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Childhood is a crucial stage in life. The knowledge and attitudes acquired during this period are
structural for the future. By teaching children at a young age to get positive behaviors, to understand
that they can be actors of change in their communities, you can make a big difference for them but
also for the whole ecosystem.

We, at Chemins d’Enfances and Sharana, have shared this strong conviction for a long time. We were
both particularly concerned by the environmental and hygienic issues in the villages of Tamil Nadu
and how difficult it is to change the habits of communities.

After several months assessing the needs of communities, we decided in 2014 to launch together the
Seeds of Change project in poor areas in and around Pondicherry. We wanted to focus on raising
environmental awareness, as well as hygienic and social issues but also developing sustainable
behaviors and promoting the active involvement of children and their communities for a long-term
change.

To face this ambitious challenge, we built a partnership with Play International (Playdagogy
methodology) and hired Proshanto Mukherjee, who has, with his team, greatly contributed to the
success of the project.

The innovative aspect of Seeds of change is based on the combination of methodologies to make
children aware but also to help them to become actors of change, through play, artistic and sport
activities.

Since then, around 1000 children in deprived rural villages and urban areas have become “seeds of
change”. They did not only acquire ecological or healthy knowledge but they also initiated concrete
actions for a sustainable development in their communities. And they are very proud of it!

We hope this manual will enable more children, tomorrow’s citizens, to take part in this change!

Enjoy your reading!
Martine Roussel-Adam Rajkala Partha
President of Chemins d’Enfances President of Sharana
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Chemi ns dis aBrerdctaNGO eeated in 2007, helping children to
develop their potential and become actors of change. They design,
implement and maximize the impact of pedagogical programmes in France,
India and Cambodia. They coordinated the project Seeds of Change, and
brought technical support and funds.

www.cheminsdenfances.org

Sharana is a social and development organization based in Pondicherry,
o

India. It was established in July 2000 to address the critical educational
needs of socio-economically disadvantaged children and communities.

Social And Development Organisation

www.sharana.org

PLAY

INTERNATIONAL

They implemented the project Seeds of Change in urban Pondicherry
and its surrounding villages.

www.sharana.org

PLAY International is a French NGO, using sports for education and social
change. Since 1999, it has helped more than half a million children in twelve
countries through its programmes. They brought technical support about
Playdagogy in the project Seeds of Change.

pldy.international/fr
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We would like to thank all the people involved in the development of the Seeds of Change project,
and first of all Rajkala PARTHA, President of Sharana in India and Vandana SHAH, coordinator of
Sharana, who warmly welcomed the project within Sharana activities.

Special thanks to Proshanto MUKHERIJEE who coordinated the project with dedication during more
than 3 years, as well as Ragu VARAN and Pranjal TIWARI, his closest collaborators, and all the
educators. All the contents of this manual are the result of their hard work with children.
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communication, member of Prospective and Cooperation, who edited and designed this manual.

Finally, this publication would not have been possible without the financial support provided by
Robert Abdesselam Foundation.
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This kit includes this booklet and a USB key holding all necessary ressources to implement the
« Seeds of Change » programme. Each time you’ll find this icon, corresponding ressources are

available on the key.

- This icon points a tip to make your life easier (gives you a general overview, completes what
@ you’ve done, helps you go further or find your own way...).

And | ' mfacititete yeur reading, give you some tips or rules!
Types of games
. Ball game ' Stickers
Marble Y Traditional game
) JU~)

Eé Board game (a b Speed game

Challenge

'.{-Z;‘EI;-’-ET} Cards Paper kit
\ Ve
Y 2

LY ‘;\; Team game ' WY | | Memory game

Puzzle

Let's get in!
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Note for the reader

It happened that, in order to ease the reading, we used masculine pronouns alone
instead of using both genders. This does not reflect in any case any kind of privilege
granted to men or boys. All participants to this project, coordinators, trainers, educators
and children can be, and should be, women and girls as much as men and boys.
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aunched in 2014, the D OT E $eddOof @angeé aims at creating, testing,

capitalising and disseminating a method and tools to raise awareness about

sustainable development among 6 to 14 year-old children and pass them on good
practice. Specifically designed for the Indian context, this programme approaches
environmental topics, such as waste and water management, as well as personal
hygiene and social behaviour.

In partnership with Sharana and Play International, Chemins d’enfances has
coordinated this project for three years. The product of this project is in your hands!
7A ET DA Ui 06611 ADPDPOAAEAOA EOA

Play the game, play the role!

The belief behind this project is that children are sustainable development key actors: first as future
decision makers who should grow into conscious and responsible citizens; second, because they are
the best messengers to reach their family and community. The project Seeds of Change is based on
two pedagogies: the Playdagogy developed by Play International, and the Child-to-Child (C-to-C),
coming from England. Thanks to both of these methods, children learn through means that
correspond to their stage of development, meet all their needs and stimulate their potentials, and
then become themselves ambassadors, or “Seeds of Change”.

Seeds of Change pedagogical values

The early years of life are crowded of
discovery, experience and interaction: brain develops the most and the fastest! All the experiences of
childhood impact our future development. This is the time we want to step in to make things change!

According to the World Health Organisation (WHO),
“healthy” is a state of physical, mental and social well-being. Through the variety of skills involved,
games contribute to all levels of development: physical, emotional, social and intellectual.

When the messages are not explained, children follow
them by respect or fear of the authority. If they understand, they can get convinced, realise the
importance of the issue, get aware of the problems, seize the message — and spread it!

Using their knowledge and
thinking skills, they understand and formulate the message themselves. In opposition to a top-down
approach, the educator only guides them towards the full comprehension of the message.

Motivation is one main factor for efficient learning: when
children are having fun, they are more receptive to messages. Plus, games, as simplified versions of
real-life situations, make them experiment problems, decision-making and solution-finding.

And this role makes sense
at many levels: training the adults of tomorrow, enriching the community with children’s creativity,
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You'll find more details about the
pedagogical methods and principles
in the Pedagogical Guide dedicated
to the educators.

dynamism and enthusiasm, and providing a great driving force for
children’s own development, growing self-confidence and
communication skills, learning to make decisions, solve problems and
cooperate.

The Playdagogy method

The “Playdagogy”, from the association of Play and Pedagogy, is a teaching method designed for
children from 6 to 12 years old, developed by PL4Y International. This approach promotes the idea
that children should learn and grow through games and sports.

Playdagogy activities are designed to teach them important messages while playing and being
physically active. PL4Y International provides tools for education actors to set up this method.

A Playdagogy session is divided in 3 phases:

e What? Children play a sport game invented by us.
Ex: Throw balls in baskets.

CEIna =0 Wiiaellid  Why? To enjoy the benefits of sports.
symbolism

e What? Children play the same game but this time, the vocabulary is
changed to incorporate an awareness issue.
Ex: BaH > Waste. Basket - Dustbin.

Game with g8 Why? To get with the awareness topic. Become curious.

symbolism

e What? Children think and express themselves about the game.
e Why? To understand the messages about the awareness issue and
get convinced of the right behavior to follow.
Group e How? They are asked questions to identify bridges between the
Discussion game situations and the corresponding real life situations.

The Child-to-Child method

“Child-to-Child” is a concept created in England by educational experts and Childrights defenders. It
is based on the idea that when they are given the chance, children can play a critical role in solving
the problems they face, and that they should be empowered to participate in the realisation of their
rights.
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The process thus consists in raising their awareness of serious topics and providing them with tools
to spread the messages. We strongly believe that they can be powerful actors of change in their
community, and we provide tools to evaluate the impact on the environment (at family and village
scales) of the children.

The Indian context

The project takes place in India in the context of a major effort made by the government to “Clean
India”. It intends to take part in the big challenge regarding environmental issues. A lot has been
accomplished, however mentalities and attitudes are slowly changing and a lot remains to be done to
change the way people deal with environment, especially regarding:

> Waste management: People are used to dump waste in the streets, and with consumption
growth, waste invades Indian streets.

> Water conservation: sources get more and more polluted because of waste littering, heavy
use of chemical waste and open defecation.

> Air quality that is among the worst ones in the world.

> Personal hygiene: in order to avoid contamination and health degradation.

> Social cohesion, regarded as a key for a sustainable development: to promote equality
between genders and castes, and also make children understand how important school is, to
acquire skills, emancipate and feel satisfied.

How to use this kit

This kit was designed for anyone who wishes to set up an awareness programme for children in India
(school principals, NGOs’ coordinators, summer camps leaders...). It includes this booklet and a USB
key with all the necessary ressources to train the educators (power points, session models...), set up
game sessions (puzzles, images, card models...) and evaluate the impact (forms, data collection
files..). The sport material you need to acquire (jerseys, cones, balls...) is listed on top of each game.

Please note that all these resources were conceived for a specific area (Tamil Nadu, South India) and
that it might be necessary to adapt the topics and activities to any other context you want to use it
for. Beside, feel free to modify and adjust all the tools according to your own skills, context, beliefs,
as well as to the group of children you'll set the sessions for.

This tool is published under the Creative Commons Licence BY NC, so please feel
free to adapt and share, along with the mention of the authors, but don’t make any

commercial use of these materials!

Interested? Want to get into it?
YT OEA T A@O OA AdépkhirelidwofUT O8I I
how to implement the project in your own area.
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n this part, youd 1 1 A#&tdiledl mdbhadiand principles that constitute the basis
of the programme. To set up your own Seeds of Changeh  UT O & Igd thrdudhA A O
different phases.

Here is an overview of the whole programme chronology. In this O E I-O<[ séction, the
following phases will be explained: train your educators, set up game sessions, and
evaluate their impact.

>
., 1st phase
Select Trom the 4 jssyes
the ones you coqsider relevamnt

6th phase: ‘ for your benoficiares.

Propose o concrete angl procticol

technical solution 1o thé community
to implement the chasge if need be.
2nd phase
Train your ¥ "cv become
warenes .c-dn ators and train
th ph se them obout the issves you selected
Children become ombos ad /
change by Irc IS Ity Q ™he messages,
through creative means, to thelr community.
3rd phase:
Ath hase. The edufators implement the gomes
p - willl the children ond evaluate their
Troin the edocators to becdme r
~- knowledge ond behaviour

C-1-C facilitators

How to... Train your educators

This training process can fit any group of educators even with no background in education. The only
necessary conditions are for the trainees to:

> Have a genuine interest in work with children
> Be open-minded to active education
> Be physically fit!

The training goes through 7 steps:

1. Lead asport game
2. Lead an awareness game
3. Manage basic first-aid
4. Learn about an awareness issue
5. Lead a Child-to-Child session
6. Lead a concrete action
7. Evaluation
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Want to make sure your training is successful?
Here are some key points to keep in mind during training.
Make sure you:

Split the contents and emphasize the key points for the trainees to assimilate better
Bring diversity into your training

Keep your educators active

Aim at their autonomy

Mix theory and practice

Vary the training materials

Train their educator attitude (creative, dynamic, organised, available...)

Always keep in mind that everything you do, the educators will do with the children!

1) Lead a sport game: Before organising an awareness game, an educator needs to be
able to organise a simple sport game, which involves managing a group of children,
coping with space and time, and explaining instructions and rules.

Tools available on the USB key: Training “ Lead a sport game”

Title Targets Tools Duration
\/ Experience a sport game as a participant V' Model of planning
V' Manage space and time \/ 4 Playdagogy game sheets of
Theory V' Acquire skills about organization: dynamism, authority, your choice 1 day
instructions and rules, security. \/ PowerPoint “Lead a sport (8 hours)
V' Understand and recognize children’s behaviour patterns game”
V' Learn how to report a session \/ Session sheet

/' Model of planning
Put into practice what has been learned during the \/ Evaluation grids about 2 hours per
theoretical part behaviour and skills tandem

\/ Session sheet

Practice

2) Lead an awareness game: Once your educators are familiar with leading a sport
game, you should explain them how a sport game can be used to raise awareness.
They will acquire additional skills, such as introducing in the game a symbolism
corresponding to the awareness topic, leading a participatory debate...

Tools availableonthe USBkey: Tr ai ni ng “Lead an awareness
Title Targets Tools Duration
Theory \/ Experience an awareness game as a participant V' Model of planning 1 day
(day 1) \/ Get introduced to the different awareness issues /' PowerPoint “Lead an (9 hours)
\/ Understand our core values awareness game”
V' Know how to practically introduce a symbolism into a \/ 4 Playdagogy game sheets of
game your choice

\/ Pedagogical guide (to be given
at the end as a summary)

Theory You will play 4 games with the educators in order to help \/' Training plan 1 day
(day 2) them to: \/ Material for the 4 games to be (9 hours)
\/ Learn to lead a debate in fun and creative ways played
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\/' Understand the logic and structure of the debate sheets
\/' Make bridges between questions to better guide children

Practice Put into practice what was learnt during the theoretical part V' Model of planning 3h30 per
/' Evaluation grids about tandem
behaviour and skills
\/ Session sheet

3) Manage basic first-aid: This phase is short but essential: any educator should
master the basic first-aid procedure in case a child gets injured during a game

session.
Tools available onthe USBkey: Tr ai ni ng “ Ma-akad® basic firs
Title Targets Tools Duration
Theory Know what to do in case of different kinds of injuries: V' PowerPoint “First-aid” 1h
inflammation, cut, fracture, burn, dehydration, headache, \/ First-aid booklet
insect bite...
Practice Practice how to properly clean a cut, how to put a bandage... None 1h

4) Learn about an awareness issue: Knowing how to lead an awareness game is
necessary but not sufficient to become an awareness educator: trainees must also
acquire knowledge about the awareness issues.

Tools availableonthe USBkey: Tr ai ni ng “Learn about an awar
Title Targets Tools Duration
Theory and \/ Express your opinion about what should V' Model of planning 2 days for
practice be taught about the issue V' Info sheet of the issue each topic
\/ Get familiar with the info sheet and the V' All games of the issue
main messages to be spread V' Impact Assessment process (Knowledge, skills

\/' Learn each game of the topic and behaviour) of the issue

\/ Get introduced to the Impact Assessment /' Knowledge Evaluation paper of the issue
process specific to this topic Skills and Behaviour Evaluation grids

\/ Lead one game with the children.

<

For the topic Personal Hygiene, 4 additional
documents are available in the folder “Specific to
Hygiene IA”.

Yo Once this training is finished, you can go ahead with the topic cycle with the group(s) of
\ v/ children targeted.

5) Lead a Child-to-Child session: Once the topic cycle with the children is over, the
next step is to invite the children to participate in a Child-to-# EE1T A DOT AAOOS
then need to train your educators to this concept and their new role of facilitators.

Tools available onthe USBkey: Tr ai ni ng *“td-Chaidl da sCehsislidon”

Title Targets Tools Duration

Theory and V' Understand the concept of Child-to-Child and the switch V' Model of planning 1 day
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practice Educators - Facilitators \/' Examples of previous C-t-C (8 hours)

\/ Get inspired with some examples modules (ideally with pictures
\/ Come out with some ideas before meeting the children and videos)
\/ Get evaluated about the general knowledge to have /' PowerPoint “Lead a Child-to-
about the project (which is not only about Child-to-Child Child session”
but about all phases and our core values) \/ “General Knowledge”
\/ Practice their new roles as facilitators with a group of questionnaire
children

”.\// Once the educators are trained to be C-t-C facilitators, the process can start with the group
|: |

kY

T

of children targeted. The children will propose ideas, guided by the facilitators, and then

— use these ideas to raise the awareness in their community / schoolmates / playmates.

6) Lead a concrete action: At the end of the Child-to-Child process, the whole
community/school/camp is aware of the issue and the solutions to set up. It is then
time to implement a concrete action. For this phase too, educators are facilitators
and need to be trained appropriately.

Tools availableontheUSBkey: Tr ai ni ng “Lead a concrete ai
Title Targets Tools Duration
Theory and \/ Understand what a concrete action is. V' Model of planning 1 day max
practice \/ Get inspired by concrete actions implemented in the past. \V Examples of previous C-t-C
\/ Understand the consequences if no concrete action are modules (ideally with pictures
implemented. and videos)
\/ Get some ideas before meeting the children \/ PowerPoint “Concrete Action”

\/ Have a first discussion with the children

7) Evaluation: the trainees should be evaluated to become certified Seeds of Change
educators!

Throughout the training, the trainees are evaluated on different learnings::

> Skills and Behaviour during “Lead a sport game” and “Lead an awareness game” phases.
> Knowledge during “Learn about the awareness issue” and “Lead a Child-to-Child session”

phases. i
(8}
Once the training process is finished, the full evaluation aims to check that nothing was forgotten or !—_- ’
that more time and practice have lead to a better performance. The

evaluation counts 100 points and split up in 3 parts: The precise scale is in the Results Table.

The marking system for the Knowledge

> Knowledge: 40 points Evaluation is in the folder Knowledge

> Skills: 40 points
> Behaviour: 20 points

If you decide not to address all awareness issues, then the knowledge scale needs to be changed.

You can also decide to change the ratios of the 3 categories.

The marking system for Skills and Behaviour evaluation is the following:
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> Beginner: 0 point
> Intermediate: Half of the points
> Advanced: All the points

>> End of training: Certification and remarks

We have decided that a trainee needs to score 70 points to get his/her certification. This level may

be changed at your convenience.

> If the results are not good for a majority of educators, you might question your training.

> You can also organise some complementary sessions focused on the weaknesses observed,
and then perform one more evaluation.

> After the certification, we highly recommend you to follow up your educators to ensure that
their level of performance remains the same. A follow-up tool is available on the USB key.

You can’t train your educators?

No worries! Train someone to replace you!
£ GototheUSBkeyand AEAAE 1T OO OEA EEI A 04

"&r’ OOAET AOSo

How to... Set up game sessions

Each game indicates the age group it is suitable for. In general this programme aims to children
between 6 and 14.

The games are organised in 4 topic packages, identifiable with colours and pictograms:

Waste management

' Water and sanitation

ﬁ Personal hygiene

i\ i-ﬂ Social cohesion

”

On the USB key, each “Topic package

contains all contents related to an g
(3}
awareness issue. 2
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Each package follows the same structure:

one or several Informative Sheet(s)
the related games

an Impact Assessment process

a few examples of Child-to-Child

V V. V V

None of these contents are set in stone!

You, educators, children, are free to adapt and/or complete these
packages!

Let us know what worked for you so that we can make the kit evolve!

1) The Informative Sheet(s)

The very first step of each topic is the presentation of the main awareness issues, and the way they
will integrate the game sessions. The informative sheets gather all the related messages to be taught
throughout the games.

™
N&; For the first three topics which are scientific, you will find diagrams on the USB key.

2) The games

The Seeds of Change team has created three kinds of games:

Playdagogy is a concept created by the French NGO Play International. Every
Playdagogy game follows the same logic:

> first, the participants play a classical sport game
> then symbolism is added to integrate the message in the game
> finally the players debate to understand the symbolism and appropriate the messages.

Some of the Playdagogy games contain additional elements to help the educators lead the debate,
like pictures, drawings... You’ll find them in the same game folders.

There are different kinds of indoor games: puzzles, memory games... Each of them
includes:

> agame sheet (included in this booklet)

> the necessary material (puzzles, cards...) (available on the USB key)

> instructions sheet about how to build the game (what to print out, what to cut, what to
laminate, to colour...) (available on the USB key)

Each indoor game also ends with a short discussion for the children to express themselves about the
game, the messages, and the ideas of improvement to implement in daily life.

From our experience, it happens that sometimes children want to play just for fun. For
these times, you will find in this booklet many easy sport games without awareness message. Each
comes with instructions and rules.
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Each game is structured as follows:

> Atable on top indicates the type of game and what kind of group it is suitable for:

: : Number of . Type of .

Introduce the vast topic of waste,
problems & solutions 5-8 6-12 50 min
Learn why & how to sort out waste

Then you’ll find the following parts:
> Get organized: with the material and configuration needed

> How to play: the aim of the game and instructions

> Add symbolism: for the Playdagogy games OR Message for others, explaining the messages
expected to be transmitted throughout the game

The rules, presented by the young boy : ?

Variations: possible variations

Debate: with questions and expected answers

vV V VvV V

Extended debate topic: to carry on the discussion

In which order?

The order is given by the info sheet.

Insert sport games whenever necessary.

You will see that sometimes the first game of the topic has 2 versions:

> the version “as first game of the topic”.
> the version “as last game of the topic”.

The 2™ version is the same game but with a deeper debate. When played at the end of the topic,
children are supposed to be able to answer more specific questions and to give more detailed
answers. This serves as a pre-evaluation for the Impact Assessment.

How to... evaluate your impact

Once the children played all the games of the topic, you will need to find out what they understood
and if their behaviour changed accordingly.

We designed an Impact Assessment method which consists of:

> Knowledge questionnaires: to keep the line with the project’s fundaments, evaluations must
be conducted as games: the children don’t have to answer questions but link up drawings,
complete others...

> Behaviour tests targeting children and their parents: the tests involving the children are
observations to be conducted during a game session, whereas those of parents are door-to-
door surveys.
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For better results, be subtle!
Discretely observe the children, and include the questions to
parents in a more general conversation.

