
 
 

Super Mario Odyssey 
 

RATIONALE FOR THIS LESSON: Why are you teaching this lesson?  
 
One thing Mario games have historically done perfectly is capturing the fun/unique qualities of various cultures 
without degrading into offensive stereotypes. In Super Mario Odyssey we see Mario, an Italian plumber, travel (he 
goes on an Odyssey) to worlds that borrow aspects of Mexican, Japanese, New York, and a range of other cultures. 
Media and entertainment are not always successful at depicting various cultures without ending in some kind of 
stereotype. While Super Mario Odyssey does dip into some stereotypes of each culture, it is done in a way that never 
feels offensive. It is fun, enjoyable, and a perfect example to show students appropriate ways to have fun with 
culture. Super Mario Odyssey shows us that there is often a hidden curriculum in media where we are being taught 
something without it ever being made explicit. This lesson will best be used after discussions about culture and 
stereotypes.  
 

 
 

CONTENT AIM (content) 
 

 
● How are we often learning without even realizing someone is teaching us? 

 
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: 
 

● Discuss different types of stereotypes (positive, negative, caricatures). 
● Connect what they learn to various stereotypes they observe in popular 

media.  
● Determine how students can use and play with culture in an appropriate 

manner.  
● Play through 3 levels from Super Mario Odyssey. Don’t actually play 

through the whole level. Just enough time to run around and explore.  
 

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 Super Mario Odyssey.  

 
 

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

● Students will complete attached Graphic Organizer.  
 

 
TEXTS TO BE USED 
 

 
● Super Mario Odyssey (Need to have completed the game) 

○ Available on Nintendo Switch 
MATERIALS NEEDED  
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 ● TV or anything else that can project a video game.  
● HDMI Adaptor 
● Graphic Organizer. 
● Accompanying presentation 

 
LESSON PLAN 

DO NOW: (5 min)  
The HOOK! 
 

 
● Project a picture of Mario on the board.  
● Who is this? What do you know about him? 
● Have a short 2-3 min conversation about the student responses.  

 
MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE (5 min) 
 

 
● Use the accompanying presentation to transition to talking about video 

games. Talk about how it is common to learn about various cultures in 
video games just like in books, TV, movies, or any other type of media. 
Maybe specifically mention any works of literature you have used in your 
curriculum.  

● Mention how even in video games, we are often learning something 
without even realizing. Learning does not always need to be explicit. 

● Unlike other types of media, we can actually be a part of this story as we 
help Mario work his way through these various worlds.  

● Give a very basic summary of the game, but try not to spoil much. You 
control Mario, an Italian plumber who once again is on a quest to save 
Princess Peach from Bowser.  

● Talk about how Mario is himself a stereotype of Italians, as Italians do not 
actually look or speak like Mario. He is never, however, offensive. Yes, he 
borrows some stereotypical qualities of Italians, but he is a genuine person 
in his own right actions never depict any people from Italy in a negative 
light.  

● This time around he is accompanied by his sidekick Cappy.  
● Mario embarks on an Odyssey (hence the name of the game) across many 

different worlds. Many of these worlds are inspired by real life locations.  
● Provide some screenshots on the board to show the various worlds that are 

in the game. In my slides, I will have photos of the real life places that 
inspired them.  

○ Sand Kingdom (Influenced by Mexico and Mesoamerica) 
○ Wooded Kingdom (Influenced by Redwood National Park) 
○ Metro Kingdom (Influenced by New York City) 
○ Snow Kingdom (Influenced by Siberia and Scandinavia) 
○ Seaside Kingdom (Influenced by the French Riviera) 
○ Bowser’s Kingdom (Influenced by Japanese Architecture) 

● For the sake of this lesson, I recommend using the Sand, Metro, and 
Bowser’s Kingdoms. There are also other levels not listed, but they 
probably would not serve to well for this lesson.  

 
CHECK FOR 
UNDERSTANDING #1 
How will you assess or 
gauge if students are 

 
● 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.  
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making progress towards 
the lesson objectives?  
PRACTICE TASK (30 
min)  
(Independent, Pair and/or 
small group task)  
What activities are planned 
that align to the lesson 
objectives?  

 
● Time to play the game. Have the students vote on 3 levels that they would 

like to explore. I did not have students vote. If I were to do this for 2 days 
then I would let them choose. If you don’t want to give them the choice, I 
highly recommend the following 3. 

