
 
 

Emily is Away 
 

RATIONALE FOR THIS LESSON: Why are you teaching this lesson?  
 
“Emily is Away is an interactive story set in a retro chat-client. Create a screen-name and choose your path through the 
branching narrative.” 
 
AIM (AOL Instant Messenger) radically changed how people communicate with each other. It was really the first time 
that people communicated in real time over the internet. Email existed, but that was a much slower form of 
communication. You actually had to check to see if you received any emails. With AIM, your friends could actually see 
if you were online and a chat would automatically open if someone started a conversation with you. We no longer 
needed to be face-to-face with people in order to have conversations. It laid the foundation for texting which is currently 
the most prevalent form of communication between adults in many countries.  
 
Emily is Away takes this medium and turns it into a short story. It’s a visual novel where the player can interact with the 
story. While the plot of the game is mostly linear, the player does get to choose various dialogue options that will 
directly affect the relationship between the player and their friend Emily. Emily is Away is a very poignant game that 
exemplifies just how we as a people, especially teenagers, have learned to communicate differently than the generations 
that came before us. It is also a story that cannot be told as a traditional text. It is the perfect game to teach students how 
even the simplest of visual cues can help strengthen the connection between the “reader” and the characters.  

 
 

 
CONTENT AIM (content) 
 

 
● How do the dialogue choices in Emily is Away strengthen the overall narrative 

of the game? 
 

WHAT QUESTIONS will 
SUPPORT THE AIM and 
DEEP, COMPLEX 
THINKING  

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

 
LESSON OBJECTIVES 
 
 
 

Students will: 
 

● What are visual cues? 
● What is a visual novel? 
● Play through Emily is Away. 

 
LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

 
● Listen to classmates in conversation.  
● Speak with other students in conversation.  
● Play Emily is Away. 
● Read the dialogue in Emily is Away. . 

. 
 

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 
 

● Emily is Away 
○ Available on Windows, Mac OS X, Linux 

■ Can be played for free on Steam, or it can be downloaded 
directly to your computer from here.  

○ Developed by Kyle Seeley  
MATERIALS NEEDED 
 

 
● One means of playing Emily is Away.  

○ I will have students playing individually on computers. I will be 
bringing them to the computer lab, where a copy of the game has been 
downloaded on each computer.  

● Graphic Organizer. 
● Accompanying presentation 

 
 

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

 
● Do Now: How do you communicate most with other people? 

○  Face-to-face 
○ Social media 
○ Texting 
○ Phone call 

● Have a short 2-3 min conversation about the students’ responses. 
 

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

 
● Read the Aim: How do the dialogue choices in Emily is Away strengthen the 

overall narrative of the game? 
● Go over the following vocabulary terms with the class. 

○ AIM (AOL Instant Messenger) 
■ Was an instant messaging and presence computer program 

created by AOL. 
■ AIM was popular from the late 1990s to the late 2000s in North 

America, and was the leading instant messaging application in 
that region. AIM's popularity declined steeply in the early 2010s 
as Internet social networks like Facebook and Twitter gained 
popularity. 

○ Visual Novel 
■ A term to distinguish itself from a "Game" because there is 

usually no gameplay involved, and the only interaction that the 
player can make with the game is making certain choices at 
specific points in the game that decides which branch of the 
storyline that the player will take. 

● Go over the basic premise of Emily is Away. 
○ “Emily is Away is an interactive story set in a retro chat-client. Create a 

screen-name and choose your path through the branching narrative.” 
○ Emily Is Away is a visual novel by game developer Kyle Seeley. Set in 

the early-to-mid 2000s, Emily Is Away tells the story of the protagonist's 
relationship with a girl, Emily, over the course of five years, from the 
senior year of high school to the senior year of college. 

○ The game is presented through a chat client styled after AOL Instant 
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Messenger. 
● 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 Part 1 
(35 minutes)  
(Independent, Pair and/or 
small group task)  
 

 
● Students are going to play the game either individually, or in pairs.  
● Chapter 1 - 2002 

○ 1) What choices regarding your relationship with Emily did you make 
during the first chapter of the game? What made you go in this 
direction? 

● Chapter 2 - 2003 
○ 2) Part of Chapter 2 revolves around listening to Emily and providing 

advice to her about her relationship. Do you feel like you actually helped 
her? Or were you thinking more about yourself (i.e. the player) instead 
of addressing her needs?  

● Chapter 3 - 2004 
○ 3) Start thinking about all of the dialogue choices up until this moment 

of the game. Do they adequately represent how you would have 
responded in this situation, or are they pushing you in a direction you 
are not comfortable with? How? 

● Chapter 4 - 2005 
○ 4) At his point in the game your relationship with Emily, one of your 

best friends from high school, is strained. What do you think the moral 
of the game? 

● Chapter 5 - 2006 
○ 5) What was your ending? If you received the ending with one final 

conversation with Emily, how do you feel about the game forcing you to 
revise earnest questions with mundane conversation starters? Why do 
you think Kyle Seeley, the developer of the game, decided to prohibit 
the player from actually choosing their dialogue during this final 
chapter?  

● Move on to Wrap-Up 
CHECK FOR 
UNDERSTANDING #2 
 

 
● 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) 
 

  
● Aim: How do the dialogue choices in Emily is Away strengthen the overall 

narrative of the game? 
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DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  

 
● Students will be working on computers so they can look up any words or terms 

they do not know.  
● Depending on ability in Egnlish, students will be playing in pairs so that they 

can help each other translate.  
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. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
©2019, Hey Listen Games  

http://www.corestandards.org/ELA-Literacy/CCRA/SL/2/
http://www.corestandards.org/ELA-Literacy/CCRA/SL/1/


Name:__________________________________ 
 

Aim: How do the dialogue choices in Emily is Away strengthen the overall narrative of the game? 
 

Do Now: How do you communicate most with other people? 
○ Face-to-face 
○ Social media 
○ Texting 
○ Phone call 
○ Anything else? 

 

Chapter 1 - 2002 
1) What choices regarding your relationship with Emily did you make during the first chapter of the game? What made 
you go in this direction? 

 

 
 

 
 

 
 

Chapter 2 - 2003 
2) Part of Chapter 2 revolves around listening to Emily 
and providing advice to her about her relationship. Do you 
feel like you actually helped her? Or were you thinking 
more about yourself (i.e. the player) instead of addressing 
her needs?  

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 

Chapter 3 - 2004 
3) Start thinking about all of the dialogue choices up until 
this moment of the game. Do they adequately represent 
how you would have responded in this situation, or are 
they pushing you in a direction you are not comfortable 
with? How? 
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Chapter 4 - 2005 
4) At his point in the game your relationship with Emily, 
one of your best friends from high school, is strained. 
What do you think the moral of the game? 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

Chapter 5 - 2006 

5) What was your ending? If you received the ending with 
one final conversation with Emily, how do you feel about 
the game forcing you to revise earnest questions with 
mundane conversation starters? Why do you think Kyle 
Seeley, the developer of the game, decided to prohibit the 
player from actually choosing their dialogue during this 
final chapter?  

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 

Aim: How do the dialogue choices in Emily is Away strengthen the overall narrative of the game? 
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