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KEVIN MURAKAMI, ’12
Line in Motion

—
This thesis—a 
combination of 

illustration, animation, 
and music composition 

—explores life and 
storytelling through lines.

JESSICA LYNCH, ’13
From Me to You

—
An exploration of 

contemporary culture, 
From Me to You aims 
to better understand 
what we have gained 

and lost with the rise of 
digital communication 

technologies.

CHRISTOPHER 

THOMPSON, ’14
Ideation Ecologies

—
Dispelling the  

myth of the  
“lone creative  

genius,” Ideation 
Ecologies seeks  

the common  
threads of  

innovators to  
promote creativity.

MFA THESIS EXHIBITION

—
The annual show 

represents a 
culmination of 

student studies and 
provides a launch 

pad to new careers. 
Other exhibition 

opportunities at local 
galleries and art events 

are also available.

– HILARY HESS, ’12

“I LEARNED  

THE MOST 

IMPORTANT 

SKILL FOR 

CREATIVES  

IN THE  

NEW  

MEDIA  

WORLD: 

ITERATE,  

KEEP 

ITERATING.”

“I DISCOVERED AN INNOVATIVE APPROACH TO  

THINKING & LEARNING THAT INFORMS MY PROCESS,  

REGARDLESS OF THE MEDIUM OR INDUSTRY.”

– CORA LOZINSCHI, ’13 

SHOWN ABOVE WITH MFA IN EMERGENT MEDIA PROGRAM DIRECTOR, JOHN BANKS
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SARAH WEBB
Daily Practice

—
In their first semester, 

MFA students take 
Foundations of  

Digital Image Making 
and are assigned a 

daily creative practice. 
Sarah Webb hand-
lettered overheard 
quotes, which she  
then digitized for  

large format printing.

OVER

90%
OF GRADS  

FROM THE  

CLASSES  

OF 2012  

AND 2013 

HAVE 

FOUND  

REWARDING  

JOBS DOING  

WHAT THEY  

LOVE.

MASTER OF  
FINE ARTS IN

CONTACT:

GRADSCHOOL@CHAMPLAIN.EDU

866.282.7259

SEE THE WORK: EMERGENTWORKS.

EMERGENTMEDIACENTER.COM

ABOUT CHAMPLAIN COLLEGE

—
Located in Burlington, VT, Champlain 
College is a private, not-for-profit 
college founded in 1878. Our deep 
commitment to academic excellence 
and student learning is reflected in 
our distinctive educational approach: 
we integrate the high academic 
standards and rigor that characterize 
all important learning with the 
development of relevant professional 
skills through hands-on application in 
real-world situations.
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MASTER OF MASTER OF 
FINE ARTS INFINE ARTS INBURLINGTON, VT 

BREATHES INSPIRATION

 As a student in the MFA in Emergent Media 
program, you’ll live, work and create in the beautiful city 
of Burlington, Vermont. Here you will find a rare mix of 
outstanding natural beauty and a thriving, intellectually-
charged urban environment that boasts highly engaged 
and industrious art and tech communities. 

Burlington consistently reveals itself to be one of the 
most forward-thinking cities in the country. Nationally 
identified for its quality of life, Burlington placed #11 
in a list of the Top 20 High-Tech Metros by The Atlantic
and makes the grade as one of Techie.com’s “Most 
Promising Tech Hubs to Watch.”

Vermont is uniquely positioned between Boston and 
Montreal, two explosive regions in the tech and media 
world. Boston is known as an international capital of 
innovation, boasting leading tech companies such 
as Google, Amazon and IDEO. Montreal is home to 
Google, as well as over 70 game-related companies 
including Ubisoft, A2M, Behaviour Interactive, 
Electronic Arts and Eidos.

CHAMPLAIN.EDU/BURLINGTON

“I WAS EAGER 

TO DISCOVER 

ALL THAT 

VERMONT 

COULD GIVE

ME. PEOPLE 

IN VERMONT 

HAVE A SENSE 

OF PRIDE, 

A STRONG 

WORK ETHIC 

& THEY 

ADORE THEIR 

COMMUNITY. 

BURLINGTON 

HAS MADE 

ME A BETTER 

PERSON &

I AM HAPPY  

TO BE HERE.” 

