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When I first started teaching, I was afraid to be vulnerable. I kept many of my 
thoughts, opinions, and even failures to myself. I wanted my students to see me
as a source of strength during uneasy times. Although this wasn’t a message that
was given to me by school districts, communities, or federal mandates, it felt 
implied in the job description of a teacher.

Over the past 12 years as a middle school teacher, I have learned that students
respect us more when we are vulnerable; when we share our hopes and fears with
them; when we show them our human side; when we discuss difficult topics with 
them.

When it comes to mass school shootings, I believe the same rules apply.  Although
I admit I am hesitant after a tragedy occurs in discussing this topic with my students. 
I often wonder if it’s my job to do so. 

William H.G. Butler Middle School was created by Literary Safari in the Summer 
of 2018 in the format of Instagram posts from a fictional middle school. It was 
inspired by research and news articles on mass school shootings in America over
the past decade. By crossing various genres and mediums, this short work of 
illustrated fiction challenges the very definition of what a text is, raising poignant 
questions about today’s climate in schools and shedding light on the impact of 
mass school shootings in our culture and society. 

I created this companion discussion guide to offer ideas for how to use this story 
as a tool to foster dialogue in classrooms across the country between students and 
teachers, in homes across the country between children and parents, and even, in 
schools across the country between teachers and school administrators. 

Change may take time, but it starts with one conversation at a time.

Toby Murphy has taught middle school language arts in New Jersey for the 
past 12 years. He received his Masters in Teaching English through the University
of New Hampshire and his Supervisory Certificate through New Jersey City 
University. He has served as a Master Teacher through the National Education 
Association and Betterlesson Master Teacher Project and conducted numerous
professional development workshops.

 A NOTE TO READERS FROM TOBY MURPHY

@tobyrmurphy



A Discussion Guide for Students

MAKING PERSONAL CONNECTIONS
 
Read the story (shouldn’t take more than 30-45 minutes) and use these questions to invite 
middle school and high school students to make connections between the text, their own 
experiences, and the world outside their community.
 
        What is the overall message of this story?
        Which Instagram posts did you find most effective in communicating the overall message
       of the story? Why?
        Why could this work of fiction be considered dystopian? What aspects fit the genre?
        How would you classify the tone of the piece? Does it match with your feelings on these
        issues?
        What are your overall feelings and reactions to school safety as presented in the story? 
        Are they accurate or similiar to your experience? How would you react to the types of 
       drills and procedures in the story?
        Do any sections of the story compare to your own experience? How would you feel or 
        react if your school had these procedures in place?
        How does the story being told through the perspective of the school affect the overall 
        message? Would the story be different if it were told through individual student, teacher, 
        administration accounts?
        Do you have people in your life that you can talk to about issues surrounding school safety?
        What does empathy mean to you? Do you feel students, and teachers and parents, in your
        life are empathetic?
 

MAKING TEXT CONNECTIONS
 
The 21 Instagram-style installments of William H.G. Butler Middle School are divided into seven
weeks. Reflect upon the key themes that emerge in each week, using the questions below.
 
Week 1: June 26 - June 28
        Should the students who have died be mentioned in the William H.G. Butler Middle School
        yearbook? How does this help the school cope or not cope? What messages does this send?
        What’s appropriate and not appropriate to include in a yearbook?
        Butler Middle School's social media hashtags are #GoWarriors and #ButlerStrong. What 
        hashtags could be used to represent your experience at school?

Week 2: July 3 - July 5
        How do you think Mr. Ortega should respond to the student who asked him about giving up
        his life? Is it fair for students to expect teachers to do such a thing? How would you define the
        role of teacher?
        Was cancelling the Fourth of July show the right decision? If so, what would be other ways 
        those with PTSD could experience the holiday?
        Should teachers and schools publicly discuss their stance on political issues like gun control?
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Week 3: July 10 - July 13
         The MELISSA Method stands for Mindfulness, Empowerment, Leadership, Instinct, 
        Simulation, Support, and Agency. What do these qualities mean to you and how do you
        think they could change your experience in school?
         What is mindfulness? Why is mindfulness important in daily life? How can mindfulness help
        in traumatic situations? How could the students at Butler Middle School use mindfulness to
        help cope with living in the aftermath of this tragedy?

Week 4: July 18 - July 20
        How would you react to having school supplies such as a wound lock, a classroom weapons 
        kit, and a safety tree in your classroom? Would they make you feel less or more safe?
        Are there any additional items you would like to see included or anything else that would 
       make you feel safer in school?

