
“A game about climbing a mountain.”

Celeste is a humbly described game with a stunning art direction, a simple concept perfectly
executed, and some of the most beautiful music and storytelling that a game has ever had.

The player controls a girl named Madeline, introduced into the world simply with the message:
“This is it, Madeline. Just breathe. Why are you so nervous?”
And then another message:
“You can do this.”
You can do this. It is a statement that stays in the back of your mind for the entire game. You can
do this. You can keep climbing. You can beat this, despite the old lady who laughs at you, and
the people who try to stop you, even if those people are you.

Celeste is a game built on a simple concept. You are Madeline, a girl who is beginning to go up
Celeste Mountain until suddenly, a bridge falls out beneath your feet. At which point, you learn
how to perform a dash jump.

“You can do this.”
And then you move onto the next level.

Under the pressures of modern life, Madeline is a girl escaping to the mountains to try and
escape her problems, too. She has a combination of anxiety, depression, and gets panic attacks,
too. As someone who also lives in the modern world, I can say that Madeline does not deal with
any mental illness that I don’t also have, and I can also confidently say that this is a game that, if
I had played this before or during the lowest points in my life, I would have benefitted from. I
think it could have saved me from a lot of the horrible things I went through, and I think it could
save you, too.

“You can do this,” the game says. The game, “a game about climbing a mountain.”

But as you sink your teeth deeper and deeper into the story that this game tells, you quickly
realize that the mountain climbing is the side quest as Madeline struggles to come to terms with
herself and with the world around her.

“CELESTE MOUNTAIN
This memorial dedicated to those
Who perished on the climb.”

Content warning: this video will contain discussion on mental illness and mentions of suicide. If
you are not in the headspace to go on a journey of highs and lows, I would not recommend



watching this video. Thank you for getting this far. I hope you have a great day. Stay safe. You
are loved so much and so deeply. I have linked several suicide prevention hotlines in the
description below if you need to talk to someone. And if you want to chat in the comments, I’m
always going to be here, too. Again, thank you for getting so far. Onto the video.

As you finish the second level of Celeste, you are greeted by a tombstone. Even though the very
opening of the game sets a somber tone, coming face to face with this grave is the first moment
that you as the player fully understand that this is it. While in the context of the story, this
tombstone means simply what it says, we, as the player, are fully cognizant of what this really
means.
“To those who perished on the climb” quickly translates to those we have lost to mental health
struggles and perhaps even to the feeling of losing ourselves. This grave is talking about
everyone in this world that we have lost to suicide. And I, too, would like to take a serious
moment to dedicate everything to those people as well. Because as someone who has struggled
with suicidal ideation and has nearly lost several friends and family members to it, I have to say
that more often than not, mental illness feels like a mountain and the fear of falling down or
watching others fall down is immense and it is terrifying.
Even though I once thought it was, I would like to be clear that suicide is not a solution to any
sort of problem. Because death is no answer. Life can be worked around; mental illness and
mental health can be managed. Because, at the end of the day, you are worth more than your
brain lets you believe. People are glad you’re alive, even if you aren’t. It may feel like you need
to climb an entire mountain, but there are people who are willing to help you through it, even if
you haven’t met them yet.

In level 3, Madeline meets a Part of Her. This persona is named Badeline, almost as if all of
Madeline’s negative qualities were split into a separate being. Badeline symbolizes Madeline’s
self-doubt and her low self-esteem. Badeline is quite literally the personification of Madeline’s
negative thoughts.
In the prologue, there was an old lady doubting Madeline. And now, she is doubting herself
through Badeline. Just as in real life, the doubt of others can quickly translate into doubting
yourself.

“You are many things, darling, but you are not a mountain climber,” Badeline says. “You can’t
handle this.” “Let’s go home together.”

As Madeline is being chased by that Part of Her, you frantically watch as Badeline echoes
everything that you do. Moving through unknown terrain as quickly as possible, you struggle
through the level as you fight yourself. As far as healthy depictions of mental illness goes, this is
perhaps one of the best sequences ever produced. The feeling of helplessness as Madeline is



sabotaged by herself is extremely relatable without the overt triggering feeling that many stories
trying to talk about mental illness may instill within people.

As you run through seemingly endless rooms, death after death, the words come back to you
from the beginning of the game.

“This is it, Madeline. Just breathe. Why are you so nervous?”