– ANDREA OLSON, ’13
CHURCH STREET

MARKETPLACE

THE KARMA

BIRD HOUSE

AIGA VERMONT 

AT SEABA

SOME OF 

BURLINGTON'S 

GREAT BUSINESSES:

DEALER.COM

MYWEBGROCER

GE HEALTHCARE

POLHEMUS

ASCENSION 

TECHNOLOGY

SOLIDARITY OF 

UNBRIDLED LABOUR

TAG NEW MEDIA

JNJMOBILE

GIRL DEVELOP IT

VERMONT MAKERS

GENERATOR

GAMETHEORY

SELECT DESIGN

BRANDTHROPOLOGY

MAMAVA

@CCEmergentMedia
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20 Something Hero

@CCEmergentMedia
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20 Something Hero20 Something Hero
Wicked Problems “a problem that is difficult or 
impossible to solve because of incomplete, contradictory, and changing 
requirements that are often difficult to recognize.”

—http://en.wikipedia.org/wiki/Wicked_problem

@CCEmergentMedia
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IBM:
Open Sims Business Solutions
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Robert Wood Johnson Foundation Innovation Grant:
University of Vermont

Cystic Fibrosis Breath Biofeedback Games

Ford Foundation:
Yellowwood Associates,

Rural Economic Equity Game

Institute of Museum & Library Service grant:
ECHO Lake & Science Center Lake Quest
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Fast Facts:
• Project Start: 2009
• First 3 episodes launched 2010
• Launched all 13 episodes: 2011
• Facilitator’s Guide 2011
• Hebron, Palestine camp 2012
• El Salvador camp 2013, 2014
• First assessment completed 2014
• 2015 study in process

slideshare.net/anndemarle/ 

www.breakawaygame.com, 
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Outline:
• Issue & project goals
• Potential of games for social impact
• Challenges 
• Applying social theory
• Building the narrative
• Supporting game system
• Study results

slideshare.net/anndemarle/ 

www.breakawaygame.com, 

http://breakawaygame.champlain.edu

@breakawaygame

BREAKAWAY: Narrative Success
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Issue & Goals
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http://www.si.com/nfl/2014/09/11/nfl-players-arrested-domestic-violence-assault

Issue & Goals
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Miranda Pakozdi: sexual 
harassment in video game 
tournament

http://www.nytimes.com/2012/08/02/us/sexual-harassment-in-online-gaming-stirs-anger.html?emc=eta1
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"...a crippling injury 
that's never going to 
fully heal... a good 
solid injury to the 
knees. I'd say a brain 
damage, but we 
don't want to make it 
so she ends up too 
retarded to fear us."

Parkin, Simon (September 9, 2014). "Zoe Quinn’s Depression Quest". The New Yorker. Retrieved September 15, 2014

Issue & Goals
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“8 men raped the girls. 
First 2 were killed with 
multiple knife wounds. 
The 3rd was held for 24 
hours while they asked 
for ransom, but when 
they couldn’t get the 
money they killed her, 
too. The 3 were 
dismembered. They 
were 12, 13 and 14 
years old.”"

http://nypost.com/2014/11/06/the-youth-are-theirs-el-salvadors-horrifying-culture-of-gang-rape/

Issue & Goals
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The Issue & Goals

Our Project Goal:
Shift Behaviors in Male Youth

1. Player awareness of the issue
2. Player realizes personal accountability
3. Player changes attitude & behavior
4. Player becomes an advocate for change

Issue & Goals
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Challenge
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Challenge
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Global Audience - Personal Behaviors

• Universal story—theme
• Personal setting—could this be every 

boy’s home turf?
• Ethnicity—avoiding stereotyping
• Clothing—religion—cool factor?
• No romantic or sexual implications
• No portrayal of violent actions 
• Portrayal of girls
• Language, phrasing, gestures, values...
• Technology—delivery system
• Avoiding boring

Challenge
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Challenge
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http://www.windsorstar.com/Photos+World+soccer+action/3151780/story.html#__federated=1

Do you have what it takes 
to be a champion?

The Player Challenge

Challenge

Wednesday, March 4, 15

http://en.wikipedia.org/wiki/Talk%3AKlein_bottle#mediaviewer/File:KleinBottle-Figure8-01.png


Challenge
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http://www.windsorstar.com/Photos+World+soccer+action/3151780/story.html#__federated=1

Potential of Games

Wednesday, March 4, 15

http://en.wikipedia.org/wiki/Talk%3AKlein_bottle#mediaviewer/File:KleinBottle-Figure8-01.png
http://en.wikipedia.org/wiki/Talk%3AKlein_bottle#mediaviewer/File:KleinBottle-Figure8-01.png


http://www.windsorstar.com/Photos+World+soccer+action/3151780/story.html#__federated=1

“...a shield or sorts protecting the fantasy 
world from the outside world.”

