Dear Parents and Caregivers:

I’m excited to share that our class will be using (“INSERT TITLE OF MISSION(s)”), an interactive mission from Mission US, public media’s award-winning series of interactive stories that immerse young people in transformational moments from U.S. history.

ABOUT MISSION US: 
Mission US (https://www.mission-us.org/ is a deeply-researched educational media project with a proven positive impact on history learning. In each mission, students take on the role of a young person at a pivotal time as they meet historic figures, witness or hear about key events, grapple with multiple perspectives, and make difficult choices.

Serving more than five million students and teachers in all fifty states, Mission US has been praised by educators, parents, students, and critics, and received endorsements from Common Sense Media, the Parents’ Choice Award, the Games for Change Award for “Most Significant Impact,” and more. It is:
· Effective: Multiple research studies have shown that playing Mission US improves historical knowledge and skills and deepens student engagement.
· Deeply and collaboratively researched: Historians, educators, and community stakeholders have guided the creation of these missions and accompanying materials.
· Ethically and age-appropriately designed: A set of ethical design principles and guidance from teachers, students, and youth development experts help make Mission US safe, effective, and engaging.
· Inclusive of many experiences and perspectives: Mission US highlights the role of ordinary people in making history and includes the experiences and perspectives of diverse Americans.
· Accessible and easy to use: Designed for a wide range of learners, the missions are available for free and accompanied by standards-aligned classroom materials.

WHAT WE WILL BE DOING:
During the week of (DATES), our class will be using the mission (INSERT TITLE OF MISSION) as part of our unit on (TOPIC). Here is a brief synopsis: 

(SELECT THE APPROPRIATE SYNOPSIS TO INSERT HERE:)
In For Crown or Colony?, players become Nat Wheeler, a 14-year-old apprentice in Boston in 1770. When fighting starts, they must decide what to do. They encounter both Patriots and Loyalists, and when rising tensions result in the Boston Massacre, they must choose where their loyalties lie.
—-------------------------------
In A Cheyenne Odyssey, players become Little Fox, a Northern Cheyenne boy whose life is changed in 1866 by the encroachment of white settlers, railroads, and U.S. military expeditions. As buffalo diminish and the U.S. expands westward, players experience the Cheyenne’s persistence through conflict and national transformation. 
A note about the content: The mission portrays both trading and conflict between Native Americans and white settlers and military people on the Plains, and includes difficult events such as the forced relocation of Native Americans, war, disease, and famine. While the violence that occurred on both sides is referenced, it is not directly shown; neither is blame assigned to one side or the other. The focus is on Cheyenne persistence in the face of threats to their lands and way of life. 
—-------------------------------
In City of Immigrants, players navigate New York’s Lower East Side in 1907 as Lena Brodsky, a young Jewish immigrant from Russia. Trying to save money to bring her parents to America, she works long hours in a factory for little money and gets caught up in the growing labor movement.
—-------------------------------
In Up from the Dust, players take on the roles of twins Frank and Ginny Dunn, whose family wheat farm is devastated by the Great Depression and Dust Bowl. As they experience the hardships of the 1930s, players learn about Americans’ strategies for survival – as individuals, communities, and a nation.
—-------------------------------
In Prisoner in My Homeland, players follow the experiences of teenager Henry Tanaka, whose family is forced to leave their home on Bainbridge Island, WA, for a prison camp in Manzanar, CA, in 1941. Players grapple with the choices and challenges faced by more than 120,000 Japanese Americans as they coped with their unjust incarceration during World War II.

A note about the content: The mission portrays racism, forced relocation, and imprisonment experienced by Japanese Americans during the 1940s. While violence is referenced, it is not directly experienced by the player. The game seeks to help correct the image of the incarcerees as passive victims by highlighting broader strategies of survival and resistance, and to place the events within the larger context of Asian communities’ longer-term struggle to be accepted as fully American.
—-------------------------------
In No Turning Back, players become 16-year-old Verna Baker, born and raised in the Mississippi Delta. As she moves to the city of Greenwood to start high school in 1960, a movement for civil rights is gaining momentum. Players must decide how to take part in the struggle for freedom and equality. 

A note about the content: In this mission, characters experience different forms of racial discrimination and hear about racial violence. The player’s character, however, does not experience violence directly. Characters in this mission also use historical terms like “colored” and “Negro,” which were considered respectful in the early 1960s, but players are advised that it is now inappropriate and offensive for non-Black people to use these words (aside from discussing historical material). Ultimately, the mission highlights ways ordinary citizens – including many young people – worked to challenge an unjust system and expand rights for all.
—-------------------------------

Through classroom discussion and activities before, during, and/or after the missions, we will delve into the broader historical context of events and perspectives the class will encounter. The goal is to help our students gain historical knowledge and skills, but also to get them to care about our history and understand the role that ordinary people - including young people - have played in shaping our country.

OPTIONAL ADDITIONS:
· If needed, you may add logistical details that parents may wish to know about - e.g., if students will be playing in class or at home, if certain devices will be required, etc.
· We also encourage you to add a sentence or two about your own experience using the missions, e.g., “I have been using Mission US for XX years. Students tell me that it is one of the highlights of social studies class, and I find that the missions really help enliven discussion and deepen students’ learning.”

I encourage you to learn more about Mission US and preview the mission yourself at their website, https://www.mission-us.org/. If your child would like to opt out of using the mission, please let me know by (INSERT DATE). I will provide alternative materials covering similar content.

Please feel free to reach out with any questions or concerns. I am looking forward to embarking on this interactive adventure with our students!

Sincerely,

[YOUR NAME/SIGNATURE]
 