○ Sand Kingdom - Tostarena (Culturally inspired by Mexico) 
○ Metro Kingdom - New Donk City (Culturally inspired by New 

York City) 
○ Bowser Kingdom - Bowser’s Castle (Culturally inspired by Japan) 

● If you would like to do more than 3 levels, you may need to complete this 
lesson over 2 days.  

● Pass out the accompanying handout before starting the game, as students 
will be answering questions as we play through the story.  

● Starting with the sand Kingdom. Have a student come up and run around 
the kingdom for 5-7 minutes, just playing around and interacting with other 
characters.  

○ Have students take notes on handout detailing any observations 
they have. This can be the outfit that Mario, or other characters are 
wearing. It can be the architecture, the landscape, or anything that 
comes to their mind.  

● Repeat this for the Metro Kingdom and Bowser Kingdom.  
○ Or repeat this for whichever kingdoms you chose for this lesson.  

● After finishing all 3 levels, have students answer questions 2-4 on the 
handout either alone or in groups. Answer question 5 together as a class 
afterwards.  

○ Question 2 - Did you feel that the game was offensive at all, or was 
it crafted in a respectful manner? Why? 

○ Question 3 - What do you think is one lesson this game is trying to 
teach us? 

○ Question 4 - Aim: How are we often learning without even 
realizing someone is teaching us? 

● 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 in between each level  
● Help guide the student 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 

  
 

● Answer the final questions together as a class.  
● Can you think of any other examples from popular media, like 

movies or TV, where you learned something from a place you did 
not expect? What was it and what did you learn?  

○ (If you cannot think of anything, tell me if you believe this was a useful 
lesson, or not, and explain why). 

● This is my opinion 
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other’s progress towards 
outcome mastery?  
 

○ An example I gave in my most recent implementation was the use 
of Captain America: Civil War, which most of my students have 
seen. I talked about how the movie really showed how it was like 
family fighting family which was a common theme of the actual 
American Civil War. We had studied the Civil War in class, so 
choose something that would be relevant to your students.  

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)  

 
● Student volunteers will be the ones to play through for this lesson so as not 

to intimidate students not familiar with playing video games.  
 

HOMEWORK (if 
applicable)  
 

 
● Buy and play the game in full if you can! 

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.11-12.7 
Integrate and evaluate multiple sources of information presented in diverse 
formats and media (e.g., visually, quantitatively, as well as in words) in 
order to address a question or solve a problem. 
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http://www.corestandards.org/ELA-Literacy/CCRA/SL/2/
http://www.corestandards.org/ELA-Literacy/CCRA/SL/1/
http://www.corestandards.org/ELA-Literacy/RH/11-12/7/


Name:__________________________________ 
 

Aim: How are we often learning without even realizing someone is teaching us? 
 

Directions: Watch, or contribute to, your classmates play through Super Mario Odyssey and answer the 
following questions. 

 
 

1) Take Notes: What observations did you have while watching each of the following levels in Super Mario 
Odyssey? (Clothing, Architecture, Music, Geography, People . . .) 
 

Sand Kingdom - Tostarena (Mexico) 
 
 
 
 
 
 
 
 
 
 

 

Metro Kingdom - New Donk City (New York City) 
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Bowser’s Kingdom - Bowser’s Castle (Japan) 
 
 
 
 
 
 
 
 

 
2) Did you feel that the game was offensive at all, or was it crafted in a respectful manner? Why?____________ 
 

__________________________________________________________________________________________ 
 

__________________________________________________________________________________________ 
 

__________________________________________________________________________________________ 
 
3) What do you think is one lesson this game is trying to teach us?____________________________________ 
 

__________________________________________________________________________________________ 
 

__________________________________________________________________________________________ 
 

__________________________________________________________________________________________ 
 
4) Aim: How are we often learning without even realizing someone is teaching us?_______________________ 
 

__________________________________________________________________________________________ 
 

__________________________________________________________________________________________ 
 

__________________________________________________________________________________________ 
 
5) Can you think of any other examples from popular media, like movies or TV, where you learned something 
from a place you did not expect? What was it and what did you learn?  (If you cannot think of anything, tell me if you 
believe this was a useful lesson, or not, and explain why). 
 

__________________________________________________________________________________________ 
 

__________________________________________________________________________________________ 
 

__________________________________________________________________________________________ 
 

__________________________________________________________________________________________ 
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