Week 5: July 24 - July 27
         What message, whether explicit or implicit, is being sent with items like bulletproof backpacks 
        and vests?
         How could these items change the feelings of starting a new school year? Would items like 
        these be considered proactive or reactive? 

Week 6: July 31- August 2
         The books included have been inspired by actual titles. What books could you use to create
        new titles related to these issues?
         Which books would you use as a school wide read and why?

Week 7: August 7- August 9
        The creators of William H.G. Butler Middle School were inspired by the Holocaust when creating 
       this part of the story. Why do you think that might be the case? 
         Would challenges like “Make Your Own Stretcher” or a game like “Hide and Peek” make you
        feel less or more safe? More or less comfortable in your school?
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A Discussion Guide for Students

MAKING TEXT CONNECTIONS (Cont.)

Create a character of a student, parent, or teacher from William H.G. Butler Middle School, 
and write 2-3 posts from their personal Instagram feeds. How would the content change as 
the perspective changes from the school to a specific person?
 

Imagine a student who could be bullied in your school. Create an empathy map for this person,
and think about how your school community can make this individual feel safe and belonged.

The President Sang Amazing Grace was written by singer-songwriter Zoe Mulford in response to
gun violence. If this story were to have a soundtrack, what songs would you include and why?

www.literarysafari.com

PROJECT-BASED LEARNING

1.

2.

3.



Host a book club discussion around William H.G. Butler Middle School with your spouse, partner, 
or a group of parents and caregivers. You might also consider organizing a Town Hall type program 
through your local PTO, and inviting teachers and district administrators to attend.

MAKING TEXT CONNECTIONS

      What does the word tragedy mean to you? Share your thoughts on what makes a tragedy
        and what is tragic about the story William H.G. Butler Middle School.  

      Teachers are the frontline of defense for students in the story. How did their stories make
        you think differently about school’s role and challenges around safety in these times?

      What should the role, if any, of teachers be to teach about topics such as school shootings, 
        lockdown drills, school safety, and gun violence?
      Safety becomes a priority for William H.G. Butler Middle School after its tragedy. What 

        feelings does the story evoke for you in the sections about school safety and school
        supplies?

      How do items like bulletproof backpacks and vests change the tone of back to school 
        shopping? How could they change the discussions you have with children? How did reading
        that part of the story make you feel? 
        Students engage in safety drills in the last section of the story. What safety drills do your 
        own children engage in, and how do you talk to the school administration, teachers, and your
        own child about them? What questions do you have, or does the story raise?

      Empathy is a repeated theme in the story, whether it is through the MELISSA Training, or the
        video game that children play in the last installment of the story. What are ways you work to
        develop empathy in your children? 
        What ways should or could students be allowed to express their feelings on bullying, gun 
        violence, mass school shootings, and lockdown drills?  

      William H.G. Butler uses Instagram as a way to communicate with parents, and the community
        at large. Is this similar to how you receive information regarding school safety? What type of 
        information would you like to receive that you have not? If your school district were to use 
        a medium like that, how would it help, or hurt, the relationship with parents? What is dystopian
        about using social media to communicate?

      How can you, as a parent, work with your school to create a safe environment for the
        discussion of school shootings with your children?

      How can parents work with schools to continue the dialogue around these issues? What is
        missing from conversations you have had with schools?

HANDS-ON ACTIVITY

Many parents have hopes and fears about school. Using specific types of caregivers, including yourself, 
list as many hopes and fears as they may have. Working with a partner, discover commonalities among
their hopes and fears. Based on these, what actions can we take to continue fostering their hopes and 
what actions can we take to diminish their fears?

A Discussion Guide for Parents
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Storytelling is a helpful doorway through which difficult subjects can be discussed.  The questions 
below can frame a discussion that takes place between teachers and administrators over a luncheon
or professional development of William H.G. Butler Middle School.

MAKING TEXT CONNECTIONS

      How do you you approach the topics of school safety, mass school shootings, and 
        lockdown drills in your classroom? With your colleagues? With your family?
      Do you feel as though you have the ability and freedom to discuss these topics with 

        your students?
      Should teachers and schools discuss their stance on political issues like gun control?
      How did reading the story make you feel? What sections most resonated for you? What

        feelings did it evoke for you?
     The characters of Mr. Ortega and Ms. Tan (July 3 - July 5) were based on research about real-life 

        teachers. Do you think they should be commended for their decisions? Did they make a 
        good decision? Would you make a similar decision?
      What are the expectations you feel are placed upon you in these times as an educator?
      What could the MELISSA method (July 10 - July 13) look like in your classroom or school?  