> Once the assessment is conducted, you will need to make statistics in order to draw
conclusions. You’ll find ready-to-use tools to fill in with integrated graphics in the USB key.

> No Impact Assessment was done for the Social Cohesion package as it is very unlikely that
any change occurs right after the topic has been conducted.

How to... go further
(Examples of Child-to-Child)

Once children master a topic, it’s time for them to spread the messages to their friends, families and
communities!

You will find in each topic package, some examples of Child-to-Child actions. These actions will be
unique to your project, according to its specific context and the creativity of your children. However
we thought it could be a source of inspiration for you to know what was done in previous projects.

The sheets do not only describe the actions themselves, but also give you some practical information
that can be helpful for you to set up your own actions (material, duration, age group...).
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Waste Management

What is the situation?

In Indiamanypeople dump waste in the streets.
What children need to learn ishat to do with wasté [ Clean, Use Dustldns22; pThé Proper
Place for Wasté : ) prgl hat there are twamainkinds of waste( rganicorNoi6 :  p 26
> Organic wastecomes from nature, amgcomposes quickly.
> Non-organic wasteis maAmade, andiakes a very long time to decompose

The problem of waste management mainly concerrsrganic waste. Whether it ruried into the
soil,throonaway i n t he nat ur e ( bwng dhasharohfal condequented for)the o r
naturesuch as
> ground waer contamination and shortagesrss and Bad \Watér:28)p
decline of soil fertility [&ants need Waid: )p 3 0
danger foranimals ¢ows, dogs, goats)( |Gove my cové::  )p 3 2
attraction of mosquitogs'a House for Mosquitdés34)p
wly sight
danger for marine lifg ocenkalalKappathid :35 & Poorfished: )p 37
toxic gasedarmfulfor humans and planfsoo n 6 6 : B)p 83 9

V V.V V VYV

What do we want to change? And how?
To solve these problems, sleouldiry and stop usingnororganic materials, andollect our organic

waste by using dustbins amdrap shopsn order torecyclet h e mecyCl® 41; p~o6  44; p
OHitcycld : )p 4 6
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"BE CLEAN, USE DUSTBINS!”

22

"THE PROPER PLACE FOR WASTE" 24
ORGANIC OR NOT? 26
LESS AND BAD WATER! 28
PLANTS NEED WATER! 30
I LOVE MY COW! 32
NO HOUSE FOR MOSQUITOES! 34
“"MEENKALAI KAPPATHU" 35
POOR FISHES 37
DON'T BURN! 39
RECYCLE! 41
“RRR!" Lty
HITCYCLE! 46
“BE CLEAN, USE DUSTBINS!"” (AS LAST GAME OF THE TOPIC) 48
EXAMPLE OF CHILD-TO-CHILD 50

EVALUATION

57
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Be clean, use dustbins!
i i
1 middlesized playground (80*50ft)

-
2 teams of 57 players

Material needed: @@ @ @ .

= +@ 15 tennis balls + 15 plastic ball
9, D 2 sets of team jerseys

A.A 8+4cones @@@@

! [’ 2 + 2 buckets
+ (or cones to put in round)

Get organized

How to play

Target for each teambring more balls than the other team in theiskets.

The playeronthe left behind their corggare the collectors. The playess the rightpehind the basketsire the
replacers.

The collectors have to take balls and put them into the baskets of theiAtedamsame time, the replacers have
putthe balls of the opposite teabackon the playground.

Tennis balls go to oreicket plastic balls in the other.

At the end of the game, the points are counted:
> Tennis badl(put in thecorrectbaskej = 1 point
> Plastic ba#i (put in the right baeet) = 2 points.
> Balkputin the wrong basket = point.

i A Each player (collector AND replacer) can take only one ball at a time.

| A All players can run at the same time. There is no waiting!
A To put a ball back on the playground, the replacers cannot émeground and cannot throw the ball

but only make it roll.

Add symbolism

It is the same game. But this time, use a different vocabulary:

> The playground is the village
> The 2 teams are 2 families of the village. In each family, the collectors becomarieescand the replacers
the polluters.

> The balls are the wastehd 2 different colours represent the 2 different kinds: organic waste (created by

nature) and nowrganic waste (manmade).

> The baskets the dustbins.
Both families want to clean their villag but there are polluters...

Allow all players to take 2 balls at a time, or give this advantage only to the collectors who are putting the

balls into the baskets.
Make the players g@nd take the waste in teams of\ghileholding hands. If thestop holding handshey
have toleavethe balls theywvere carryingand go back to the starting point.

et created In parmerst
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Debate

QUESTIONS ANSWERS

Why were there balls of 2 different Theywere representing 2 kinds of waste: organic and-organic.
colours? What is the difference in re The difference is that organic is created by nature whereas
life? organic is manmade.

How were you making points? WI You were making points when you were putting the vimshestbins,
(think of real life)? because it is an edoiendly and healthy behaviour.

Why were the plastic balls making mo Because neorganic is harmful for the environment whereas org
points than the tennis ones? is not.

The ball should be put into the basket The waste shoul d b e dealavithtbethikindd
the corresponding colour. Why? the same way.

In the game, the waste kept on comii In the game, it was because of thecatled polluters. In the rekde,
What does it symbolize in real life? WE are actually the polluters because we produce waste every (

Is it a problem to produce waste aga Not with organic waste because it is natural. But yes witbrganic
and again? waste, as it is manmade and damages the environment.

How can we solve this problem ¢ We have to learn how to reduce the amount of waste but also
production of neorganic waste? to reuse the waste already created.

Extented debate topic

The front of your house might be cleanibdgto e sne@&@th t h a thavg any prablemsdnith waste. There is

certainly a place next to your house or village fu
their own house and surroundings to be clean buttiggsd on 6t mi nd about thitwasteisst .
dangerous fous and the planetevenifyourtddt see i t!

This is the picture aflandfill. It is quite far away from the village so very few people feel concerned.




“The proper place for waste”

Number of Type of !

-

Get organized

) i}
1 middlesize playground (80*50ft)
2 teams of 57 players c 4
Material needed: = } - ‘
. ¥ C Q c 2 ¥
@ @ 2 balls of 2 differentcolours
DO 4 sets of team jerseys Ce ©
% 2 baskets of thdirst colour . ¢ ~ C o) v.
- 2 baskets of thesecondcolour il ® i}

A 4 cones
How to play

Target for each teaniThis game is based on basketl game.Put the balls in the basket of the appropriatdour
and score more points than the other team.

The points are counted as following:

> Ball put in the appropriate baske:points
> Ball put in the inappropriate baske® point
> Yellow ball out of the playgund: 0 point
> Red ball out of the playgroun&: points

The game is played with one ball at the time. The referee can change the ball whenever wanted.
To bring the ball forward, players can dribble or make passes.
When one teanputs the ball out of the playground, the other team plays the throw
7in A Itis f(_)rbit_jden to walk/run with _the ball. _ B
? A Pushing is forbidden. Contact is allowed as long as the opponent player is not destabilized.
A A player cannot stop dribbling and thegstart dribbling.
A All throwins should happen with a pass.

Add symbolism

Itis the same game. But this time:

The ground is the village or the school.
Everything outside the ground is the nature.
The 2 teams are 2 families.

The balls are the waste. The Efekent coloursrepresent the 2 different kinds: organic waste (created by
nature) and nowrganic waste (manmade).

The baskets are the dustbins belonging to the families.

V V. V V

\Y

For the first sessions, forbid the dribbling. Players progress timlyasses. (Even if the players can dribble,
forbid it if they dondt play collectively.)
If girls are not playing, put a new rule: when 2 boys have touched the ball, the next one should be a girl.

Conmtent created In partmership

and with the method of P LEVY DAGOGIE ©
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If all players get stuck either on the ball or in frohthee basket, put a new rule: th@@on-one defense:

Before the game starts, each player has to choose a player from the other team and has only the right 1

defend on him/her.

Debate

QUESTIONS

Why were there balls of 2 differentolour8
What is the difference in real life?

In the game, whewereyoulosing points? Wt
(think of the real life)?

When were you making points? Why (think
the real life)?

The ball should be put into the basket of
corresponding colour. Why?

Even if you scored one basket, you had
continue scoring again and again. Why?

Is it a problem to produce waste again al
again?

How can we solve this problem of productiol
nororganic waste?

Extented debate topic

ASSESSMENT

There were of different colours because there wert
representing 2 kinds of waste: organic and-ogyanic. The
difference is that organic is created by nature when-r
organic is manmade.

You were losing points when fowganic waste was thrown
the nature, because this is a dangerous behaviour fol
nature and for us.

Youwere making points when you were putting the wasl
dustbins, because it is an €dendly and healthy behaviour.

The waste should be sorted

2 kinds the same way.

In the game, the target was to score as many basket
possible but in the aflay life, it actually represents the fa
that we produce new waste every day.

Not with organic waste because it is naltuBut yes with ner
organic waste, as it is manmade and damages the environ

We have to learn how to reduce the amount of waste but
how to reuse the waste already created.

The front of your house might be clean but dondt t
There is certainly a place next to your house or village full of waste: the road sides, thetlahdéll oc ean é F
want their own house and surroundings to be cl ean
dangerous for wus and the pl anet i f ou_donjt s
Showthe picture of the landfjlexplainingtiis quite far away : e

from the villag so very few people feel concerned.
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Organic or Not?

. : Number of . Type of .
Pedagogical target of the game: Age group:

Make the children understand the differences
between organic and non-organic, and why only 5-8 6-14 30 min
the second kind is problematic.

Get organized — 1% phase: Puzzles

Materiat ,
N, \‘: > \’.." . <}' ;
@ 12 pieces of puzzles 5’&36“‘“’\ 16 Velcro pieces
\ \atet
How to play

Target of the gameReconstitute the 2 puzzles and put the Velcro pieces at thelaicgt

> Ask the children to sit in circle and place all the pieces of the puzzle as well as all Velcro pieces in the cen
(all mixed up!).

> Explain that there are two different puzzles to reconstitute using also the Velcro pieces. Let the children
Dondt gi ve anywabaehieyed after b misuses amathelchildren start losing hope.
> Once the children have finished, it shaxdé like that:

6 months later

= Organic
Waste

500 years later

= Non
Organic
Waste

Once the 2 puzzlesre finished, ask the children what they see on these 2 pictures.

Message

The children have to mention the following main messages:
Organic waste:
A Is created g nature, contains no chemicals

A Takes therefore very less time to decompose: 0C]
For example, banana skins take less than 6 months to decompose.
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Norrorganic waste:
A Is manmade, contaiolsemicals
A Takes therefore a lot of time to decompose. For example, plastic bottles need more than 500 years.
A Even after decomposition, some chemical residues can remain which are harmful for the planet.

N A If the children make a mistake in reconstitutiegpuzzles, ask them questions to make them realize

\g their mistake.
Ex: The children have reconstituted them in a way that organic waste takes more time -tirgamono
decompose.

Question: Who created nosorganic waste? What does it contain? Who t@édaorganic waste? What does it
contain?

2"¢ phase: Picture

Show the picture of thardfill far away from the villagdo the children:

Debate
QUESTIONS ASSESSMENT
What do you see on the picture? A big landfill.
Is this organic or namrganic waste? Why? Nonorganic waste only because organic r

already decomposed, whereas porganic
needs thousands of years, which is wh
accumulates and accumulates.

Do you remember frhke é’roplrl Péayedi@ We can produce as much organic waste
Wasted a BedClean Use Dustdn® You sai d we want as it will decompose quickly.
problem to produce a lot of organic waste but it was a probl But producing neorganic makes the landfill
to produce a lot of noorganic waste. Do you understand w grow as this one!

now?
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Less and Bad Water!

Make the children understand that throwing non-

organic waste in the nature prevents the water
from flowing into the groundwater tables and

pollutes it.
Material
@ 18 pieces of puzzles
How to play

Target of the gameReconstitute ttepuzzles.

>
>

Ask the children to sit in circle and place all teegs of the puzzle in the cenfadl mixed up!).
Explain that there are two different puzzles to
nothingwasachieved after 5 nimutes and the children start losing hope.

Once the children have finished, it should look like that:

o) ¥ B
ey € C | C 4 ¢

-
- \-_ﬁ Y —~—
A A e o e e it w\ﬂ }

~

f\ 8,
\,\ T ,\‘___-"’ 'L___.
pE o, i¢
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o] "“2 255,

v

r

C

Riskybehaviour EceFriendly and healthipehaviour

Once the 2 puzzles finished, ask the children what they see on these 2 pictures.

Message

Thechildren have to mention the following main messages:

>
>

>

Ifnonor gani c waste is thrown in the nature (road s
The layer of waste blocks the rain water from flowing into the soil, so it reduces the amount of ground wate
which is the water we gét the water tank.

The rain water that manages to cross the layer of waste and flows into the soil is contaminated so the wa
we get from the water tank is contaminated as well.

If nororganic waste is thrown in dustbins:
> Nothing blocks the rain wat&om flowing into the ground so we get more water in the water tank.
> The rain water that flows into the soil is not contaminated, so neither is the one we get in the water tank.
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A If the children make a mistake in reconstituting the puzzles, ask them questions to make them rea
mistake.

=7 their
Ex: The children have reconstituted them in a way thabryamic waste enables to get more ground water.
Question:What happens wheniitiins onto a layer of nearganic waste?

A Do you r emember ThelPmpePHlaaeycd \Wasig aaredSle@® Use Dustdn® You s ai

that it was important to throw waste in dustbinsvoid harmful consequences?

So what harmful consequencesydid discover in this game?
Answer expected_ess and polluted ground water.
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Plants need Water!

: ‘ Number of . Type of .
Pedagogical target of the game: Age group:

Make the children understand that throwing waste

in the nature prevents water from flowing into the
soil, implying that trees and plants get less water
to grow.

Get organised — 1** phase: Puzzles

Material:

How to play

Target of the gameReconstitute thefizzles.

> Ask the children to sit in circle and place all the pieces of the puzzle in the center (all mixed up!).
> Explain that there are two different puzzles to
nothingwvasachieved after 5 mintes and the children start losing hope.

Once the children have finished, it should look like that:

Riskybehaviour EceFriendly and healthipehaviour

Once the 2 puzzles finished, ask the children what they see on these 2 pictures.

Message

Thechildren have to mention the following main messages:
> If nororganic waste is thrown the nature plantsw o ngét enough water from theain and will suffer.
> If nonorganic waste is thrown dustbins the rain water is not baked from flowing into ¢hsoil andplants
get enough wateto grow normally.

If the children make a mistake in reconstituting the puzzles, ask them questions to make them realize f

mistake.
Ex The children have reconstituted them in a way thadngamic waste enablebé tree to grow.

Question What do the trees need to grow?
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2" phase: Picture

Show the picture ODumping Foresto6 to the children:

Debate
QUESTIONS ANSWERS
What do you see on the picture? A forest full of waste.
Is it a good environment for tidsest to grow? No, we just saw that the trees will get less wate

pump from the soil.

Do you remember tTheeProjpei
Place for Wasté a BalClean Use Dust®n3
said that it was important to throw waste in dustbir

avoid harmfutonsequences. . . It blocks the water from flowing into the saihd
So what harmful consequences did you discover i preventsthe tees to take water from the soil ar

2
M grow normally.
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| love my cow!

Number of Type of .

m

Get organised — 1* phase: Puzzles

Material

g .:'u) {
~ A

. O 8pieces of puzzles

1522

How to play

Target ofthe game Reconstitute the 2 puzzles.

> Ask the children to sit in circle and place all teegs of the puzzle in the cenfadl mixed up!).

> Expl ain

t hat

there are two

di fferent

nohingwasachieved after 5 minutes and the children start losing hope.

Once the children have finished, it should look like that:

i

D
Q@ R

Riskybehaviour

puzzles

EceFriendly and healthiehaviour

Once the 2 puzzleare finished, ask the children what they see on these 2 pictures.
The children have to mention the following main messages:
If nonrorganic waste isot sortedfrom organic waste:

> the animals like cows, goats, dogsn swallow it by mistake and choke on it.

> j f t he
contaminated.

ani mal

d oirapaatsdtsd heatthhe donienalgets sitkeandissaredt and/or milk gets

If nororganic waste isortedfrom organic waste:
> The animals eat only the organic teasotheyd o n @ t noxgét coktaminated.

> Their reat / milk keep healthy

7N

o

mistake.

Ex The children have reconstituted them in a way #iatgenoro r g ani ¢

Question:What happens if a cow, a goat, a dog eats plastic?
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If the children make a mistake in reconstituting the puzzles, ask them questions to make them realize 1



2" phase: Picture

Show the picture 0Cowds lunchdé to the children:

Debate
QUESTIONS ANSWERS

What do you see on the picture? A coweating the contents of the garbage pile.

So what is in the menu today for this cow? Organic..and nororganic waste!

Is it a healthy menu? No, we just saw with the puzzles that no animal cal
norrorganic waste without suffering from t
consequences.

Do you see that in your life? I f no: Maybe it doesnodt
a very common scene in India.

What would be a good solution? We have to sort the waste by using 2 differe

To answer this question, try to remember the Pl dustbins and put only the organic one at dispose
g a meThe Péoper Place for Wagi@ n d3e ©lean the animals.

UseDustbids: i n these games,

different colours.
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No house for Mosquitoes!

: : Number of . Type of o
Pedagogical target of the game: Age group:

Make the children understand that throwing non-
organic waste in the nature attracts mosquitoes.

Material

@ 18 pieces of puzzles

How to play

Target of the gameReconstitute the 2 puzzles.

> Ask the children to sit in circle and place all tieegs of the puzzle in the centadl mixed up!).

> Explain that there are two different puzzles to
nothingwvasachieved after 5 minutes and the children start losing hope.

Once the children have finished, it should look like that:
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Riskybehaviour EceFriendly and healthpehaviour

Once the 2 puzzles finished, ask the children what they see on tliekgds.

The children have to mention the following main messages:
> If nonorganic waste ithrown in the nature when it rains, the water gets stuck, creates ponds, which attracts
mosquitoedMosquitoes can carry diseases that they transmit to us.
> If nonorganic waste ishrown in dustbins when it rains, no pond is created by the water so no mosquitoes
are attracted.The risk of diseases transmission is reduced.

A If the children make a mistake in reconstituting the puzzles, ask them questions to make them realize 1
mistake.

Ex The children have reconstituted them in a way thabmogani ¢ waste doesnodt
Question What are mosquitoes attract by?

Message

Do you remember the Playda games 0The Proper Pl ace
was important to throw waste in dustbins to avoid harmful consequences?
So what harmful consequences did you discover in this game?

Answer expected: Attraction of mosquitoes.
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L\ - h n
Meenkalai Kappathu

Understand why throwing waste in the nature :
: . 6-14 60 min
is dangerous for fishes

Get organized 8 Do oOle o e P ™ i

1 big playground
3 equal teams

L of of o] C—+
Material needed
) 20 soft balls % % % €
Da@ 3 sets of team shirts
‘ 4 cones Q Q Q Q—P

How to play

Each group of 2 crossers (yellow players) and 2 protectors (red players) crosses the ground one by one.

Target for the crosserfkeach the oppositnd of the ground without being touched by a ball.
Target for the attackers (blue playergpuch the yellow players with their ball.
Target for the protectordrotect the yellow players from being touched by a ball.

If a crosser is touched less thamis while crossing, he/she gives one point to the protectors his/her team.
Each group of 2 crossers and 2 protectors makes 3 rounds.
Thentheteamsswitch.

A The attackers cannot target the head of the crossers.

A The attackers cannot attack a crosser islstanding outside the ground limit.

A The attackers can move wherever they want outside from the ground limits to throw the ball. They ¢
then go inside the ground to pick up their ball.

Add symbolism

The game remains the same. Now:

> Crossers are fishes.

> Balls are waste.

> Attackers are polluters.

> Protectors are ecologists.

The crossers cross the ground by doing a slalom.

The ground becomes narrower, or only certain parts of the ground.

Only one protector protects the crossers and attackergiaes a certain area to attack. In each area, the
attackers are positioned only at one side.

More crossers cross a the same time (the whole time together?).
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Debate

QUESTIONS ASSESSMENT

In the game, who was endangered becaust The fishes werendangered.
waste?

Is it the case in real life? Why? Yes, nowrganic waste in the oceans and rivers is dange
for the fishes, because they can get stuck in it or be strai
by it. So they can die!

In the game, the wastaffects the fishes People living next to an ocean or river often throw their w.

because of the polluters throwing it to them. into it. Industries also rejectith@aste there. But even if yc

in real |l i fe, ther e arefar from an ocean or river and you throw ranganic

the fishes! So how come waste affects them waste like plastic bags ithe nature, the wind carries the
away and it oftenends up irriversocean, because the win
cannot carry it any further.

Does the wastkill only fishes? No, birds trying to catch fishes can be affected by the wast
well.
Moreover, the waste contains toxic products that can &
even the biggest animals like whales. The submarine plan
suffer from it as well.

