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Art is often about impulse: when I saw RPG Maker I had the impulse to create something.  I followed it.  Now we’re 
talking about it and there are any number of avenues we can parse with regard to interpretation and perceived meanings.   
  
--Danny Ledonne, independent game maker, creator of Super Columbine Massacre RPG 

	  
 
THEME FOR THIS GUIDE: Artistry 
Video games can be seen as a creative medium through which an artist, or team of artists, deliver an interpretable message to the world. In 
the video game, Super Columbine Massacre RPG, players take on the role of Eric Harris and Dylan Klebold as they move around Columbine 
High School and kill 13 people before committing suicide.  The game’s controversial depiction of the tragedy has advanced the public’s 
conversation about video games as an “emerging art form”.  For more information and to read the artist’s statement about its creation, 
visit: http://www.columbinegame.com/  

WHY USE THIS 
GUIDE? 

In this guide, we invite you to think about Super Columbine Massacre RPG and game making as forms of inquiry into 
personal understandings, societal commentary, and as an “emerging art form”.  
 
Answer  the  ques t ions  be low and r e c o rd  y ou r  an sw e r s  on  a  s e pa ra t e  s h e e t  o f  pap e r .  

GAME 
BASICS 

• Begin the game by exploring Eric’s bedroom.  Open the computer, cue the stereo, phone Dylan.  Does this 
introduction set the scene for the player to consider experiencing this game as an “emerging art form”?  
Why or why not? 

• Move the Eric avatar through the basement exploring objects and collecting ammunition.  How does the 
pixelated abstractions, real-life photos, and actual audio establish the emotional and historical landscape?   

• As you enter the school, be careful to avoid being seen on the video cameras. Plant the bombs in the 
cafeteria, make your way to the parking lot and then to the grassy hill overlooking the city.   

THEME 
INSIGHTS 

• How is this game similar to other forms of art such as theater, sculpture, or film?   How is it different? 
• How does the game blend serious, satirical, historic, and fantastic?  How did you respond to the blending 

of these elements in the game? 
• As a player, did you feel invited to make your own interpretation of the Columbine events?  How did the 

game accomplish this?  Or, how could the game be designed to better accomplish this? 
• Some players have said that Super Columbine Massacre RPG is both deeply disturbing and deeply touching.  

Do you agree? Why or why not?  How did the game evoke, or fail to evoke, these responses? 

WORLD 
CONNECTIONS 

• In what ways did this game provide a social commentary on society?  What other artistic purpose(s) might 
this game serve?   

• What do you think the representations of Frederick Nietzsche’s philosophy and Mary Shelley’s 
Frankenstein mean in the context of this game? 

• Danny Ledonne stated, “I made this game for my own personal understanding of Columbine and to realize 
my longstanding interest in videogames.”  What aspect of the world could you imagine exploring and 
deepening your understanding of through your own creation of a video game?  How would you design the 
game? 

 

Bonus Chal l enge :   Super Columbine Massacre RPG was made to be edited using RPGMaker which can be downloaded here 
http://www.rpgmakerweb.com/.  The game’s creator, Danny Ledonne explained, “The game is uncredited because I didn’t want the 
design to end with my authorship.  If games can be interactive to play, I believe they can also be interactive to (re)make.”  Your Challenge: 
Use RPGMaker to edit SCMRPG into the game you want it to be.  Post your game, tell us about your experience, explain why you chose to 
change the game the way you did, and share a link on the Center for Games & Impact Facebook page at 
http://facebook.com/gamesandimpact.  

 


