
Welcome to Brianna' s World!
Brianna's World is 3-D game-infused practice experience specifically for social 
workers. Brianna's world helps bridge social work theory and competencies to 
practice skills required in the field.
Created and designed at the Center for Games and Impact on behalf of the School of Social Work's Center for Child Well-
being, it’s a 3D immersive social worker practice experience. In Brianna's virtual world, social workers will create 
professional avatars, play out a case scenario, and apply competencies to a virtual home assessment. Most importantly, 
social workers will have the ability to engage the Social work supervisor, colleagues, and Brianna's family, coming to see 
the impact of their engagement as they make inferences that lead to a strength-based assessment.

Social Work practice in 3-D
In the 3D game, Social Workers are assigned Brianna's case and 
are invited to Brianna's home to meet the family. As part of the 
home visit, they engage in rich conversations with Brianna's 
mom and Brianna herself, practicing communication skills and 
what it means to engage with empathy.

Players are expected to collect data, draw inferences, and build a 
bio-psycho-socio assessment. It would be easy to make 
assumptions about the family, but as social workers proceed 
through the game, they gather information from the referral, 
observations, interviews and through supervision they can use 
to make an informed assessment.  

In addition to identifying concerns, a key part of game play 
involves identifying strengths, with the goal of drawing on the 
various collected evidence to submit an argument. This game 
helps social workers begin to practice micro and mezzo social 
work skills necessary to successfully develop an assessment.



Your Steps
1. First, you will want to play the game! You’ll need to 

download this free game software and install 
it on your computer. It works on Macs or PCs. Unzip 
and open the software and install it on your desktop 
or application folder. If your computer has security 
settings that don’t allow for Internet downloads of 
software, you’ll need to allow this in your privacy and 
security settings.

2. Next, you will launch the game from your 
computer 
(you don’t need to return to the url above).
Just double click on the game icon and you can play it 
from anywhere you have an Internet connection. Be 
sure to have your laptop plugged in, as the game 
graphics use up a lot of battery quickly.

3. Log in to the teacher toolkit to see your class: 
http://arx.atlantisremixed.org/users/sign_in

• Be sure you all your students registered. On the 
roster page you can add your entire class with a .csv 
file upload or add any individual with the ‘+’ button.

• Be sure that the game is ‘enabled’   both on the roster 
view and on the game view.

• See Teacher Toolkit Guide for detailed instructions.

4. Use the following curriculum to guide the 
introduction, use and debrief of the game in 
your classes. Feel free to change and adapt this 
lesson plan to fit your particular class, their prior 
knowledge, their major and future studies, and 
extensions into their field placement.  

Time Management     One-Two class periods     Day 1: Approx 60 mins, Intro and gameplay     Day 2 or home work:  Approx 60 mins, Debrief 

Materials Needed     Students registered with BW logins, game downloaded on computers, power cords, Internet connection. 

Link to 3D Game Download

 http://atlantisremixed.org/briannas-world/ 

Link to Teacher Toolkit

http://arx.atlantisremixed.org/users/sign_in



Introduction to Game (5 mins)

Implementation Outline

Psychosocial sorting tool 
In this experience, you are invited to make note of 
your observations and begin associating them with 
biological, psychological or social domains.  These 
domains are not exclusive, thus, credit is given 
when observations are sorted and  also in a 
secondary domain.  

The sorting tool is  designed to help you keep track 
of your experiences and sort your data in 
preparation for developing your assessment 
narrative or case summary. It allows you to practice 
building inferences based on observations, and can 
be useful for making sense of a home visit.

• Share with your students that this immerse game program was created by
the Center for Child Well-being and Center for Games and Impact. It’s the first
of its kind for social work practice education at ASU SSW.

• Talk about the linkage to field and the importance of  ‘Learning by doing’
rather than ‘Learning about something’, and the benefits of an immerse game
to engage these topics.

• Explain how BW can support social workers early in applying social work
practice models and undergirding theory in a manner that allows them to
learn without consequence of doing harm to the clients.

•   Integrate the game appropriately into your course. Empathy, respect, genuineness and professionalism can help build 
rapport with clients and in this practice experience can strengthen the knowledge, skills and professionalism necessary 
to be an effective helper. Similarly, practice building a home assessment that identifies strengths and concerns, 
drawing insights and building claims based on data, connects with class goals.

• BW allows students to practice theory in a virtual home visit, fail safely, see the consequences of their decisions, while 
gaining fluency in the language & process of data-driven decision making. It also creates a rich opportunity to see how 
one's biases impact perspective and influence critical judgment.

• Integrate the game appropriately into your course. Discuss data-driven decision making and how information can be a 
useful tool. Learning to interpret data, and link root causes to solutions, allows you to develop the knowledge, skills 
and dispositions necessary to diagnose your own classroom practices
and become more effective.

