
 
 

Half 
 

RATIONALE FOR THIS LESSON: Why are you teaching this lesson?  
 
As teachers, we always want to be culturally responsive when we teach. This involves, especially in English and Social 
Studies classes, many conversations around race, ethnicity, religion, and so on. While many teachers are doing a 
wonderful job of being culturally responsive teachers, there is still a group that often floats under the radar; people who 
are multiracial. Teaching about multiracial people can be tricky because they are not just one group of people. Someone 
who is multiracial can be any combination of different races, or ethnicities. The experiences and identity of one person 
can be completely different from that of another. Each of them, however, experience the push and pull of two, or more, 
identities. Multiracial people can experience a conflict not readily present to those of a single race, or ethnicity.  
 
Half is a series of vignettes detailing the experience of being on the fringe of two identities and the invisible toll it takes. 
Pulled from memories both good and bad. Created by Emma Kidwell, it tells the story of a half White, half Japanese 
girl going through the motions of life. It offers an insight into what it means to have a multicultural identity and the 
challenges that may come with it. How do Emma’s peers treat and speak to her because of her race? What box would 
someone like Emma check when asked for her race? We need to be aware of these cases because, as shown in the game, 
humans are not something that can easily be sorted into different categories. Video games like Half can help get 
students thinking more critically about race. It can also help teach students about a group of people who have a very 
unique perspective of the world since they are, as Emma Kidwell puts it, “on the fringe of two identities.” 
 
In a United States History class, this lesson would best fit after learning about the 14th Amendment and the Supreme 
Court case Loving v. Virgina. In an English class this lesson can fit whenever learning about inner conflict.  
 
You can find Half here on itch.io - Play in fullscreen 
 

 
 

CONTENT AIM (content) 
 

 
● How can multiracial, or multicultural, people experience conflicts of identity 

differently than others? 
 

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.  

Students will: 
 

● What does it mean to be interracial, or multicultural? . 
● Play through Half.  

 

LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

 
● Listen to classmates in conversation.  
● Speak with other students in conversation.  
● Play Half. 
● Read the vignettes in Half 

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

● Students will complete attached Graphic Organizer.  
 

 
TEXTS TO BE USED 
 

● Half. 
○ Available on Web Browsers. You can find it here.  
○ Developed by Emma Kidwell 

MATERIALS NEEDED 
 

 
● One means of playing Half.  

○ I will have students playing individually on chromebooks.  
● Graphic Organizer. 
● Accompanying presentation 

 
 

LESSON PLAN 
DO NOW: (5 min)  
The HOOK! 
 

 
● Do Now: What is race? What does it mean to be multiracial? 
● Have a short 2-3 min conversation about the student responses.  

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

 
● Read the Aim: How do multiracial, or multicultural, people experience conflicts 

of identity differently than others? 
● Multiracial means to be made up of or relating to people of many races. 

Individuals of multiracial backgrounds make up a significant portion of the 
population in many parts of the world. In North America, studies have found that 
the multiracial population is continuing to grow. 

● Loving v. Virginia 
○ Talk about the Supreme Court case Loving v. Virginia. Interracial 

marraige was not always allowed across the United States.  
○ In 1958, two residents of Virginia, Mildred Jeter, a black woman, and 

Richard Loving, a white man, were married in the District of Columbia. 
The Lovings returned to their home Virginia shortly thereafter. The 
couple was then charged with violating the state's antimiscegenation 
statute, which banned interracial marriages. The Lovings were found 
guilty and sentenced to a year in jail (the trial judge agreed to suspend 
the sentence if the Lovings would leave Virginia and not return for 25 
years). - Oyez 

○ Question: 
■ Did Virginia's antimiscegenation law violate the Equal 

Protection Clause of the Fourteenth Amendment (Equal 
protection under the law)?  

■ Give students a minute to think about this question.  
○ Yes. In a unanimous decision, the Court held that distinctions drawn 

according to race were subject to "the most rigid scrutiny" under the 
Equal Protection Clause. The Virginia law, the Court found, had no 
legitimate purpose "independent of invidious racial discrimination." The 
Court also held that the Virginia law violated the Due Process Clause of 
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the Fourteenth Amendment. "Under our Constitution," wrote Chief 
Justice Earl Warren, "the freedom to marry, or not marry, a person of 
another race resides with the individual, and cannot be infringed by the 
State." - Oyez 

● Transition into talking about how children of interracial couples is on the rise in 
The United States.  

○ As America becomes more racially diverse and social taboos against 
interracial marriage fade, a new Pew Research Center survey finds that 
majorities of multiracial adults are proud of their mixed-race 
background (60%) and feel their racial heritage has made them more 
open to other cultures (59%). - Pew Social Trends 

○ At the same time, a majority (55%) say they have been subjected to 
racial slurs or jokes, and about one-in-four (24%) have felt annoyed 
because people have made assumptions about their racial background. - 
Pew Social Trends 

● Introduce Half. 
○ Half is a series of vignettes detailing the experience of being on the 

fringe of two identities and the invisible toll it takes. Pulled from 
memories both good and bad.  