But for us, theris no risk, right? Yes, there is, because we eat fish and can get affected
what they have eaten

How do we avoid all these problems Use dustbins!
Re me mber Behrleangsemesthiod

Extented debate topic

Show the picture of the landfilill of waste.

a4 ¢ *
PO o 3
‘*» A it :

: j

Why do people and industries throw so much waste into oceans and rivers? Because they cannot see the w
anymore, as if it disappeared. They maybe think that the problem is solved. But it is not! Now you know all the b
consequences.
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Poor fishes

Number of Type of .

n

Get organised — 1* phase: Puzzles

Materiat

= (“W 10 pieces of puzzles
LS

How to play

Target of the gameReconstitute the 2 puzzles.
> Ask the children to sit in circle and place all the pieces of the puzzle aswaklValcro pieces in tleentre
(all mixed up!).
> Explain that there are two different puzzles to
nothingwvasachieved after 5 minutes and the children start losing hope.

Once the children have finished, it should likekhat:

f \ f f | | | : |

|| j !I || 'l‘ ‘. |o i\:‘ |I ;“j

lffSesss— [0 S 7] — S S

[ |« 4’& \ | | {
Riskybehaviour Ecelffiendly and Healthyéhaviour
Message

Once the 2 puzzles are completed, ask the children what they see on these 2 pictures.
The children have to mention the following main messages:

> If nonrorganic waste ighrown in the nature the wind often takes it awayhe waste flies, gets stuck in a tree
(for example), but the wind can take it again. The only places where it gets stuck and cannot fly anymore a
pl aces with water: a | ake, akesrtipnsaeihe fishes canagyet atucléin b e
it, get strangledor eat it, get contaminated and dieThe birds might be affected as well if they eat
contaminated fishes or if they get stuck in the waste while trying to getAistie® canbe affected aswell
if we eat contaminated fishes.

> If nororganic waste ithrown in dustbins the wind cannot take it awayherefore, neither fishes, nor birds,
nor we are put in danger.

7N A If the children make a mistake in reconstituting the puzzles, ask thenmsjt@stiake them realize
their mistake.
Ex The children have reconstituted them in a way thabmoy ani ¢ waste doesndt p

danger.
Question What happens if nenrganic waste lands in the sea where fishes live?

Seeds of Change Programme | 37



2" phase: Pictures

Show

he

t picture o0Garbage in Oceano6 to the childrer
QUESTIONS ANSWERS
What do you see on thi An ocean/river completely full of waste.
picture?
How did the waste arrive People threw it inside.
here?
Is it only the fault of th¢ No! It is also the fault of people living fi
people living next to thi away because their waste could have be
river/ocean? carried by the windall the way to the
ocean
Show the picture o0Danger for Marine Lifed to the ct
QUESTIONS ANSWERS
What do you see or A s e adn anjmaltti@slives in the sea) st
the picture? with a plastic box.
How did it happen? The box landed into the ocean like all the wa
on the picture o0Garb
surely wanted to eat what was inside the box.
And what if the Yes, then the whale would have suffered from
animal would have chemicals of the box and/or because the L
been bigger and would have physically damaged its organs (if
able to swallow the box is sharp for example).
box (a whale for No anmal is able to swallow any namganic
example)? No mor waste because its body is not prepared for that
problems?
Show the Picture o0Contaminated Fisho6 to the chil dr e
QUESTIONS ANSWERS
What do you see A board showing that
on thepicture?
Why is the fist Because of the waste that ended up in the we
contaminated? as shown on the pictu
Sometimes, the waste is not only what you |
(plastic, tires), it caalso be industrial dischargt
that might beevenmore dangerous.
Is it always writter No! Sometimes, people eat fish because they
when the fist itis healthy but it is not.
contaminated?
Do you remember ThdhRrope? Placy fditasted a emBedClean Use Dustion2 You s ai d

was important to throw waste in dustbins to avoid harmful consequences. So what harmful consequences dic

discover in this game?
AnswerDanger for fishes and as a consequence for birds and for us.
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Don’t Burn!

. : Number of . Type of _
Pedagogical target of the game: Age group:

Make the children understand that burning has
harmful consequences for the plants and for us.

Get organised — 1* phase: Puzzles

Material

How to play
Target of the gameReconstitute the 2 puzzles.
> Ask the children to sit in circle and place all teegs of the puzzle in the cenfadl mixed up!).

> Explain that there are two different puzzles to
nothingwasachieved after 5 minutes and the children start losing hope.

Once the children have finished, it should look like that:

Riskybehaviour EceFriendly and healthiehaviour

Once the 2 puzzles finished, ask the children what they see on these 2 pictures.

Message

The children have to mention the following main messages:

> |If waste isburnt the smoke contaminates the plants aroAsdthe plants are contaminated, if people eat
their fruits, they caget sick as wellThe smoke is directly toxic to the people inhaling it.
> If waste ighrown in dustbins the plants are growing healthils the plants are well, their fruits are safe to
eat as wellNo smoke iaffecting peopled Isealth.
But in realife, even when people use dustbins, when they are full, people have to get rid of waste. So they ofte
burn it! So we are facing the same problem again! How to solve it?
To answer this quésb n try to r emembhe ProperhPéce Pol @akid aa BydaCman sUseod
Dustbing : in these games, the waste was always coming
would be full soon! What solution did we find back then?

Answer expectedOf course we have to use dustbins but we also have to reduce the amount of waste and to reu
the waste already created.

@' You can also link this Rewyyddveirf wtiiheén ¢ hiel Dreemp emawng
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ay A

If the children make a mistake in reconstituting the puzzles, ask them questions to make them rea

- their mistake.
Ex The children have reconstituted them i
Question What happens when the smoke of wdsimingcomes onto the plants?

2" phase: Picture

Show

t

he

picture o0Garbage

Debate

QUESTIONS

What do you see on the picture?

Why is there so much waste?

What solution are the people trying to get rid of th

waste?
Is it a good solution?

So what would be a good solution?

-]

-

I

I

Think again of The
Proper Place for Waste a BedClean
Use Dustbigs.
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Mountaind to the chi

ANSWERS

A gigantic landfill being burnt away and a
boy.

Because people produce lot of waste! B
also because this is rorganic waste and it
takes thousands of years to decompos
which is why it accumulates ar
accumulates.

They are burning it!

No! As we just saw before with the puzzle
it is harmful for the plants and for us.

The boy at the top of the mountain may n
kmow or may be forced to be there. Now
you know how dangerous it is to buraiste
and to stay around whenever it is done.

We have to reduce the amount of wast
and to reuse the waste already created.

n

a \

dr er



Recycle!

: ‘ Number of . Type of .
Pedagogical target of the game: Age group:

Make the children understand what recycling

means and why it is better to use recyclable
products.

Get organised — 1** phase: Puzzles

Material

How to play

Target of the gameReconstitute the 2 puzzles.

> Ask the children to sit in circle and place all the pieces of the puzzleanthefall mixed up!) except

T

N “ﬁg &= and D

—

> Explain that there are two different puzzl es
nothingwvasachieved after 5 minutes and the children start losing hope.

Once the children have finished, it should look like that:

Recyclable product

i " —
\ TR
- ﬂla 547
M r :
f 7 7 T 7 7 T~ A0 VS Y (0 TS e —
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Nonrecyclable product
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Message

Once the 2 puzzles finished, ask the children what they see on these 2 pictures.
The children have to mention the following main messages:

>

N A

If a product igrecyclable its waste can be reused to produmew itemsOn this picture, waste of newspaper

is used to produce again newspapBut very oftent is also possible to produce new items. For example, old
tires can be used to produce shoElsérefore, raw material is necessary only the first time ribgupt is
conceived. Recycling gives a new life to the waste and enables to use resources wisely.

If a product isnon-recyclable its waste cannot be reusesio people usually burn it to get rid of it, which is
har mful for the pl aothé§téghd Tfhery wsan( Ldeé egavmes ed j U
very harmful for the environment and for us (see all other galfnes)v raw material imecessary for every
new item,timeans that conceiving this product uses many resources, ndtigodsl because resources are
precious.

If the children make a mistake in reconstituting the puzzles, ask them questions to make them realize 1
mistake.

Ex The children have reconstituted them in a way thatengnlable vaste is burnt but cape reused

-y dka

Question

What does the arrow mean?

It means that the burnt waste can be reused.

Can smoke and ashes of ranganic waste be reused?

Now, keep only the recyclable product and change 3 pieces as follow:

D

&

Debate

QUESTIONS ANSWERS

What do you understand from this new puzzle? Paper, likealuminiumcan be recycled. So we car

reuse the same raw mat

one.
But paper i s organic, I f we t hr ow pollute thevraatyre like
in the nature? nonorganic waste.

BUT if we throw paper away instead of recycling
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And yau, what do you usually do with paper waste

2>"Iphase: Picture

it means that we need raw materia create new
paper, so we need to cut more trees which is |
good because forests are important for ot
environment.

Throw it away. So we should find a solution to bri
this paper for recycling to avoid cutting more trees

(0]

Show the picture O0No Recycling = Big Dumpingéd t

QUESTIONS ANSWERS

What do you see on the picture? A huge dumping with n@mganic waste.

How is it possible to get so much-agganic waste?  People consume a lot so it creates a lot of- nc
organic wast e and it
accumulates.

Try to remember the Pldya g a ine $roper We should recycle the waste! Giving a new life

Place for Wasté a BalClean Use Dusthins old products will prevent them from endugmin this

these games also, too much waste was produced dumping.

What solution did you find with these puzzles? As for products that are not recyclable, we shot
simply stop using them and find alternative produc

Show the picture 0Justice for Forestd to the chi

QUESTIONS ANSWERS

What do you see on the picture?

How can we prevent more forests fro
disappeaing like this one? Think of the puzzle
today!

A forest from whichll trees have been cut.

We can prevent that by recycling the paper w
used instead of throwing it away. Indeed, if w
recycle it, we danymbre tor
produce new paper.
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A\ Y /4
RRR!
Number of . Type of .
Age group: game:

6-14 55 min

As many big cones as players

Get organized P - -
g 3 b P i e | &
1 big playground (50*100ft) 4 % R
2 teams of 510 players Abﬂﬂ?l (v Y AAAA’d (Y Y
Material needed | I
. Many balls L_SESmcu. g If big cone
DD 2 sets of team jerseys ANBBRAMS 2 Aanbtncanni
A As many big cones as children | S— |-
222822 2228028
@  As many flat cones as balls e "4 g
=1 2 small blackboards and chalk ([ ' ST (e ~4 ([ 8 4 y 8
L& than players A P =%

How to play

The order you tell the instructions and rules imperyantlf y ou d o n &t ofthegarhesheet,tthe ehildoen d e
might realize from the beginning that they should use the big cones instead of the flat cones.

Target for each teamSimply make more points than the other team!!

> The group on thieft starts first.

> To make points, the players have to, take the balls and show them to the referee (players in red in the
drawing).

> To carry the balls, cones have to be used, either the big ones or the flat ones.
> After showing their ball to the refezethe players bring the cone and the ball back to its initial place.
> When the first group is showing their balls to the referee, the second group starts.

The referee counts the points on the blackboard as following:

> Each ball brought: 1 point
> |f flat cone used to carry the bali point

2

Add symbolism

A No ball can be taken without cones!
A Only one ball can be taken at a time!
A According to the kind of cones chosen to take the ball, a path has to be chosen as shown in the drawir

It is the same gamBut this time, use a different vocabulary:

The balls are tomatoes.

The place where the balls are is a shop.

The big cones become cloth cargypags.

The flat cones become plastic cargbags.

The 2 teams are 2 families of the village and their stagivgjtion is their house.
The place where the cloth carry bags are is the store room of the house.
The starting signal is Shopping time!!

V V.V VYV VYV

Content created In partership
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Put fewer balls to be taken.
Complicate the paths.

Debate

QUESTIONS ASSESSMENT

If one team had broughtmore No, the tomatoes were indeed giving you points but if you took thern
tomatoes than the other, did it win tl plastic bags, you were actually losing points!
game for sure?

But why were the plastic bag In real life,plastic bags cannot be given for recycling, so if we h

making you lose points? them at our home, we have to burn them to get rid of them (do
remember RduedgameSO they are |
was making you lose points in the game.

Do you know anotheadvantage of Cloth carrjng bags are very resistant so they can be used for a v
cloth bags over plastic bags? long time. As for plastizarryingbags, they are often damaged after ¢
few usages so we have to use new ones.

In the game, was it easier to use t The plastic bags were easier to use because they werebdgidethe
plastic bags or the clotlearrying tomatoes, whereas you had to run a long way tcagd take the cloth
bags? carryingbags fromyour housdefore being able to use them.

Why?

What does it symbolise in real life? In real life, people often use plastic bags because shops provid
many as they want. As for clotlarrying bags, people have some &
home but they usually donot t
shop! So the difficulty ¢dkingthem in the game represents the difficL
of thinkingo use them in real life!

So, tell me now: which kinds of ba Cloth carring bags! Because they can be reused many times,

will you use in the future? Why? reduces the amount of waste. And because even if they get damag
is not a problem because they are biodegradable, whereas the pl:
bags are nororganic aul cannot even be recycled.

Extented debate topic

Do you have other idede reduce the amount of waste and to avoid using products that are not recyclable?

Use steel glasses instead of plastic ones! Banana leaves instead of plastic plates! Bisthestsnistded packaged
ones!...
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HitCycle!
f f .
NC%T;ree:]O Age group: ;ipr:: SurEon

6-24

Get organised

Material ®
45 | 24 cards (4 sets of 6) 3 & - a TTh e

@ 12 soft balls with stickers (2 sets of 6) &/ & 9 o ' A

[ 24 big cones 5 : ’ ' ® 4 ¢

. Lots of flat cones ® " ¢  &F & e

C .. - 4
n A s ¢

How to play C da, 8 o
Prepare 3 circles, two with flat cones (as in the drawing) - & ‘)

and the middle circle with big cones. o o *—9
> While making the circles, make sure that the distance vewveen
the second circle (the one made of big cones) is equally far from both the inner circle and the outer one.

> Depending on the number of players, the cards should be put under the big cones laaits #houldbe
used accordinglyAssuming there are 24 players:
Place under 24 big cones the 24 cards (each has a picture of a recyclable prothattodrwasted tricycle)

I < B

Target of the gameCaollect points by hitting the appropriate caviéh the appropriate ball.

> One team goes inside the small circle and the other spreads out around the big one.
> Each sticker on the ball corresponds to 4 cards under the cones.

> There are twelve balls in two sets ¢fo®th sets are given to the team stangdinside, so each player has a
ball from that team.

> When the whistle blows, the team with the balls will try and hit the cones. If a player hits a cone then they c
go retrieve the card under the cone.

> If they think the card and the sticker match they must tell the educator why they think so.

> Only if the players are able to answer why, their team will get a point and the card remains with the
educator ; i f ,therhtleeycardcisspat datck uaderghe eone and the next round begins.

> If they miss, then the opponent team retrieves all the balls and waits for the next round to begin.

> While the players in the inner circle can move around and change place the outer team must hold their pla
and fetch only those balls that are near them.

> The nekround starts after the cardgere checked and all ballsiere retrieved, then the educator blows the
whistle again and the other team aims.

> As the game progresses, idealticards will be found. When thigppens, the ball that kithe second card is
renoved from the game, as is the card. In this manner, as the cards reduce, so do the corresponding balls.

If there are 24 cards and 12 balls then each ball can hit 2 of its corresponding cards then it is removed.
If there are 12 cards and 12 balls then tbard and ball are matched and removed from the game.

Both teams try to score as many points as they can by matching each sticker on the ball with the appropriate ¢
under the cone. The teams with more points at the end, wins.
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Since the players outsid ¢ a n @they carocoremunicate and ask their team for the appropriate ball and

i pass itaround.

The pair cardsstickers are as following:
| v
‘l "
LI r———— .
ILL

F——" U
[~ N

Debate
QUESTIONS
Tell me again, what was the problem with the prod

you were throwing with the sticker on the ball?
But what does nemecyclable mean?

What is the problem with ngecyclable waste? (loc
at one of the stickers)

Why is it not good to burn?
Think ofDdrm@&d glawmen 0

What is the solution?

How can we give this waste for recycling? (ltobne
of the cards)

ANSWERS
They were not recyclable!

Nonrecyclable meanthat the material of the produr
cannot be reused to make new products. Do
remember Rehyeld game 0

It cannot be taken by the scrap shops, so it mus
burnt or bued!

It is harmful for the plants and for us.

Use the recyclable pducts instead, for example tho
presented in the game.

By giving it to scrap shops, for examptethe people
who come to collect the waste to our house wi
tricycle.
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“Be clean, use dustbins!”

As the last game of the topic

Get organized

1 middlesized playground (80*50ft)

2 teams of 57 players @@ @ @ .

Material needed
Q-
D+ D 2 sets of team jerseys @ @ @ @

i+ ‘ 8 +4 cones

' [’ 2 + 2 buckets (or cones to put
+ round)

15 Tennis balls and 15 plastic balls

How to play

Target for each teambring more balls than the othieram in their baskets.

The players at the left behind their cone are the collectors. The players behind the baskets are the replacers
The collectors have to take balls and put them into the baskets of their team.

At the same time, the replacers havedplace the balls of the opposite team on the playground.

Tennis balls go to om®lourof dustbin, plastic balls in the other.

vV V. V V

At the end of the game, the points are counted:

> Tennis ball put in the right basket = 1 point
> Plastic ball put in the righasket = 2 points.
> Ball put in the wrong basket-2 point.

7N A Each player (collector as well as replacer) can take only one ball at a time.

‘ A All players can run at the same time. There is no waiting!

% A To put a ball back on the playground, the replaasaanot enter the ground and cannot throw the ball
but only make it roll.

Add symbolism

It is the same game. But this time, use a different vocabulary:

> The playground is the village,

> The 2 teams are 2 families of the village, in each family; the coll&a&oosne the cleaners and the replacers
the polluters.

> The balls are the wastehd 2 different colours represent the 2 different kirtganic waste(created by
nature) anchon-organic waste(manmade).

> The baskets the dustbins.
Both families want to clea their village but there are polluters...

Allow all players to take 2 balls at a time, or give this advantage only to the collectors who are putting the
balls into the baskets.
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Make the players gand take the waste in teams of 2 by holding their hatidthey stop holding hands,
they have to leave the balls they were carrying and go back to the starting point.

Debate

QUESTIONS ASSESSMENT

Why were there balls of 2 differentolour® There were representing 2 kinds of waste: organic and |
What is thedifference in real life? organic. The difference is that organic is created by na
whereas noworganic is manmade

How were you making points? Why (think You were makingoints when you were putting waste in dustk
the real life)? because it is an edoiendly and healthy behaviour.

Why were the plastic balls making mo Because neorganic is harmful for the environment wher

points than the tennis ones? organic is notndeed, throwing neorganic waste in the nature
dangerous for animals so for us (milk, meat), it prevents the
from flowing into the groundwater tables and pollute then
attracts mosquitoes, it gives less water to the plants and is
dangerais for marine life so for us (fishmeat). Moreover, i
simply looks bad!

The ball should be put into the basket of The waste should be sort both

corresponding colour. Why¥hat do you dc kinds the same wagrganic waste can be given to animals or

with the 2 kinds of waste in real life? make compost whereas rnanganic waste should be collecte
and given to scrap shops.

In the game, waste kept on coming. Wt In the game, it was because of thecatled polluters. In the ree
does it symbolize in real life? life, WE are the polluters because we produce waste every d

Is it a problem to produce waste again ar Not with organic waste because it igumal. But yes with ner
again? organic waste, as it is manmade and damages the environm

How can we solve this problem of product We have to learn how to reduce the amount of waste but als

of nonrorganic waste? recycle the waste already createdpaper, plastic and glass
bottl es, al umi ni um boxes a
shops. But some waste is nc

so we simply have to stop using it.

|l sndt burning an ea No! Burning has harmful consequefarethe plants and for us
so it is definitely not a solution.
Reducing and Reusing are the only solutions!!!
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CH..D | o
CHOLD Environment in India

Method 1 : Puzzles
GET ORGANISED

@ Children who have participated in the topic cycle (They vellchlled
6 Awareness) Messenger so

At least 8.A group of16 to 20 is ideal.

@ New children (Thewi | | be call ed OReceiver:
40 (max)

9 Deepening games (I f possible p

1 Large classroom

TIME NEEDED FOR PREPARATION: ¥2TO 1 HOUR

Check with the awareness messengers if the messageguftoies are clearf lthey are not, do a revision by
playing the puzzles again. [1 hour approx]

> The revision should be done quickly but thoroughly and educators must evaluate:
If the awareness messengers are weak on any particular message
If some are not confident, help buildtheir confidence
If they can reformulate the messages and are comfortable retelling them.
> DISCUSSION: The awareness messengers should be reminded that they must lead the puzzles like educ
this means that they must not give the answers or do tHe fzthe receivers. They should @ige clues
and hints and ask questions like the educators did.
> Emphasize on tineesponsibility, this should make them eager to take it on.
> Distribute the 8 puzzles to 8 pairs of awareness messengers. The renhdihieg can conduct the game
6Hi tcycled or join their friends to help | ead tF

No! | cough a lot if |
breathe that in.
waste, is it healthy?

The smoke aftel
burning waste, i¢
it healthy?

TIME NEEDED: 3 HOURS APPROX

> When the receivers come, make batches of 4 or 5 and send them to a pair of awareness messengers. If th
are less Receivers then make smaller groups accordingly.

