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TITLE: LIYLA AND THE SHADOWS OF WAR

Liyla and the Shadows of War is a short yet powerful mobile and PC game available for free on Microsoft Windows, Android, and iOS. It tells the story of a father trying to protect his daughter in a warzone, navigating an environment filled with danger, destruction, and difficult choices. Inspired by real-world conflicts, the game immerses players in the experience of civilians caught in war, emphasizing themes of fear, loss, survival, and injustice. Unlike traditional war games that focus on combat, Liyla and the Shadows of War highlights the struggles of innocent bystanders in conflict.


[image: A cartoon character in front of a building

Description automatically generated]
© Rasheed Abueideh


[image: A silhouette of a machine with sparks

Description automatically generated with medium confidence]
© Rasheed Abueideh


Duration: 2 lessons
Subject/s: Civics, Ethics, History, Literature
Topics: War and its impact on children, civilian casualties, morality in conflict, human rights 
SDGs: 16: Peace, Justice, and Strong Institutions; 10: Reduced Inequalities; 4: Reduced Inequalities
Dimensions of conflict through the game:
☒ social impact
☒ environmental impact
☒ economic impact
☐ technological impact
Learning objectives: 
This sequence aims to help students understand the experiences of children in war-torn regions while reflecting on the psychological and social impact of war on civilians. Through storytelling and analysis, students will develop empathy and perspective-taking skills. Additionally, they will explore the role of media and narratives in shaping public perceptions of war, fostering critical thinking and ethical reasoning in the process.
Interpersonal skills: 
· Empathy and perspective-taking
· Ethical reasoning
· Critical thinking
· Emotional intelligence
Technical requirements & material required: 
· Windows PC, Android, or iOS devices
· Speakers and projector (if available)
· YouTube gameplay videos for classrooms without devices 
· Printed reflection sheets
· Physical activity materials (Printed templates for news articles, Art supplies)
Further reading/material: 
· UN Annual Report on Children and Armed Conflict  – https://childrenandarmedconflict.un.org/document/secretary-general-annual-report-on-children-and-armed-conflict-3/
· Personal Testimonies on Child Experiences in War – https://www.savethechildren.org.uk/change-the-future-lite/child-soldier 
· The Diary of Anne Frank (Online Version) – Anne Frank House
· Dupuy, Kendra & Peters, Krijn. (2009). War and Children: A Reference Handbook. 10.5040/9798216033493.
·  "Born in Gaza" (2014) – A documentary highlighting the lives of children growing up amidst war and conflict. https://www.imdb.com/title/tt4205416/ 
· Children of War" (2009) – Follows former child soldiers in Uganda as they undergo rehabilitation and try to reintegrate into society. https://www.imdb.com/title/tt1326750/
 





Preparation Phase

To begin the lesson, introduce the game by showing a short gameplay trailer and/or provide the QR code links to pupils to download the game on their phones (available below under Copy templates section). Discuss its unique perspective on war, focusing on how it presents conflict through a child’s eyes. This will provide students with a different lens to view war, emphasizing the civilian experience rather than military engagement.

Next, engage students in a brainstorming session by asking them: What do you think children experience during war? Encourage them to write their thoughts on the board (key-words).

Finally, distribute real-life stories of children affected by war (you can use the links above, or your own). In small groups, students will read these stories and discuss how they relate to the themes presented in the game. This discussion will allow students to make connections between the virtual narrative of the game and real-world experiences later.

Game Phase

	Lesson No.
	Description in Steps
	Social form
	Material/technical requirements

	1
	Step 1: If devices are available, have students play the game in pairs for 10 minutes. If not, show a selected gameplay segment (~10 min).
*Additionally, this activity can be assigned beforehand or over the weekend for pupils to play. 

	Pairs or Plenum

	Windows PC, Android, iOS devices, or YouTube gameplay video


	1
	Step 2: Ask pupils: 
How does the game make you feel? How does it differ from traditional war games? Write responses on the board.

	Plenum

	Whiteboard, markers


	1
	Step 3: Creative Writing Activity: Write a letter from Liyla’s father to his daughter, or from Liyla to another child, describing their experiences.

	Individual

		Paper, pens





	1
	Step 4: News Report Simulation Activity: Create a fictional news report covering an event from the game, practicing media literacy and bias awareness.