        School supplies appear in the July 18 - July 20 posts of the story. How did this part of the   
        story make you feel?

      Would game based learning, such as “Hide And Peek” (August 7- August 9) help or have  
        emotional consequences?

      What challenges would arise were the procedures, drills, etc. implemented in the story 
        to become reality for you? How would you react if you were to asked to do these?

      How could you use this story as a teaching tool in your classroom? Which dystopian works 
        of literature could you pair it with?

      What hashtags or posts from the story stand out to you as the most powerful and why? 
        What additional tools, resources, etc. are needed to continue the dialogue? Which books
        and games from the #ArmMeWith Campaign can be used in your classroom and how? 

HANDS-ON-ACTIVITY

Many students (and parents, teachers, administration, etc) have hopes and fears about school. 
Using specific types of people, including yourself, list as many hopes and fears each may have. 
Working with a partner, discover commonalities among their hopes and fears. Based on these, 
work as a group to identify what actions can we take to continue fostering their hopes and 
what actions can we take to diminish their fears? 

A Discussion Guide for Educators
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We live in an age where the media is dominated by two distinct tropes around the 
discussion of video games. One narrative depicts politicians who decry video games as 
a cause of aggression amongst young people. The other narrative represents research on
the potential of screen-time (including gaming) as a positive force in the lives of young 
people, and argues that the moral panic around video games—think of all the Fortnite
articles you’ve read recently—is overstated.

At our studio, Literary Safari, we repeatedly encountered this dialectic while creating 
William H.G. Butler Middle School, our illustrated story on Instagram which explores the
impact of mass school shootings. We were also struck by the research studies we came 
across which show no evidence of the link between video games and aggressive behavior. 
These studies cite video games as a medium that can be designed to build empathy and
social-emotional learning skills. 

Inspired by the #ArmMeWith movement on social media—in which teachers asked to 
be armed with everything from more books to bullying prevention programs to prevent 
school shootings—we asked leading game designers and educators for recommendations
of games that can build empathy and social-emotional skills in these strange times of mass
shootings.

Our #ArmMeWithGames list includes adventure, puzzle, battle, narrative, and live 
action role play games. We invite you to share your own game recommendations with 
us on Twitter @litsafarimedia using the #ArmMeWithGames hashtag. 

  games help young people growing upCan
in an age of lockdown drills and mass shootings?
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“Video games can engage players with more than just action. Impactful games are about 
serious topics and can create conditions for deeper learning. Some can even be used in 
classrooms to help children develop an awareness of both their own and their peers’ 
emotions. This list curates some of the best
and most innovative game experiences that
can help foster social emotional learning 
in children.”

classrooms to help children develop an awareness of both their own and their peers’ 
emotions. This list curates some of the best
and most innovative game experiences that

   Assistant Professor of Technology, 
    Innovation and Pedagogy at the 
    University of Northern Colorado,
    and author of Gamify Your Classroom

 Matthew Farber, Ed.D.



 A NOTE TO PARENTS FROM DR. KAREN SCHRIER

Associate Professor and Founding 
Director of the Games & Emerging
Media program at Marist College, 
and author of Knowledge Games

Founder of MinecraftEdu
and technology teacher at 
the Stephen Gaynor School, 
New York City

A recent University of Wisconsin-Madison study published
in the npj Science of Learning (a Nature Partner Journal) 
found that video games can boost empathy by changing 
neural connections in the brain. 

DID YOU KNOW

 A NOTE TO TEACHERS FROM JOEL LEVIN

In recent years, there have been countless 
articles posted online extolling the virtues
of using video games as an educational tool. 
Games are often presented as a panacea that
can teach any subject and engage the most 
reluctant student. But when I talk to real 
teachers and parents about using games in
the classroom, their views are more nuanced.
Some express skepticism, saying that game-
based learning is a gimmick that takes away 
from other valuable instructional time. Some
worry that excessive gaming may lead to 
addictive or violent behavior. Other people
enthusiastically support the idea and tell me
about personal stories of the children in their
lives and what they have accomplished with 
games—but they also tell me how much 
work was involved.

intelligence. But games are not a silver bullet. 
Just by booting up a game in a classroom, you
will not automatically reap the benefits. Like 
anything else that's worth doing in education,
there is serious work to be done. Teachers 
must learn what is possible with the games 
and they must decide how to map their existing 
lesson plans to a game-based model. They must
develop new classroom management strategies
and be able to troubleshoot on the fly, and 
probably the first few times they try using 
games, they will encounter some setbacks. 
But if they persevere, amazing experiences 
are indeed possible.