○ Created by Emma Kidwell, it tells the story of a half White, half 
Japanese girl going through the motions of adolescence. It offers an 
insight into what it means to have a multicultural identity and the 
challenges that may come with it. 

○ Play and read through the game. Make sure you click on every 
underlined section. Each of these “links” will bring you to a new 
vignette.  

● Pass out handout.  
● Time to play. 

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 depend on how long it 
takes to play the game. 
Probably around 2-3 
hours of gameplay)  
(Independent, Pair and/or 
small group task)  
What activities are planned 
that align to the lesson 
objectives?  

 
● Have the students answer the questions on the worksheet as the class progresses 

through the game.  
● Students should be reading individually, although they should be encouraged to 

talk and discuss the game with each other.  
● 1) The game starts with a girl looking at herself in the mirror. What do you think 

the purpose of starting the story with this image is? 
● 2) The opening segment of the game is a vignette talking about a scar on the 

girl’s arm? How is the scar connected to her being Asian?  
● 3) “Let me guess, Chinese?” What stereotypes does Emma, the girl in the story, 

face? How is this a conflict the girl faces in both the United States and Japan? 
● 4) Both the barista in Japan and Emma’s coworker treat her a certain because 

she is part Japanese. Compare Emma’s reactions during these two interactions. 
What was different and why? 

● 5) The next vignette is about language. What conflict of identity does Emma 
face with her mother? What assumptions does her partner’s aunt make? 
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● 6) How does Emma’s friend Geoff respond when she confesses about 
insecurities she has about her looks? Do think this was an appropriate response? 
Why, or why not?  

● 7) People are asked to check a box with their race on many forms/applications. 
How does Emma’s multicultural identity complicate this process? 

● Move on to Wrap-Up  
CHECK FOR 
UNDERSTANDING #2 
How will you assess or 
gauge if students are 
making progress towards 
the lesson objectives?  

 
● Circulate as students play and make sure that they understand what is going on 

in the game.  
● Ask the class if they have any clarifying questions about this specific event.  

 

WRAP-UP AND FINAL 
ASSESSMENT #3 (15 
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. Give students 10 minutes to write 

silently and then come back together to have a class discussion.  
● 8) The final vignette details what is taking place in the images placed throughout 

the game. What is happening in the images and what is their significance?  
● 9) Aim: How can multiracial, or multicultural, people experience conflicts of 

identity differently than others? 
 

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

 
● Students will be working on computers.  

○ This will allow students to look up words they may not know.  
■ NOTE: There is some Japanese specific vocabulary that 

students may need to look up as they play the game. 
 

 
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.RL.9-10.2 
Determine a theme or central idea of a text and analyze in detail its development over the 
course of the text, including how it emerges and is shaped and refined by specific details; 
provide an objective summary of the text. 
 
CCSS.ELA-LITERACY.RL.9-10.3 
Analyze how complex characters (e.g., those with multiple or conflicting motivations) 
develop over the course of a text, interact with other characters, and advance the plot or 
develop the theme. 

 
 
©2019, Hey Listen Games  

http://www.corestandards.org/ELA-Literacy/CCRA/SL/2/
http://www.corestandards.org/ELA-Literacy/CCRA/SL/1/
http://www.corestandards.org/ELA-Literacy/RL/9-10/2/
http://www.corestandards.org/ELA-Literacy/RL/9-10/3/


Name:__________________________________ 
 
Aim: How can multiracial, or multicultural, people experience conflicts of identity differently than others? 
Directions: Play Half with your classmates and answer the questions below.  

 
1) The game starts with a girl looking at herself in the mirror. What do you 
think the purpose of starting the story with this image is? 
 

 
 

 
 

 
 

 
 

 
 

 
 
2) The opening segment of the game is a vignette talking about a scar on the girl’s arm? How is the scar 
connected to her being Asian?  
 

 
 

 
 

 
 

 
 

 
 
3) “Let me guess, Chinese?” What stereotypes does Emma, the girl in the story, face? How is this a conflict the 
girl faces in both the United States and Japan? 
 

United States Japan 
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4) Both the barista in Japan and Emma’s American coworker treat her a certain way because she is part 
Japanese. Compare Emma’s reactions during these two interactions. What was different and why? 
 

Barista in Japan Coworker in United States 

 
 
 
 
 

 

 

What was different and why? 
 
 
 
 
 

 
5) The next vignette is about language. What conflict of identity does Emma face with her mother? What 
assumptions does her partner’s aunt make? 

 
 

 
 

 
 
6) How does Emma’s friend Geoff respond when she confesses about insecurities she has about her looks? Do 
think this was an appropriate response? Why, or why not?  
 

 
 

 
 

 
 

 
 
7) People are often asked to check a box with their race on many forms/applications. How does Emma’s 
multicultural identity complicate this process? 
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8) The final vignette details what is taking place in the images placed throughout the game. What is happening 
in the images and what is their significance?  
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

 
 

 
 

 
 

 
 
9) Aim: How can multiracial, or multicultural, people experience conflicts of identity differently than others? 
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