
Project: 
Yama

Who is Yama? 
• Hindu God of Death and 

Afterlife. 

• Responsible for judging 
souls and overseeing 
their journey to the next 
life

High concept 

A branching narrative in which 
the player takes Yama's place 
and reflects their own moral 
compass in passing 
judgement to souls.

Inspirations

The idea is to implement its 
interrogation and 

judgement-based gameplay 
loop

Karma. A universal law of 
cause and effect, where 
actions (physical, mental, 
or emotional) have 
consequences. This will 
be key to the main system 
of balance that the player 
needs to maintain when 
making decisions.

The key to Paper's Please is income 
generation. This system is responsible 

for adding moral weight to the decisions 
made by the player. 

To emulate this feeling in Project: Yama, 
karma will behave as the "income 

system" to add weight to the player's 
decisions

What am I looking for? 
• Karma that translate to the after/next 

life 
• a world karmic value (for the player 

to keep track off) 
• What would happen if the entire 

world's karma goes off the charts - 
good and bad way

What do I need to pull this off? 

• Karmic values attached to individuals' actions 
• Net karmic values of individual's 
• A sort of world karmic value - essential variable 

for the player to maintain in order to add 
weight to their judgments. 

• Consequences for surplus/ deficit Collective 
Karma.

Research

Kriyaman karma - These are 
actions performed in the current 
life that may produce results in
the same or subsequent life. 
Some forms of current karma 
are also known as agami 
karma .

Prarabdha karma - This is 
karma whose effects have 
already begun. It takes longer to
manifest, but occurs at some 
point in an individual’s present 
lifetime.

Sanchita karma - This is 
accumulation of all past 
karma , and the results of this 
usually occur in
a future lifetime.

every birth is the result of an 
individual’s unique karmic 
circumstances.

when a soul
completely balances its “karmic 
bank account,
” by reaping the consequences 
of all actions, good and
bad, it is ready to attain moksha

Moksha is liberation from the 
cycle of birth and rebirth

Is there such a thing as world karmic value?

Collective karma refers to 
actions or consequences that 
affect or are performed by 
groups rather than 
individuals, such as 
communities, castes, or 
nations. It includes both 
group-caused actions and 
group-level retribution, like 
natural disasters or mass 
tragedies, which are seen as 
rooted in the karmic deeds of 
the group. Scholars describe 
it as non-individualistic 
karma that arises from 
shared or transpersonal 
factors and is distinct from 
personal karma.

Why? 
Because the whole point 
of the game is to realise 
how the player's moral 
compass is affects the 

story

Game Design Implementations

Each applicant has a 
Karmic slate.

Each applicant begins 
with a discourse 

introducing themselves 
and questioning where 

they are

Player picks 
response and then 

evaluates slate

Player contemplates 
significant positive and 
negative karmic actions

Player applies their 
own Net karmic value 

to the respective 
soul's slate

The applicant has 
four responses based 

on the net karmic 
value received

Four responses based on: 
1. Slightly positive net karma 
2. Slightly negative net karma 
3. Significantly positive 
4. Significantly negative

World Karmic 
Value changes 

based on applicant's 
net karma