(If not enough time, this can be assigned as a homework activity)
	Small groups

	Printed templates for news articles (Copy templates section)




Reflection Phase

	Lesson No.
	Description in Steps
	Social form
	Material/technical requirements

	2
	Step 5: Reflection: Have pupils analyze the role of children in conflict zones and connect the game’s themes to real-world events based on the knowledge gained from previous class. (Presenting their work and discussing it)


	Individual

	Reflection worksheets (Copy templates section)


	2
	Step 6: Art-based approach: Have pupils create visual artwork representing the emotions and themes of the game. The form should be free-for-all, let pupils choose their own form of expression.

	Individual or group
	Art supplies


	2
	Step 7: Disscusion: Showcase the art, letting pupils explain their reasoning for the picture and art style they chose. Guide the further discussion towards themes such as:  How can we support children in conflict zones? Should video games address serious real-world issues?

	Plenum
	




Adapt activities to the resources available—if devices are limited, prioritize group discussions and storytelling tasks.



Additional step to consider:
If available, take students to investigate a previously war-affected location— for example, how the country's reconstruction has progressed?



Copy templates: 

1. QR codes:

For Android (Google Play):
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For IOS (Apple Store):
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2. Printed templates for news articles
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Highfile: https://www.highfile.com/blank-a4-newspaper-template/ 


3. Reflection sheets 
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Clipart Library: https://clipart-library.com/clipart/462754.htm 



4. Coping mechanisms – Reflection phase –

Taking into account that this game can cause overwhelming emotions or even trigger some past trauma in kids, you might want to consider incorporating some of the coping mechanisms for pupils during the reflection phase. 

While art-based approach is a good method for this itself, it might come in handy to also use:
1. Feelings chart
- Post a visual chart with faces or emojis showing different emotions. Ask students to point to or name how they’re feeling — helps them start identifying and expressing their emotions.
2. Breathing techniques
- Practice deep breathing, belly breathing, or box breathing. You doing this calmly can help normalize it and show it’s a helpful tool.
3. Validation
- Simple affirmations like “It’s okay to feel that way,” or “That sounds really hard” can make a big difference. Validation builds trust and emotional safety.
4. Calm down corner
- A quiet space in the classroom or nearby where kids can go after class to decompress — with soft seating, fidget tools, calming visuals, or books.

There are a lot more creative options offered by Mental Health Center Kids:
https://www.youtube.com/watch?v=Vs-MyQgfH3A – Managing BIG emotions
https://www.youtube.com/watch?v=5YtnpPPnqaY – Grounding techniques
https://www.youtube.com/watch?v=L9zwduYp9G0&t=2s – Circle of Control
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Liyla and the Shadows of War
In order to facilitate the analysis of the selected video games, a reference table has been prepared, which breaks down the main characteristics to be considered in each of these four categories.

	Title
	Liyla and the Shadows of War

	Platform
	Android Smartphone, IOS, or PC

	Language
	English

	N. º of sessions played
	1

	Total time played
	15 minutes

	Brief Description
	Father trying to ensure the survival of his family in the midst of war.




	Dimension
	Evaluation Criteria

	Usability (analysis technical correctness and	ease use)
	of of
	· Is the game easy to learn and play?
· Yes, the game is as simple as it gets, having only a couple of buttons needed to play the game.
· Is the user interface (controls and navigation) clear and
tailored to the target audience?

	
	
	· Very intuitive and easy control scheme.
· Are accessibility options implemented?
· No.
· Is the game response accurate and fast?
· Decently accurate and fast for a web game.
· Are in-game messages accurate?
· Very accurate.
· Are there instructions?
· The game control scheme is 3 buttons, the first couple of actions quickly indicate clearly what the player is supposed to do.
· Is it possible to save the game?
· No.
· Are there any bugs?
· I have not encountered any while playing the game.
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	Gameplay (analysis of the game's play and
narrative structures, and how game design produces meaning)
	· Were you able to finish the game (yes/no: why)?
· Yes.
· Duration (per level/mission or over the whole game)
· 10-15 minutes is the duration of the whole game.
· Degree of interactivity (do the player's decisions play a crucial role in the outcome of the game)?
-		There are a couple of decisions a player has to make but ultimately they do not impact the outcome of the game.
· Is the pace of the game satisfying?
· Yes.
· Narrative weight (high/medium/low)
· High
· Presence of a narrator: yes/no
· No.
· Presentation and role of the main character (characteristics and qualities of the character/avatar)
· Main character is the father of young girl Liyla, which is the
name of the game. As the war starts, he is rushing to their home to rescue his family.
· Depiction and role of the antagonist (characteristics and qualities)
· As they play the game we are not aware of who the antagonist
is, the world around us keeps being bombed without mercy and thinking about who they are targeting, ranging from regular
citizens to kids to ambulances transporting the wounded.
· Presentation of the setting (world in which the character develops)
· As we conclude the game we are presented by the real world conflict that inspired this game which was the 2014 war in Gaza.
· Dimension/temporality: time period covered by the story and its characteristics (fictional/real, global/local, etc.)
· It’s quite clear at the end of the game, we know that it was the 2014 war in Gaza, we also learn that the people that were depicted dying in the game were also real people that died in the war.
· Mission (what are the essential actions to win/complete the game)