> Theeducatoris only afacilitator. They must move around from puzzle to pumst to check how things are
going or help a particular group if they ask for it.
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Awareness
Messengers

6Donot Bur no I

ur

PLANTING SEEDS FOR A CONCRETE ACTION z TIME NEEDED: 2 %2 HOURS APPROX

>

>

After all the Receivers have played the puzztase or two confident awareness messengers should lead a
discussion with all the receivers to work out a proposed solution for the community.
If there are no confident awareness messengers then the educatorstugthdteris discussion but should let
the lead to the children little by little.
Some important questions that need to be asked:

How do you feel about all the messages you have learnt today?

What do you think we should dohelp improve the situation?

Doyou have any suggestigideas that can be made in your area/school?

There are many ways to reduce the waste, which of these methods will you implement and how?

Before the end of the session a concrete solution mutcmbed so that in future sessiomscan be
implemented.

Method 2: Drama

ORGANIZE YOURSELVES

At least 10. A group of16 to 20 is ideal.

@ Children who have participated in the topic cycle (Theywilllc al | ed 6 Awar en

ﬁr" Community leaders and members
Up to 200.

'A

TIME

Stage material: Tent, Sound equipment, Curtains, Props, chairs, mats, lights.

1 Large open space and a room for rehearsals

NEEDED FOR PREPARATION: 4-5 HOURS (OVER 2-3 DAYS)
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DI SCUSSI ON: I nspire the awareness messengers to
not excited to do this.

The awareness messengers must work out a storyline for the drama and the dialogue.

If they have difficulty with coming ujitlwa story then educators can help write a simple story.

Example Children throw plastic covers after their snack on the ground a cow eats it and dies. Another groL
of children explains the various dangers of plastic waste and why the cow dies and the children decide
change theibehaviour They go to their parentnd ask to use dustbins and they propose to the Panchayat
to set up dustbins in the public areas so that p
It is important that the awareness messengers come up with the dialogue so that they speak maré freely &
confidently but if the educators feel the messages are not clear they should help improve the formulations.
The point of this drama is nagtjentertainment but raisiagvarenessiherefore it is important to find ways

repeat the messagein different parts of the play.

Example The children explain the dangers of bad waste management to the other children and then to th
families (changing the language slightly) and then again to the Panchayat (again formulating it differently). |
this example tive are 3 occasions to talk about waste. It is important to not make it like a speech but
dialogue where the people realize the problems themselves.

%/,;:L/ It can help to have a funny rhyme or song about this topic that will stay with the audience after the
i~ play.

Do you know that all the
plastic waste you threw on the
ground could be eaten by a

goat or cow and kill them?

TIME NEEDED FOR THE EVENT: 3 HOURS APPROX

On the day of the eventhere is a lot of work:

>

The equipment and props need to be set up. One or two educators should take responsibility of setting up 1
place in coordinationvith any aitside helgfor sound, light, tent) If there are teenage children who want to
help in this work they should be welcomed and given responsibility.

The other educators should help the awareness messengers prepare their costumes and revise their scene:
While the community should be informed well in advance (at least a week before) it is helpful to send, two
four messengers, an hour before the play, to invite the community to the event.

10 minutes beforégwo other messengers should wait near thetdenelcome the community members.

Once the play starts, one educator will stay behind the scene to coordinate scene changes and control
group.

Another educator shoudtay next to the stageo go upif needed Ex:to adjust the mikes or props.

The play should ntastmore thard5 minutes. Audiences tend to get bored and stop paying attention.
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PLANTING SEEDS FOR A CONCRETE ACTION z TIME NEEDED: 2 %2 HOURS APPROX

As soon as the drama is over, theassmess messengers should come on stage and ask the audience what the
thought of the play. This can be the responsibility of one or two confident messengers. If that is not possible, then

educator can take this responsibility.

Here are some sampleigstions that need to be asked:

> The discussion should be conclusive. A concrete dolotianlsd b e pl anned

What did you think of the play?

What do you think we should do about all the waste we produce?
Do you have any ideas how we can solve this problem?

What do you think about our solutions?

(here solutions that were not dissead in the drama can be shared)

Now that you know the dangexsill you participate in helping solve this problem and help improve our
environment?

How  you plan to commit to chanigehaviou?

must be got.

> If the budget allows snacks, then one educator with the help of children or volunteers from the audience n

take charge of distribution and set up a waste collecting system.

> After the disassion with the community is over and the snacks have been distributed everyone should h
pack up.

Method 3: Drawings

ORGANIZE YOURSELVES

Children who have participated in the topic cycle

(They will be called O6Awarenes
91to 18

Classroom to Classroom in School, new children and teachers
referred to as OReceiver sbo
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' "‘ Material: 5 Large sheets of paper + lots of rough paper
J Colourpens, pastel, or painting material.

1 classroom or indoor space to draw

TIME NEEDED FOR PREPARATION: 4-5 HOURS (OVER 2-3 DAYS)

Check with the awareness messengers if the nessBag the puzzles are cleafrthey are not, do a revision by
playing the puzzles again. [1 hour approx]
> DISCUSSION: Decideare problem the drawings will explain in detail and also provide a concrete solution.
Ex The danger of paper wastage hosenExplain how paper isade from trees and why cutting trees is
harmful for all of us. Then present the solution of recycling paper and how it can be implemented in school
> Make groups of 6. Fough paper and coloring material is distributed. Ask each group to create their own
representation of the message. Let them do drafts until they are satisfied.
> If the educators feel a drawing is not clear, then they should make the messengers realize this througt
discussion and through suggestions, not orders.
> Once they are ready to draw othe final sheet, ask them do go slowly and make outlines with pencil first.
> Once the drawings are ready, educators must get them laminated. Discuss with each group how they \
present the drawings to their fellow school mates and teachers.
> |t is betterto have a discussion like the educators did with the messengers after the Playda games. This w
the messages of the drawings are better understood by the receivers.
> The messengers should practice what they will say and try to finiseQrmiiButes.
> Theeducators must check with the school administration which classes they can go to and speak to
concerned teachers. Ask for at least 20 minutes.
> Theeducatoris only afacilitator and must help only when the awareness messengers ask for help to draw a
particular object or explain a message.

In the previous picture yo
saw why we need to sav
trees. This picture describ
how we can do that. Cal
you explain the cycle?

Note: The poster is not to size
can be much smaller.

TIME NEEDED FOR THE EVENT: 1 HOUR APPROX + PLANTING SEEDS FOR A CONCRETE ACTION

Each team of messengers will take their drawing and go to a classroom where the receivers are waiting.
> 4 messengers will holde poster and one will lead the discussion with the receivers. The next time roles ce
be changed and another messenger can lead. Vary as necessary.
> Firstdangers and problem will be presented followed by the proposed solution.

> The SOLUTION: Paperseof | sizes and types wil!/l be coll ecte
scrap by the school staff.
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> The duty of all the students is to go and deposi

> After the solution is presenfedh o ose one of t he r e cHe/che willlgok dfter thbire a
classroom: making sure the waste paper reaches t

> Once this is done, move to the next classroom and repeat by changing roles amongstripermesse

> After all the classes have been made aware or as many as possible, hang all the drawings in spaces whe
people can see them regularly like the Assembly

g’ Ty e gy | chpside PR
L N el Ty vauey

Method 4: Door to Door

ORGANIZE YOURSELVES

Children who have participated in the topic cycle
@ (They will be called O06Awarenes
8-18

22
M The Receivers are the members of the community or village.

Material: Copi eswhat i flael dfsido t u f
sor )

TIME NEEDED FOR PREPARATION: 1 HOUR
> DISCUSSION: Show the drawings to the messengers and lead a discussion about the drawings.

> Make sure that they can catch all the differences and explain the differences clearly.

Here is the list of things they must point out and explain:
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WHAT IF | SORT 7('4 )& ) $/ .64 3/

Organic waste will give me organic compo: No organic compost can be made because

is mixed up
The noforganic waste can be recyclec Non organic wat e canot be
easily has to be burnt or buried.
There is no smell from the waste ai There is a bad smell that comes from t
therefore it is easier for the waste collector bi n s , wast e col |l ect

properl vy, p e o psk by thato
place and people start throwing waste
outside the bin because they want to avo

bad smell.
There is more trees in my area and mo Waste is burnt or buried and destroys th
greenery soi l so that trees
there.

Once they are ready, make groups and practitucators will pretend to be a family and the group of messengers
will lead a discussiomhe educatorigave to behave like the famignd ask questiorasthey would.

By A ¢A‘A B,A oe,‘d

TIME NEEDED FOR THE EVENT: 2 HOURS APPROX + PLANTING SEEDS FOR A CONCRETE ACTION

Choose a day when most of the community members are home and free.
(Sunday is usually a good day)

>

>

>

The messengers are split into batches-éfethd are assigned each a street or number of streets of the
families they must cover.

If the family members have time and interest then let them observe the two drawings and tell the messeng
what differences they observe. I f they dondét hav

Each group of messgers will be accompanied by one educator who will not speak unless absolutely
necessary.

Each family should be told the messages that were discasdexhcouraged to follow the righehaviour

If there are public dustbins in the area then encoutagetm t 0 use them correctly
ask them to organize with the concerned authorities.

I f they have questions specific to types of wast
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% Evaluation of the project
Waste issue

Knowledge - Children

Name of the child: Age:
Gender:

Date:

Waste = D

1) Put a tick V) in the right column.

Organic waste Non-organic waste

i

2) Put a tick S/) in the right column.

D Organic waste Non-organic waste

After 2 years: &

After 2 years: Q_
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i 3) Put a tick V) in the right column.

O

Organic waste

Non-organic waste

=
=
e
Ty
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the consequences of throwing waste in the nature.

IIIIIIIIIIIIIIII

IIIIIIIIIIIIIIIII

4) Write in the
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the consequences of burning waste.

5) Write in the

i
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LY

i 6-7) According to the drawings, write in the cells what you should do with organic waste and-arganic

waste. You have tavrite in the columnspot make ticks( V).

D Organic waste Non-organic waste

-~
4
(=
BN o r T
A o (] iy )
\ S s i
‘&\.‘ ’ A
et U >
,’{'\F\f(,‘
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a

{ 8) Fill the left column with the right name.
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LY

i 9) Make a tick V) in the right column.
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{ 10) Some of the items below are not recyclable but alternative products exist. Link up (with an arrow) eaeh non
recyclable item with the corresponding alternative product.

Careful! All the alternative products are not in the same column!

(5)

i Which items should | use? Tick the right column.

(7)

(8)

— (10)

| should use

| shouldn’t use

(1)

(2)

(3)

(4)

(5)

(6)

(7)

(8)

(9)

(10)
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Evaluation of the project - Waste issue  §

Behaviour - Children

Area: Date:

Total number of children during this session

Age group

o0 w®p

Assessment approach n°1:

Observe the state of the ground before the game session.

The ground is very dirty.

The ground is dirty. Picture needed!
The ground is OK with a bit of waste only.

The ground is perfectly clean.

Assessment approach n°2+6:
Procedure: Scatter some non-organic waste over the playground before the children arrive.

Observe the reaction of the children.

Number of children observed.

Number of children not reacting.

Number of children commenting that the ground is dirty but not picking the
waste.

Number of children noticing that the ground is dirty, picking the waste and
putting it into dustbins.

(Approach no 6) Number of children using the right dustbin.

Approach 19: From the children who picked up the waste and put in the right dustbin, ask them why they did it:

Number of children you asked.

Number of children knowing exactly why.

Number of children knowing partially why.

Number of children not knowing why.

Assessment approach n°3+6:
Procedure: During the game session, throw some waste on the ground.

Observe the reaction of the children.

Number of children observed.

Number of children not reacting.

Number of children commenting but not picking the waste.

Number of children commenting, picking the waste and putting it into dustbins.

(Approach no 6) Number of children using the right dustbin.

Approach 19: From the childremho picked up the waste and put in the right dustbin, ask them why they did it:

Number of children you asked.

Number of children knowing exactly why.

Number of children knowing partially why.

Number of children not knowing why.
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Assessment approach n°4+6:
Procedure: At the end of the game session, give one banana and one biscuit to each child.

Observe their reaction.
Number of children observed.

Number of children throwing the waste away from the dustbins
Number of children using the dustbins.
(Approach no 6) Number of children using the right dustbins.

Approach 19: From the children who picked up the waste and put in the right dustbin, ask them why they did it:
Number of children you asked.

Number of children knowing exactly why.
Number of children knowing partially why.
Number of children not knowing why.

Assessment approach n°7:
Procedure: After the snack, put one piece of waste in the wrong dustbin.

Observe the reaction of thehildren.
Number of children observed.

Number of children not reacting.
Number of children commenting but not correcting the mistake.
Number of children commenting and putting the waste in the right dustbin.

Approach 19: From the childremho picked up the waste and put in the right dustbin, ask them why they did it:
Number of children you asked.

Number of children knowing exactly why.
Number of children knowing partially why.
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Waste issue

Family - Behaviour

Area: Date:

Evaluation of the project

NB: All the people selected should be people who know at least one child who is participating in the activities.

Father’s Age and gender of the members evaluated
Name
Family 1
Family 2
Family 3
Family 4

Total number of people

Assessment approach n°5+8+19+20: What do the persons do with the waste?

Number of people using dustbins.

Number of people throwing the waste away.

Assessment approach n°8: From the people who are using dustbins, ask

them if they sort

)

Number of people sorting.

Number of people not sorting.

Assessment Approach 19: From the people saying they use dustbins and are saginthem why they do

SO:

Number of people who know exactly why.

Number of people who know partially why.

Number of people who don’t know why.

Assessment Approach 20: From the people who know all or some of the right reaaskghem how they

know.

Number of people who know because the children told them.

Number of people who know but not because of the children.

Assessment approach n°9+19+20: What do they do with organic waste?

Number of people who throw it away.

Number of people who burn it.

Number of people who give it to feed animals.

Number of people who make compost.

Assessment Approach9: From the people saying they give it to animals or make compask them why

they do so:

Number of people who know exactly why.

Number of people who know partially why.

Number of people who don’t know why.

Assessment Approach 20: From the pemptho know all or some of the right reasonask them how they

know.

Number of people who know because the children told them.
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Number of people who know but not because of the children.

Assessment approach n°10+19+20: What do they do with non-organic waste?

Number of people who throw it away.

Number of people who burn it.

Number of people who give it to a scrap shop.

Assessment Approach 19: From the people saying they give it to scrap askghem why they do so:

Number of people who know exactly why.

Number of people who know partially why.

Number of people who don’t know why.

Assessment Approach 20: From the people who know all or some of the right reaaskghem how they
know.

Number of people who know because the children told them.

Number of people who know but not because of the children.

Assessment approach n°13+19+20: What kind of bags do they use to go shopping?

Number of people who use a new plastic bag very time they go shopping.

Number of people who reuse the plastic carrying bags many times.

Number of people who use cloth carrying bags.

Assessment Approach 19: From the people saying tleeyseold bags or use a cloth bagisk them why they
do so:

Number of people who know exactly why.

Number of people who know partially why.

Number of people who don’t know why.

Assessment Approach 20: From the people who know all or some of the right reaaskghem how they
know.

Number of people who know because the children told them.

Number of people who know but not because of the children.

Assessment approach n°15+19+20: What kind of biscuits do they buy?

Number of people who buy biscuits in packages.

Number of people who buy biscuits in bottles.

Assessment Approach 19: From theople saying they buy biscuits from the bottleask them why they do
so:

Number of people who know exactly why.

Number of people who know partially why.

Number of people who don’t know why.

Assessment Approach 20: From the people who know allame of the right reasonsask them how you
know.

Number of people who know because the children told them.

Number of people who know but not because of the children

Assessment approach n°17+19+20: What kind of glasses do they use?

Number of people who use paper or plastic glasses.

Number of people who use steel glasses.

Assessment Approach 19: From the people saying they use steel glastethem why they do so:

Number of people who know exactly why. ‘
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Number of people who know partially why.

Number of people who don’t know why.

Assessment Approach 20: From the people who know all or some of the right reasons ask them how you
know.

Number of people who know because the children told them.

Number of people who know but not because of the children.

Seeds of Change Programme | 69



i Evaluation of the project
Waste issue

Village - Behaviour

Area: Date:

Name / Name of the owner Distance from the village

Scrap shop 1
Scrap shop 2
Scrap shop 3
Scrap shop 4
Seller 1
Seller 2
Seller 3
Seller 4
Hotel 1
Hotel 2
Hotel 3
Hotel 4

For the scrap shop:

{ Evaluation approach n°11: Do you have more people giving you their waste than before?

A. No, no difference compared to before.
B. Yes, more and more people are giving me their waste.

Scrap shop 1: A B
Scrap shop 2: A B
Scrap shop 3: A B
Scrap shop 4: A B

For the sellers:

{ Evaluation approach n°14: Do you have customers asking you not to give them ptastigingbags?

1) No, never.
2) Yes, some of them.
3) Yes, all of them.

Seller 1: A B C
Seller 2: A B C
Seller 3: A B C
Seller 4: A B C
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{ Evaluation approach n°16: Do you sell more biscuits in bottles and fewer biscuits in covers than before?

A. No, no difference compared to before.
B. Yes, more and more people are asking for biscuits in bottles.

Seller 1: A B
Seller 2: A B
Seller 3: A B
Seller 4: A B

For the hotels:

Evaluation approach n°18: Do you have customers asking you not to serve them food using plastic foil but in
banana leaves instead or in alumimm foil?

A. No, no difference compared to before.
B. Yes, more and more people are asking me that.

Hotel 1: A B

Hotel 2: A B

Hotel 3: A B

Hotel 4: A B
Observation:

{ Evaluation approach n°12: Does the landfill contain less waste than before?
S
1) No.

2) Yes, alittle bit.
3) VYes, very less.
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WATER AND SANITATION

What is the problem?

Humans need a lot of water to live: they use it to drink, cook, wash, cultivate... Animals and gl
water to drink and wash. However, although water covers nearly 70% of the Earth’s surface, only
be used. This includes rivers, groundwater tables and lakes. The rest is salted (oceans, seas) or pr
frozen (glaciers). In other words, there is very little usable water on earth. Fortunately, it reconstitutes itself
through a complex cycle of physical reactions (“Thannir Suttrula”: p74).

However, we shouldn’t use more water than we actually need and especially faster than it reconstitutes itself,
which is currently the case. If we continue, we will soon face dramatic water shortages. We should therefore
preserve groundwater tables by controlling our water consumption (“Water, Forever?”: p76).

How to change it?

First of all, we should:

> reduce our water consumption, find new ways to accomplish the same tasks (“Perfect Bucket”: p88).
> get the habit to close taps after use and repair leaks (“Poodhum”: p96).

But it is not enough!

> Deforestation is on the way: it rains less and the remaining rainwater runs off towards oceans instead
of infiltrating soil. We should reforest to have sufficient rainfall, reduce run-off and increase water
infiltration (“Tree Two One Stop”: p79).

> Ponds are disappearing facing building increase: running-off rainwater cannot be stopped and stored.
We should let the ponds free from constructions and create some to collect water. We should also set
up rainwater harvesting systems, for example on our houses (“Stop It”: p82).

> Field irrigation represents 80% of water use in India. Even if farmers take just the amount of water
they need, some water shortages can happen at dry season. Water needed for irrigation should be
taken directly from ponds rather than groundwater tables. (“Drop for Crop”: p85, for older children
only).

Beside all these actions, we should keep in mind to only use what we really need (“Drop-Drop”: p97 — This
game is also a reminder of all previous games).

Unfortunately, beside quantity matters, we pollute water that becomes dangerous to use. Bad water quality
kills 200 children per hour around the world! (“Water Board”: p99).

> This pollution can be organic: open-defecation or toilets sewage water not or not enough treated
instead of dry toilets or good sewage system (“Yeanathu Arumai Toilets”: p101)

> It can be come from chemicals: industrial soap for dish, cloth and body, pesticides and other artificial
fertilizers released by careless chemical factories. We should use organic products and properly
treated sewage water. (“Thannee Adi”: p103 & “Thannir Uutru”: p106).

> It also comes from bad waste management. Waste must be properly collected in order not to enter in
contact with water (Waste Management Package + “Thannir Uutru”: p106).
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THANNIR SUTTRULA 74
“WATER, FOREVER?" 76
“TREE TWO ONE STOP” 79
“STOP IT” 82
“DROP FOR CROP" 85
PERFECT BUCKET 88
“POODHUM” 95
“DROP-DROP” 3z
THE WATER BOARD 99
“YEANATHU ARUMAI TOILETS" 101
“THANNEE ADI" 103
“THANNIR UUTRU" 106
EVALUATION 108
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Thannir Suttrula

. . Number of : Type of .
Pedagogical target of the game: Age group:

Make the children understand the water cycle. ﬂ

1% phase: Rebuild the water cycle

1 boar d: H Fl 18 stickers with words,
cycl e arrows
y Run-Off ‘

How to play

Material
7

Target of the gamePut the stickers at the right place on the board

> Asktheplayerst o sit in circl e, pl ace the board oWater

mixed |up!) except the sticker with the water pump and the pipe:
> Ask the players to put the stickers bacilnesst t
nothingwvasachieved after 5 minutes and they start losing hope.