—Edward Castronova,“Synthetic Worlds”

Potential of Games
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Powerful format for experiential learning.

Potential of Games
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• Player Choice: Active decision making = critical 
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thinking 
• Rules: 
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Powerful format for experiential learning.
• Player Choice: Active decision making = critical 

thinking 
• Rules: 

• Allow clear cause & effect
• Cycle of expertise

• Power of Presence: 
• Identification with characters 
• Role playing real life situations

Potential of Games
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Powerful format for experiential learning.
• Player Choice: Active decision making = critical 

thinking 
• Rules: 

• Allow clear cause & effect
• Cycle of expertise

• Power of Presence: 
• Identification with characters 
• Role playing real life situations
• Personal reflection & storytelling

Potential of Games

Wednesday, March 4, 15



http://virtualmathmuseum.org/Surface/moebius_strip/moebius_strip.html

But is in-game learning 
transferable?

Potential of Games
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“The one who enters the temple compound & proceeds to 
the sanctuary is imitating the deed of the original hero.”

—Joseph Campbell, “The Hero with a Thousand Faces”

Potential of Games
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“The one who enters the temple compound & proceeds to 
the sanctuary is imitating the deed of the original hero.”

—Joseph Campbell, “The Hero with a Thousand Faces”

Potential of Games

Doesn’t this sound like a game?
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“Furthermore, we have not even to risk the adventure alone; for 
the heroes of all time have come before us, the labyrinth is fully 
known; we have only to follow the thread of the hero-path.”

—Joseph Campbell, “The Hero with a Thousand Faces”

Potential of Games
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Sabido Methodology 

Sabido’s “Ven Conmigo”, 1975

Applying Social Theory
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Sabido Methodology 
• 1970‘s developed by 

Miguel Sabido
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Sabido Methodology 
• 1970‘s developed by 

Miguel Sabido

• Linear narrative for TV & 
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Sabido Methodology 
• 1970‘s developed by 

Miguel Sabido

• Linear narrative for TV & 
radio

• Soap opera style with 
cliffhangers for reflection

Sabido’s “Ven Conmigo”, 1975
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Sabido Methodology 
• 1970‘s developed by 

Miguel Sabido

• Linear narrative for TV & 
radio

• Soap opera style with 
cliffhangers for reflection

• Narrative 70/30 rule Sabido’s “Ven Conmigo”, 1975

Applying Social Theory
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Sabido Methodology 
• Entertainment Education 

for Social Change

Applying Social Theory
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Sabido Methodology 
• Entertainment Education 

for Social Change

• Jungian theory:positive & 
negative stereotypes/
archetypes

Applying Social Theory
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Sabido Methodology 
• Entertainment Education 

for Social Change

• Jungian theory:positive & 
negative stereotypes/
archetypes

• Social cognitive theory: 
Albert Bandura

Applying Social Theory
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Albert Bandura 
“Personal agency operates in a broad 
network of socio-structural influences. 
Social structures embody rules, resources, 
& social sanctions designed to organize, 
guide & regulate human affairs. These 
social systems are created, implemented, & 
altered by human activity.”

—Bandura, 1986, Social Cognitive Theory for Personal & Social Change by Enabling Media, 2002.
http://web.stanford.edu/dept/psychology/bandura/pajares/Bandura2004Media.pdf

Applying Social Theory
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Albert Bandura 
“Personal agency operates in a broad 
network of socio-structural influences. 
Social structures embody rules, resources, 
& social sanctions designed to organize, 
guide & regulate human affairs. These 
social systems are created, implemented, & 
altered by human activity.”

