	“Peace Maker,” the Game, Research Journalism Initiative


	Unit Title: “Peace Maker,” the Game

Course and Grade Level(s):  High School Social Studies
Approximate length:  1-2 weeks


 RJI Resources:  RJI photographic, film, writing and radio projects by students in Nablus.  Peace Maker game software (free trial at http://www.peacemakergame.com/game.php).  RJI Digital Video Conference (DVC).
	Big Ideas:  Underlying assumptions and misinformation in representations of the Israeli-Palestinian conflict; learning to notice hidden agendas in mass-market gaming, movies and other representations of the global conflicts students are studying.


	Enduring Understandings: 

· Even a game designed to build peace may include and perpetuate underlying agendas or stereotypes

· We can learn to discern those assumptions and stereotypes by being critical consumers of information

· It is important to build constructive avenues toward peace building, rather than perpetuating conflict and stereotypes


	Essential Questions:
· Are there ever real winners in war, and should we think that way about global conflict?

· How do video games, movies, and other forms of entertainment contribute to war culture in the world?

· How accurate are representations of the Israeli-Palestinian conflict which we get from media, as compared to the real-life media of RJI students?

· How can we contribute to constructive action and solution building, rather than to cycles of violence and misinformation?


	Activities: Students will…
· Play the Peace Maker game for at least a a few hours.  Be sure to play from both sides

· While playing, take notes on underlying assumptions you notice, extremes in representation, or anything else that strikes your attention—really play with a critical eye

· Explore the film, photography, writing and radio pieces of Palestinian young people 

· Write reflections on the differences you notice between Palestinians’ real lives and how they’re presented in games, movies, and mass media

· Participate in an RJI DVC, using the direct dialogue as an opportunity to continue to debunk assumptions and stereotypes included in the game

· Design your own game or other form of constructive action through which to teach about the realities of the Israeli-Palestinian conflict or another global conflict of interest
	
	Skills/Benchmarks:  Students will gain competency in…

· Critical thinking—identify the underlying assumptions and stereotypes in the design of Peace Maker

· Critical Thining—compare the real-life experiences of Palestinians with their representation in games, movies, and mass media

· Communication skills—direct dialogue via DVC; develop ability to discuss challenging topics and confront stereotypes and taboos while maintaining constructive dialogue

· Creativity and Collaboration—development of a game or activity designed to educate others


	Authentic Assessment:
· Written reflections

· In groups of 4-5, design a game or activity designed to develop more constructive ideas about peace building.  Such activities might include anything from role play simulations or games for the classroom, to an actual educational campaign, fundraising activity or other creative response to a global issue. 