Joel Levin

Dr. Karen Schrier
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As an educator and a mom of young children, 
I often hear fears about games and the need to
“protect our kids” from them. But, as a games
researcher and designer, I also know that games
are not simply all bad or all good—it’s much 
more nuanced than that. Like all forms of media, 
games may help kids connect, feel, express, and 
learn about each other. Some games have even 
been designed to foster empathy and share 
perspectives, such as That Dragon, Cancer, which
explores grief over a son’s cancer diagnosis or 
Revolution 1979: Black Friday, which re-enacts 
historical points-of-view on the Iranian Revolution.
Even popular games may help players grapple with
complex emotions, such as how to manage loss. 
Though it is meant for more mature players, 
Red Dead Redemption II explores themes such 
as losing family, identity, trust, and one’s role in
society. Likewise, Fortnite players may have to  

cope with losing games against strangers, friends, 
or family. Games are yet another way for us to 
explore who we are and what it means to be
human.

I invite you to read through the games on this list, 
and to consider whether they may be appropriate 
to share with the young people in your lives. Many 
are award-winners and were mindfully designed 
with engaging game mechanics that also support 
social-emotional learning. I hope you can play 
some of these games together! 

Games have the potential to transport our 
students to other realities and let them have
valuable learning experiences. They can teach
both traditional academic subjects and can be
used to bolster empathy and social-emotional

There is an art to teaching games in the 
classroom. But it is one that is worth learning 
because the potential is there and—when it all
works—the benefits are real.



Recommendations
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80 Days is an interactive, choose-your-own-adventure, narrative game based on Jules Verne’s
classic novel Around the World in 80 Days. Playing as Passepartout, the valet to the main character
Phileas Fogg, players control every action and must find the quickest path from city to city, all the
while balancing Fogg’s health and finances. This award-winning game teaches players accountability
through the decisions they make which impacts the plot into success or disaster. 

 80 DAYS

  

 
A Normal Lost Phone is an investigation game in which players search through a missing 
person’s phone to solve the puzzle of what happened to them. Players read text messages and 
emails and look through photos and apps which reveal intimate details about the main character’s 
life up until the evening they disappeared. The game touches on social media issues affecting teens
today and is an opportunity to consider how devices and online activities can put our privacy and
safety on the line.

 A NORMAL LOST PHONE

  

 
Among the Sleep is an award-winning first-person narrative game played from the perspective
of a two-year-old child experiencing parental neglect. The game begins with the player being 
awakened in the middle of the night by a mysterious sound and then setting out to find his/her 
mother in a nightmarish version of their home. This game assesses the effects an environment
of alcohol abuse and domestic unrest can have on a young child.   

 AMONG THE SLEEP

Single-player

Single-player

Single-player

High School

High School

High School

Available on:

Available on:

Available on:

Recommended grade levels are based on the complexity of game mechanics and topic/subject of game
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Don't Starve Together is a multi-player video game in which players have to gather supplies
and assemble the tools they need to survive. Players navigate a mysterious land while trying to 
maintain their health, sanity, and hunger levels, keeping away from darkness and deadly creatures. 
This game is a well-rounded survival game that allows players to play individually or collaboratively
and to experience the mental toll of loneliness and unhealthy environments on an individual. 

 DON’T STARVE TOGETHER

Multi-player Middle School & UpAvailable on:

  

 
Elude is an exploration game that aims to enhance the understanding of what people suffering
from depression are going through. It was created by the Singapore-MIT GAMBIT Game Lab. 
The game takes place in a forest—a metaphorical representation of varying moods—where 
players climb trees and resonate with passions that are represented by colorful birds. Ultimately
and uncontrollably, players are dragged down, but through gameplay, are challenged to find their 
way back to the top, where true passions lie. Free 

 ELUDE

  

 
My Child Lebensborn is a mobile tamagotchi game set in post-WWII Norway in which 
players assume the role of foster mother/father to a child experiencing hate based on their
biological parents’ Nazism.  As caregivers, players must take care of the emotional and physical 
needs of a child who is ostracized by its surrounding society. The game is a portrait of exclusion
and othering, but aims to change this narrative by demonstrating the power of social-emotional
learning and care.

