
 
 

Bury Me, My Love 
 

RATIONALE FOR THIS LESSON: Why are you teaching this lesson?  
 

Whenever we learn about war, there is always talk about what to do with refugees from these conflicts. It 
can often be hard to empathize with refugees because most teachers have not experienced war first hand.  
Bury Me, My Love tells the story of Nour, a Syrian refugee, as she makes her way to safety in Europe. It 
is unique in that the entire story is told through text messages. You can do you best to guide her and give 
advice, but at the end of the day it is very likely that Nour will stop responding and you will be left to 
wonder why. With 19 different endings this game will provide students with actual consequences for the 
choices they make. This is more than just a game. It is great storytelling, in a medium that all students are 
familiar with.  This lesson will take place after already having introduced the Syrian Refugee Crisis, so in 
this lesson plan and slides, there will not be materials of all that. This will focus just on the game. This 
lesson will also probably take 2-3 days depending on how long your class period is.  
 
Some parts of my lesson here is borrowed from The Choices Program at Brown University.  
 

 
 

CONTENT AIM (content) 
 

 
● How is the story of an individual refugee during war different from that of a 

society? 
○ This lesson follows already having learned of the Syrian Refugee 

Crisis at a macro level. This will be more individual focused.  
 

WHAT QUESTIONS will 
SUPPORT THE AIM and 
DEEP, COMPLEX 
THINKING  

 
● What is a video game? 
● What can video games teach us? 

 
LESSON OBJECTIVES 
What should students know 
or be able to do at the end of 
the lesson that they couldn't 
do before that will help them 
answer the aim.  
*Note: Learning objectives 
should be about student 
performance.) 

Students will: 
 

● Examine one refugee’s story and use it to map her experiences. 
● Consider challenges facing the international community and weigh 

responses to the crisis. 
● Play through Bury Me, My Love at least 1 time.  

 

LANGUAGE AIM  
(reading, writing, speaking 
and writing) 
 

 
● Listen to other students in a conversation.  
● Speak to other students in a conversation.  
● Read the dialogue in Bury Me, My Love.  

 
 

STUDENT WORK as EVIDENCE OF LEARNING and TOOL for Future Learning and Project Completion 
 

● Students will complete attached Graphic Organizer.  
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TEXTS TO BE USED 
 

● Bury Me, My Love 
○ Available on iPhone, Android, PC, and Nintendo Switch. 

MATERIALS NEEDED 
 

 
● One of the above listed platforms. Preferably each student has their own 

computer if possible. I had 4-5 students per device so that they could make 
decisions together. 

○ Logistically this was challenging. I bought one copy on my iphone, 
and then downloaded that copy to 2 older phones of mine, and an 
ipad I had. I also bought a copy on my Nintendo Switch and a copy 
on my school computer. Each group had one of these devices.  

● Graphic Organizer.  
● Accompanying presentation 

 
LESSON PLAN 

DO NOW: (5 min)  
The HOOK! 
 

 
● What might force you (and your family) to abandon your home and leave 

your country? 
● Have a short 2-3 min conversation about the student responses.  

 
MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE (10-15 
min) 
 

 
● Use the accompanying presentation to transition to talking about video 

games. Talk about how war is a common theme, or genre, of video games. 
A genre not often touched upon is how war affects civilians.  

● Bury Me, My Love will tell the story of Nour, a Syrian refugee trying to 
escape her wartorn home to Europe. You play as Majd, her husband. The 
entire game is told through text messages as you try to remain in contact 
and help your wife make it to safety.  

● Bury me, my Love is a “reality-inspired game”, a documented fiction that 
draws inspiration directly from real-world events. The original idea stems 
from an article written by Le Monde journalist, Lucie Soullier, telling the 
story of Dana, a young Syrian woman who fled her country and is now 
living in Germany. 