Here area few points that could help them find the right places to put the stickers:

> Evaporation is when water changes from liquid to vapor state.

Condensation is when water chanfges vapor to liquid state.

Precipitation means rain.

Evapotranspiration is when a plant sweats.

Ruroff means that water is flowing on a surface.

Infiltration is when water is going inside something.

Which ones from all thepeocess happen in the ground and which ones in the air?

V V.V V VYV

The cycle of water

Once the children have finished, it should look like that:

Once the drawing fully redone, ask the children to show you
different paths a water drop from the ocean can take.

Message

The childrehave to mention the following main messages:
The water dropevaporates from the oceangcondensatesin
cloudsfalls back on earth under the form of rain. Then, it c
follow different paths:

> Either it infiltrates the soil and then ¢é
? é joins a tgarboluenédwat er
? é is evapotranspirated

> €é or it starts running off andé
? € ends up back in the ocean.

? or stops in a pond/lake.

> ltis not represented here but it can also directly evaporate back.
So the watemever gets lost It is alvays thesame waterthat we canfind since the creation of the earth.
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Debate

QUESTIONS
Show me the different water source
you can see on this board.

Do you know some other sources tl
are not represented on this board?

Do you know what fresh water mean:

Do we need water? For wha
purposes?

Could we live without water?

Are we the only ones on earth wh
need water?

So water is essential. But which of t
sources you have listed before can v
use andwvhat for purposes?

But can salt water from ocean becon
fresh water again? Look at you
board.

If all the water you see on this
drawing would represent 100 balls
do you know how many balls th
usable water (ponds, lakes, river:
groundwater) would represent?

Do you know which of the wate
sources we use the most?

How can you take water from the
ground?

[Take the stickers with the pump :
pipe and show them to the player
Where would you puthese 2 stickers
on the board?

What conclusion can you draw froi
this game and the discussion we had

ANSWERS

Ocean (it could also be a river as rivers flow into oceat
GroundwaterPond (it could also ke lake).

Rdnwater is not a water source because the water is not stored.

Glaciers from the mountains (Glaciers are large bodies of ice). -
also get refilled with rainwater. Buhinwater is snow in that casi
because it is very cold up there. In summer, when it gets wa
some of its water melts and joins rivers.

Fresh water is water that has no salt in it. So water from glac
pondsJakes, rivers, groundwater, is fresh water.

Yes, we need it for drinking,
No, we c wvve |withoui tdrinkexgwashing ! Wa't €
essential!

No, animals need water for drinking and bathing, plants for drinki
But humans are definitely the ones who use it the most!

We cannotuse salwat er € because it is
oceans water cannot be used.

In other words, we can use only fresh water. But some of this we
not accessible. Indeed, fresh water from the glaciers cannot be
because it is frozen (it is ice!).

Water from ponds, lakes, rivers still remains but it can only be t
to irrigate the field and not for drinking, cooking, bathing, clean
because it is not clean enough.

For these purposes, only water from groundwaerins.

Yes, it can when the water from the ocean evaporates. Evapor:
enables to take the water only without the salt. Then this fresh v
joins the fresh water sourceswliit rains.

It would represent about 1 ball.

It is verylittle!

So 99 balls represent eans and glaciers water!

The groundwater!

With a water pump.

Children have to stick them next to the house on the board.
Then the board should look like that:

- —

e ——

Although there is a lot of water on earth, verydittom it is usable.
But without it, no life is possible on earth, neither for us, nor for
other living being.
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“Water, Forever?”

. . Number of ) Type of e
Pedagogical target of the game: Age group:

Understand that using groundwater at such speed
is not sustainable

H ‘l ivers |
Get organized | Reovress |
1 middlesized playground (100*50ft) X /\ lj\v f\u’\ i
1 team of 60 30 players g e o A
Material needed ikl e i
D) 1 setof shirts T RS 5T
. . S S 3 )I @ Providers ‘ /
— 30 balls (tennis) o N ® o e :/
@ &30 flat cones ™ ./—} I
3 big buckets | :

How to play

From thetotal number of balls, 2/3 of them have to be put in the bucket of the runner and the
remaining 1/3 in the bucket on the providers.

Hereds the | egend of the arrows of the drawing:
== Throw the ball into the bucket=>= Go and take the ball from the bucket=> = Pass the
ball

All the players belong to the same team.

> The providers have to take a ball from their bucket.

> When and only when the whistle blpweey have to pass it to their corresponding receiver
(they have to throw in line).

> The receivers have to put it in the buekeith is the closest to them.

> On both sides of receivers, the first passer has to take the ball from the bucket, pass it to the
next player, who in turn has to pass it to the next player, etc.

> A cycle is made this way. Everyone does his part of the cheleewer there are balls to
transport.

> Only the providers have to wait for the whistle signal to pass the ball to their corresponding
receiver.

> Target for the team: Ensure that the providers always have a ball to pass to the receivers when
the whistle blows

> | f at any moment of the game, cballeo pask, the he t w
game is lost.

> As for you, blow the whistle at a frequency that is a bit higher than the time the players need
to return the balls.

> Indeed,your target (which the ply er s dondt know!) is that t h
recharge the bucket of the providers quickly enoBghthe whistling has to be regular so that
the game is fair!

A The runner and the passers can carry only one ball at a time.

A The passers cannatilk with the ball, they can only pass it. However, according to the
throwing and catching skills of each, the distances between two passers can vary, as long as the
path shown by the flat cones is followed.

A In case a receiverodsp8hd bamkeit.The firgtpasserb al |
musgo.

Content created In partership
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Add symbolism

It is the same game. But this time:
> The balls are water drops.

> The providers are the water pumps; their bucket is the groundwater tables.
> The receivers are the people.
> When the whistl®lows, it means that the people need water (say it loudly every time you

whistle).

Instead of passing the balls, the passbecome runners following a long waybring the
balls back. But to avoid waiting too much timg,players have to carry one ball together.

Debate

QUESTIONS

1) Where does most of the water we u
come from? Think of the game.

2) Once the water is taken from the
tables, does it come back? Think of
role of the passers in the game.

3) In the game, what was faster? To te
the water or to bring it back? How is it
real life?

4) So what happens after some timr
Think again of the game: was it possi
to win?

5) Try to imagine what will happen if w
continue taking water this way.

6) Can you think of solutions? To help
find some, yogan first think of solutions
the gamel!

Extensive debate topic

ASSESSMENT

A lot of this water comes from the groundwaédiles, as we bore
into the ground and pump water from there. The farmers as for
build bore wells.

In the game, the water was coming back through the passers.
life also, the groundwater tables get refilled thanks to we
infiltrating the soil. Infiltration happens either right after the w
was used or otherwise after [evaporati@rain] or [runoff to the
oceand evaporationd rain].

In the game, take the water was faster. In real life, it is MUCH f
to pump the water, as it takes a feseconds only to pump it, but
infiltrate back can take many months to many years, according t
deep the table is.

In the game, you were always loosing, becausegtioeindwater
tables were soa@r or later getting empty. In real life, it is the san
as groundwater is pumped too quickly, the tables are emptied
then, people bore deeper and continue pumping the water
quickly. But the deeper a table is, the "out gets refilled, so the
problem is increased!

Al | the tables wildl end wup
anymore.

In the game, if the whistle had been blown at a lower frequency,
you would have had time to get the water back. In real life, it is
same: if we use the water tables at a speed that lets them

themseles, the problem is solved. We will discuss that more in ¢
in a next game.

To be linkedo the last questiom iorder to avoid emptying the groundwater tables, we should also use
other water sources. We will seewin the next games.
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Complement for “Water, Forever” — Debate

QUESTIONS

For question 1.

For question 2;

For question 4

For question 5:

ASSESSMENT

After the players found the answer or in case they struggléeng it, show them the board so tt
they can see the water pump going into the groundwater tables.

Show the players the board to help to see how the water is coming back to the grour
tables.

After the players gave the answer or if they strugiiheling it, take the £brown strip sticker:

and ask them to show what will happen if groundwater is pumped too quickly.
The board should then look like that:

The players should then reallze that the pumping cannot work anymore. It needs to go de
give them the following stick
The board should then look i e that:

In real life, it means that people have to bore deeper into the ground to find sonee
groundwater.

But then, as people continue pumping the water too quickly, the same problemshémoéable
is emptingas well. So take then?brown strip sticker and ask the players to place it on the bo:
Then the board will look like this:

The players should once more realize that the pumping cannot work anymore. It neec
deeper. So give them the following stick'r:
The board should then look like that:

Ask the children why this strip is bigger.
Y Because the deeper a table is, thaver it gets refilled!

After the children gave the answer or if they struggle finding it, takertte@wvn strip sticker ani
ask the children to place it on the board.
Then the board will look like this:

The players realize that the groundwater tabb® there is no water to use anymore!
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“"Tree Two One Stop”

. . Number of ) Type of e
Pedagogical target of the game: Age group:

Understand that trees can help stop rain water _
. 6-14 60 min
from running off
S

T - Jed233
Get organized €4 b ,8,8 4,8, L
1 big playground (100*50ft) 18 88 5 ad) JCB- 1
2 to 4 teams of 315 players 8 ‘ ®DD D
Material needed Ce 8 - -
2 ball t = = -~ 8 |‘ - - 332
alls per team - o - - .
® (football or soft ball) C- b 'y 8, ‘I 0’) 22
CCCC Teamjerseys 8 i b a_ ad L a ! *DIDD
‘ Lots of big cones ‘ @929 D
c - - -«
L 2 Lots of flat cones | 333
How to play

Observe on the drawing that big cones are placed differently for each team in order to obtain
different levels of difficultyHere as there are 4 teams, @re given the same leveh order not to
confuse the players.

> Before the game starts, all playetarsd behind their respective starting line. In each team, two
players come to the front, eaoheready to play with one ball. Only one player of each team
stands behind the end line of anotherteamHe 6 s going to be the refer

> After the whistle blow#he two first players use their feet to bring their ball across the ground.
If they manage to reach the end line without the ball touching any big cone, they get one point.
The referee is in charge of giving and counting the points.

> Then, still using thé@et, the players bring the ball back to one of their team mates waiting
behind the starting line.

> At the end of 5 minutes, after the points being counted, the teams change line and the next
round starts.

> Once every team has played in every line, the ltg@ints for every team are counteBut
dondt pick a winner!

7N A While playing the ball with their feet, the players have to stay inside the side borders.
A The ball can at no moment be touched with any other part of the body than the feet, even
i to bring itback to the team mates waiting.
A The ball has to be in contact with the ground all the time!
A Players cannot start their turn before having received the ball.
A If the ball touched a cone, the player still needs to finish the path before bringing the ball to
the next player.

Add symbolim

It is the same game. But this time, use a different vocabulary:
> Before the first part of the patlit is cloudsthe first partis the sky;He second part is mainland
and behind the second paitis the ocean.
> The big coneglaced in the middle of the mainland are trees
> The balls represent drops of rain water.
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Change the layout of the cones. But remember that the levels of difficulty must remain different.
If bringing the ball with the feet is too difficult, pémg can roll the ball with the hand.

Players move in pairs. They have to make 5 passes minimum before reaching the end line. The
referee is in charge of counting the number of passes.

Debate

QUESTIONS

1) Which path was the easiest 1
bring rainwater into the oceans?

2) But what do trees in real life
when it rains?

3) After water infiltrated into the
soil, what happens witt? itVhat
are the consequences?

4) What is the consemnce of
having more water condensing?

5) So tell me now what you ju
understood about the impact ¢
trees on rainwater.

6) In the game, you thought thi
the team with the most poin
won. Are you still of the sam
mind now?

7) Once water reached the
ocean, is it lost forever?

ASSESSMENT

The easiest path was the one with no trees. The more trees there we
most difficult it was.

Tree roots and leaf litter make the soil softer which promote the infiltr
of rainwater. Conversely, if there are no trees, then the soil is very dry
rain water runs off to the ocean more quickly! It is even worse i
grounds are concrete like in most cities.

Some of it joins the groundwater tables whereas some of it is drunk t
trees.

As a consequence, groundwater tables get refilled and because o
evapotranspiration, more water condenses in the sky.

Having more water condensing enables to have more rain!

Trees not only help rainwater infiltrating the soil, they also provoke
rain which will again infiltrate the soil! So trees have an essential rc
play in recharging the groundwater tables.

No, actually, points represext water not joining the groundwater table
and getting lost into the ocean instead. So finally, the fewer points
better it was!

No, it can evaporate again, becomes fresh water again, condensgalte
fall agai n ashanna buiride?Re me mber 0
But as you can see on the board

Extented debate topic

Did you see that even with lots of trees and even with people using water sparingly, the groundwater
leveldecreased a little bit? The reason is that having trees and using water sparingly is necessary but
not sufficient to keep the groundwater level at the same level. Something else is necessary that you will
learn in the next game.
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Complement for “Tree, Two, One, Stop” — Debate

QUESTIONS

For question 2.

For question 3;

For question 4.

For question 7.

ASSESSMENT

After the players found the answer or in case they struggle finding it, take the 3 boardswitlol
the trees stickers and ask the players to use them to represent the 3 different paths of the ge
The 3 boards should then look like this:

No tree Few trees Lots of trees

Then give the players arrows and ask them to place them on the boaepresent water

infiltration and water ruoff.

The boards will then lodike this
No treeY Only water ruroff Few treesY Still some water Lots of tree& Still some water
runroff but alsoinfiltration runoff but a lot of infiltrationtoo

This follows what is said in the debate: the more trees, the more the ground can soak the we

After the players gave the answer or if they struggle finding it, give them the 3 brown strip ¢
as well as the arrows that represent evapotranspiraéind ask them to place them on the
boards.

Precise that the people | iving WaterEohced hou
The 3 boards should then look like that:

No infiltrationY ground water A bit of infiltration but not  Still some water ruoff but lot

gets very low because water is enoughY ground water level of infiltration as well Y

still beng pumped still gets lower groundwater level gets a little

+ No evapotranspiratio’Y No + Some evapotranspiratiori a lower only

additional water condensation  bit more ofwater condensation + A lot of evapotranspiration
Y Consequent condensation

After the players gave the answer or if they struggle finding it, give them the 3 drawinigsidd
with rain and ask to put them on the appropriate boards.
The 3 boards should then look like that:

Very little rain because only “

. Some rain Lot of rain!
condensation from ocean

Show the boards again for the players to see that even if watan the oceans will alway
evaporate, the amount of rain wondt be en
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\\ 1/
Stop It
Pedagogical target of the game: Nci??c:)rzrn(?f Age group: -;yap:m:-f

Understand that rain water is precious and must

be saved before it runs away into the ocean.

. X
Get organized ¢ b v o R
1 big playground (100*100ft) a s MW e ¢ A 2 ‘.
2 teams of 310 players a ¢ 8
; a2 ¢ 6 9 2 ,8
Material needed A ‘A‘ ] ‘A . 4
iyt 1 football .‘ ‘ M v .‘
. C a
C€C 2 sets of team jerseys !‘ b0
4
‘+ ‘ 32+32 big cones l‘ W .l. ‘l
5. %8
) 4
A 4
How to play

Target for each teamKnock down all the cones of thestor (in the drawing, the green players must
knock down the green cones and the blue players the blue cones) using their legs and feet before the
opposite team can do so.

> Start the game by throwing the ball randomly on the ground.

> As soon as the ball krkezl down a cone, whistle, take the ball back, remove the cone and
throw the ball randomly again.

> There is no ground limit.

‘ A As usual, no hitting, pushiagy dangerous behavis is prohibited In this game, players
i must especially learn to control theak in order not to hurt the other players.

A The players can play the ball only with their feet and legs. If a player touches the ball with

another part of the body, the ball is given to the other team.

A As soon as you whistle, the players should stapgitie ball.

A If many conesvere knocked down at the same time before the whistle, they can all be
removed.

Add symbolism

It is the same game. But this time, use a different vocabulary:

> The ball represents a drop of rain water. After the whistle, it becomes another drop because it
keeps orraining!

> The ground is India (insteadsafyingit, ask the players what the shape of the ground makes
them think of).

> The cones placed in circle amater bodies of India like ponds and lakes. The team trying to
knock them down represents the Indian population.

> The cones placed in line represent seas that border India: the Arabian Sea on the West, the
Bay of Bengal and the Indian Ocean. The team trydngnock them down represents tidal
waves.

@' The 2d variation of the game without symbolism represents the reality more accurately. So
if children are skilled enough to play it,
debate easier.
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Make the number of cones for each team vary.
If the children are already used to play the ball with their feet and manage to control it well,
replace all the green big cones with flat cones and instead of having to knock the cones down,

the green ¢am has to place the ball inside the circles.

Debate

QUESTIONS

1) In the game, what did you try to d
when you were the Indian populatton

2) Why were you trying talo so? Thin}
of the target of the tidal waves in thi
game.

3) In the game, in which case did t
Indian population win? Is it the same
real life?

4) Do you remember another method
prevent rainwater from reaching th
oceans?

5) How is the groundwater level whe
there are lots of trees?

6) So tell me now, how could we ma
the groundwater table reach it
maximum level?

7) Do you remember the flood we had
November 2015? Do you know why tl
happened?

Extented debate topic

ANSWERS

You tried to bring and store rainwater into water bodies like po
and lakes.

You were preventing this rainwater from reaching the ocear
real life, the benefit of that is that once rainwater is storec
ponds and lakes, it can infiltrate the soil and join the grouteiw
tables.

In the game, the Indian population won if more rainwater
brought into ponds and lakes than into the oceans. In rea
however, t hsuffeienty as umbsd rairdvater sheuld re:
the groundwater tables and as less as possible should be was
oceans.

Planting trees also helps rainwater to infiltrate sod. Do you
remembeTree Two One StdR

The more trees, thegher the groundwater levédut it is still lower
than the maximum level.

As in the game, weheuld build ponds on every path whe
rainwater is runnin@ff towards the ocean or build paths fc
rainwater to reach the existingonds. Thisvay, the water whick
w a s absotbed by the treg will stop in the pond and can tht
join the groundwater tables.

Because buildings were built in dry lakes and ponds and becal
rained a | ot , op téreamarore 0 contnue
runningoff, provoking this huge flood. This is a lesson nature
us that we should learn from.

In this game, yohave learnt that water stored in ponds and lakes will be slowly soaked by the soll
and reach the groundwater tables. But there is another interesting option to use thisrivagéore

being soaked, it
the next game.

can di

But the conclusion is the same: this water is extremely useful!
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Complement for “Stop It” — Debate

QUESTIONS  ASSESSMENT

For question 2: Give the players the stickers representing the asen the pond and ask them to put them on
board:

-
.

DAY
ss

For question 4: Show the trees on the board.

For question 5: Show the board with lots of trees: the groundwater level is higher than on the other boatitis
lower than the maximum level.

For question 6: Give the players the blue strip and ask them to place it on the board:

e
A

In this case, the consequences are minimal as only this hayesefiedided, but in cities wher
there are lots of buildings, the flood will be much worse.
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1\ 1 f 1/
Drop for Crop
. . Numberof : Typeof .

Understand why farmers should directly use o
rainwater from the ponds rather than groundwater .

Get organized | fisans

1 big playground (100*50ft) Possers=._y (o0
4teams of 210 players
Material needed: min 60 feet

&y 30 tennis balls '““'“6('{ e € D
- 4

® ® oo

@Q 2 sets of team jerseysm,pm C %

LR > &

|_| 2 buckets o .

+@+& 8+ 420 + 4 flat cones . . - )
<>

A 30 big cones
How to pay

Target for each teamplace a ball on top of all their 15 big cones before the otterm can do so. In
each teamthe stopperare given this responsibilififhe stoppers have to get the balls from the runners
of the opposite team.

> Arace happens between 4 runners and 4 stoppers. The opponents have to stand behind their
respective line (the green cones in the drawing). The start is given by the stoppers: as soon as
they have crossed their starting line, the runners can do the sameanfdrs try to make the
bal l cross the o0cones gated6 (the blue cones
stoppers have to close the gate physically by standing in line hand in hand, the way it is done
by the yellow stoppers in the drawing.

> If the stoppers manage to close the gate in time before the ball passes through, then the
stoppers can take the ball, directly put it on top of one of the cones and the next race can start.

> But if the ball passed through the gate before the stoppers adofd the gate, then the é.
<

stoppers first need to take the ball through the slalom and can then only put it on of one
conesMeanwhile, the next race cannot start.

> Once the round is over, stoppers become passers and passers become runners ahd the nex
round can start.

Stoppers dondt need to run hand in hand to

If the ball needs to go through the slalom, only one stopper needs to go.

Every passer has to touch the ball at least once before it crosses the cones gate.

If one of the passers crosses the starting line before the stoppers can do so, the race is
ncelled and the ball is dlrectly given to the stoppers.