—Bandura, 1986, Social Cognitive Theory for Personal & Social Change by Enabling Media, 2002.
http://web.stanford.edu/dept/psychology/bandura/pajares/Bandura2004Media.pdf

Applying Social Theory

Doesn’t this also sound like a game?
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Albert Bandura
Two modes of learning:

• Direct experience of positive & negative rewards
• Social modeling

Chief Motivators:

• Perceived self-efficacy
• Collective efficacy
• Goals & aspirations
• Expectation
• Perceived facilitators & 

impediments

http://stanford.edu/dept/psychology/bandura/images/bandura-bobo_doll.jpg

Bandura’s “Bobo doll experiments”, 1961-63

Applying Social Theory
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Sabido Methodology 
• Differential Role Modeling:

• Positive

• Negative

• Transitional

Applying Social Theory
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Building the Narrative
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Ingredients for Social Impact in

Building the Narrative
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• Power of Presence
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Ingredients for Social Impact in

• Power of Presence
• Game-based role playing = Bandura’s role modeling 
• Path of action: Hero’s journey 
• Player choice: Interactivity leads to decision-making & learning
• Self-reflection & personal story

Building the Narrative
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Sabido Role modeling in

• Player: Transitional
• Team Captain Tal: Negative
• Star Player Zak: Positive
• Female characters: Neutral
• Supporting teammates 

determined by affiliation
• Samuel Eto: Positive

Building the NarrativeBuilding the Narrative
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Female characters

• Hanna—familial model
• Reina—collegial model
• Challenges:

• Relationships: romance? savior? 
• Clothing
• Relationships: romance? savior? 
• Clothing

Building the Narrative
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Raina

• Originally neutral—coached by UNFPA:
• Powerful, stands up for herself
• Player solves problem not in-game 

characters 
• Support rather then save & protect 

female characters
• Became: 

• Mentor to Hannah
• Role model for girls

Building the Narrative
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Building the Narrative

Samuel Eto 

• Walk-in role as himself—champion 
for human rights

• Website videos: gender equality 
• Obi Wan character:

• Pep talks
• Rewards good sportsmanship

Wednesday, March 4, 15



“Borderline Personality Disorder.” National Institutes of Mental Health. 13 May 2009. 25 March 2010.
 http://www.nimh.nih.gov/health/publications/borderline-personality-disorder-fact-sheet/index.shtml

“

“...characterized by pervasive 
instability in moods, interpersonal 
relationships, self-image, and 
behavior. This instability often 
disrupts family and work life, long-
term planning, and the individual's 
sense of self-identity.” 

Tal—Captain: Borderline Personality Disorder 

Building the Narrative
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• Manipulative: Cycle of charming 
to abusive

• Deep, deep questioning of his 
self-worth 

• Regards women as inferior
• Towards teammates: shifts from 

the positive camaraderie to 
negative sense of betrayal

• When not unanimously supported 
in his view, triggers disorder. 

•

Tal—Captain: Borderline Personality Disorder 

Building the Narrative
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                   Narrative

• Realistic characters
• “Charlie Brown” theory: 

Problems children can 
handle

• Escalating examples of 
abuse 

                   Narrative

Building the Narrative
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Cycle of Abuse
Lenore E. Walker, 
psychologist 
founder Domestic 
Violence Institute
•

Image: Avanduyn [Public domain], via Wikimedia Commons

Building the Narrative
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http://www.nicnacnoo.com/grimm-s-toys-ball-run-assembly-set.html#.VO-xSN5cz4R

Gender violence 
escalates/episodes:
• Patronizing behavior
• Dismissive attitude
• Exclusionary tactics
• Gender discrimination
• Verbal abuse
• Gang humiliation
• Violation of personal property
• Slander
• Separation from friends
• Mild physical violence
• Abduction
• Extreme violence

Building the Narrative
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Player Choice:
• Branching Narrative: Player can always choose to play for or 

against gender equality

The player is trying out for the 
local football team. Peter 

helps guide him along and the 
player is later introduced to 
John, the captain. Soon, the 
player’s  sister, Mary, arrives 

to cheer him on.

The player 
introduces 
Mary to the 

others.

The player 
dismisses 

Mary, saying 
she’s  no  one  

important.

EPISODE 1

The player makes the team. 
Unfortunately, another player, 
Will,  is leaving. John becomes 
suspicious  of  Will’s  motives  
and thinks Will has betrayed 

them. John wants the player to 
ruin  Will’s  last  game.

EPISODE 2

CHAPTER 1

John dismisses 
her as being 

childish.

John finds it 
funny, but Peter 
and Mary are in 

disbelief the 
player’s  disregard  
for his own sister.

The player 
does not 

sabotage Will.

The player 
trips Will 

during the 
game.

The team is 
happy that Will 

gets to leave on a 
good note, but 

John is not 
pleased with the 

player

While the player 
is tripping Will, 

the ball is stolen 
and the other 

team scores. The 
team is upset at 

the player.