 MY CHILD LEBENSBORN

  

 
Never Alone is an adventure game based on Iñupiat (Alaskan native) traditions and characters. 
It follows the journey of a young girl, Nuna, and her fox as they try to uncover the source of the
dangerous blizzards that threaten her village and restore balance to nature. Created with the 
guidance of nearly 40 Iñupiat elders and community members, the game is based on themes of 
togetherness, interconnectedness, respect for all things, and cooperation—essential components 
of social emotional skill building. 

 NEVER ALONE

Single-player

Single-player

Multi-player

Available on:

Available on:

Available on:

Recommended grade levels are based on the complexity of game mechanics and topic/subject of game

Middle School & Up

Middle School & Up

Middle School & Up
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Night in the Woods is a narrative adventure game about the angst and confusion of being a 
young adult entering the real world. The game follows a cat named Mae, who recently dropped 
out of college and has returned to her hometown to find it isn’t how she remembers it and that
the people she once knew have moved on with their lives. Players experience a coming-of-age 
story through animal characters that reflects on relationships, financial stress, and personal 
responsibility. 

 NIGHT IN THE WOODS

Single-player High SchoolAvailable on:

  

 
Papers, Please is an award-winning simulation puzzle game set in a fictional communist nation
where players take on the role of an immigration official at a border crossing. Players have to 
choose which migrants get in and which must stay out through a developing plot of political 
unrest and nuanced social mini stories that assess moral choices and individual responsibility. 
Each decision made dictates the fate of the player, supporting characters, and outcome of the 
story.  

 PAPERS, PLEASE

  

 

  

 
Please Knock on My Door is a narrative game in which players attempt to help a person 
suffering from depression and social anxiety. Through mundane daily activities, players walk 
alongside the game’s central character and watch as they try to cope through life, work, and
friendship. The game aims to help players understand the fears and struggles of what it’s like 
to live with depression and demonstrates the power of opening up to others.

 PLEASE KNOCK ON MY DOOR

Parable of the Polygons is a playable blog post on how harmless choices can lead to a 
harmful world. The game is formatted like an article but contains mini-games that use cute and
colorful geometric shapes to show how individual biases can lead to institutional biases such as
segregation and marginalization. This game is based on the work of Nobel Prize winning game 
theorist Thomas Schelling. Free

 PARABLE OF THE POLYGONS

Multi-player

Single-player

Single-player

High School

High School

Available on:

Available on:

Available on:

Recommended grade levels are based on the complexity of game mechanics and topic/subject of game

Middle School & Up



Prism is a game for elementary school students where players assume the role of a nocturnal
fox who seeks help from other animals to save their forest from an impending flood. Through 
the metaphor of the fox’s struggle of navigating during the daytime and communicating with 
diurnal animals, players experience the feeling of sensory overload and the difficulty of social 
communication that their peers with autism may experience. The game promotes empathy and
ultimately teaches children how to be better friends to those with autism spectrum disorder. Free

 PRISM

  

 

Single-player Elementary SchoolAvailable on:

  

  

 

  

 
This War of Mine is a simulation war game in which players assume the role of average 
citizens attempting to survive a conflict that’s destroying their town. Inspired by the 1992-96
Siege of Sarajevo during the Bosnian War, the game asks players to make difficult decisions in 
desperate situations. Through gameplay, players also experience a socio-emotional connection 
with the game’s supporting characters who may become depressed or disturbed as a result of
their circumstances. A table top version of the game is available.

 THIS WAR OF MINE

Starbound is an open-ended, multi-player, adventure sandbox game in which players explore
a galaxy full of planets, spaceships, and unique alien civilizations. Players can build anything from 
a simple hut to towering fortresses. A game like this—similar to Roblox, Lego Worlds, Minecraft
—provides opportunities to explore creativity, community building, and even social-emotional 
skills, as it takes a lot of interpersonal communication to build a thriving starfaring civilization!

 STARBOUND

Sign is a live action role-play game (played with direction cards) that is based on the experience
of 50 deaf children in 1970s Nicaragua. At that time, the country did not have a form of sign
language–if you were deaf, you had no tools for expression. In Sign, players follow a piece of this
journey and experience the frustrations of not being able to communicate. Through gameplay, 
participants create connections and develop tools to express themselves.

