
Culture Close Up: Capoeira 
John Fernandez, Fort Worth Independent School District 
Social Studies 
Capoeira 
Grades 6–8 
4–5 days, 45-minute class periods 
 

Overview: 

The purpose of this unit is to construct an educational insert for the popular video game, 

Tekken.  Tekken is a fighting competition with different fighters from around the world.  Many 

students may be familiar with some of the fictional characters of the video game, and the 

martial arts practiced.  One character in particular, Eddy Gordo, is a Brazilian fighter who uses 

the martial art of capoeira during the competition.  This character and martial art will be the 

focus of this unit.  Students will engage in a study of primary and secondary sources about the 

cultural and historical significance of capoeira.   

Prior to beginning this short unit about capoeira, students must be familiar with the relative 

location of South America and Brazil to the rest of the world, including concepts related to 

culture. To begin the unit, students will review a short video clip of a small introduction for 

Eddy Gordo and some fight sequences demonstrating his use of the martial art capoeira.   

The sequence of each learning experience after the introduction is flexible.  All resources are 

listed according to learning experience in the unit.   

 
Students will be able to (drawn from the Texas Essential Knowledge and Skills): 
 
Use geographic tools to pose and answer geographic questions. 

Locate various contemporary societies on maps and globes using various methods. 

Explain the ways in which human migration influences the character of places and regions. 

Identify institutions basic to all societies. 

Analyze the similarities and differences among various world societies. 

Identify and explain examples of conflict and cooperation between and among cultures. 

Compare characteristics of institutions in various contemporary societies. 

Identify and explain how culture traits spread. 

Identify and define the impact of cultural diffusion on individuals and world societies. 

Identify negative and positive effects of cultural diffusion. 
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Relate ways in which the past influences contemporary expressions of culture. 

Differentiate between, locate and use valid primary and secondary sources. 

Identify points of view. 

 
Essential Questions 
What is capoeira? 

What is cultural diffusion? 

How is capoeira a representation of Brazil’s culture and history? 

How do contemporary views of capoeira compare? 

 
Students will know: 
Capoeira is an expression of Brazilian culture and history. 

Capoeira is a means for preserving cultural identity. 

Capoeira is an example of cultural diffusion. 

Capoeira is a martial art. 

 
Learning Experience #1 – Introduction to unit and student product 
  
1. Preview  

 Ask students to list the martial arts practices with which they are familiar. 

 Once students have compiled their list ask the following questions: 
i. What more do you know about each martial art? 
ii. Where do these martial arts originate? 
iii. Are martial arts an example of culture? 
iv. Are these martial arts significant to history? 

 
2. Engage – Tekken Film Clip 

 Prior to playing the Tekken video game clip, inform students that they will be viewing 
the video using an academic lens.  Set the purpose for watching the video so that 
students will use the clip to determine the martial art demonstrated along with its 
origin. 
i. During the clip students should look for colors, images, words, and clues to help 

them understand.   

 Play the Eddy Gordo Tekken clip for students.  The “Exclusive Eddy Gordo Trailer” is 
available from: 
http://www.youtube.com/watch?v=yhp-TyRJGUc or 
http://www.gametrailers.com/video/exclusive-eddy-tekken-
6/56863?fbid=yKqJ5qNGdnG   

http://www.youtube.com/watch?v=yhp-TyRJGUc
http://www.gametrailers.com/video/exclusive-eddy-tekken-6/56863?fbid=yKqJ5qNGdnG
http://www.gametrailers.com/video/exclusive-eddy-tekken-6/56863?fbid=yKqJ5qNGdnG
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The clip provides a quick intro to Eddy Gordo and shows different fight scenes 
demonstrating capoeira.  FYI: The fight scenes show simulated physical violence.  As a 
reminder, this unit intends to take students beyond the video game perception of 
capoeira.  Please show at your discretion. 

 Since the video clip is short, feel free to play it more than once. 

 Discuss student observations and ask the following questions: 
i. Who is the individual represented? 
ii. Where is the individual from? How do you know? 
iii. What martial art is demonstrated?  
iv. What do you notice about the martial art practiced?  What does it look like? 
v. Does this short clip explain the culture and history of the person and the martial art? 
vi. How would you evaluate the effectiveness of video games as a tool to educate 

people about different cultures and histories? 

 Debrief the video and set the purpose for the unit: 
i. Analyze primary and secondary sources as a way of understanding capoeria and its 

cultural and historical significance to the country of Brazil. 
ii. Organize information to supplement the small amount of information found in video 

games about cultural and historical traditions, with a focus on capoeira. 
 