Of course, if the gate is closed by the stoppers, then the passers cannot pass the ball over

them.

g

>~g> 2> > >

Add symbolism

It is the same game. But this time, use a different vocabulary:
> The balls are drops of rainwater.
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\/

> The passers represent the clouds and the stoppers the farmers.
> The starting line for the clouds represents the sky.
> The big cones represent crops.
> The cones gate represents a pond. Content created In partership PLAYDAGOGI
> The area of the slalom is the ground. SN S iettnod e
If the ground is too small, change the paths for the race so that the distance to run is still big
enough.
If football nets are available, transform the race into a foditbanalty quick session where the
net is the cones gate.
If basketball posts are available, transform the race into a badiadt 4-against4 session
where the basket is the cones gate.
Ask the children t o cnmoouwtscen daplénoorvienxganpatt er n:
Debate
QUESTIONS ASSESSMENT

1) What name could we give ft
the space after the slalom?

2) Have you noticed the reasc
that made one team of farmer
win over the other?

3) But in real life, is it also relevar
to take the water directly from the
pond? Why?

4HAs we SharinidSuiitruda,
water is needed for different use:
So why do we speak only abot
farmers in this game?

5) In the game, you had t
physically stop the water to ente
the ground. And in real life?

6) In your area, wheredo the
farmers take their water from?

7) Apart from taking water from
ponds, do you think the farme
could also use less water
irrigate?

There was the sky with the clouds, then the pond, then the ground,
comes |l ogically theé groundwater

The farmers who won were the ones who managed to take the
rainwater from the pond before it entered the ground. Indeed, it was r
faster to take it directly from the pond than to wait until it infiltrates the
all the way wunt.il the é groundwe

As shown in the game, water takes time to infiltrate the groundwater te
especially when they are located deep into the soil. So if farmers pum
water at a pace that is higher than the pace the table needs to rech
itself, we will encountshortages or we will have to bore even deeper. 1
wondt happen i f we wuse rainwater

There are 2 reasons why we speak only about farmers:

Field Irrigation represents 80% of the total use of water in India. It m
that 8/10 water dropsare used for the agriculture.

Water needs to be clean from mud for household uses. When \
infiltrates the sail, it gets cleaned from this mud thanks to the rocks.

In real life, for small ponds, a plastic sheet is sufficient. For bigger por
concete ground has to be built.

Most farmers in | ndi take the
bore wells if they can. So this is groundwater!

So thidehavioumeeds to change!

a

Plants need water and farmers know how much. So tell to weaterdetd
be difficult. However, we could give them other ideas:

Tell them to water in the early morning or evening when it is less hot in
to limit evaporation.

Ask them if it would be possible to grow plants that require less water!
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Extented debate topic

Apart from building ponds, do you know another way to collect rainwater?

-There is a system one can build on housesd roof

Complement for “Drop for Crop” — Debate

QUESTIONS ASSESSMENT

For question 1:

This board clearly shows the sequence cpdsidY groundY groundwater.

(In this game, we are not mentioning the amount of water that infiltrates the soil thanks to
but only the amount that reaches the pddficourse, it can also happen that a pond is pla
before the trees. This board just gives an EXAMPLE of landscape!!).

For question 5:  Replace the sticker of the house with the sticker of the agriculture field to show that water r

fields are actually much hightwan water needs for households.

For questioB: Pipe towards groundwater is replaced by pipe towards ponds.

For the Show the children the schematics of the rainwater harvesting system for a house.
additional

debate:
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Perfect Bucket

. . Number of : Type of .
Pedagogical target of the game: Age group:

Make the children think how to concretely save 'ﬂ‘ ,
. . 10-30 6-14 60 min
water in daily uses I

Get organised

Material

36 water cards (6 different kinds)

All vesselsiecessary for the different stalls

1 pen and notebook foprerequisite challengefaeras k ol rri gate the fiel do

How to play

Target of the gameBe the team to first get the 6 water cards.

There are 6 stalls for each of the 6 things we need water for in
daily life. In each of them stands one educator. If @i not
enough educators, you have 2 solutions:

> Either you select some children who understood the ¢
well to become educators.

> Or each educator animates several stalls.

Stall n°1:
Wash the
hands

Stall n°2:
Clean the
house

Stall n°6:
Irrigate
the field

> Scatter the different stalls around the ground/Haki
example like this:

> Splitthe children into groups. The ideal number of groi
is 6 as there are 6 stalls but there has to be froié 3
children per group, so according to the total number
children, you can make fewer groups.

> Each group goes from startd stand and tries to finthe
best way to accomplish the task. But before getting
right to propose their idea, the group has to accomplis.. «
challenge:

> The team gets two attempts to accomplish the challenge. If they fail, they have to go to another
stall but can come back afteards.

> If they succeed, remind them how people currently accomplish this task by showing them and
why it is a cause of water wastage.

> Then, ask them to find out an improved (but realistic!) way to save water. They can give two
ideas by showing them. If onéthem is satisfactory, give them the corresponding card. If none
of them is satisfactory, the team doesndt ge
back afterwards to try its luck again.

> A satisfactory idea can be either the idea proposedthis game sheet or a new idea
proposed by the children. In order for this new idea to be accepted, it should enable to save at
least as much water and be at least as easy to implement as the idea from the game sheet.

> If the idea given is satisfactoryslathe children what theenefits of this new technique are
Indeed, in some cases, apart from saving water, other benefits caotb@ Even if the
childrenc a firtdifg all the benefits, the task is considered as completed.

Stall n°3:
Do the
laundry

Stall n°5:
Take a
bath

Stall n°4:
Clean the
dishes

Her eds t kescriio mpf et ke oO0chall engesd and tasks.

Seeds of Change Programme | 88



Task: Wash the hands

Prerequisite challenge:

> Players make a circle, then close the eyes, stretch the arms towards the front, move towards the
centreof the circle and grab whatever hands they can. A hand cannot be grabbed by 2 hands.
Once everyone holds two hands, they can open their eyes. Then, the challenge is to untangle
themselves without breaking hands to form the circle back.

TIME ALLOCATED: 12 AND %2 MIN (ADAPT ACCORDING TO THE NUMBER OF THE
PLAYERS IN THE TEAM)

Alternative if the physical promiscuity is a problem, make a different game: the group makes
a circle and each player gets a different number. Then, blindfold the players and tellraumbe
that need to switch without modifying the order of the other standing players. At the beginning,
announce only 2 numbers but then, tell more and ask for a rotation. Ex: 1456 1

S
){%‘# The players have the right to talk and touch each other to achieveatigeir.

How people usually wash their hands:

The water is kept in a big bucket. Thererybody dips their hands inside that bucket.
Problemthe water gets dirty very quickly so needs to be often changed.

Or people use a mug with their left hand to poor the water on their right hand.
Problemit is not possible to wash their hands with soap.

An ideafor how people should wash their hands:
For this stall, the children shoul dnot give one
Whennot at homeAsk someone to take water from the mug and slowly pour on your hands.

When athome:Have 2 mugs and a bucket filled with water. One mug is drilled in the bottom and
fixed on something at handsd hei thérimug aWlgpoueed i s t
into the drilled mug.

Advantages of these 2 techniques:
Only the amount of a mug of water is used.
Your two hands are free so you can wash with soap.
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Prerequisite challenge:

o) (O 13 O (O By @
e & & & & O o

Players make a line. Expldimat they will have to order themselves following a certain criteria, but:
A None of them has the right to go outside or even step on the border made by the flat cones.
A No one is allowed to talk.

l deas of <criteri a: Peopl é&drder)lagenshittoour(frantighestte i z e,
dar kest) é

TIME ALLOCATED FOR EACH ROUND: 30 SEC (ADAPT ACCORDING TO THE NUMBER

OF THE PLAYERS IN THE TEAM)

> Organize two rounds, each with a different criterion. The team must win the two for the
challenge tde achieved.

How people usually clean their house:
Buckets of water are poured on the floor oplO buckets) and then a broom is used to sweep the
water out.

An ideafor how people should clean their house:
Use a bucket of water and soap and mop tleer with semi wet mop.

Advantage of this technique:
Water is saved.

Seeds of Change Programme | 90

)



Prerequisite challenge:

> Ask the players to place themselves in a line and put in front of them a wood stick of at least 3

4 meters that you initially plaa arm height. Ask the players to each put one finger under the
stick.

Target of the gamebring the stick on the ground

A At every moment, everybodyds finger shoul d
pl ayer ds f i nge rckwhie te stidk is gding dowrhy grabhlihe stisktand bring it
back to its initial position.

TIME ALLOCATED: 2 AND ¥2 MIN
How people usually do the laundry:

Clothes (15 approx) are first soaked in a full bucket with some detergent (surf). Then a meg isf wat
used for the soaping of the clothes. At the end 3 buckets are used to wash the soap off the clothes.

An idea how people should do the laundry:
The first bucket witthe detergent is kept. But then, only one bucket is used to wash the soap and
detergent off.

Advantage of this technique
Water is saved.

> The players will have to form shapes according the sound/rhythm you make.
> Choose the 5 sounds/rhythms and the corresponding shapes yourself.
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);C.}?’ Youmight need to change the correspondences from one team to the other if the other teams are

watching while one is playing, so that the game

Hee6s an example of correspondences you could opf

Rhythm/Sound Shape players shoulddm

Dog barking sound Square

Clapping in the hands slowly Round without hol ding
Car sound Snake

Clapping in the hands fast Line

Wind sound Round while holding e

The players should manage to accompliseutigessive shapes to win the challenge.
You should make the sound/rhythm for few seconds, then give the players 5 seconds to form the
adequate shape.

The players are allowed to speak while making the shapes. During the 5 seconds they have to make the
shape mistakes can be made. The only thing that counts is the final shape made at the end of the 5
seconds.

How people usually clean the dishes:
Vessels are washed first with water then soap and then with water again (family of 5 uses 2 buckets)

An ideafor how people should clean the dishes:
One half bucket is used to rinse the vessels and 1 more half to wash the soap off.

Advantage of this technique

Water is saved.

Prerequisite challenge:

s

LY
FE]E] =] =] ]
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Target reconstitute the word o0Sharanabo

> All players except one are blindfolded. The remaining player has to guide his team mates by
voice to take the letter in their hands and form the wibittiere are not enough players, some
players have to take 2 letters.

A The guide cannot touch the playérs;can only guide them by the voice.

TIME ALLOCATED: 2 AND Y2 MIN
How people usually take a bath:

People fill a bucket and drench themselves. That way, ofédiu2kets are needed.
Some children rather sit under the tap.

An idea how children should ¢a& bath:
Use a single bucket of water by using a mug.

Advantage of this technique

Water is saved.

Prerequisite challenge:

@‘q@
E&ﬁ?& .

9

9

> Tell the team the following stdwyice:the first time using the words in red, then using the words
in green.

ddm an el ephant, a very big dorestitis lesshoty pokuteé phant .
than in the city! | love the smell of thees/ fruitsand the sound of the wind blowing through the

leaves.

But as | 6m heavy and big, it makes my wal k diffi
hippos/ crocodileare so nice that they accept that | step on their back insiEedthemud. In return,

| store some water in my trunk for therdriok/ shower
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All animals of the forest are good friends. When one ofalsbrateshis/her birthday, we all come
dressed up. Once, | dressed up likeudfalo / tiger so | puthorns on my headstripes on my body 6

Target Note all the differences between the first and the second story

The players have to let you finish the &ory before telling the differences they have heard. If they
want, they can be given psand papers.

How people usally irrigate the field:
Water is pumped from the river and then a leather pipe helps take the water to different fields.

An idea how the famers should irrigate the field:
Cheap sprinklers can be installed in the fields.

Advantages of this technique
Water is saved.
The water will reach the plant and roots more precisely which will result in better crops.

One more idea of prerequisite challenges i f one

i a
9
9

4 4

> Place 2/3 of the players behind the 2 first cones @sik them to be bare foot. They are the
runners. Give the remaining players 3 shoes. They are the helpers.

A
A A
VRVIY;

The targets for the runners to reach the 2 other cones.

But there are certain rules to be followed:

A The runners a it the foot down without stepping on the shoe. As soon as a foot or only a
part of the foot touches the ground, the player has to go back to the starting line.

A The most importantile: the runners can only step on the shoe, they cannot wear it fully and
especially cannot move it neither with the foot nor with the hands. This task is dedicated to the
helpers who can move the shoe only with their own feet.

A There is no rule about how many players can step on a single shoe.

TIME ALLOCATED: 12 AND %2 MIN (ADAPT ACCORDING TO THE NUMBER OF THE
PLAYERS IN THE TEAM)
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“Poodhum”

. . Number of : Type of .
Pedagogical target of the game: Age group:

Understand the urgent necessity not to use more
water than needed by closing the taps after usage

Get organized

./(:\. ./.\‘
1 middlesized playground (100*50ft) ) N/
2 teams of 23 10 players =S
' play e o) o~
Material needed Fea 2 N/
2 sets of shirts S |3
29 ce |
S 40 balls (tennis, soft) ccl ¢
cC N 5
'+ ‘ 20 + 2 cones "\./‘ U’
3 big buckets ./3 > Vi ‘\.
e et
How to play

Target for each teamBring 15 balls taheir bucket before the other team.

To bring a ball to the bucket, the players have to pass it from a @dmg$o the next one.

The players have to catch the ball using their cone.

In each team, the players try to bring one ball to the bucket by groups of 3.

Each group goes one after the other.

The first team that has brought 15 balls to their bucket has to close the starting bucket (where
the balls come from) by covering it witlslaeet. Until the bucket is not covered, the other team
can continue playing.

> If this 2d team reaches 15 balls before thetieam has managed to cover the bucket, there is

no winner!

V V.V V V

been brought back to the starting bucket.

A In each team, a group can start only after the ball of the previous group has been put
inside the bucket or been dropped.

A No walking with the ball is allowed.

A Itis forbidden to skip a s ring.

A If one team collects more than 15 balls, they automatically loose.

/5’ i A If the ball is dropped or not caught inside the cones ring or mghtavith the cone, it has

Add symbolism

It is the same gamBut this time:
> Ball =Water drop
> Starting bucket = Water tap
> End bucket = Water we store in our house
> Cone = Containerto carrythewaterb uc ket , water tank, bottl eé)
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If there are many players,-3 groups can go at the same time to avoid waiting too much time.

| f some chil dren
hands.

donot manage to catch the

Remove theones rings. Children have to think where they want to throw and catch the balls.
Change the distances between 2 cones rings.
The players have to throw the ball backwards.

The players have to hold the cone with

Debate

QUESTIONS

For what purposes do we need water in our di
life?

In the game, water was coming from taps. In
life, where does the water come from?

In the game, if you dropped a drop of water, the
you had to bring it back to the tap. But wr
happens irreal life if the same happens? Think
orhannir Suttrtda agai n.

But as the water follows the cycle, it means
going to come back, i

How does water get wasted in real life? Th
about the game.

But there is a lot of water on earth,the oceans
groundwat er tabl es, |
i sndét really a probl e

So |l etds save water!
that? Think about the game when you had to ¢
the water tap.

Extensive debate topic

You might think that if you waste one glassate

their weak hand.

ASSESSMENT

To drink, to cook, to clean (dishes,helst house, bod
handsé) , to water plants,

It comes from taps as well. But do you remember the ¢
ofhannir Suttrda?  Thi s wat er i's a
cycle: depending on our needs, we use either rain watt
groundwaterorwa r from | akes and

In real life, the water goes back into the water cycle eithe
evaporating or infiltrating the groundwatéables or joining
the ocean wateré So we car

It will but it takes time!

In thegame, if the bucket was not covered quickly enc
after reaching the 15 balls, balls could still be taken by
ot her team. I'n real i fe,
after usage, then water continues flowing and is there
wasted.

It is abig problem because most of the water cannot be u
Water from the ocean cannot be used because it is s
water from the glaciers cannot be used because it is froze
In total, less thah% available on earth can be used! So
100 balls represent théotal quantity, we cannot even use
That is why we cannot afford to waste water!

Once we have taken the amount of water we needed
balls in the game), we have to close the taps immedi
(cover the tap in the game)! And if the tap is leaking,
have to inform an adult to repair it!

r thatis not a problem. Now, if everyone on earth (7

billion people) thinks the same, imagine how much water will get wasted!
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Drop-Drop
Pedagogical target of the game: Nc%?(:)rzrn(-)f Age group: Lyapnigf

Understand that everybody needs water and as
the quantity available is less, it should be used 8-40 8-14 60 min
wisely

H a@v

Get organized e ®
1 big playground (100*50ft) | e - o
4 teams of 210 players
Material needed Q C Jo_

-~ . . @«

& 30 balls (tennis, soft, plastic O < D @ v -

CCCEC 4setsof team jerseys e 2 g c \ e f_ "
>

3 small buckets and 1 big o

[ 15 flat cones

How to play

> All the balls are into the big buck&ne of the teams is designated to be thdy r ower s d t e :
(the red team on the drawing). The big bucket belongs to them.
> The 3 other teams are the receiversd team. Tl
They start walking anywhere on the ground (there are no ground limits!).
> Whenever they want, one tiiem throws a ball in the air. The receivers try to pick it up and
put it into their buckeT.o maximise the interest of the game, the throwers are advised to not all
throw the balls at the same time but to hav I2alls in play all the time.

\Y

Targetforal | 3 r e c &dtherd0 &I in theraespective bucket

Once all the 30 ballsverethrown, the winner teami&jare designated.
Therewill be at least one team whomsgibut it can also of course happetinat 2 or all 3 teams win
> Thenthethwer s become receivers team and one of tl
> Each team should become throwers once.
A  Only the throwers can take the balls from the big bucket.

ay A Once the ball has been picked up by a receiver, he/she cannot move with thededn
only pass it to a teammate. The other teams can try to intercept it to bring it to their own bucket.

A The receivers can put the balls only in their own buckets.
A Only the team to whom the bucket belongs can enter the area delimited by the cones

surounding it.

Add symbolism

It is the same game. But this time, use a different vocabulary:

> The balls are drops of water.

> The thrower team is a water tap.
> Each receiver team is a family.
>

To announce the results, if a family gathered less than 10 dropatef, tell them that they
havendt gathered enough water for their need:¢
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Band t he
team mates.

eyes

of the throwers except one.

Once the method feund out by the children, give them a limit of time to fill the buckets (for
example 1 min). It implies that all the balls have to be thrown.

The cones have to be carried on the head with the item in it. If they fall down, the player has to
wait a few se&onds before restarting.

Debate

QUESTIONS

How many drops of water were
necessary for each family? Whi
happened if one family gatherec
less?

If one family gathered more than 1
drops of water, was it possible fa
the other families to have enouc
water? Why?

So was it possible for all families 1
win? If yes, under which condition?

Do you prefer winning alone or d
you prefer that everybody wins?

So finally, were the different familie
in the game opponents or partner
What does that meam real life?

So how should we put that messa
into practice in real life and avoic
ending up with lakes like this one?

Is that enough to do that?

Extented debate topic

ANSWERS

At least 10 drops of water were necessary. If one family gathered less
10, t hen t hemgughdvatet fodtheir heads end their life w
therefore in danger.

No, if one family gathered mortéhan 10 drops, then at least one othe
family didnét get enough becaus:
exactly enough water for everyone, moore.

Yes, it was, under the condition that all families just took the water
needed and left the rest to the others.

Well, in a game, you might prefer winning alone if you are in a compet
spirit, which is fine, but when it comes to real lifd serious issues lit
wat er , vy oWateiFeraveon tt hiant owmorewates tham we
need and because most of it comes from groundwater tables, we
therefore emptying them. So we must learn to act as a big team sc
everyone gets enough wea.

Partners! Because there were enough water drops for everybody, so
was no need to fight for them! Everyone had to take only the drops
needed and leave the rest to the others.

In real life, it means exactly the same!

We should think of homuch water weeally need for all the tasks tha
require water by f ol |l owerfeegButkéte
also think of closing the taps after usage and repair the leaking ones ¢
| ear Aobdhidn. o

Not wasting water is aimportant step but definitely not the only one:

should also drive rainwat er Treenltva
One Sto  a Btdp 160) . Mor eover, far mer s
for t he&iopFofGog) d (0

Well, so you remember all the previous games and knew that you should only use the water you
needed but in this game, you still took more than 10 water drops whenever you could. Why is it so?

- Some people are used to take/buy more than they neeldey get the opportunity, not only water

but

everything

(electricity, cl ot lhwesonsummidiir ol € ) .

we want to avoid facing big problems in the future.
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The water board

. . Number of : Type of o
Pedagogical target of the game: Age group:

Understand that chemical pollution makes water
become impossible to use and very difficult to 3-18 6-14
clean!

Get organised — 1** phase: Puzzles

6 big boards (il

plywood or cardboard
== with obstacles on it a

Material

> t 30 marbles
’ ‘5} . with flaps to avoid th
a - marbles to fall from tt

sides

How to play

Target of the game Send 5 marbles across the
board without touching the obstacles.

> Set up each board between three players.

S

> Explain the players thanharbles are water
drops; the board represents the ground ar Natural obstacles
after the ground cc \-
table.
> The blue player in the drawing is competin

His target is to send the water drops acro Man-made obstacles <

the ground until the groundwater tabl =y

without toudhg tte o0mam e d ob

In order to do so, he has to move the boar This obstacle should be __—%

If the water touches one marade obstacle, folded to make a trap. w

it is polluted. If not, it is clean. -
> Touching a natural obstacle does not affect

the cleanliness of the water drop.
> The red player assists hioy holding the ground from the other side but he cannot move it.
> The yellow player is the referee. His role is to place the marbles on the board one by one, and
count how many drops have reached the groundwater table clean.

