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September 12th 
Short description of the game: September 12th is a thought-provoking simulation game that challenges players to reflect on the consequences of violence. Set in a Middle Eastern city, the player can choose to shoot at terrorists, but this often results in collateral damage, turning civilians into more terrorists. With no objectives, scores, or end states, the game highlights the cyclical nature of violence and its impact on innocent lives, encouraging critical reflection on war and retaliation.
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Duration:  3 lessons
Subject/s:  Civic education, History, Politics, Psychology
Topics: Human rights, war and conflict, ethics and morality, media literacy, international relations
SDGs:  16, 4, 10
Dimensions of conflict through the game: 
☐ social impact 
☐ environmental impact 
☐ economic impact 
☐ technological impact 
 	 
Learning objectives: The learning objectives of this pedagogical sequence using September 12th are to foster critical thinking and ethical reflection on the consequences of violence and armed conflict. Students will analyze the socal and moral complexities of warfare, particularly its impact on civilian populations and its role in perpetuating cycles of violence. They will develop an awareness of global conflict, human rights, and social responsibility while enhancing their decision-making skills in morally ambiguous situations. Through discussion and reflection, students will cultivate empathy and a deeper understanding of the futility of violence as a response to terrorism.
Interpersonal skills: 
Technical 	requirements 	& 	material required:  PC/smartphone/tablet + Headphones + mouse for each student; WIFI; QR-Code to game URL 
Further reading/material:  
September 12th: A Toy World - On Serious Games
UN says war is affecting over 600 million women and girls | AP News

 

Preparation Phase 
In the preparation phase, it is crucial to ensure that every student has access to a device (PC, tablet, or smartphone) with the game September 12th installed and functioning correctly. A stable WLAN connection should be available to guarantee smooth gameplay. Each student should also have headphones to fully immerse themselves in the game’s audio and avoid disturbing others in the classroom.
Before the class begins, the teacher should play through the game themselves to fully understand its mechanics, themes, emotional impact, and the overall gaming experience. This will allow the teacher to guide students effectively through the game, anticipate potential challenges, and provide adequate support during gameplay. Since the game does not have a traditional narrative structure, it is essential for the teacher to understand the nuances of the gameplay—such as the decision-making mechanics and the absence of a clear goal—so they can explain its deeper implications.
To introduce the game without revealing too much about its emotional impact, the teacher can provide an overview of the context, focusing on the aftermath of the September 11th attacks and the moral dilemmas the player will encounter. The teacher should clarify that the game challenges players to reflect on the consequences of violence and retaliation, without any clear “win” conditions, and emphasize the themes of conflict, ethical decision-making, and the civilian impact of warfare. It is essential to explain that the game’s design aims to provoke thought and discussion rather than provide entertainment in the traditional sense.
Finally, the teacher should prepare the class for the sensitive nature of the topics covered in the game. The teacher may discuss the historical context of the War on Terror, including the military response to the 9/11 attacks, and address the ethics of warfare and the unintended consequences of violence. Background reading materials or a brief discussion on the impact of military intervention in the Middle East and the consequences of collateral damage could help students grasp the real-world implications of the game’s themes. Given the sensitive nature of the subject matter, the teacher should be mindful of any personal connections students may have to the events depicted. If students have direct or indirect ties to the conflicts in the Middle East, the teacher should address these issues privately, ensuring that the game is approached with empathy and care to prevent triggering personal experiences.


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

	1 
	Step 1: Introduce the Topic

Begin by introducing the broader context of the War on Terror, particularly focusing on the events following September 11, 2001. Engage students with questions like: 

· What do you know about the impact of the 9/11 attacks? 
· How do you think violence and retaliation affect innocent civilians?

This will activate prior knowledge and set the stage for the game, prompting students to think critically about the themes of violence, military intervention, and ethics. The teacher should avoid revealing too much about the game’s mechanics or message at this point, as the focus is on sparking initial thoughts about the topics.

	Plenum

	Whiteboard + markers or projector for key points (Make sure these points are saved for later)

	1 
	Step 2: Introduce the students to the game

Inform students that they will be playing September 12th, a game that addresses the consequences of military retaliation, focusing on the moral dilemmas surrounding the use of violence in response to terrorism. Explain that the game places them in a situation where they must decide whether to shoot terrorists, with the understanding that any action has consequences, particularly on innocent civilians. Emphasize that the game is not about winning or losing but about understanding the unintended consequences of violence. Encourage students to reflect on their decisions as they play and write them down for the discussion later. 
	Plenum 
	Laptop and projector 

	1
	Step 3: Practice the Mechanics

Before starting gameplay, the teacher should demonstrate the basic mechanics of the game. Open the game and walk through the process of aiming, shooting, and observing the consequences of the player's actions. Explain that the goal is to shoot terrorists, but this will often lead to civilian casualties, which in turn may create more terrorists. Since the game’s mechanics are simple but require thoughtful decision-making, the teacher should ensure students understand the importance of timing and precision, as well as the consequences of shooting too quickly or recklessly.
	Plenum
	Laptop and projector