The team needs a 
replacement. Mary tells the 
player about Billy and Kate, 
the new kids in town. Mary 

accidentally bumps into John, 
and he proceeds to playfully 

ridicule her.

The player 
tells John to 

leave her 
alone.

The player 
ridicules along  

with John.

EPISODE 3

John says that the coach has a 
list of names including the new 
player. John bribes the player 
with the reward of becoming 

vice-captain if he assists him in 
stealing it. The player also 

briefly meets Kate.

EPISODE 4

rders her 
er the 
et. 

r instruct 

CHAPTER 2

Peter comes 
along and tells 

John  he’s  being  a  
poor role model.

Peter comes 
along and tells 
the player he 
should be a 

better brother.

The player 
does not help 

John.

The player 
does what 
John says.

John is caught 
and the player is 
praised for not 
following him.

Both John and 
the player are 
caught. The 

player is ridiculed 
and shamed.

The new player will join the 
team next episode. In the 

meantime, the player is invited 
by Mary to give Kate a tour of 

the town. When John sees 
Mary, he forces her to fetch 

him a bottle of water.

EPISODE 5
The player 

tells John that 
he  can’t  order  
Mary around.

The player 
tells Mary to 
do as John 

says.

Mary appreciates 
the help, yet John 

still persuades 
her to do it.

Mary 
uncomfortably 
and reluctantly 

complies.

VIOLENCE AGAINST WOMEN

Episodes 1-2: 

The first of two key female characters is int —
and his biggest fan. Over the course of the , 
the main negative character. This  mistreatm er  
as childish.

The player must choose betwee th 
John’s  generally  dismissive  attitude  toward

To  everyone’s  shock, the new 
player is not Billy, but Kate. 
John makes it apparent that 

he believes a girl could never 
be a suitable replacement in 
what  he  calls  a  “boys  only”  

sport. 

The player 
ignores  John’s  

insults and 
welcomes her.

The player 
sides with 

John.

EPISODE 6

The question is raised as to 
why Kate moved into town. 
John comes up with crude 

rumors to ruin her reputation.

EPISODE 7

er but the new 
n  and  cannot  do, 
, despite her 
throughout the 

her designed to 

e is an asset to the 
mic as the guardian 

of a secret with which Kate has entrusted her. This presents the player with another 
choice: to wrest the secret from Mary or support her in honoring her duty to her new 
friend.

CHAPTER 3

John tries to 
make a fool of 
Kate, but gets 

humiliated when 
it  doesn’t  work.

The player is 
knocked 

unconscious by a 
soccer ball during 
one  of  John’s  
failed pranks.

The player 
talks to Kate 

Kate appreciates 
the gesture, but 

Mary knows the reason why 
Kate moved. John attempts to 
threaten and charm the player 

into giving him information 
that’s  not  his  to  know. 

EPISODE 8
The player 

does not tell 
John what 

Mary told him.

The player 
tells John what 
Mary told him.

Kate eventually 
comes clean to 
the team when 
she’s  ready.

Kate is crushed 
and no longer 

trusts the player.

Most of the team is over 
Kate’s  moving  there, but 

some  aren’t. Kate drops her 
journal while leaving practice 
and  one  of  John’s  friends  

steals it and runs off before 
she can pick it up.

The player 
helps her 

retrieve the 
journal.

The player 
does not help 
her retrieve 
the journal.

EPISODE 9

John demeans Mary for 
always being at the field. John 

continues to talk behind her 
back. Peter  doesn’t  want  to  

practice if John keeps being a 
jerk.

EPISODE 10

VIOLENCE AGAINST WOMEN

Episodes 9-12:

As in previous episodes, John’s  initial  verbal  abuse  of  Kate  finds  physical  form. At one 
point, he steals her journal in an effort to humiliate her in front of the team. He also 
continues to abuse Mary, who is a consistent presence at the football pitch. She 
becomes  a  convenient  target  of  his  anger  as  he  grows  frustrated  with  Kate’s  refusal  to  
quit—and  with  other  players’  support  of  her.

The  player’s  choices  intensify  in  these  episodes. He has the opportunity to 
intervene  on  Kate’s  behalf. Likewise, he has the opportunity to defend his sister.

CHAPTER 4

Kate thanks the 
player and Peter. 

John opens it 
before they get it 

back. He lies 
about reading 

something bad. 

