
 
 

Brothers: A Tale of Two Sons 
 

RATIONALE FOR THIS LESSON: Why are you teaching this lesson?  
 
Two brothers, Naiee and Naia, set off on an adventure to find a cure for their father’s illness. Having already lost their 
mother, the brothers are willing to put their lives on the line in order to make sure that their father stays alive. Brothers: 
A Tale of Two Sons is a game about death. It is about how all of us will experience death at some point and quite often 
there is nothing we can do to stop its course. As the saying goes, death comes for us all. This game is perfect to get 
students talking about death and our own mortalities. Everyone goes through a period of their life where we feel 
invincible, but that facade shatters when someone we know and love ends up dying. All of a sudden, death is a reality 
and a very apparent part of our lives. This game, spoken in an entirely fabricated language, communicates to the players 
through body language. We physically see how the brothers support each other when dealing with regret, trauma, and 
PTSD. We feel what they feel. And by the end of the game the class may be ready to talk about death on a personal 
level rather than something that happens to strangers we read about in class.  
 

 
 

CONTENT AIM (content) 
 

 
● Death is inevitable. How can our loved ones continue to help us grow even after 

they are gone? 
 

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: 
 

● Have meaningful conversations about death.  
● Make connections between the game Brothers: A Tale of Two Sons and their 

own lives, or experiences.  
● Play through Brothers: A Tale of Two Sons.  

 

LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

● Listen to other students in a conversation.  
● Speak to other students in a conversation.  
● Watch/Play Brothers: A Tale of Two Sons. 

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

● Students will complete attached Graphic Organizer.  
 

 
TEXTS TO BE USED 
 

● Brothers: A Tale of Two Sons. 
○ Available on Playstation 4, Playstation 3, Xbox One, Xbox 360, Microsoft 

Windows, Android, iOS.  
MATERIALS NEEDED 
 

 
● One means of playing Brothers: A Tale of Two Sons. together as a class. I will be 

using my Playstation 4 attached to a screen in front of the class.  
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● Graphic Organizer. 
● Accompanying presentation 

 
LESSON PLAN 

DO NOW: (5 min)  
The HOOK! 
 

 
● Do Now: What is trauma? What can cause emotional trauma? 
● Have a short 2-3 min conversation about the student responses.  

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

 
● Read the Aim: Death is inevitable. How can our loved ones continue to help us 

grow even after they are gone? 
○ Death is something that everyone will need to deal with at some point in 

their lives.  
○ It is extraordinarily difficult to move on after a loved one dies, but it is 

something everyone needs to learn how to do. 
○ We can grow as people from these experiences.  

● Use the accompanying presentation to transition to talking about Brothers: A 
Tale of Two Sons. 

● The story begins with a boy named Naiee paying his respects at the tombstone 
of his dead mother, who drowned at sea while he remained unable to save her. 

○ He will need his brother’s help coping with this traumatic experience.  
● A man, clinging to life. His two sons, desperate to cure their ailing father, are 

left with but one option. They must set out upon a journey to find and bring 
back the "Water of Life" as they come to rely on one another to survive. One 
must be strong where the other is weak, brave where the other is fearful, they 
must be... Brothers. - Brothers Wiki 

● Brothers: A Tale of Two Sons is a single player, co-op game.  
○ Only one player plays at a time while controlling two different 

characters. One with each Joy-stick.  
■ You can play with two students sharing a single controller. This 

makes for an interesting experience.  
● The game has zero dialogue. The language spoken in the game is a fictional 

language based off of Lebanese, the home country of the games creator, Josef 
Fares. 

○ The characters use their body language in order to get their points 
across to the player.  

● The game focuses on a universal language to teach us about about the nature of 
death and the lengths people will go to make sure their loved ones can escape 
death.  

● Pass out worksheet.  
● There are two ways to play the game. You can have one student playing at a 

time while controlling both brothers. You can also have two students play 
together, but they need to share the controller as both brothers are controlled by 
one controller. I will be playing with two students working together.  

● Controls: Image Courtesy of Tyler Clementi 
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● These are all of the controls in the game 

○ So each student will have one hand on the controller working together, 
just like the two brothers in the game need to work together. 

● 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 4 days)  
(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.  
● In the beginning of the game, show the students how the brothers can interact 

with their environment.  
○ Each brother has unique interactions with a number of various items, 

locations, and people.  
● We are playing together as a class with students taking turns every 20 minutes. 

This will allow about 2, or 3, students to play each day.  
● Project the game on a screen in front of the class. I played on my Playstation 4 

attached to a Promethean screen in the front of the class.  
● We will be playing the entire game, which will take about 3 hours.  
● Have the students answer the questions on the worksheet as the class progresses 

through the game.  
○ Why do you think the creators set up the game so you control both 

brothers with one controller? 
○ Benches are strategically placed throughout the game for the brothers to 

sit down on (although you can just ignore them). What purpose do you 
think the benches serve? 

