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Technical Field 
This project involves the technical fields of Game development. 

Background Information 
Heaven Mobile and Heaven VR was created because of the lack of Christian games out in the 
game industry. The Christian games that are out there are usually only available on PC and are 
typically very educational. With education being its main focus, the design of fun usually lacks 
from the games. I decided to make a Christian game with the fundamentals of what games are 
supposed to be, fun! I also decided the route of Mobile and VR because these are two avenues 
that Christian games haven’t taken to and these avenues can reach a bigger crowd.  

Prior Art (legal term) 
As stated before, Mobile and VR market for Christian role-playing games is not a thing. Most 
Christian games that are in the RPG realm are usually only found in PC. Christian Mobile games 
are usually trivia. What is being tested is the idea of a Christian game that reaches non-
Christians. Producers of Adam’s Venture, Polygon, developed an Adventure game about an 
archeologist attempting to find the Garden of Eden. 
https://www.polygon.com/features/2012/12/20/3768184/higher-calling-the-new-gospel-of-
christian-games 

Project Description 
Heaven is a game designed to not only teach Christian doctrine and Biblical scripture to 
Christian gamers, but to captivate the non-Christian gamer to know who Jesus is. Heaven drifts 
from the conventional Christian game by implementing the Violence, Addictions, and Choices 
that are not only conflicts that people live with every day, but are conflicts within the very book 
that is read by Christians every day, the Bible. 

Innovation Claim 
This project is innovative because it utilizes game theory, and not education as its main focus for 
Christian gaming. It is also innovative because It reaches platforms such as Mobile and VR.  

Usage Scenario 
The Target Audience for the game are gamers from ages 12 and up, and rated T for Teen. People 
playing the game will feel as though they are playing a role playing game or for mobile, Japanese 
Role-playing game. The idea is for the player to play the game without the obvious knowledge 
that they are learning about Christianity. 

Evaluation Criteria 



During playtest, will the player learn something Biblical? 

During playtest, will the player feel like they are playing a game industry game? 

During playtest, will the player notice the fantasy feel of a role-playing game? 

Is Dialogue included? 

Is the Player immersed in the game? 

Is the Player attempting to make decisions upon his or her moral compass? 

 

Objectives and Tasks Associated with the Project 
Student 
Name: Isaac Morales 

Project Name: Heaven Mobile & VR 

Game Engine: Unreal Engine 4/SMILE 

Milestone Asset Description 
Est. Time 
(Hours) 

  
Bible, Research 

This week will be research mainly and setting 
up. 

10 

Milestone 01 UE4, SMILE, Research   20 

  PaperMap   10 

  Gameplay Prep   10 

  Interviews   10 

  Scripting Dialogue Objects will be layed out and rehearsed  20 

Milestone 02 Level Layout   30 

  Set Design   20 

  Concept Art   10 

  Play Test   10 

  
Modeling 

Art will be created for Assets and implemented 
into engine 

10 

Milestone 03 Texturing   10 

  Animation   10 

  Blueprint   30 



  Play Test   10 

  Level Layout Polish This Milestone will be focused on polishing 10 

Milestone 04 Set Design Polish   10 

  Blueprint Polish   10 

  
 

  
 

  Playtest   10 

    Total Hours: 260 

 

Description of Design Prototype  
Both projects will run in separate game Engines, Heaven Mobile will use SMILE game builder 
and Unreal Engine 4. Both with their capabilities to plugin to VR. 

Evaluation Plan 
Evaluation will be conducted through playtest, as do many games in the industry. The idea is to 
pick up what the player is doing during gameplay. I will evaluate how their moods change, if 
they take time reading the dialogue, if they feel a certain agency when making choices in the 
game. I will also evaluate by asking questions such as how they felt with the biblical dialogue 
and how they felt during gameplay.  

Project Completion Assessment 
 Heaven VR and Heaven Mobile were both a challenge. I spent the 260 hours and more on this 
project. The main Idea of Heaven began as just that, Heaven. The game was supposed to be on only one 
platform, PC, and I was using the SMILE game builder engine. After much talk, I decided to push this to 
the VR world. When pushing this I decided to go with the Unreal Engine 4. I found that my first and more 
accomplished Heaven game was going to waste so I decided to put it into Mobile devices, which would 
allow for a further reach than VR. Heaven Mobile is the true innovation, VR is just another way to reach 
gamers.  

 

What went right: 

Heaven Mobile is one thing that truly went right. Heaven Mobile was created using SMILE game builder 
and the engine was very user friendly. In fact, any problems I had were solved within a few hours. SMILE 
offered the Art assets and scripting, I had to focus on the rest of the development. Heaven took 70 plus 



hours to complete and an additional 30 hours to refine, i.e. dialogue changes and playtesting. I was able 
to successfully answer all my evaluation criteria questions through the play-testers input.  

 

What went wrong: 

Heaven VR was a bit of a struggle. VR was an opportunity to reach even more people and I decided to 
attempt to change my platform. VR became a bit of a hassle and so I decided to put it into the back of 
the project as a prototype off of Mobile. I put a little more time into Mobile so that I can have a 
successful Innovation, but I continued onto VR. I was able to accomplish almost all the same evaluation 
criteria questions, but stuff like immersion were not successful because of the character art. VR is not a 
failure, just a stepping stone into improving an already successful innovative game. 

 

What I learned:  

For Mobile: Much of what I learned was about “player agency” through play-testing from play-testers 
ages 10-32. Most of the play-testers noted how they enjoyed choosing their own path as well as their 
option to gain or lose party members depending on the choices made. It gave most of the players a 
sense of controlling their own game life. This was a tough challenge since the game is linear in story 
progression. This sense of agency compelled the player to choose “God’s path” in the game.  

For VR: For the moment that same sense of agency isn’t as complete as level 2 is not created yet. Mobile 
had this advantage. What I did learn is how to turn a JRPG for Mobile to RPG for VR. This integration was 
a challenge considering gameplay style would have to be one of the biggest changes. I also learned how 
to do more blueprints in Unreal and learned how to use other assets from the marketplace.  

 

Changes if I had a chance: 

If I was given a chance to redo this project, I would have integrated Mobile process early on and before 
VR. I would have been able to continue the story a lot earlier than I did and get near halfway done with 
the game. I would have put more effort into a Mobile prototype than a VR prototype. The choice should 
have been obvious, but my ambition for making a VR prototype blinded me, and I lost sight of the 
possibilities with the Mobile prototype. 

Appendices 
Appendix A:  Game design document – GDD_Heaven.pdf 

Appendix B:  SIP Outline – Outline.doc 

Appendix C: SIP Proposal – SIPproposal.doc 



Appendix D: Papermap – Heaven_Papermap.jpg 

 