-
Bad! The water has

touched a mamade
obstacle so it is polluted

Good! The water did

-
| I
not touch any man
made obstacles so it is
clean.
AR Y
5 i
\ - c
1

Once the player has played all the water drops and if at least one is clean, put them together and ask
if the resulting groundater is clean or not.

Y As soon as a bit of water is polluted, all the water is contaminated.
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Add some more water drops per person if there is time and enough water drops.
If the game is too difficult, accept a certain number of times ther @edp can touch the man

made obstacles.

If you have enough time, you can play one round without using the words of the topic: water
drops and ground are marbles and board.

Debate

QUESTIONS

What obstacles were there on the board? Whi
ones wergolluting the water?

But sand ad mud contain germs as well (wht
you play in the dirt, you need to wash yot
hands before eating to remove these gern
remember the Hands Washing package?).
why were these germs not polluting the water?
Can water have different levels of chemic
pollution?

For example, can we say that this water is litf
dirty whereas thisthber if very dirty? Remembel
in the game what the result was after havir
played all the drops, if at least one drop hac
been polluted.

What are the consequences of using chemic
spoiled water?

Is it possible to clean spoiled water?

So what can you remember from this game a
the discussion we just had?

ANSWERS
There were natural obstacles like sand, mud andmaaie
obstacles (piles of garbage containing among others ti
pl asti cs é)-made oDstatlgs arenpalluting wate
because of the chemicals they contain.

Plastic bags (the fo#dble obstacles in the drawing) are not onl
polluting it, they are stopping it from reaching the groundwa
tables!

Natural obstacles as for them are not only harmless to nat
they even help cleaning it a little bit from chemical pollution.
These natural germs are very easy to kill:vilager just needs to
be boiled.
Ch e mi
water.

for t
t hey

cal ger ms
That 06s

as
why

As soon as one drop is chemically polluted, the whole wat
polluted, as germs will spread. But of course, the hitjeer
concentration of chemical pollution is, the more dangerous
water is to use.

1) If we drink chemically spoiled water, we can get stom
infections and breathing problems. As daadiore, boiling this
water wondt hel p.

2) If fishes swallow some of this pollution or simply swit
chemically polluted water, they will get sick too and it will
impossible for us to eat them without running '
risk of falling sick too( s h ow p:ish:w,'ﬂ;' 0

contaminatedo) . .
r";'.‘f"-.-ml

3) If we swim in spoiled water then we can get rashes and
diseases because the chemical comes directly in contact wi
skin. If we by chance swallow that water then again stom
infections and breathing problems can easilyur.

As we said before, if water contains natural germs only, tl
boiling it will be enough.

But if the pollution is chemical, it is much more complic
because it cannot be done without using expetstmologies!
Boiling is then useless! So better keep the water clean to &
the hassle!

A single contact with chemical waste pollutes water, w
becomes impossible to drink, ok, dangerous to swim ir
dangerous for the animate drink it or simply live in it. So we
should definitely avoid water to get polluted because otherwi
it is very complicated to clelan

Seeds of Change Programme | 100



“Yeanathu Arumai Toilets”

. . Number of : Type of o
Pedagogical target of the game: Age group:

Understand that open defecation is dangerous for ,
8-40 8-14 50 min
the water and for our health
e° S

Get organized

1 big playground (100*100ft) e N , .\U -
4 teams of 210 players e > C e b c
Material needed @’ v Cs =t W ®

& 1 ball (volleyball or soft ball) G ° Q o

. F ﬂ / .\
CCEC 4sets of team jerseys c (a3 s & o ®
o> 16 flat cones o 4 -’
l ‘ 4 buckets (one for each con .\M .,
area)

How to play

At the beginning of the game, all players are given one bracelet.
Target for each teamGet rid of all the bracelets before th@ther teams

> To remove his bracelet, each player has to receive the ball while being inside any of the cones
rings.

> After removing his bracelet, his has to put it inside the bucket provided and then help his
teammates to do the same.

> To get the ball andyive it to the teammates still wearing their bracelet, the 4 teams have to
compete against each other.

> Once one team has removed all the bracelets, the game is stopped and this team is the winner.
Then, all players are gén bracelets again and anotherund starts.

o A As usual, no pushing, hittingé is allowed.
A The players cannot walk or run with the ball.
A The cones rings dono6ét belong to anyone. Any

Add symbolim

It is the same game. But this time, use a different acgbu

> [Each team is a family.
> The cones areas are toilets.
> The ball is soap.

> The bracelets artaeces
Now, when the family members receive the soap when they are in the toilets, they have to bend the
knees to drop théaeces

At the end of the round, yoatv e

to s who are st
toilets! So you have

ay to the players
to open defecate. 6

Content created In parmership
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Give more bracelets to each player, or only to the ones who are able to remove it easily.
Put more or fewer cones rings.

Play with fewer

Debate

QUESTIONS

What was the meaning in real life |
you were still wearing your bracele

teams.

at the end of the round?

Is it ok to operdefecate?

So now you know that you shot
use toilets. But thésecesalso enter
in contact with water while flushin
What do you think about that?

When you will go to the toilets, whi
will you have to carry along witl
you? Think of the game! Why ¢

you have to use that?

Can you use soap if you oper

defecate?

Extented debate topic

ANSWERS

tmean t hat you fdecedinm thd toiletsrso pou hat ¢
defecate in operair.

No, it is not ok becaudaecescontain germs. So two problems ¢
happen:

When flies come, they feed on thHaeces and then carry smal
amounts of it away on their badi and feet. And if they touch foor
the faecesand the germs in thiaecesare passed onto the food, s
people eating the food catch the germs and fall sick (cholera, typl
worm infection, diarrheaée).

If you defecate next to a water body (well, rivdake, pond, sea),
then water gets contaminated with thdaeces But even if you
defecate far away from any water body, rain can flush faecesinto

it.

Then we are facing the same problem! There a 2 solutions:

When the water comes out from the toiliitss then called sewags
water), it should be treated. But the process is complicated and cc
Dry toilets are a much better solution, as water is not needed to
the faeces So not only is water saved but pollution is avoid
Moreover, thdaecescan later be used as compost!

You have to take soap with you! Indeed, in the game, when you
in the toilets, if you had no
to get rid of thefaeces

To find out about the reason, do you remember allgdmmes about
hands washing?

No, you canot because you ha’
actually another reason why using toilets is better than ¢
defecation!

Faecear e nat uWad Boarddet yionu datualrolostacles didandt pokuivater. In this
game, howevemwe said that water gets contaminated. Is there a contradiction then?

- No, there is no contradiction. If only very faecese nt er i n contact with wat
usuallymanypeople goeverydayto the same place to opetefecate. So the concentration of germs

gets very

high

and makes the water dangerous f

problem as water is boiled. As for drinking, water will need to be @k well! Indeed, boiling Kills

all natural germs.
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Thannee Adi
Pedagogical target of the game: Ncl;?;rzrn?f Age group: -l;;yaprie(z)-f

Understand that water can be polluted in various
ways and that the smallest pollution can 6-30 6-14 60 min
drastically damage its quality

Get organized

™N
V/

1 big playground (100*100ft)

3 teams of 210 players - | p @ Ag

Material needed

< 100 bracelets bc
CCE 3 sets of team jerseys o
o 4 flat cones O? - @c
®:'e a O
(= | 1 bucket =
L o
How to play

Target for the attackers (blugeam in the drawing) Touch as many runners and give them as many
bracelets as possible

Target for the runners (green teanffun away from the attackers to avoid getting bracelets

Target for the protectors (yellow teamPrevent the attackers from touchihg runners by touching
them and taking their bracelet away.

> One of the educators (it can be one child also) moves around the ground with the bucket to
collect the bracelets that the protectors take from the attackbesphase lasts 5 minutes (or
endsif the attackers have no bracelet anymore). Then the points are counted.

Runners wearing no bracelet = 10 points Th )
Runners wearing 1 bracelet = 2 points e points are glven t
. . the protectorsd team!
Runners wearing maitean 1 bracelet = 0 point
Then, the roles of the teams are switched.
A As usual, no pushing, hittingé is allowed.

bracelets is touched by a protector, the protector teke all the bracelets away.
A When an attacker touches a runner, he/she can give him/her only one bracelet at a time.
A When an attacker touched a runner and is giving the bracelet, he/she cannot be touched
by a protector.
A When attackers touch runners, thaye togive them the bracelet but cannibirowit to

them.

%} A The attackers can wear as many bracelets as they like. But if an attacker wearing many

Add symbolim

It is the same game. But this time, use a different vocabulary:
> The runners are different water sources: some of the team members become oceans, some of

them lakes, some of themi ver s, some of them wel |l s, some O
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> Some attackers are farmers, some others are dishes, clothes and house cleaners, some others

were chemical factories.

> The protectors are ecologists.

At the end of the game, the points given beeataanliness points:
> Ocean/River/Lake/Well/Groundwater table not containing any bracelet: 10 cleanliness points

nin
nin

cont ai
cont ai

> é
> @

A bit
br acel

bracel et : so 2

than 2

dirty
et s:

g 1
g mor e

Change the points systefix runners wearing 2 bracelets get 1 point.
Once an attacker A has touched a runner, both players have to stop running. Then attacker A
has to wait for an attacker B to touch the same runner to give the braceletr{enhot two!).
During this time, attacker A cannot be touched by a protector.

Play with 2 teams only: in each team, there are runners, protectors and attackers.

Debate

QUESTIONS

What were the farmers, cleaners ar
chemical factories doing to thveater
bodies that were making them loo:
cleanliness points?

But what do you think the bracele
represented?

In real life, how do these pesticide
soap and chemical waste end up
water?

Why did the cleanliness points for tl
water bodies decreasso quickly?

But are pesticides really dangerou
They help saving the plants fro
insects!

And how can soap be dangerous fi
the water? They help cleaning cloth
dishes, floorand bodie$

In the game, the ecologists were |
taking the pesticides soap and
chemical waste away to protect tF
water bodies. But in real life, can w
just take them away?

ANSWERS

They were polluting the water sources with their bracelets.

Bracelets given by farmers rep
dishesandclotes cl eaners representedEé
by chemical factories represent

When pesticides are spread by farmers, apart from reaching the pl:
they also enter in contact with the ground and end up polluting
groundwder tables. As for the soap, it is while washing that the water
contaminated. As for the facto
water pollution and it is the easiest way for them to get rid of their was

Water is very fragile and we need tb be pure, especially for drinking
So even the smallest amount of chemicals from soap and pesticides
it impossible for us to use.

Pesticides protect plants from insects because they contain chemic
killed them. Unfortunately, these chelsieae not only harmful for th
insects but for the water as well.

Most soaps contain chemicals that help removing germs but also poll
water.

No, we stil!/l need to protect ol
to use alternative products:toeal pesticides exist that the farmers we
using way before pesticides were created. Natural soap also had |
produced for centuries before chemical soap came to the shop:
nowadays, it is difficult to f
government responsibility to ban thehaviouy
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Extented debate topic

As natural soap for dishes, clothes or even body and hands is difficult to find, sewage systems need to
be installed.

| nYeadathu Arumai Toiléts we s poke ab obuilding ttoiletss algng wiehrsewage n t
systems. If this actually happens, these sewage systems could be used for all waste water.
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“Thannir Uutru”

Pedagogical target of the game: Ncl;?;rzrn?f Age group: Type of game:

Understand that water can be polluted in various

ways and that the smallest pollution can
drastically damage its quality

Get organized CCE
1 medium sized playground (50*5\(\9;,&{ £
3 teams of 310 players =
Material needed: cC €
At least 30balls = &
< 4-6 big balls Ce

€ € G 3setsofteam jerseyg @
A lot of flat cones = g
& cC €
“ 20+16 big cones
) 6 Cloth pieces to blindfold

How to play

> Players are divided into three teams, two teams that will compete against eacfirother
drawing these are the green and red teams) wihitethird team is the referggellow team in
the drawing).

> The red and green teams divide themselves into pairs. In each pair there is a guide and a
player who is blindfoldedin the drawing the players with black heads). A maximum of 3 pairs
from eachteam can compete at one time with one referee for each pair.

Target for the blindfolded playe(first row green and red players): Follow the instructions from their
guide and reach the other end of the ground
Target for the guidgsecond row green and red players in the drawing): Using only words, guide the
blindfolded player across the ground without touching any of the objects.
Target for the Referee Bl i ndf ol d the players correctly. M
blindid ded pl ayer and that the blindfolded player
referee must also put back obstacles that have been moved by the blindfolded player.
> Each round will last 1 minute after which new pairs will compete. Those \playstgcessfully
reach across the ground in the given time earn 1 point for their team, which the referees must
mark on a notebook.

touches his partner or any bktobstacles b) the blindfolded player touches an obstacle.
A The referee and the guide can touch the blindfolded player only to bring them back to

f‘i A The referee must make sure that the pair comes back to the starting line if: a) the guide
the starting line.

Add symbolism

It is the same game. But this time, use a different vocabulary:
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Theblindfolded players and the guide are water drops

The obstacles are waste buried in the ground. The big cones represent plastic bags, flat cones
tyres and garbage dump(shoes, clothes, plastics etc) and the balls are smaller pieces of non
organic waste(iscuit covers, chocolate covers, chips covers, etc..)

The rolling balls are pesticides sprinkled by the farmers.

The starting line is the sky which is why in the drawing it is white and then becomes brown and
the end of the ground is the water table whgctvhy it is blue.

At the end of the game, the points given become water that reached the groundwater table of the

village.

The winner is the team of water drops that could sustain the village better.

Increase or reduce the time of each roasdecessary.

Change the layout of the obstacles.

The educator can even roll a big ball randomly which should also be avoided by the
blindfolded players. If they are unable to, then they must restart. (Use this only when ground is
big and game is too e33.

Instead of two teams competing, one team becomes the obstacles. Players who are obstacles
must stand, they cannot be more thanttwee to form one obstacle depending on the size of

the ground (but they can also decide to stand alohed. ¥ ¢ a n évén thmarmse

Debate

QUESTIONS

What was the role of the guide? |
real life, is water guided like this?

What happened once the
blindfolded player touched ar
obstacle? Does it happen the sai
way in nature?

What products can really damag:
the water?

In the game, water drops had .
limited time to reach the groundwat
tables. How is it in real life?

Now that you played this game, whi
do you think we should all do?

Extented debate topic

ANSWERS

The guide helped the water drop remain pure. No, in reality wi
dropsare not guided by anyone.

The player had to restart. No, in nature water drop would cont
to flow but would be contaminated and therefore not safe to d
or even to cook, was h, irr
impurity.

Nonorganic products esting in contact with water an
dangerous because they spread chemicals into the water.
Ex: plastic covers and tyres but afsesticides, industrial soa|

and paint

In real life, if the village pumps water very quickly, t
groundwat er t adndugh tideote schérge itde
andtherewilb e wat er shor thaoglesd®) ( F

We should absolutely avoid the water to enter in contact from
of these dangerous products by giving our waste to the s
shops (do you remember the gamessand Bad Wated ? )
by using natural products instead of industrial ones (or¢
compost, natural soap). Moreover, we should all try to use v
sparingly in order to let groundwater tables refill on time.

How did waste end up i the soil? It happens when the farmers plough their land that already had
waste on it, but also when people dig a big hole inside the ground and bury the waste intentionally in
order to get rid of it. Now you know that this is not a solution
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Evaluation of the project
Water issue

Knowledge - Children

1. Tick (s") the right box for the activity for which you will need water.

—_—
—_—

_______________
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y

Identify the water sources we can use and Tiek™() the right answer(s).

3. Which disc showshe ratio between usable water and noisable water on our earth

correctly.

W Usable water
B Non usable water

W Usable water

® Non usable water

W Usable water
m Non usable water

M Usable water

M Non usable water

4. Link with arrows each column on the left with its corresponding one on the right.

Current behaviour Expectedbehaviour
For brushing
or washlng 15 pieces of clothe] '.‘
cleanlng vessels

For cleaning the house
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For
For washing hands

| A |

bathing

About which of the following actions should you do as this little gir'5 ,, .h
and inform your parents to do something? #

Seeds of Change Programme | 110



6.A The rainy season has come! How should we collect the rainwater? TieK () the right
answer(s)

6.B From the options above, which one should we absolutely avoid doing? TieK ( ) the right
answer(s)

Putting clouds in cupboards

Building in dry lakes

Collecting water by hand

Drinking rain water

Harvesting rain water falling on our house
Digging ponds
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6.C If we do it anyway, what will happen?

We will drink too much water.

a

The clouds will be sad.

Floods will occur.

{ 7. Put a crosgx) next to the items that poison the water and marine life.

Dangerous for water
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Natural soap

Organic Pesticide

Chemical Pesticide

8. Mark the height of purity required for the different activities of our daily lives: washing
vessels or clothes, brushing, bathing, cooking, drinking water or watering plants and fields
9.
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PURE

Less Pure

Impure

Dirty

PURE

Less Pure

Impure

Dirty

PURE

Less Pure

Impure

Dirty

PURE

Less Pure

Impure

Dirty

PURE

Impure

Dirty

Less Pure

PURE

Less Pure

Impure

Dirty

T

9A. Draw arrows to explain the water cycle and putagropriate words next to the arrows:
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Condensation Ground Water
Rain fall River
Run off Evaporation

Infiltration Evaporation

9.B Which of the followingbehaviourcan cause water shortages? Tick {Jthe right image
and write below and explain how.




9.C Select the water source whose level can drop becauseltibgioufrom question 9B

\&/
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10. Look at the drawing below and write down what behavior you would prevent people from doing.

AT
o > T awm
R GER @ ¥
§ B o2 W
N T WA T
R L Ty
o V55 3
| €D B @
= E R

Behaviour Why you would prevent it
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i Evaluation of the project i
Water issue

Behaviour - Children

Area: Date:

Total number of children during this session

Age group

Assessment approach n°1: Provide a jug or can of water and observe what children do with the remaining
water after the game session.

Number of children observed.

Number of children not reacting.

Number of children pouring it out on the ground.

Number of children commenting that water should given to animals or plants.

Number of children giving it to the plants or animals.

Approach 19: From thehildren who watered the plants or gave water to animals, ask them why they did it:

Number of children you asked.

Number of children knowing exactly why.

Number of children knowing partially why.

Number of children not knowing why.

Assessment approach n°2:
Procedure: Leave a tap running in their presence and observe their reaction.
Observe the reaction of the children.

Number of children observed.

Number of children not reacting.

Number of children commenting that the tap should be closed.

Number of children going to close the tap.

LY

Assessment approach n°3:
Procedure: Ask the children how many buckets of water they used to take a bath this morning.
Observe the reaction of the children.

Number of children you asked.

Number of children who didn’t take bath.

Number of children who used 3 or more.

Number of children who used 2 buckets.

Number of children who used 1 bucket.

Approach 19: From the children who used 1 bucket, ask them why they did so:

Number of children you asked.

Number of children knowing exactly why.

Number of children knowing partially why.

Number of children not knowing why.

a,

f

Assessment approach n°4:
Procedure: Ask the children how much water they use to brush their teeth. If they use a tap:

Number of children you asked.

Number of children leaving the tap running while they brush

Seeds of Change Programme | 117



Number of children closing the tap.

If they use mugs or buckets:

Number of children you asked.

Number of children using 2 mugs or more

Number of children using 1 mug.

Approach 19: From the children who picked who close the tap or use 1 mug, ask them why they do so:

Number of children you asked.

Number of children knowing exactly why.

Number of children knowing partially why.

Number of children not knowing why.

i Assessment approach n°5:
Procedure: Ask the children where they go to the toilet?
Observe the reaction of the children.

Number of children you asked.

Number of children defecating in the open

Number of children urinating outside occasionally (outside emergency cases).

Number of children using toilets.

Approach 19: From the children who always use toilets, ask them why they do so:

Number of children you asked.

Number of children knowing exactly why.

Number of children knowing partially why.

Assessment approach n°6:
Procedure: Ask the children if they use the same water to drink and wash clothes or water plants?
Observe the reaction of the children.

Number of children you asked.

Number of children using the same water sources

Number of children using different water sources

Approach 19: From the children saying they use different water sources ask them why they do so:

Number of children you asked.

Number of children knowing exactly why.

Number of children knowing partially why.
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] Evaluation of the project !
Water issue

Family - Behaviour

Area: Date:

NB: All the families selected should be families where at least one child is participating in the
activities.

Father’s Name Age and gender of the members

Family 1
Family 2
Family 3
Family 4

Assessment approach n°8+15: Ask the parents if the children ever spoke about fixing leaking taps
and pipes?
A. They never said anything about fixing taps and pipes.
B. They have spoken about getting the taps and pipes fixed. (If families don’t have broken taps
and pipes they must at least have checked for it after the children told them.)

Family 1 A B
Family 2 A B
Family 3 A B
Family 4 A B

a,

{ Assessment approach n°9+15: Ask the parents if they use water more sparingly than before.
A. Yes, they use less water.
B. No, they use the same quantity of water.

