
The Button 
A choose your own adventure game created by Zach Zohar 

 
The Button is my rendition of a dystopian choose-your-own-adventure game, where all 
paths lead toward destruction. My concept began with the thought of what constitutes a 
choice and how I can make that choice feel both impactful and meaningless. I theorized 
that the most minor choice I could make was a single option present from the very 
beginning that the player could only delay and would eventually have to stumble upon. 
The story's formatting is open-ended, each separate location dreary and depressing, 
making the player understand the hardship the main character, The Boy, is going 
through. The player watches through the eyes of The Boy as he explores his world, 
looking upon familiar sights that he has grown numb to, but with a twist. The Boy has 
been given what can be assumed to be a kill switch, a button that can instantly reduce 
the world that he is living into ashes. A way to escape from the capitalist society ruled 
by the conglomerate Mega-Corp which has begun to replace the government as the 
new source of the ruling power.   
 
The narrative of the game is a commentary on the direction technology and society is 
heading in a sort of unconscious distancing from everyday atrocities, normalizing the 
corruption and heinous acts prevalent in the world. It is made into a style of 
showmanship that allows journalism and media to present the soul-crushing terror in a 
way that obtains views and money. Everything is in the race to obtain more money. The 
point of the Button is to show the foreseeable extreme future where the Mega-Corp, 
which has attained the ideal of capitalist society, acquires a monopoly over the entirety 
of society and has begun attempting to craft society to fit into their infinite cycle of 
working and living underneath the rule of the corporation. With the Button, I hope that 
players who take the trip through the short but meaningful game will have a new 
perspective on everyday issues and look at them with a more nuanced eye so that they 
can examine their own biases, step past them and really understand issues that others 
around the world are going through.  
 
The essential part of creating the Button was to make it short but powerful, so the 
message wouldn't be diluted by repeating that the world is corrupt — while still making it 
feel like a complete story that could be resolved at any point by deciding that the world 
needed destruction. 



 



 











 