• Let them know that in the game they’ll be using data to interpret their
effectiveness in drawing inferences from observations and aligning
those inferences to a  bio-psycho-social assessment. 



Class Experience 

Role of the Teacher
• Wander the class during gameplay and provide support as

needed.

• Monitor student discussion and game play for evidence of
growing understandings.

• Ask probing questions to push student thinking.

• Ask them what they’re experiencing in the game and about
the observations they are making.

• Help them in identifying strengths and areas where more
information may be needed.

• This should be a very social exercise and playful. They
should be encouraged to talk to their neighbors about the
decisions they’re making and the outcomes they’re seeing.
Everyone’s game path is slightly different.

Teachable Moments

Students will be  making observations and inferences. The game begins with a referral but that does not mean the family 
is completely open to help or even needs it. Talk with students about what they observe within and outside of the house.  
Discuss the varying cultural aspects revealed within the game and discuss any assumptions made about the family.  Ask 
students to consider the strengths and protective factors present.  Consider if the scenario, context or dialogue between 
avatars triggered any cultural biases towards or against the family and why.  

Discuss the importance of engaging clients while being truthful and respectful. When making inferences and sorting data, 
ask students to share why they sorted as they did.  Discuss the importance of describing and synthesizing their 
observations and providing supporting details. Brianna's World provides a rich narrative but leaves many unanswered 
questions.  Ask students to begin to formulate questions that would help them to better assess the strengths and needs of 
the family.

The game should be an enjoyable experiences for social workers. It is important to note that many students get concerned 
about meters, making inferences and sorting data.  Help them to keep in mind that this is a learning game, and it is more 
important that use what they know about social work practice to make decisions and navigate through the game.  
Discussing decisions with other students is expected.  

1. Students play game independently or in pairs (60 mins, or longer if time allows.)

2. Students download the game software and login using credentials provided by the instructor. If they have 
already downloaded the game software, they don’t need to do so again. They can just launch the software from 
their computer.

3. Students first build their avatar and then begin the game.

4. Student progress is saved throughout the game and is visible to you through the   Teacher Toolkit. 



Suggested Debrief

Homework
Students can finish the game as 
homework or the game can be 
played over two course sessions. 
Students can download the game 
for free to any computer and play 
anywhere there is a network 
connection. From start to finish, 
game play takes approximately 90 
minutes to complete. They hit ESC to 
exit, and if they encounter an error 
they should logout and restart the 
software. The game auto-saves and 
they will reenter where they left.

Monitor progress via the Instructor Toolkit

All elements of students’ gameplay are 
visible from the Instructor's Toolkit. You can 
see students’ logins, progress, comments, 
and draft summaries from the game. It is 
up to you  to determine how the activity 
will be scored and credited in the course.  
Students don't need to complete the  game 
to gain benefit from the virtual experience. 

The narrative may be slightly different for one student than the other.  Decisions made within the game may lead to 
differing outcomes within the game. Further, students are welcomed to question the scoring and meter levels within 
the game. These discussion may enrich the learning experience and allow students to better apply the competencies in 
real life practice with clients. Also, looking over the submitted reports and/or some of the key game choice moments 
can lead to rich overall class discussions or small group breakouts. 

Some Initial Questions
• What kinds of questions or challenges did you face in

this experience?

• Did you find yourself caring about these characters?

• To what extent did you feel engaged in the story?

• Tell me about Brianna. What do we know about her?

o What are some of your concerns?

o What are some possible strengths?

• Tell me about Gina. What do we know about her?

o What are some of your concerns?

o What are some possible strengths?

• You also had to remain empathetic, respectful, genuine,
professional, was this a useful exercise? What was that
like? Was it useful to see the impact on the players?

Bring people back together:

• Also, you all drew lots of inferences based on the evidence
you collected.

o Tell me about this process. Is it challenging to
determine the best inferences?

o How was it sorting inferences in terms of bio-
psycho-socio categories? Is it useful to think about
assessment in terms of those dimensions?

Lastly, some theory-to-practice questions:

• How did this immerse experience differ from other ways
you’ve learned these concepts?

• What did this scenario help you think about that you hadn’t
previously?

• In what ways were observations and data collection similar
or different than methods used in your placement?

• Which parts of Brianna's World are similar characteristics
of families with whom you've worked?

• What biases, judgments or assumptions challenged you?
How might these challenges lead to your own growth?

• How do you intend to take this experience and apply it to
your practice?

Break up into small groups and talk about your 
recommendations. 

• Have students review what they thought were the
strengths and weaknesses and what they submitted as
their recommendation.




