
 
 

God of War 
 

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

In History and English classes, we often try to teach our students empathy. Empathy allows us to 
understand and share the feelings of others. Even when we have not necessarily lived their experiences. In 
History and English classes, students are often studying topics that can be difficult to grapple with. We 
have a brutal history and a lot of it can be difficult to connect with because many of us are very far 
removed from the type of events discussed in class. Not everyone is naturally empathetic, and young 
people often do not like to show that they are. Teaching it in class normalizes empathy and God of War 
teaches this concept by using subject matter that most people can readily recognize; a strained relationship 
between a father and his son. All it takes is thirty minutes for us to feel for the characters of the game. 
Thirty minutes to empathize with a man who, if you played previous games in the franchise, was 
impossible to empathize with. It can give us insight into writing strategies used by authors in various 
mediums and can be a tool used by students in their own writing. It can also be an entry point to discussing 
empathy as a whole. I taught this in my advisory class. 
 
Note: This game is Rated M and you will probably need permission from your school and parents to play 
this. This lesson only focuses on the first thirty minutes, which does not contain much violence, but it is 
better to be safe.  
 

 
 

CONTENT AIM (content) 
 

 
● What strategies are used in God of War to elicit empathy from the 

gamer/audience? 
 

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 various methods of building empathy.  
● Play through the introduction of God of War.   

 
 
 
 

LANGUAGE AIM  
(reading, writing, speaking 
and writing) 
 

 
● Listen to the dialogue in God of War  
● Speak to other students in a conversation.  

 
 

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 
 

● God of War 
● Available on PlayStation 4 

MATERIALS NEEDED 
 

 
● Playstation 4 and a way to project in front of the class.  
● Graphic Organizer.  
● Accompanying presentation 

 
LESSON PLAN 

DO NOW: (5 min)  
The HOOK! 
 

 
● What is empathy? Give an example.  
● 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 empathy 

and video games.  
● In God of War, you play as Kratos a former God of war from Sparta, 

Greece. In the previous games Kratos was fueled solely by revenge. He 
wanted vengeance for the death of his wife and children and he killed 
anyone who stood in his way, innocent or guilty.  

● During his quest for vengeance he begins killing all of the Greek Gods and 
Titans, among other innocent civilians.  

● While it is understandable for Kratos to want revenge for the death of his 
family, it was always hard to empathize with the amount of violence he 
utilized to achieve his goal. It just was not justifiable for him to kill 
innocent people/gods for these previous events. Especially since he was 
partially responsible himself for his family’s death.  

● In this newest installment of God of War, Kratos finds himself in Ancient 
Norway where he will need to face off against the Norse gods instead of the 
Greeks. 

● As the game starts, it is very clear that the Kratos here is vastly different 
from the one we know from previous games. You don’t even need to hear 
him speak to sense the amount of remorse and regret flowing through him.  

○ And then it is revealed that you have a son. This is where we begin 
to empathize him. Something has happened and we can sense a 
tension between Kratos and his young son Atreus.  

■ For Teacher: You will learn that Kratos’ wife and Atreus’ 
mother has passed away, but do not tell students this. It is 
better for them to learn as they play/watch.  

● In just thirty minutes, we can genuinely empathize with a man who was 
once irredeemable. Someone who was impossible to empathize with.  

● The game uses several different strategies to elicit these feelings of 
empathy. That is what we are going to focus on.  

● While we play this game, be sure to focus on the different techniques and 
moments where empathy is apparent. Think about why you feel that way 
during those specific moments.  

● Try to remember the usage of the camera in this game. About the camera: 
One of the most significant aspects of this game is how the camera never 
breaks, or cuts away. It is one constant tracking shot throughout the entire 
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game. This keeps everything focused and up close and personal on Kratos 
and Atreus. We see everything they see. 

● Hand out accompanying worksheet and have a student volunteer come up 
to the front of the class to play. Unfortunately not everyone will have a 
chance to play the game.  

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 (30 
minutes)  
(Independent, Pair and/or 
small group task)  
What activities are planned 
that align to the lesson 
objectives?  

 
● Time to play the game. We are only playing through the introduction of the 

game. This should take between 25-30 minutes. If you already played the 
game, we will be stopping once The Stranger (Baldur) shows up that the 
front door of the house. Start a new game, and just play on easy because the 
difficulty setting will not add anything to this lesson.  

● I had one student play the entire section of the game while the rest of the 
class watched. There are collectables and extra areas scattered throughout 
this introduction, but it is completely unnecessary for the sake of this 
lesson. So you can help guide students throughout this section so as not to 
waste time.  

● Turn on subtitles as you want to make sure no one misses dialogue.  
● Have students answer the questions on the accompanying handout while 

they are playing.  
○ What is your first impression of Kratos? 
○ Based on this impression, how would you characterize Kratos in 

the beginning of the game? 
○ Why do you think Kratos wants to take Atreus hunting so soon 

after the funeral of his wife? 
○ How would you describe the relationship between Kratos and 

Atreus? 
○ Fill out the organizer below listing moments of empathy in the 

game.  
○ How do you think the choice to tell a story about a father and son 

contributes to the effectiveness of eliciting empathy from the 
game’s audience?  

● Stop playing after getting back to your house (After fighting the troll). 
More specifically, stop fighting once someone knocks on the front door to 
your house.  

● 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.  
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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 last question (The Aim) together as a class.  

○ Aim: What strategies are used in God of War to elicit empathy 
from the gamer/audience? 

■ For teacher: think dialogue, body language, music, camera, 
characterization, conflict, relationships, etc.  

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)  

 
● Attached graphic organizer. 
● Play together as a class.  
● Students work in groups.  

 
 
 
 
 
 

HOMEWORK (if 
applicable)  
 

 
● Play the game at home 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.11-12.2 
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. 

 
 
 
 
 
 

 
 
 
©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/RH/11-12/2/
http://www.corestandards.org/ELA-Literacy/RH/11-12/9/


Name:__________________________________ 
 

Aim: What strategies are used to elicit empathy from the gamer/audience? 
 

Directions: Watch your classmate play through the introduction of God of War and answer the questions that 
follow.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

1) What is your first impression of Kratos? _______________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
2) Based on this impression, how would you characterize Kratos in the beginning of the game?______________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
3) Why do you think Kratos wants to take Atreus hunting so soon after the funeral of his wife?______________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
4) How would you describe the relationship between Kratos and Atreus?_______________________________ 
 
__________________________________________________________________________________________ 
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5) Fill out the organizer below listing moments of empathy in the game.  
 

Moment You Felt Empathy Why Did This Moment Elicit Empathy in You? 

1)  
 
 
 

 

2)  
 
 
 

 

3)  
 
 
 

 

 
6) How do you think the choice to tell a story about a father and son contributes to the effectiveness of eliciting 
empathy from the game’s audience?  
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
7) Aim: What strategies are used in God of War to elicit empathy from the gamer/audience?________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
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