 
3. Process – GRASPS – Creating a video game insert for the Tekken video game 

 Students may be provided a handout describing the expectations of the project. 

 Set the purpose for the unit of study by sharing the GRASPS acronym: 
i. GOAL:  

Provide a statement of the task. 
Establish the goal, problem, challenge, or obstacle in the task: The Social Service of 
Commerce (see article for background info about SESC, attached) in Brazil is working 
to provide children of Brazil and the world a deeper appreciation for the martial art 
of capoeira.  The organization aims to work with the video game company, NAMCO, 
to create a new video game insert that will provide gamers a broader understanding 
of the martial art of capoeira.  

ii. ROLE: 
Define the role of the students in the task. 
State the job of the students for the task: In a team, students will design a video 
game insert that will provide a richer understanding of capoeira’s cultural and 
historical significance to Brazil and the world. 

iii. AUDIENCE: 
Identify the target audience within the context of the scenario. 
Example audiences might include a client or committee: Gamers around the world, 
NAMCO – creator of Tekken, and the Social Service of Commerce in Brazil. 

iv. SITUATION: 
Set the context of the scenario. 
Explain the situation: Currently, the video game Tekken only provides gamers with a 
shallow source of information about the cultural and historical significance of the 
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martial arts represented in the video game.  SESC and NAMCO seek to educate 
gamers about the cultural and historical significance of capoeira.   

v. PRODUCT: 
Clarify what the students will create and why they will create it: Design a video game 
insert that will educate gamers about the cultural and historical significance of 
capoeira using primary and secondary resources.  

vi. STANDARDS and CRITERIA [INDICATORS]: 
Provide students with a clear picture of success. 
Identify specific standards for success. 
Issue rubrics to the students or develop them with the students.  
a. When reviewing the standards for the project ask students to share their 

knowledge of how video game inserts are constructed: 
 What features do they possess? 
 How is the information organized? 

b. Share with students various samples of brochures, video game inserts, and 
tourist information booklets. 

c. Clarify for students the purpose of the insert and the importance of including 
cultural and historical information. 

d. Collaboratively construct a list of criteria for the final product: 
 Use of images 
 Use of color 
 Analysis and use of historical and cultural facts 
 Organization of the material 
 Coherence 

e. Review the attached rubric for assessing the final product. 

 Conclude the process activity by fielding questions from students regarding the project. 
i. Students should be encouraged to work in teams of 3. 

Student contracts can be used to ensure that each individual is accountable for the 
work completed. 

 
Learning Experience #2 – History of capoeira  
 
1. Preview 

 As students enter the class, begin the video segment from Pierre Verger, “Olhares 
Nômades” (available for download from this Web site: 
http://lanic.utexas.edu/project/etext/llilas/outreach/brazil10/).  This short video clip 
uses photographs to describe capoeira.  This video will provide some new and basic 
information about capoeira. 

 After the first viewing of the clip, students will view the video a second time.  You may 
have students fill out the Motion Picture Analysis Sheet (attached) from the National 
Archives Records Administration. During the second viewing ask students to record 
findings related to the following topics: 
i. Objects 
ii. Sounds 

http://lanic.utexas.edu/project/etext/llilas/outreach/brazil10/
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iii. Feelings 
iv. People 
v. Symbols 
vi. Smells 
vii. Other items they identify 

 Discuss the findings with students.  Display findings for all students to see. 
i. Divide students into groups of three. 
ii. Ask each individual from the group to select one item (three items total) that best 

represents the meaning of capoeira. 
iii. Students compose a paragraph explaining/justifying their choices. 
iv. Compare findings with students. 

 
2. Engage 

 Continue the investigation of capoeira by introducing students to the video clip entitled 
“A History of Capoeira” (available from youtube: 
http://www.youtube.com/watch?v=E5kPGl-X3Ao or for download from this Web site: 
http://lanic.utexas.edu/project/etext/llilas/outreach/brazil10/).  This video is an 
animated collection of sketches that trace the history of capoeira.   Please preview the 
video clip prior to showing it to students. 

 Provide students with the attached Motion Picture Analysis Sheet.  Review each of the 
steps with students and explain/clarify each of the categories.  Students will record and 
share their findings. 

 Extend the discussion by challenging students to construct questions about the content 
of the video.  When debriefing, make certain students address issues related to location, 
origin, movement, causes, and cultural significance. 

