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unbalanced, and the general mentality is often that the “house rules,” because STEM content 
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Dan Norton

Dan Norton is a founding 
partner of Filament Games 
and leads game design. 
Dan has designed games 
on a broad range of topics, 
ranging from marine 
turtle ecology to legal 
argumentation. His work 
has garnered multiple 
awards for its innovation 
and effectiveness, 
including the 2010 Joan 
Ganz Cooney Center’s 
Developer Prize in the 
STEM Video Game 
Challenge.

Dan White

As CEO and Co-founder 
of Filament Games, Dan 
White wants learning to be 
associated with meaning 
and inspiration rather 
than accountability and 
drudgery. Accordingly, 
he believes that learning 
should be highly 
interactive, and that 
game-based learning, 
like project- and inquiry-
based learning, is a “best 
practice” in the field of 
education. An alumnus of 
Cornell University and the 
University of Wisconsin-
Madison, Dan has two 
primary passions: making 
outstanding learning 
games and building 
sustainable businesses.

Matt Haselton

Matt Haselton is a Game 
Designer at Filament 
Games, and specializes in 