Peter retrieves it 
himself; however 

John opens it 
before Peter gets 

to it. John lies 
about reading 

something bad.

The player 
sides with 

Peter.

The player 
sides with 

John

John refuses to 
practice with 
someone like 

Peter, 

John and Peter 
argue. Both 

refuse to practice 
that day.

John tells the player to 
convince Kate to come to the 

pitch that night for an 
“initiation.”  When  she  arrives, 
some of the team members 
steal her bag and play keep-

away with it.

EPISODE 12
The player 

gives it back to 
Kate.

The player 
keeps the 

game going.

Kate thanks the 
player, but John 

is completely 
furious at the 

player for ruining 
his fun.

Kate steals it 
back before the 

player completes 
the pass. The 
player is made 
fun of by John 
and his friends.

John says that since the 
coach  won’t  kick  Kate  off  the  
team, it’s  up  to  the  players  to  

decide. The player must 
choose to have Kate leave, or 

else John will.

The player 
chooses Kate.

The player 
chooses John.

EPISODE 11 Kate thanks the 
player for 

believing in her. 
John needs the 
team and stays, 
but  he  won’t  play  

with Kate.

Kate is hurt, but 
the positive 

players say if 
Kate leaves, 

they’ll  leave  as  
well.

Kate has been gone since 
she received a phone call at 
the end of the last episode. 
John is angry that the team 
hasn’t  performed  well  since  

Kate left. He trips Mary 
spitefully as she walks by.

The player 
helps Mary 
and asks if 
she’s  okay.

The player 
laughs at Mary 
and calls her 

clumsy.

EPISODE 13

Kate shows up briefly, only to 
say that she may not be able 

to play anymore. John is 
excited, but the rest of the 

team is at a loss for words. As 
it turns out, John and Peter 

were once good friends.

EPISODE 14

VIOLENCE AGAINST WOMEN

Episodes 13-17:

John’s  abuse  of  Kate  intensifies  one  degree  further  as  he  trips  her  early  in  this  series  of  
episodes. Soon thereafter, he appears to succeed in convincing her to quit the team. In 
her (brief) absence, he continues to verbally harass Mary, going so far as to spread 
unkind rumors about her. When Kate returns toward the end of this sequence, John’s  
frustration reaches a boiling point. He lashes out against Mary, pushing her and 
destroying a gift she had been making for her brother.

The  player’s  choices  in  this  sequence  of  scenes  will  find  the  player  not  only  on  
John’s  side  or  not, but on the side of other players who side with John or not, as  John’s  
behavior toward Kate has become a divisive force on the football team. Importantly, Mary 
reaches  out  to  the  player  for  help  in  defending  herself  from  John’s  taunts  and  
rumormongering and also from his physical aggression.

CHAPTER 5

Mary says that 
she’s  okay  and  
that  she’s  proud  
of the player for 
not falling into 
John’s  crowd.

Mary helps 
herself up and 

walks off, saying 
that the player 

has a poor choice 
in friends.

The player 
says Peter 

made a good 
decision 

ending the 
friendship.

The player 
says Peter 

made a bad 
decision 

ending the 
friendship.

Peter agrees and 
says  that’s  all  in  
the past now.

Peter is baffled. 
He says that the 
player should be 
cautious not to 
follow  in  John’s  

footsteps.

Mary returns to the field the 
next day with Kate, beaming. 
Kate is back. John, enraged,  
attempts to take his anger out 

on Mary.

EPISODE 16
The player 
stops John.

The player 
watches what 

happens.

John, annoyed, 
leaves to prepare 
for an important 

game.

John shoves 
Mary, and the 
box she was 

holding falls in a 
muddy puddle. It 

contains a gift 
she made for the 

player.

John has redirected his 
attention  to  Mary  in  Kate’s  
absence, and rumors have 

started surfacing. Mary seeks 
the  player’s  help.

The player 
says  that  he’ll  

help Mary.

The player 
tells Mary to 
stop being a 

baby.

EPISODE 15 The player tells 
John to back off 
and Mary gains 
the courage to 

put an end to the 
rumors once and 

for all.

The player 
ignores  Mary’s  
plight and Mary 

snaps. John 
stops the rumors; 

he thinks she 
isn’t  worth  his  

time.

There is a divide in the team 
and the player must choose to 
play a grudge match on either 
John’s  team  or  Kate’s  side.

EPISODE 17
The player 
joins  Kate’s  

side.

The player 
joins  John’s  

side.