○ In Arabic, “Bury me, my Love” is an expression that means “Take 
care”, “Don’t even think about dying before I do”. You might say it 
to a loved one, before going separate ways. They are the last words 
Dana’s mother told her to wish her good luck, as the young Syrian 
girl left her country. It was on September the 19th, 2015, when 
Dana had decided she would reach Germany at any cost. 

○ In Bury Me, My Love, almost nothing (if not nothing at all) was 
invented. Every little story is directly inspired from something the 
developers saw, read, or heard. Bury Me, My Love is based on 
real-life events. 

○ Bury Me, My Love features: 40 different locations, 19 different 
endings, 110,000 words in total. 

● There are two ways to play. One plays as if Nour is texting you in real time. 
So if she does not respond to you for 14 hours in game, it would take 14 
hours in real life to receive that text message. This is the most fruitful way 
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to play the game as it is more realistic, but we unfortunately do not have 
that kind of time. 

○ Instead, we will play in a more fast paced mode. There will be no 
time in between messages, so keep an eye out on what time all 
messages are received because some of them may have actually 
been many “in game” hours.  

● Project some screenshots on the board to show the basic layout of them 
game. Show in the top left how to change the settings to “fast” mode. You 
can also disable music need be. Having music playing on multiple devices 
at once can be distracting.  

○ Also show students how to use the in game map in the top left 
which tracks where in the world Nour is.  

● Pass out Key Vocabulary Terms. Students can reference this sheet as they 
play. This vocabulary sheet is from The Choices Program at Brown 
University.  

● Pass out Mapping a Refugee’s Story  handout. This is what students will 
complete while playing the game. Parts of this handout are borrowed from 
The Choices Program at Brown University. I modified them.  

CHECK FOR 
UNDERSTANDING #1 
How will you assess or 
gauge if students are 
making progress towards 
the lesson objectives?  

 
● Check that everyone in class understands the basic concept of the game. 

Ask individually, or as a class, or in whichever way your class typically 
responds to you.  

PRACTICE TASK (This 
will greatly depend on 
how long it takes your 
students)  
(Independent, Pair and/or 
small group task)  
What activities are planned 
that align to the lesson 
objectives?  

 
● Time to play the game. This game normally takes over an hour, so this can 

very easily take up an entire week depending on the length of your class 
and your class routines. I gave my class 3 days to complete this, but my 
classes are an hour each.  

● It is possible for you to play together as a class and only have one game 
projected in the front of the room, but so much of this game is about 
making choices so it is better for students to either work individually, in 
pairs, or in groups. I understand technology and money can be limiting 
factors, so projecting on the board is fine if necessary. You can have 
students take turns coming up to make the decisions in game.  

○ I had students working in pairs on chromebooks. This allowed 
them to collaborate with one another when it came time to make a 
decision. It is available on Steam and Google Play.  

● Have the students play through the game, guiding them through when 
necessary. 

● Have students answer the questions on the accompanying handout while 
they are playing. The will also be drawing a map of Nour’s journey. This 
can be done while the students play, or afterwards. Afterwards is probably 
easier.  

○ Students will record various routes traveled, reasons for leaving, 
what is being left behind, modes of transportation, companions, 
challenges, and reactions to challenges, and current location/fate.  

● There are 19 different endings to this game and they can happen at wildly 
different play times depending on choices made so if some students finish 
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early it is okay for the start a second playthrough. This can be super fruitful 
to see how the students acted differently than their first playthrough.  

● Have fun 
CHECK FOR 
UNDERSTANDING #2 
How will you assess or 
gauge if students are 
making progress towards 
the lesson objectives?  

 
● Circulate as students watch and make sure that they understand what is 

going on in the game.  
● Ask the class if they have any clarifying questions every so often.  
● Help guide the students playing, if necessary.  

 
WRAP-UP AND FINAL 
ASSESSMENT #3 (5-10 
min) 
How are students returning 
to the lesson objective? 
How are students 
self-assessing or engaging 
in peer assessment of each 
other’s progress towards 
outcome mastery?  
 