Mental illness is dark, domineering, and horrible. I have never felt so alone without being
physically lonely than I was within my most mentally ill era (as I endearingly call it).
“This is it.” Those words, while not something I found myself thinking, are extremely
understandable. The feeling of trying and failing over and over and over again is… difficult to
live with all of the time. And I’m not going to pretend that it’s not. But it is something that can
be overcome. Like all things, it can be managed, if only you have the right ways to deal with it.

“(Two guests in one day! Business is finally picking up!)”
As you enter the Celestial Hotel, you meet Mr. Oshiro. A man who is a ghost in denial and
desperately clinging onto his hotel. He is struggling with no way to cope with the decay of the
once beautiful and busy place. His character during this chapter adds a dark and horribly tragic
tone to the entirety of the story. Even without the exact words, he sends a message to the player
that they need to move on. Let things go, let perfection go, please stop expecting so much from
yourself or else it could eat you up.
When I was struggling with mental illness, I felt most like Mr. Oshiro. Expecting the world from
myself, trying endlessly to please other people, and feeling as though my worth was rooted in
what other people thought of me. I have escaped this mindset, and as Madeline escapes the hotel,
she releases herself from it too. You can’t linger forever on what the past was. Because there is a
present, and there is a future. I always like to think of the wise words of Master Oogway:

“Yesterday is history, tomorrow is a mystery, but today is a gift. That is why it is called present.”

I know it’s mostly a joke in that context. But it’s true that the world is really beautiful out there
once you’re looking at it from the summit, and even from the points along the way. But that’s the
problem, too. For some of us, the ground collapses beneath our feet, and it feels like there is
nowhere to go but down and down.

“Confronting Myself” is the name of an excellent song from the game. And I think that a major
part of mental health and illness is having the support systems around you to be able to confront
yourself. And those support systems look different for everyone. For me, I need lots of relaxation
time to myself and time to rant to my friends, too. But some people get help in therapy
environments, or need lots of people to support them. And that’s okay.



In the short-term, living with mental illness is just that, keeping yourself alive. But as you keep
coping more and more, you can finally find ways to confront yourself, and this is what Madeline
does as she begins to get higher and higher up the mountain.

“I don’t see any other way to cross this chasm.” Madeline says as the gondola begins going over
the mountain, struggling to breathe.

“Just breathe.” The game opening had said, but it’s not so easy. Doubt creeps in, the gondola
stalls. Just as the old lady said, the mountain could not bring something out in Madeline that
wasn’t already there.
“Just breathe.” But you can’t.
“Stay with me here. Picture a feather.”
As a floating box appears, the player is able to discover agency in Madeline’s mental health
story, the ability to control what often feels uncontrollable. Celeste as a game does a great job of
providing the player with coping strategies, because imagining a feather is a real technique that
can be very helpful in the right circumstances and for the right people. And the game continues
to do a great job later by also reminding the player that coping strategies help you cope, but also
may not always work forever and that, even when the feather breaks, you still have control over
your own life. You control Madeline, and you control yourself too. You can’t control everything,
like you can’t control Theo or the gondola. But sometimes you can control how you manage.
Like with the feather and then later, when you confront yourself, coming to the satisfying and
honest realization that you can work together, even with the parts of yourself that you may hate.
Because even though you hate your negative emotions, that self doubt, and that self loathing, it
isn’t something that can’t be worked around. Something that I realize now, looking back on it all,
is that the feeling of being trapped isn’t worth killing yourself over, literally and figuratively.
Even if you stay out of nothing but spite, this place isn’t so bad once you begin to grow around
your doubt and let the self-love trickle in. Depression and mental illness has only really been
about a lack of love for yourself. And Celeste as a game reminds you that you deserve that love.

“Just breathe.” “Just breathe.”

Falling down.
Mental health has never been and will never be a linear journey. And it really sucks knowing that
when you’re trying to build yourself up that you’re gonna get up and then you’re going to fall
down a little ways. Some people will tell you that everything that doesn’t kill you makes you
stronger. But, I’m not gonna say that. Sometimes, the world just sucks. No one deserves to go
through horrible, traumatic events, even if you end up in a good place when you’re finally done.
No one deserves what happens to them, and what they go through. No matter what. And again,
it’s because we’re people. Human people, you know? People with limits who are going to get
hurt every single time our hitboxes go even just one pixel too close to the spikes!