When the player 
wins, John is 

humiliated and 
slumps off the 
field. Kate is 

welcomed with 
open arms.

The player is 
slated to lose. 

After the match, 
John is 

humiliated and 
the player is a 

joke.

The team makes it to the 
championships and is excited. 
John  says  he’s  throwing  a  

party and invites everyone – 
especially Kate, so he can 

“apologize”  properly. 

Next episode: 
The player 

does not go.

Next episode:
The player 

goes alone or 
goes with 

Kate.

EPISODE 18

The player is must immediately 
decide if he will go or not. 

Regardless what he chooses, 
John will violently approach 
Kate and the player must 

decide to protect her or stand 
aside.

EPISODE 19

CHAPTER 6

Peter and Kate 
will be relieved 

and  they’ll  decide  
to do something 

else for the night.

Peter and Kate 
will be concerned 

and question if 
the player is 

doing the right 
thing.

The player 
stops John.

The player 
stands back.

John is thwarted. 
Kate is grateful. 

He threatens 
Kate and tells her 
not to show up at 

the 
championships. 

Peter thwarts 
John. Peter and 

Kate are 
extremely 

disappointed in 
the player. John 
threatens Kate.

The championship game is 
today. Some players have a 
plan to have John removed 

from the team.  This is the last 
chance the player has to end 

John’s  madness.

EPISODE 20
The player 
chooses to 

help.

The player 
refuses to 

help.

The team thanks 
the player.

The team is 
disappointed in 

the player.

VIOLENCE AGAINST WOMEN

Episodes 18-20:

John, fed up with Kate, decides to act against her once and for all. He lays a trap for her 
in inviting her to a party, but, even  though  the  player’s  actions  can  steer  her  clear  of  this  
threat, John will still have an opportunity to commit an act of physical violence against 
her.

In what becomes the climax of the game, the player must choose to defend 
Kate, or not, from  John’s  most  grievous  act  of  physical  aggression  in  the  game.

Good Ending
John is kicked off the team due 

to violent threats and 
conspiring sabotage the game. 

The player is made captain. 
Will returns and they win the 

championships.

Bad Ending
After being accused of 

conspiring to sabotage the 
game, John and the player are 
both kicked off the team. The 

team loses the championships. 
The player is thought to be as 

bad as John.

The player mostly 
made positive 

choices 
throughout the 

game.

The player mostly 
made negative 

choices 
throughout the 

game.
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Player Choice:
• Branching Narrative
• Strategic: soccer matches
• Skill-building: training mini-games

Supporting Game SystemSupporting Game SystemSupporting Game System
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Value System:
Narrative choices determine whom 
one can train with & learn from 
influencing soccer skill level
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Value System:
• Narrative decisions assign negative, positive, or neutral 

points
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• Some decisions are worth more than others
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Value System:
• Narrative decisions assign negative, positive, or neutral 

points
• Some decisions are worth more than others
• Progressing relationships:  

• Player must earn a certain number of points & a certain 
ratio allows to train with differing characters
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Value System:
• Narrative decisions assign negative, positive, or neutral 

points
• Some decisions are worth more than others
• Progressing relationships:  

• Player must earn a certain number of points & a certain 
ratio allows to train with differing characters

• Player earns special moves from characters as 
relationship builds
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Value System:
• Narrative decisions assign negative, positive, or neutral 

points
• Some decisions are worth more than others
• Progressing relationships:  

• Player must earn a certain number of points & a certain 
ratio allows to train with differing characters

• Player earns special moves from characters as 
relationship builds

• The more they play or train, the more player influences 
other characters determining potential for success in 
soccer matches

Supporting Game System
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Cliff hangers:
• 13 Episodes build reflection & 

self-awareness
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Cliff hangers:
• 13 Episodes build reflection & 
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Cliff hangers:
• 13 Episodes build reflection & 

self-awareness
• Practice & master social action

13 Episodes build reflection & 

Practice & master social action

Supporting Game System
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Research participants

2013 El Salvador
Conducted by Dr. Hua (Helen) Wang, University of Buffalo

Research participants

Study Results
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Research participantsResearch participants

https://vimeo.com/98940885
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Research participants

Event-based time diaries & participatory sketching 
Study Results
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Research participants

Gamification strategies and Facebook insights
Study Results
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Research participantsResearch participantsResearch participantsResearch participants