○ At one point the player can choose to save a person from hanging 
himself. Why was this scene included in the game? What is the game 
beginning to tell us about death? 

○ At one point during the night the brothers are ambushed by wolves and 
we soon after come across a number of hanging bodies. What is the 
purpose of this? What is the game attempting to convey to the player? 

○ The brother save an injured griffin, which then takes them to the next 
stage of their journey. The griffin dies immediately after reaching their 
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destination. What memory is triggered by this event? Why do you think 
the older brother thinks of this memory? 

○ One of the most important scenes of the game is that of the brothers 
traversing through a battlefield littered with the bodies of dead giants. 
The creator of the game is trying to send a message to these brothers as 
they attempt to save their father from dying. What does this battlefield 
represent? 

○ Why do you think the brothers saved the girl from the ritual sacrifice? 
Was this the right decision to make? 

○ What do the frozen people represent? What is the significance of rolling 
many of them over with the catapult? 

○ What is the older brother’s fate? Why did the creators of the game want 
you to go through the process of burying him? 

○ Why do you think the game was created with a fake language? Why put 
such a focus on body language? 

○ In what ways the brothers help each other progress through the game? 
○ How did we get the younger brother to swim and overcome the final 

obstacles towards the end of the game? 
● 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 (10-15 
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.  
● Aim: Death is inevitable. How can our loved ones continue to help us grow 

even after they are gone? 
 

 
 

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 will work together as a class so that they can help each other when 

needed. This can be for content comprehension, or interface comprehension.  
● Students will take turns reading the questions out loud as they play.  

 

HOMEWORK (if 
applicable)  
 

 
● No homework. 
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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. 
 
CCSS.ELA-LITERACY.WHST.11-12.4  
Produce clear and coherent writing in which the development, organization, and style 
are appropriate to task, purpose, and audience. 
 
CCSS.ELA-LITERACY.RL.11-12.2 
Determine two or more themes or central ideas of a text and analyze their development 
over the course of the text, including how they interact and build on one another to 
produce a complex account; provide an objective summary of the text. 
 
CCSS.ELA-LITERACY.RL.11-12.3 
Analyze the impact of the author's choices regarding how to develop and relate elements 
of a story or drama (e.g., where a story is set, how the action is ordered, how the 
characters are introduced and developed). 
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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/
http://www.corestandards.org/ELA-Literacy/WHST/11-12/4/
http://www.corestandards.org/ELA-Literacy/RL/11-12/2/
http://www.corestandards.org/ELA-Literacy/RL/11-12/3/


Name:__________________________________ 
 

Aim: Death is inevitable. How can our loved ones continue to help us grow even after they are gone? 
Directions: Watch your classmates play Brothers: A Tale of Two Sons and answer the questions below.  

 
1) Why do you think the creators set up the game so 
you control both brothers with one controller? 
 

 
 

 
 

 
 

 
 

 
 

 
 
2) Benches are strategically placed throughout the 
game for the brothers to sit down on (although you can 
just ignore them). What purpose do you think the 
benches serve? 
 

 
 

 
 

 
 

 
 
3) At one point the player can choose to save a person from hanging himself. Why was this scene included in 
the game? What is the game beginning to tell us about death? 
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4) At one point during the night the brothers are 
ambushed by wolves and we soon after come across a 
number of hanging bodies. What is the purpose of this? 
What is the game attempting to convey to the player? 

 
 

 
 

 
 

 
 

 
 

 
 
5) The brother save an injured griffin, which then takes them to 
the next stage of their journey. The griffin dies immediately 
after reaching their destination. What memory is triggered by 
this event? Why do you think the older brother thinks of this 
memory? 

 
 

 
 

 
 

 
 

 
 
6) One of the most important scenes of the game is that of the brothers traversing through a battlefield littered 
with the bodies of dead giants. The creator of the game is trying to send a message to these brothers as they 
attempt to save their father from dying. What does this battlefield represent? 
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7) Why do you think the brothers saved the girl from the ritual sacrifice? Was this the right decision to make? 
 

 
 

 
 

 
 

 
 

 
 
8) What do the frozen people represent? What is the 
significance of rolling many of them over with the catapult? 
 

 
 

 
 

 
 

 
 

 
 

 
 
9) What is the older brother’s fate? Why did the creators of the game want you to go through the process of 
burying him? 
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10) Why do you think the game was created with a fake language? Why put such a focus on body language? 
 

 
 

 
 

 
 

 
11) In what ways the brothers help each other progress through the game? 
 

 
 

 
 

 
 

 
 

 
12) How did we get the younger brother to swim and overcome the 
final obstacles towards the end of the game? 

 
 

 
 

 
 

 
 

 
 
13) Aim: Death is inevitable. How can our loved ones continue to help us grow even after they are gone? 
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