
BLAME THE GAME

Two weeks ago, Mateo moved with his family to a new country. Mateo didn’t like 
his new school yet. It was an international school and everyone spoke differ-
ent languages. He was known as the class clown at his old school but his new 
peers didn’t seem to understand his humor. In math class, Mateo tried to make 
a joke about the homework assignment. Right after he finished the joke, he real-
ized it would only have made sense in Spanish. No one laughed. 

The girl in front of him turned and said, “Your jokes must be lost in translation.” 
This caused kids around him to snicker. Apparently she was the class clown. 

At lunch Mateo sat quietly and didn’t dare try another joke. He felt like it was a 
test to see how long he was planning on actually staying in this town before they 
would befriend him.

Despite a difficult transition with school, Mateo felt lucky to have his friends from 
back home. Mateo’s e-game team was in 3rd place and they were sure they 
could get to 1st place by the end of the month. With Mateo’s headset, it was as 
if his old friends were in his living room. They could shout, laugh, and strategize 
in Spanish and he felt right at home. Nothing was lost in translation and he was 
the silly one of the group again. Mateo felt relieved that the game allowed a safe 
space for him to be himself and connect with people who understood him. 

It was the e-game playoffs this week and Mateo eagerly ran home from school 
to log on. When he got into his bedroom, his console was gone. There was no 
sign of it anywhere. His game was about to start in 10 minutes! If he wasn’t 
logged on he would be letting his team down! Mateo ran into the kitchen where 
his Dad was chopping vegetables for dinner. 

“Dad! What happened!? Where is my console?” Mateo shouted. 

His father turned and said, “We have been worried you aren’t making new 
friends and are too busy playing your game.” 
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“Dad! Those are my friends! We’re on a team together! I can’t let them down!” 

His father, who always remained calm said, “We have been watching you come 
home every day and play the game without ever saying anything positive about 
anyone at school. We’ve asked you if you want to have friends over and you’ve 
told us you don’t have any. We’re worried about you. If you only stay friends 
with your old school friends, you will become more isolated, things will only get 
harder.”

Mateo knew it was no use arguing. He also wasn’t sure if his Dad was wrong. 
He wanted friends at his new school. He wanted to go hang out at the coffee 
shop with them and become the class clown again. He didn’t like being the 
quiet new guy. Was his gaming making that harder? Mateo then thought back 
to his friends on the game. Now that he missed the playoffs, he wondered if his 
friendship with them was over anyways. 
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Guiding Questions: 

• Why does Mateo love playing the game? What are the 
benefits?

• Why is Mateo’s father worried? Should he be? What do 
you think about the father taking the gaming console 
away? What other options would there have been?

• In order for Mateo to stay on the team he would have to 
play three hours a day. What would you recommend is 
best for Mateo?

• How could Mateo’s new classmates have helped him 
settle in his new school? What have your experiences 
been with changing schools?

• What could have Mateo done differently in his new envi-
ronment?

Topic: Media Balance and Dynamics, Gaming
Age: Elementary and Middle 