 Examples of questions: 
i. What is the setting of the film? 
ii. What continents/countries are connected to the history of capoeira? 
iii. Where did capoeira originate? 
iv. How did capoeira move from one place to another? What caused capoeira to move? 

 
3. Process 

 After reviewing the content and questions related to the film “A History of Capoeira,” 
provide students the capoeira dancers handout (attached).  The handout uses an image 
of two capoeira dancers as the focal point. Students will use this handout to construct a 
character collage explaining the history of capoeria.  A character collage is a poster 
which artistically presents an overview of a person, place or thing.   Coupled with the 
two dancers students will include images, words, quotes, colors and other items 
explaining the history of capoeira. As a guide, students should use the 5-5-5 rule:  five 
words/phrases, colors, and symbols/images to complete the character collage. 

 The character collage is a preliminary investigation and may not have all of the 
information related to capoeira.  More information and facts will be presented 

http://www.youtube.com/watch?v=E5kPGl-X3Ao
http://lanic.utexas.edu/project/etext/llilas/outreach/brazil10/
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throughout the learning experiences, which will enhance the content knowledge 
surrounding capoeira. 

 
Learning Experience #3 – Capoeira: An example of cultural diffusion 
 
1. Preview 

 Ask students to define culture.  Affirm student responses and clarify any misconceptions 
regarding the definition of culture. 

 Extend the discussion of culture by conducting an experiment related to cultural 
diffusion.  Place a drop of food coloring into a clear glass of water.  Students observe 
and record what is occurring in the glass of water.  Guide the discussion with questions 
like: 
i. How does this experiment relate to culture? 
ii. What examples of culture in our society relate to the experiment? 

 Exploration of North America by the Spanish – Spanish language 
 McDonald’s in different countries 
 Foods from other countries 
 TV shows  

 After the discussion, provide and explain to students the definition of cultural diffusion. 
i. Cultural diffusion is the spread of culture through migration, communication, trade 

and commerce. 
ii. Cultural diffusion influences and changes places. 

 
2. Engage  

 Explain to students that the next sources will be used to research the cultural 
significance of capoeira to Brazil, and as an example of cultural diffusion. 

 Introduce the map, Slave Trade: From Africa to the Americas, 1650–1680 (attached). 
Source: Slavery in America, an educator’s site. New York Life. 
www.slaveryinamerica.org. 

 Debrief the map with students:  title, dates, purpose, text, symbols, parts of the world, 
and statistics listed.  Focus the discussion on the country of Brazil.  Compare statistics 
and figures of Brazil to the rest of the world.   
i. What caused the need for slavery in different parts of the world? 
ii. Where were most African slaves? 
iii. How does the map show cultural diffusion? 
iv. How does the map relate to the video, “A History of Capoeira?” 

 View the video entitled “Angola the Birth Place of Capoeira” (available from youtube: 
http://www.youtube.com/watch?v=u0o31LB-MGE  or for download from this Web site: 
http://lanic.utexas.edu/project/etext/llilas/outreach/brazil10/) from AFP – International 
News, March 3, 2009. The video is short enough to be played twice so that students will 
be able to record information.  Share findings. Connect the map and video: 
i. How do the map and video relate? 
ii. What does the map show that the video does not explain? 

http://www.youtube.com/watch?v=u0o31LB-MGE
http://lanic.utexas.edu/project/etext/llilas/outreach/brazil10/
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iii. What does the video explain that is not on the map? 

 Provide students with the article, “A Brazilian dance of life” (attached) by Judy Bradford, 
University of Notre Dame, 2005.  The article provides students with basic information 
explaining the history and cultural significance of capoeira to Brazil.  Preview the article 
for difficult vocabulary and concepts that may require clarification.   
 

3. Process 

 Based on the information presented in the video, map and article students will answer 
questions like those listed below: 
i. What makes capoeira an example of cultural diffusion? 
ii. What makes a form of cultural diffusion occur? 
iii. How do cultural traditions reflect a country’s history? 

 
Learning Experience #4 
 
At this point in the unit, students will begin the process of compiling their information to create 
the video game insert.   
 
Refer to learning experience #1 for guidelines regarding the development of the video game 
insert. 
 
The attached rubric can be modified. 
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Capoeira dancers 

 

 

From “A Brazilian dance of life” by Judy Bradford 
http://www.nd.edu/~lumen/2005_04/BrazilianDance.shtml 
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