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Signs of the Sojourner is a short, narrative-focused deck-
building RPG, where to communicate with others you play a 
card matching game, as a way to build understanding.The 
narrative touches on grief, consequences, and the impor-

tance of our community when overcoming hardship.

- Abstract systems can say more while using less
- Complex feeling can be tackled without reliance on dia-

logue
- Outcomes from player choices are not good or bad
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Throughout Signs of the Sojourner, Rhea’s character tack-
les the recent passing of her mom and moving through the 
grief. Although Rhea is a silent protagonist and does not 

have any direct dialogue with other characters, the narrative 
demonstrates her feelings through her reflections at the end 
of certain conversations. Through the use of second person 
limited literary perspective, travel event recollections, and 

changes in the soundtrack, Signs of the Sojourner leaves 
room for player expression while Rhea tackles her grief. Play-
ers may relate to Rhea while she is moving through this time 
of her life, as her actual dialogue is abstracted from the game 
allowing players to place how they would feel on her charac-
ter. This gives opportunities for players to role play in what-

ever way makes the most sense to them. 

Representations of Grief Building Meaning in RPG Dialouge Choices That Matter

Lessons

The core mechanic of Signs of the Sojourner revolves around the way Rhea 
communicates with others. All players interact with Rhea by playing cards 

in turn, each with a symbol that represents a style of communication. 
If the conversation is successfully passed—that is, no illegal mismatches 
of symbols were made—then the conversation is considered concordant. 
Otherwise, the conversation is discordant.These symbols, as shown below, 

become the building blocks for role play and creativity. 

At its core, Signs of the Sojourner is a game based on choice. 
What location should be explored? Which NPC should I talk 

with? These are frequent questions the player may ask them-
selves while Rhea is on a trip. The truth is, much like reali-
ty, Rhea is forced to make serious decisions about where her 
time matters most.The game has several endings, depend-

ing on which characters you decide to talk to and build your 
deck into over the course of the game. Through making key 
choices throughout the game, characters will also begin to 
reveal their story arcs and development after concordant 
conversations. The outcomes, both positive and negative, 
allow the player to experience the narrative through their 

unique perspective

Ultimately, the symbolic representation of communication styles in 
Signs of the Sojourner allow narrative depth, further opportunities for 
role play, and complexity to what is normally a standard way of NPC dia-

logue and communication.