	
	· Try to save your family from the war atrocities, but in the end
it’s all futile.
· What are the implicit/ultimate goals of the game?
· Educate the people about the war in Gaza in 2014. Many civilians died in the zones that were not supposed to be bombed.
· What are the main challenges/obstacles faced by the protagonist?
· No control over the bombs and where they are going to fall, just endlessly running trying to ensure the survival of his family.
· Are the game mechanics appropriate to the content and implicit goals?
· Game mechanics are quite simple, straight running and jumping, but the non-interactive mechanics that happen without the player's agency really make the game stand out.
· Do you agree with the reward system (incentives for action)?
· There is no reward system.
· How is the feedback system (text, audio or audiovisual comments given to the player for certain actions)?
· Game lacks polish meaning it’s lacking in the feedback department also, there are minimal sound effects when certain interactions happen but overall that’s it.
· Overall story (description of the story of the game as a whole)
· You follow the harrowing journey of a father trying to protect his daughter, Liyla, during a military conflict in Gaza. The game portrays the brutal realities of war, where survival is uncertain and danger is constant.

Other relevant gameplay comments

	Content (analysis of the content of the game and the messages conveyed	in relation to the objective)
	· What are the themes of the game?
· Explores themes of war, survival, loss, and the innocence of childhood amidst violence.
· What kind of reflection, knowledge, skills, competences, awareness are developed?
· It provides a deep reflection on the horrors of war and its impact on innocent lives.



	
	· Is there an explicit use of sources of information?
· The game is inspired by real events in Gaza, and while it doesn’t explicitly cite sources of information, its narrative and scenarios are drawn from the lived experiences of those in conflict zones.
· Do you think the player can get the intended message without external help?
· Yes, everything is clearly explained at the end of the game.
· Did you change your beliefs/opinions or learn something new after playing the game?
· No, as we are currently witnessing the same, if not worse, scenario in real life.

	Didactic resource (analysing game didactic resource)
	

as
	
the
a
	-	21st century skills included:

	
	
	
	· Critical thinking
· Creativity
· Collaboration
· Communication
· Information literacy
· Media literacy
· Technology literacy
· Flexibility
· Leadership
· Initiative
· Productivity
· Social skills

	
	
	
	-	Dimensions covered:

	
	
	
	· Social
· Environmental
· Technological
· Economic

	
	
	
	-	Link with Intergames subjects:

	
	
	
	· Environmental Sciences
· Civic Education
· Arts
· History
· Economics





	
	· Competences (knowledge achieved by the learner)
· Gained insights into the emotional and psychological toll of conflict, as well as an understanding of the harsh realities faced by people in war-torn regions.
· Problem solving conditions (way of thinking to solve problems: reproductive-memory, productive-creativity)
· The game did not provide any sort of challenge so, no.
· Need for prior knowledge (no/yes: detail)
· No.
· Learning curve (learning difficulty: low, medium, high)
· Low.
· Possibility of group work (no/yes: detail)
· No, this is played on a mobile device and it’s intended for a
single player experience. Maybe as a discussion later but that’s all.
· Does it include a teaching guide (information for teachers with tips and examples for implementation in the classroom)?
· No.
· Possibility of teacher evaluation (no/yes: please specify)
· Yes, this opens up a topic of further exploring the events of conflicts in Gaza where the teachers can evaluate students about the information contained at the end of the game.
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