Multi-player

Multi-player

Single-player High School 

Middle School & UpAvailable on:

Available on:

Available on:
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Recommended grade levels are based on the complexity of game mechanics and topic/subject of game

 SIGN

Elementary School

KA

K

KA

K



 

 
Unmanned is an unconventional war simulator game. Players assume the role of a soldier 
who controls an unmanned attack drone in his office by day, and then goes home at night to 
lead a suburban life. Through gameplay that combines battle actions with everyday activities 
such as shaving, players learn that the conflict that grips the soldier is not on the battlefield, 
but in his mind. Free

UNMANNED

Single-player High SchoolAvailable on:

 

Way is a two-person game, where both players (who are anonymous strangers) play together
using only nonverbal communication. The players are separated by a split screen and must work
together to overcome obstacles that they can only do with the help of the other person. At the
very end, once the players win the 20-minute game together, they are finally in the same screen 
and can write messages to each other atop a map of the world. Free

WAY

 

 
What Remains of Edith Finch is a narrative exploration game in which players assume 
the role of protagonist Edith, who returns to her childhood home to investigate her family’s
history. Players enter the elaborate Finch house and discover the eccentricities of Edith’s family,
how they lived, and how they died. The first-person perspective of the game promotes empathy-
formation by making players experience the unknowable thoughts of various family-members, 
which also helps Edith better understand herself.  

WHAT REMAINS OF EDITH FINCH

 

 
Wonder City is a web-based game that puts the player into the shoes of a high-school girl 
who discovers she has superpower abilities. Through decision-making gameplay, players express
themselves and discover their style of heroism. The game realistically represents race and body 
image by empowering young girls to adopt their superhero identity and championing their own
values. It is an extension of an independent documentary film, Wonder Women! The Untold
Story of American Superheroines. Free  

WONDER CITY

Multi-player

Single-player

Single-player

High SchoolAvailable on:

Available on:

Available on:
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Recommended grade levels are based on the complexity of game mechanics and topic/subject of game

Middle School & Up

Middle School & Up



  

 
ZooU is a choice game set in a school for young zookeepers. The game was designed by 
psychologists and therapists for school and classroom use and features a teacher interface. 
The gameplay invites kids to navigate social situations in a familiar setting that correlates
to their own real-life experiences at school. Faced with solving social problems, players are 
reminded to consider the perspectives of all parties in question, the goal being to build social
emotional skills such as compassion,  friendship, and confidence through adaptive gameplay.  

 ZOO U

Single-player Elementary SchoolAvailable on:
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Recommended grade levels are based on the complexity of game mechanics and topic/subject of game
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Asi Burak is a veteran of the videogame and tech industries, an award-winning executive producer, and 
co-author of Power Play: How Video Games Can Save the World. Burak was named one of the “Digital 25: 
Leaders in Emerging Entertainment” by the Producers Guild of America and Variety Magazine. He has 
spoken at TEDTalks, Harvard Kennedy School, and Sundance, and is a faculty member at the School of  
Visual Arts’ MFA in Design for Social Innovation.
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Contributors

Paul Darvasi is an educator, game designer, speaker, and writer. He teaches English and media studies in 
Toronto, Canada and is a doctoral candidate at York University. Paul has worked with the US Department
of Education, and recently wrote a working paper for UNESCO on how commercial video games can be
used for peace education and conflict resolution. Paul’s work has been featured on PBS, NPR, CBC, 
the Huffington Post, Edutopia, and MindShift.

Nick Fortugno is a game designer and a founder of Playmatics, which has created a variety of digital and 
real-world games for organizations including Red Bull, Disney, American Museum of Natural History, and
the Corporation of Public Broadcasting. He is co-founder of the Come Out and Play street games festival 
and has taught game design and interactive narrative design for15 years at institutions such as Columbia 
University and the Parsons School of Design.

Aleksander Husøy is a teacher of English and Social Sciences in Norway. One of Scandinavia´s leading 
practitioners and educators in the use of games in learning, he was the 2015 recipient of the National 
Teacher Prize The Golden Apple for innovation in the use of technology in education. He has produced
a series of teacher guides on games and learning for the Norwegian Directorate of Education and
iThrive Games.

Steve Isaacs is a teacher at Bernards Township Public Schools in New Jersey, an edtech influencer, 
community builder, and leader in the area of teaching Game Design and Development. Steve is 
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