Madeline falls down the entire mountain that she has climbed and then some just before she
reaches her highest point, and I think this is honestly my biggest critique of the game. I do not
100% support the idea of a mental illness story that portrays the biggest falling down, the worst
night as the emotional climax of a piece, and then the complete recovery as the end. However, I
still think Celeste is a great game. I believe it sincerely just fell into storytelling tropes, thinking
that it truly needed the typical story structure. I don’t think the game is harmful or anything
because of this. I just think it’s important to keep in mind that only one “falling down” may be
unrealistic to people, and I know it is to me. It sucks that many of us have to go through this or
have gone through this. But it’s okay if you fall down more than once. You don’t deserve to, and
I’m sorry that happened or is happening, but mental illness journeys are NEVER linear. And
while this is part of my critique, it is also what I truly appreciate Celeste for. For reminding us
that we will get up and we will fall down. But there is still something beautiful out there. There
is always beauty out there. No matter how big or small. There are sunsets and rainbows and birds
and cute puppies and ducklings and hot cocoas and fuzzy blankets and sunflowers in the summer.

That was something that I forgot. For a really long time. So I spent a while writing this because I
don’t want you to forget. Because if you don’t feel love, there are things out there to love, and
things like little kittens that love you back, too. Even after you’ve fallen down there is still so
much further to go.

“I don’t want to give up… but no matter how hard I try, she sabotages me every step of the way.”

“She” in this situation is mental illness. She is all of the horrible feelings.

But “the first step to healing is confronting the problems.”

“Confronting Myself.”

“I can keep digging. I could pull us to the center of the earth.” Mental illness says. Badeline says.
But as you start climbing, you realize that there are things worth fighting for. And this is how
Celeste saves you. How it really keeps you going, by reminding you so simply that life is like a
mountain. What’s the point of keeping yourself at the bottom? And sure, while your depression
might not be cool enough to shoot out lasers, that’s not entirely the point. The point is that if you
let yourself keep digging without building up a support system, you’ll never get to see the views
of the world from the top, the way that you deserve. Sure, the music slaps down here, but
honestly, this entire OST is perfect.

Mental illness is scary. And it isn’t as easy as a hiking trail, and most mountains I’m sure. But if
you have managed to live with a mental illness, I swear to God you can do everything. Because



no one has more spite and power than any of the mentally ill people in my life, and I think that
makes all of us very cool. To have gone from extreme lows to highs and then moving around
again, it is almost ineffable, a feeling too great to be expressed within words.

The pandemic has messed up a lot of our mental health. Just like collectively, honestly. Being
isolated, or hearing day to day the statement of “it just kills immunocompromised people”, like
some lives mean nothing. So, I’m here with a reminder that your life means everything. And
Celeste carries that reminder too. Because even if you just comment on a YouTube video or only
talk to one person every day, you still have the power to make someone smile, to make them
laugh, to make yourself laugh. And that power is too understated in this world. The impact that
we as people can have on other people is incredible. So don’t forget it. Don’t forget that you can
control yourself and that you are human. So let’s just breathe. Just breathe and you can get
through this and reach for the summit. Even if you are climbing the world’s most horrible ladder
with all of these splinters in it, there are other people willing to climb with you. Heck, I don’t
even know who I’m talking to right now. And yet I would still do it anyway. Because I believe
that it is in our abundance of love, and our willingness to love each other, that makes living and
coping and managing so much better and so much more beautiful.

“You can do this.” You said at the start of the game. And you did.

Thank you for watching this video. I hope it hasn’t been too heavy on you and that you learned
something. I don’t even know your name, but I hope you know that I send you all of the love and
more. If you think someone would benefit from this video, please consider sharing it. And
please, I beg of you, support the creators of Celeste if you can. Support Lena Raine by buying
one of my FAVORITE video game soundtracks ever! I would highly suggest Scattered and Lost
if you are looking for a fantastic song to listen to! Also, please buy Celeste. It is a great game and
you learn a lot from it.
If you are feeling unsafe after watching this video, I urge you to call a family member, a loved
one, but most preferably a suicide preventation hotline linked in the description below. Your life
is worth so much. No one’s story is linear, and I like to think that everyday, everyone’s journey is
just getting started. How many mountains will we climb today? All of them and more. All of
them and more.

Thank you for your time. Let all of the love from the world and more come to you. “You can do
this.”

Until we meet again. Just breathe.