  
 

● Answer the final questions together as a class.  
○ How is the story of an individual refugee during war different from 

that of a society? 

DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles 
of your students?  How can 
you support and extend 
learning for students? (see 
resources below)  

 
● Students will work in pairs in order to collaborate, discuss, and elaborate 

for each other.  
● I tried to pair students whom I know are more “video game literate” with 

students who are less familiar.  
 

HOMEWORK (if 
applicable)  

 
● No Homework 

Common Core Standards CCSS.ELA-LITERACY.CCRA.SL.2  
Integrate and evaluate information presented in diverse media and 
formats, including visually, quantitatively, and orally. 
 
CCSS.ELA-LITERACY.CCRA.SL.1 
Prepare for and participate effectively in a range of conversations and 
collaborations with diverse partners, building on others' ideas and 
expressing their own clearly and persuasively. 
 
CCSS.ELA-LITERACY.RH.11-12.2 
Determine the central ideas or information of a primary or secondary 
source; provide an accurate summary that makes clear the relationships 
among the key details and ideas. 
 
CCSS.ELA-LITERACY.RH.11-12.9 
Integrate information from diverse sources, both primary and secondary, 
into a coherent understanding of an idea or event, noting discrepancies 
among sources. 
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The Choices Program 

 
 
 
©2019, Hey Listen Games  

http://www.choices.edu/teaching-news-lesson/refugee-stories-mapping-crisis/


Name:__________________________________ 
 

Aim: How is the story of an individual refugee during war different from that of a society? 
 

Directions: Play through Bury Me, My Love and complete the following handouts.  
 

 
Part I: The Story Instructions: In this activity, you 
will gain a better understanding of the complexities 
of one person’s experience by mapping Nour’s 
journey. As you play through the story, fill out the 
graphic organizer below. Because each story is 
different, you may find that you have different 
answers from your classmates.  
 
 
 

Refugee’s Journey 
 

Country of Origin Route Traveled (list countries, cities, refugee camps, etc.) 
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Leaving Home 

Why and when did she leave? 
 
 
 
 
 
 

Who was left behind? 

 

Travel 

With whom did she travel?  
 
 
 
 
 
 
 

What kinds of transportation did she use?  
 
 
 
 
 
 
 

 

Challenges 

What other challenges did she face?  
 
 
 
 
 
 
 
 

How did she respond? 

 

Current Location - Fate 

Where and with whom is she living? What was 
Nour’s fate? 
 
 
 
 
 
 

What is life like in her new location? 
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Name:__________________________________ 
 
Part II: Mapping the Journey Instructions: After filling out your organizer, you will begin mapping one 
refugee’s journey. Use the box labeled “key” to explain which parts of the refugee’s story different colors and 
symbols represent.  
 

- First, you should:  
• label the country names of the refugee’s country of origin, host country, and other countries 
that he or she describes passing through (if any).  
• shade the refugee’s country of origin in one color. Fill in your key accordingly.  
• shade the refugee’s host country in a second color. Fill in your key accordingly.  
• draw a line to show the approximate route that the refugee traveled.  
 

Then choose at least two other aspects of the story to visually represent on your map, such as the reasons the 
refugee left his or her country of origin or a challenge that the refugee faced and how he or she responded. How 
you represent each of these items on your map is up to you. Be creative! 
 

-  For example, you may decide to:  
• mark significant events with symbols.  
• use colored or patterned lines to indicate different forms of transportation.  
• shade other countries that the refugee passed through (if any) in a third color.  
• use symbols and short written descriptions to address reasons why the refugee left home.  
• add a “zoom-in box” to focus in on a particular region or event that you wish to highlight.  
• include drawings to explain what he or she has done to adapt to life in each new location. 
 

 
 
 
Part III: Answer the following question after completing the One Refugee’s Journey Map.  
 

● Aim: How is the story of an individual refugee during war different from that of a society? 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
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The Choices Program 
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