	1-2
	Step 4: Actual Gameplay 


Each student should open the game on their device (smartphone, tablet, or PC). Students will play individually, making decisions about when to shoot and who to target. Ensure all students are able to access the game and are able to engage with the narrative. During the gameplay, the teacher should monitor students, providing support as needed, but also encouraging independent reflection. Since the game is designed for repeated playthroughs, students should be encouraged to replay the game if time allows in order to explore different outcomes based on their choices.
	Individual/Single Player
	1 PC/tablet/smartphone per pupil, 
1 headphone per pupil
1 paper and pen to write down thoughts and experiences

	 2
	 Step 5: Reflection on Game Play 

After the gameplay, the teacher should lead a class discussion to reflect on the experience. The purpose of this reflection is to guide students in processing their decisions, the emotional impact of those decisions, and the moral lessons learned. Some reflection questions might include: 
• What was the hardest decision you had to make in the game? 
• How did you feel when you caused civilian casualties? 
• What message do you think the game is trying to convey about violence and war? 
• Did the game change your perspective on how violence can escalate? 
• How do the consequences in the game mirror real-world conflicts and the ethics of military intervention? 
This discussion should allow students to make connections between the game's narrative and the real-world consequences of conflict.
	 Plenum
	Whiteboard






Reflection Phase 

	[bookmark: _Hlk183602241]Lesson No. 
	Description in Steps 
	Social form 
	Material/technical requirements 

	3
	Step 7: Revisit Initial Perspectives 

Begin by revisiting the initial responses students shared in the introduction phase before playing. Ask students to reflect on how their understanding of military intervention, retaliation, and the consequences of violence has evolved after playing the game. Students should compare their views before and after playing the game. Encourage them to think critically about whether their perspectives have changed and why. This will help students recognize the shift in their understanding and connect the game’s impact to real-world issues.

Ask from students to do that on sticky notes. Provide guiding prompts for students’ sticky notes, like:
· “One thing I believed before the game but reconsidered after playing…”
· “A new insight I gained about violence and retaliation...”

	Plenum 
	Whiteboard
Sticky Notes

	3
	Step 8: Deepening the Reflection

Lead a discussion that delves deeper into the ethical dilemmas presented by the game. Focus on questions such as: 

• How do you think the use of force impacts innocent lives in the real world? 
• What consequences did you observe in the game when civilians were hurt or killed? 
• How might these consequences play out in real-world military conflicts? 
• Do you think the cycle of violence depicted in the game is realistic? Why or why not? 
• If the game gave you the power to change one thing, what would it be and why? 

Through these questions, students should reflect on the broader implications of violence and retaliation in global conflicts.
	
 
 
	
 
 
 
 

	4
	Step 9: Ethical Reflection 

Engage students in a deeper ethical reflection about the decisions they made during the game. Ask students to consider: 

• Were there any moments in the game when you felt morally conflicted? 
• Did you ever feel that there was no “right” choice to make? 
• How do the decisions you made in the game reflect real-life dilemmas faced by leaders, soldiers, or civilians in conflict zones? 

Encourage students to consider how the game represents the complexity of moral decision-making in war and the impact of choices that seem to be “necessary” in the short term but may cause long-term harm.
	
	

	4
	Step 10: Gallery Walk

This encourages students to engage critically with quotes, statistics, and visual materials that illustrate the impact of war and violence. By physically moving around the classroom and reflecting on different perspectives, students gain a deeper interdisciplinary understanding learning gaining new knowledge while reflecting on the ethical, social, and emotional dimensions of conflict.

Guide their thoughts by giving them prompts for each station, such as:
· What stands out to you about this quote/statistic?
· How does this make you feel about the impact of war?
· What connections can you draw between this material and the game you played?
· How does this provide a new dimension to war and conflict?

Instructions:
1. Introduction (5 minutes):
· Explain the purpose of the gallery walk.
· Emphasize the importance of reflecting critically on the materials and connecting them to the themes explored in the game “September 12th”.
2. Explore the Gallery (15-20 minutes):
· Allow students to move individually exploring the gallery.
· Ask them to spend a few minutes at each station, reading the materials and jotting down their reactions taking into consideration the prompts.
3. Discussion and Reflection (15 minutes):
· After the walk, gather the class for a group discussion. Use questions such as:
· Which quote or statistic resonated with you the most? Why?
· How do these materials enhance your understanding of the consequences of violence?
· What parallels can you draw between the gallery materials and your experience with the game?
	Plenum
	Material 2 (Gallery walk)

	4
	Step 11: Closing thoughts and takeaways

Conclude the reflection phase by asking students to share their key takeaways from the game and the reflection discussions. Encourage them to think about the lessons they learned from the game and how these lessons might influence their thoughts on real-world conflict and military interventions. The teacher can guide the final discussion by asking questions such as: 

• What is the main lesson you took away from this game? 
• How does the game challenge traditional views of military action and violence? 
• What actions or approaches might we take in real life to avoid the kind of violence depicted in the game? 

The final goal is for students to reflect not only on the game’s narrative but also on how it impacts their understanding of global conflicts and ethical decision-making.
	Plenum
	


 





Material 2 – War Gallery Walk:
https://www.canva.com/design/DAGaw-quZZc/tsjt-VFICHJZCd7HO-nDPA/edit?utm_content=DAGaw-quZZc&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
  
 

 	 














Annex – Game analysis:  
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