask students to create a theory. This should be 
a paragraph which uses evidence to explain what they think has happened to 
the family. 

Finish the game 

Students may have class time to finish the game, or they may watch the 
walkthrough to conclusion. 

Encourage students not to take too much time with each piece of evidence, 
as the game will move players through the storyline regardless of what they 
pick up. 

Revisit your theory 

 Did you have the right evidence at the start? Why or why not? 
 Did you find more evidence later that was more helpful? 
 What would a good historian do with contradictory evidence? 
 What would a good historian do if later evidence contradicted their 

first theory? 
 What could a bad historian, or a historian with an agenda, do with 

evidence? 
 Did you personally consider any evidence more significant, because it 

was interesting to you? 

Reflection 
activity  

Pick some objects from the game and get students to place them on a scale of 
highly significant evidence, mildly significant evidence, not significant 
evidence. 

For example, Sam’s journal, Dad’s JFK videos, Dad’s publisher letter, the 
séance table. 

You could also do this activity with students’ own objects, if you did the 
further learning activity. 



 

 

ACMI Game Lessons acknowledges the support of the Department of Education Training, Victoria, 
through the Strategic Partnerships Program.  

Differentiation: 
modification, 
extension and 
inclusion notes  

The game has subtitle options – ensure these are turned on for any students 
who might require. 

The logbook could be photos with voice recordings, or even a short phone 
video, as appropriate. 

For extension students, start working towards applying historical significance 
analysis to historical periods you are studying. Ask students, for example, to 
find some significant and insignificant evidence in understanding why 
Australia went to war. 

Another extension idea could be to consider bias in evaluating significance. 
You could ask students what their parents would consider significant evidence 
about them. Is it different to what you think is important in explaining who 
you are? Why? How could this happen in deciding significance in historical 
studies? 

Student Homework/Further Work 

Lesson 6: (Optional expansion) Going Home ourselves 

Students go home and gather five objects to represent themselves. Pictures, video, etc. will be 
brought into class and other students will observe and analyse the objects to predict aspects of 
their life (anonymously) 

Additional logbook will be filled in, and presentation made based on inferences about the 
students. 

Fun game: students try to predict which student had which objects. 

Assessment 

Formative:  

Keeping the logbooks digital permits teacher access to assess student progress through the task. If 
a physical logbook, may be less possible. 

In-class progress checks and knowledge checks will assist with learning – small quiz at end of 
lesson. 

Summative: 

Final logbook submission (individual student) and presentation (groups) will be used for 
summative assessment. 

Rubric to be used for assessment; focus on content and historical concepts, not on presentation. 