Analytical sample AM camp group PM camp group

N (Sample Size) 83 38 45

Age

Range 7-18 7-15 8-18

Median & Mode 12 12 12

Mean 11.94 11.50 12.29

Standard Deviation 2.30 2.56 2.05

Sex

Boys 40 20 20

Girls 29 11 18

Unknown 14 7 7

Research participants
Study Results
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Character Identification
Study Results
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Character Identification

86.8% participants 
demonstrated 

considerable empathy 
and sympathy toward 

Hanna

Study Results
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Character Identification

• bad 
• selfish
• rude

• friendly
• kind
• nice 
• helpful 

• happy 
• enthusiastic 

86.4%

88.3%

86.5%

Study Results
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Behavior Modeling

Draw an example of 
bullying (verbal, 
physical, psychological) 
that you have learned 
from BREAKAWAY and 
how to deal with it.

Get the hell out 
Raina!

What, no way!

Calm down, boy, everybody can play.

Study Results
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Behavior Modeling

Draw an example of 
bullying (verbal, 
physical, psychological) 
that you have learned 
from BREAKAWAY and 
how to deal with it.

“You are ugly !”

I will try to ignore her

“Why you say that ?”

Study Results
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Behavior Modeling

Draw an example of 
bullying (verbal, 
physical, psychological) 
that you have learned 
from BREAKAWAY and 
how to deal with it.

we stop violence and leave discrimination in the past!!!!!

nobody 
likes 
me

because she looks 
nice. 

what's more, quit 
bothering her,  

She doesn't even 
hang out with 

you or do anything 
to you.

yeah, she's such an ugly girl. 
oooh, so gross. this girl – 

don't talk to her

Study Results
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Sticker Sheets

N = 56, Range =1 ~ 29, M = 17.86, SD = 6.25

On average, campers chose more female player stickers 
than male player stickers although the difference was not statistically 
significant

               MF = 8.11 vs. MM = 7.64; t(55) = .57, p = .57

Girls chose significantly more female player stickers 

               MF = 10.65 vs. MM = 5.70; t(22) = 4.81, p < .001

Boys chose significantly more male player stickers

               MF = 6.64 vs. MM = 10.04; t(27) = -3.83, p = .001

These patterns were consistent between AM and PM camps

Study Results
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Sticker Sheets

Empowerment

N = 56, Range =1 ~ 29, M = 17.86, SD = 6.25

On average, campers chose more female player stickers 
than male player stickers although the difference was not statistically 
significant

               MF = 8.11 vs. MM = 7.64; t(55) = .57, p = .57

Girls chose significantly more female player stickers 

               MF = 10.65 vs. MM = 5.70; t(22) = 4.81, p < .001

Boys chose significantly more male player stickers

               MF = 6.64 vs. MM = 10.04; t(27) = -3.83, p = .001

These patterns were consistent between AM and PM camps

Study Results
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Sticker Sheets

Empowerment

Open to change

N = 56, Range =1 ~ 29, M = 17.86, SD = 6.25

On average, campers chose more female player stickers 
than male player stickers although the difference was not statistically 
significant

               MF = 8.11 vs. MM = 7.64; t(55) = .57, p = .57

Girls chose significantly more female player stickers 

               MF = 10.65 vs. MM = 5.70; t(22) = 4.81, p < .001

Boys chose significantly more male player stickers

               MF = 6.64 vs. MM = 10.04; t(27) = -3.83, p = .001

These patterns were consistent between AM and PM camps

Study Results
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The GREAT DEBATE: 
Can a girl be on a 

soccer team?

http://breakawaygame.champlain.edu
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1.8% Disagree

The GREAT DEBATE: 
Can a girl be on a 

soccer team?

http://breakawaygame.champlain.edu
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1.8% Disagree

The GREAT DEBATE: 
Can a girl be on a 

soccer team?

10.5% Conditionally 
agree

http://breakawaygame.champlain.edu
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87.7% 
Completely agree

1.8% Disagree

The GREAT DEBATE: 
Can a girl be on a 

soccer team?

10.5% Conditionally 
agree

http://breakawaygame.champlain.edu
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Study Results
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Fast Facts:
• Project Start: 2009
• First 3 episodes launched 2010
• Completed: 2011
• Facilitator’s Guide 2011
• Hebron, Palestine camp 2012
• El Salvador camp 2013, 2014
• First study completed 2014
www.breakawaygame.org, 
http://breakawaygame.champlain.edu
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