Family 1 A B
Family 2 A B
Family 3 A B
Family 4 A B

LY

i Assessment approach n°10: Watch families fill up water at the public tap and if they keep an eye

on the wateroverfillingor don’t pay attenti on. Do this at
A. They watch the bucket and close the tap right after it is filled.
B. They don’t pay any attention and it overflows.

Family 1 A /3 B /3
Family 2 A /3 B /3
Family 3 A /3 B /3
Family 4 A /3 B /3

LY

i Assessment approach n°11+15: Ask the families what water they use to cook food.
A. Streetline water.
B. Ground water.
C. River/Well water.

Family 1 A B C
Family 2 A B C
Family 3 A B C
Family 4 A B C
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Assessment approach n°12+15: Ask the families what water they use to wash clothes and vessels.

A. Streetline water.
B. Ground water.
C. River/Well water.

Family 1

Family 2

Family 3

> > |>|>

Family 4

O |®@(O|®@

[elielialie]

i

A,

{

{

i

Assessment approach n°13: Ask the families what water they use to take bath?

A.Streetline water.
B. Ground water.
C. River/Well water.

Family 1

Family 2

Family 3

Family 4

>\ > > | >

D (0|

[elielielie)]

Assessment approach n°14+15: How many days do they keep drinking water in their containers at
t hey

home? What do

A. They get fresh water every day and give the old water to the plants.

B. They keep it for as long as it lasts.
C. They keep it for 2-3 days and then throw the remaining water out onto the nearest open

do

Wi

t h

t he

remali

ni

ng

water

space.
Family 1 A B C
Family 2 A B C
Family 3 A B C
Family 4 A B C

Assessment approach n°15: For all approaches (for the families who are acting the expected way):
A. The families know all the right reasons why they are acting this way.

B. The families know some of the right reasons why they acting this way.

C. The families don’t know why they are acting this way or don’t know any of the right reasons.

Family 1 A B C
Family 2 A B C
Family 3 A B C
Family 4 A B C

If the families know all or some of the right reasons, is it because:

A. The children told them.

B. No, it has nothing to do with the children.

Family 1

Family 2

Family 3

Family 4

>\ > (> >

|0 (|
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PERSONAL HYGIENE

Hand washing

What's the situation?

Germs are everywhere so children can catch them anytime, especially after going
to the toilets, sneezing, coughing, blowing nose, playing in the dirt...

When they eat afterwards, they can get sick (“No Food without Washing”: p122), or make the others
sick if they shake someone’s hand or touch something that others will touch (a pen, a table, the bus
bar...), or serve food to someone (“Kirumya Kodu”: p124).

What do we want to change?

The object of this topic is to teach them to wash their hands (“The Clean Chain”: p126), to do itin a
efficient way (“Wash the right part”: p127), using soap (“Go Away Germ”: p130). They should also
understand that washing hands is necessary but not sufficient: their whole environment should be
clean to eliminate germs (dishes, clothes... “Snakes and Ladders”: p131).

"NO FOOD WITHOUT WASHING"” 122
"KIRUMIYA KODU"” 124
THE CLEAN CHAIN 126
WASH THE RIGHT PART! 128
GO AWAY GERM! 130
SNAKES AND LADDERS (WASHING VERSION) 131
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“No Food without Washing”

Pedagogical target of the game: Ncl:]?;':ri;(_)f Age group: Type of game:

Bring the children to understand that they

should wash their hands before touching food to
get rid of the germs

Get organized S Conesgatherd oroceesstand £53

&>
1 big playground (160x100ft)
2 teams of 415 players ‘ &) e R > AR
A 6bigcones
@» 50 flat cones w
< 100 bracelets ‘ '] ‘

€@ 2 sets of teanjerseys

g s
u 1 bucket @ s 2

How to play

There are 2 teams: the attackers and the defenders.
Target for the attacker§ellow team in the drawing): cross the playground to get the cones.
Target for the defenderéblue team in the drawing): prevent the attackers from getting the cones.

> At the beginning of the game, each defender gets 4 bracelets. They can go any time to get
more bracelets but they can wear maximum 4.

> When defenders touch attackers, they give tlmrma of the bracelets they have. With a

bracelet, the attackers cannot touch cones anymore! So to get rid of the bracelet, the attackers
have to return to the bracelets stand.

> When the attackers get a cone, they bring it back to their camp by bypassiggptined.

A After touching the attackers, the defenders cannot throw the bracelet to them; they have
to put it on their arm.

A  After touching an attacker, a defender first has to give him/her a bracelet before being
able to touch other attackers.

A Attackercan get only one cone at the time.

A Once the attackers have taken one cone, they cannot be touched by a defender anymore.

A Attackers cannot go out of the ground limits to go get the cones.
After @ 5 minutes, the number of conésB.gathered
Winning team is the one which has gathered the most cones in the given time.

Add symbolim

Letds play the same game but | etds change the wo
> Attacke s b e c ¢lumgry Rebphd . 0

> Defenders Dbryastion® t hke dsneezing, bl owi ng the
the toilets.

> Cones r égpadbesent O
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Bracel ets as Géro®d .

them are t

he 0

The Bracelets Stafide ¢ 0 meVgashistane . 0

Make the defendi

cones at all.

ng

pl ayers walk on one | eg i

Reduce the number of bracelets the defending players have.
Put cones of different colors, which give different points. Put théiffeeent places of the
playground: the cones that give more points should be more difficult to get!

Play with real food! Defenders make their hands diyt putting them on the floor.

Bracelets are not used anymore. Whlefenders touch attackers, they have to rub their hands
against the ones of the attackers to transmit the dirt. So the attackers have to go to the
washstand and wash their hands with water and soap to remove the dirt (then, some additional
material is neeed: buckets, mugs and soap).

And this time, there are no cones anymore but biscuits. If players A manage in getting them
with clean hands, they can eat them immediately.

In the game, what was the condition to be able to tc

food?

Do you know what a germ is?

According to the game, how could your hands catch ge

What would happen if you eat without having washed y
hands?

In the game, how did you get rid of the germs? (valicht
the bracelets stand become?) What do you need for thi

Washing the hands is it sufficienatwid all germs?

Have no germs in the hands.

A very small thing that you cannot see and that can t
diseases.

By coughing, blowing your nose, sheezing, going tc
toilets é Do you know oth
So actally, germs are everywhere around you, SO )
cannot avoid them!

The germs will enter your mouth, spread into your orge
and make you fall sick. You can catch for example dise
like diarrhea or respiratory infections like pneumonia.

You needed to g to the wash stand and wash your hand:
For that, you needed clean water and soap! We will lear
a next game why soap is so important and why was
only with water is not sufficient.

No! You also have to wash your body, clothes, dishes regularly enough. By doing this, the risk of falling

sick is reduced even more.
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“Kirumiya Kodu”

Pedagogical target of the game: Ncl:]?;':ri;(_)f Age group: Type of game:

Bring the children to understand that everybody

should wash their hands to avoid transmission of
germs

Get organized

1 big playground &%
2 teams of 1615 players(A and B) @ &>

Material

‘ 8 big cones
av 15 flat cones
(=] 30 bracelets

@Q 2 sets of team jerseys

How to play

The target for both teamis to have more cones than the opposite team at the end of the game.

> To have more cones, they should take the ones from the opposite team.
> Split the bracelets equally between tBgeams (arbitrarily give half of the players of each
team a bracelet).

A If a player is wearing a bracelet, he cannot take cor#s.if a player wants to
prevent an opponent from taking a cone, he should give him a bracelet. To do so, he should
wear himself a bracelet and touch him.

A When a player wants to give a bracelet to an opponent, he should put it on his wrist.
But he cannot throw it to him.

A If you got touched by a player, you cannot touch him back right after.

A Players can wear maximum dmacelet. So if an opponent player is already wearing
a bracelet, he cannot get one more.

A If a player is not wearing a bracelet, he cannot touch an opponent.

Touching doesndt mean hitting or pushing.
Once a player has a cone, he cannot be touched by aomgut anymore.
A player can take only one cone at a time.

There are no grounds limits!

D >y D>y D>

Add symbolism

Play the same game but change the names of the characters:

> You are all ingry People
> Cones becomeood.
> Bracelets becom®erms

Players can wear more than one bracelet.

Players can wear more than one bracelet, but this time, they can give one bracelet to someone
who is already wearing some. The only condition is that that they should wear more than him.
Ex: Player A wear8, player B wears 2 so player A can give player B one.

The children are divided into more teams. Each team gets a camp, flat cones and bracelets.



Install a bucket with soap in each camp.
Remove the bracelets. Now, to make yomdsalirty, you have to put them on the floor.

To make otherds players hands dirty, you have
To clean your hands, you have to go back to your camp and wash your hands with water and
soap.

The symbolism remains the samiuch cones/food, you should have clean hands.
NB: this symbolism is closer to the reality than the previous one as this time, giving germs
doesndt mean to have no germs anymore in onef¢

Do you remember what a geilis? A verysmall thing that you cannot see and that can cause diset
Have no germs in the hands. If you eat having these germs ii
hands, they will enter your mouth, spread into your organisn
make you fall sick (diarrhea

In the game, what was the condition to Your hands etd catch germs by getting them from someone el
able to touch food? Do you remember wl this person was carrying some.

Thi nk of (NI I g 2 2 Yes, you could transmit the germs to the others by touching tl

(o} real life too, when you touch somebody, for example when
According to the game, how could your ha shake hands with somebody, you trandmeitgerms you have i
catch germs? your hands. Likewise, if you touch an object with dirty hands

And could you transmit these germs to transmit the germs to the person who will touch the same objec

others? How? How do#sis transmission @ you. Likewise, if you cook or serve food to someone with

germs happen in real life? hands, youdll wellansmit the g
No, in real life, when we transmit the germs, we still keep m¢
them in our hands. Both of us have germs then!

In the game, you got rid of the germs By washing your hands using soap and clean water.

giving them to someone else. Does it hay We & | | di scuss why the soap i
like that in real life?

So how could you get rid of the germs?

So who does it benefit when you wash y It benefits you becaasyou get rid of the germs but it also benei

hands? the others because you dondl
why it is important to tell everyone, friends, brothers, sit
parents,é to all wash their

It is because of the transmission of germs that diseases spread so quickly (if one member of the family
get diarrhea, everybody gets sick). By washing the hands, you break the process of transmission!

Life without disigases is way better, i snodt
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The clean chain

Pedagogical target of the game: Nc%?freern(-)f Type of game:

Make the children understand when to wash the
hands and what the consequences are if they 5-8 6-14 30 min
don't.

Get organised

Materiat
"',"?_':J—_l' : _ >
Nl ) 26 pieces of puzzle ) ) 35 happy germs
G\ S

y 1 soap 6 unhappy germs

How to play

Target of the gameReconstitute the 2 puzzles.

> Ask the children to sit in circle.

> Remove the puzzle pieces representing the 0S
pieces). Place the other pieces (=18 pieces) as well as the happy and unhappy germs and
soap in the middle of the circle (all mixed up!).

> Once the children have finished, it should look like that:

I f | wash my handsé.
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Ask the children what they see on the 2 puzzles.
The children have to mention the following main messages:
While going to the toilets, our hands catch germs.

To remove the ger ms, we have to wash our har

germs enter our body and make us sick.

I't is important to use soap (the reason i s e
Now take all the pieces back. Di screetly remove
well as their happy germsannda ke i nstead the 4 pieces represent
pieces scrambled in the middle of the table (doi

the children do the new version of the 2 puzzles.

From this new version, thddrkn should understand one more thing: Going to the toilets is not
the only action that brings germs into our hands. Sneezing has the same effect.

Redo the steps 6 and 7 with the 4 pieces represe
From this version, the children shanidterstand that sneezing also brings germs into our hands.

A Of cour se, the happy and unhappy germs an
puzzle pieces.
A Explain that there are two different puzzl
any help unless nothing has been achieved after 5 minutes and the children start losing hope.
A If the children make a mistake in reconstituting the puzzles, ask them questions to make
them realize their mistake.
Ex The children have reconstituted them irmayw t h at not washing the
get sick.
Question What do you have in your hands after going to the toilets?

&3

O

There was another game that taught you th 6
you should wash your hands before eating. |
you remembewhich one?

Do you remember other ways to get germ Other people can transmit you their germs, for exam,
Think for exampi = 9o whenthey shake your hands, when they touch an item
0 . youwilltoucla f t er war ds é

So what is the general conclusion of all thess Wash your hands with soap before eating!
games?
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Wash the right part!

Pedagogical target of the game: chlT;rzrnOf Type of game:

Make the children remember the different parts of '
the hands to wash.

Get organised — 1** phase: Memory game

Material:

How to play

Target of the gameFind as many pairs of cards as possible

Ask the children to sit in circle.

Split all the cards face uin the middle of the circle.

Explain the children that all cards go in pairs. Ask them to reconstitute these pairs.

I f they dondét wunderstand, explain that each
the hand to wash should go with a card shgwiow to wash the hand.

V V. V V

The pairs are as following:

/¥ —
n/y \;N /_ 'Il‘i-. |
U = P\ —|'®
( . wia - @
H A 00
o Y/ Nlh o,
T 7 (EE—>| '
Baff ™ = I D \ (
p N[N .
/7 “g:i 2 ',|W|u (f :
— |:{>1 o / . —>
: N [ ( &3

Ask the children to remember the pairs. Then turn all the cards face down, mix them up and place them
in a ordered form as following:

Seeds of Change Programme | 128



e S e =]

pe el e S

pe el e S

Each child one after the others returns 2 cards face up. If the 2 cards match, the child keeps them. If
not, he/she puts them back face down at the same place and it is the turn of the next child. Every time
a child finds 2 cards that match, he/she hasxain why. If he/she cannot give the right explanation,

then the cards are put back face down with the other cards.

Why did we play this game? To know which parts of the hands to wash.

What happens if you forget to wash onetbe  Then some germs will remain in the part | for
parts? to wash, so | might get some germs inside
mouth when | will eat.

No material!

Target of the gameRemember the numbers associated to a hands washing moveme

Ask the children to stand in line in front of you.
Give a number to 2 hands washing movement previously seen.
Ex: 1 = Palms (show the movement), 2 = Back of the palms

Explain the children that when you are calling a humber, they have to dortesponding
movement. If they do a mistake, correct them.

Once you see that most of the children remembered these 2 numbers, add a third one.
Ex: 3 = Between the fingers

Continue playing with this new number.
Slowly add the other numbers (you ask thieidm what movements are still missing).

EXx:
4 = Back of fingers
5 =Thumb

6 = Fingertips and nails
At the end, start eliminating the children who are making mistakes. The last player is the winner.
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Go Away Germ!

Pedagogical target of the game: NCL;]rdebreernt-)f Type of game:

Make the children understand why washing the A
hands without soap is not sufficient by showing 5-8 6-14 \A / 20 min
them the action of soap on the germs. V

Get organised

Material

S, | \
: 1 big germ 6&2 1 water broom
A “ “

2 big hands

How to play

Target of the gameRemove the germ from the hands!

> Place the big hand in the middle of the table and stick the germ on it.

> Ask the children to try to take the germ off from the hand using water (lratem) as if they
were using tap water.

> YIlt doesndt work.

> Now, show them the soap molecules. Ask them to try to attach these molecules to the germ.
Y It works and enables the germ to detach from the hands.

> Ask them to try again to take the germ off fréime hand using water.

Y It works, the water takes the germ away.

\

Message

Ask them what they understood from this activity:

The children have to mention the following main messages:
> Water doesndt make the germs detach from the
> Y Cleaninghands only with water is not sufficient.
> Soap sticks to the germs making them detach from the hands.

> Y Hands must be cleaned with soap and this soap must be washed out with water to remove
the germs.
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Snakes and Ladders Washing version

. ‘ Number of . Type of o
Pedagogical target of the game: Age group:

Make the children remember the actions that bring
germs, the ones that might transmit them and the 5-8 6-14 <
ones that remove them

Material:

1 board xxx 8 pieces

& 1 dice :;;‘ . 16 pictures of actions

How to play

Target of the gameReach the cell n°30 before the others

> Ask the children to sit in circle, place the board in the middle and the pictures aside.

> This is the usual Snakes and Ladders game. The children play one thieadttiers throwing
the dice.

> If one player reaches the bottom of one ladder, as in the usual snakes and ladders game,
he/she can climb the ladder. But before doing it, he/she has to choose one picture representing
an action that removes gerrasd stick ibn the board.

> Conversely, if a child reaches the top of a snake, as in the usual game, he/she has to go down.
But before doing so, he/she has to choose one picture representinticemthat brings germs
and stick it on the board.

Washing clothes Going to toilets

Washing dishes Cleaning babyods buttc
Taking a bath Playing volleyball

Washing hands Sneezing

I f the child doesndt c¢hoose niakedimeegliperhic pistdkat e car d
> The game ends when one player has reached the case 30.

S When a player is about to reach the cell n°30, you have to decide which rule to follow:

7 The player should make the exact number with the dice to win.
Ex the player ison the cell n°27. To win, he should do exactly 3 with the dice. If he does
mor e, he doesnot move and waits for his turn to

If the player does more than the number wished, he/she has to go back according to the difference.
Ex the player is onadl n°28, he/she does 4 with the dice. He/she should de>2Z8D -> 29 -> 28.

There are 8 more pictures that belong to neither of these columns. Indeed, there are 2 more
categories:

Actions that might transmit germs but not always
A Shaking hands (jfour hands or the hand you are shaking is dirty, then the germs will be
transmitted!).

A Taking a phone (i f somebody before you to
get the germs as well)

A Closing the door (if somebody before you touched the dodr diity hands, the

youdll get the germs as well)




>

Writing (if the person who touched the pencil before you had germs in the hands, then the
germs are transmitted to you)

A Drinking water (if the glass and/ 9r the water

A Cooking (if the person cooking is having germs, then he/she will put them into the food and as a
consequence, the germs will be transdniti the people who will eat)

A Serving food (if the person serving food is having germs, then he/she will puttthéra food
and as a consequence, the germs will be transmitted to the people who will eat).

Actions that never bring germs but t hat donodt re

A Laughing

A Dreaming

A Imitating Vijey

So if the child takes one of these pictures (he nmdéed take one from the left column instead of an
action that brings germs), ask him questions to make him realize his mistake.

When a player has reached n°30, he/she has to go back to 0. But careful, the symbolism
cleaning actions / dirtyctions should remain valid:

When the player reaches the bottom of a snack, he/she has to go up.

When he/she reaches the top of a ladder, he/she can go down.

When al l pictures have been placed on the bo
gems but not alwaysdé and O0Actions that NEVER |
should remain. Ask the children to which category they should belong and guide them to obtain

the table described above.

In this game, wer e t he OAct No, it has nothing to do with good or bac
germsoO6 bad actions a Goingto the toilets, playing are not bad action
somed6 good actions? itds rather the oppos
Do the OActions t hfd@dlt They can only if they are not followed by th
sick? dcoactions that remove

In the previous games, you learnt that yi
should wash your hands to stay healthy. In-
game, you learnt that other things should |
kept clean. What are they?

The most important moment to wash the hanc

before eating. But apart from washing yot
ownhands, what else should you enquire abo
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whole body and everything you are in conta
with should remain clean: dishes, clothes, ph
doors, pens, bed shece

You should enquire whether the person sen
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touching the food and whether the pers:
having cooked the food has washed his har
before starting cooking.



PERSONAL HYGIENE

Tooth brushing

What's the situation?

We have germs in our mouth all the time. Some of them are harmful and other
teeth. When we eat, food gets stuck in our teeth. The harmful germs use this fg
The acids are very dangerous for the teeth because they dig into them and
cavities. Therefore, the brushing is necessary to remove the food pieces. Indeed, if there is no food,
and the germs have nothing to produce acids from.

As part of the awareness-raising about hands washing, we taught the children that germs are

=" dangerous because they create diseases so they have to get rid of them. We don’t want to
confuse them by telling them that the mouth is full of germs and that even if we remove some by

brushing, some will remain. Moreover, the process of creation of acids is too complicated to
understand. Therefore a simple message is:

If food stays in the mouth’s hot and humid environment, it will start rotting and generate germs.
These food germs will then get hungry and feed themselves by digging into the teeth. By digging into
the teeth, they will create holes in the teeth, which are called cavities. If the cavity gets deeper and
deeper, it will reach the nerves at some point and will be very painful. Sweet food is particularly
dangerous because the harmful germs can produce a lot of acids using sugar.

What do we want to change?

Children should learn through these games why and how to brush their teeth:

> remove the foodoelmimt e al | ¢ h a n crakalat Fmathgleadthide: a3dpi 1t i es (O
> brush after eating rdter than beford <npidara Neraré : 36p 1
> brush after every meal or at least after dinner, because night is long and food pieces have a
lot of time to rot, becomegerrasn d st art at tRasbtk Brieg 38He t eet h (
> understand the whole procesgsaidth decay( Hxappy without Cavid : 40p 1
> Ift h ey badishredrectly Bush the right padt: 42p dr not regularly enough and they
startgetting a light sensatiothey have to quickly go to the dentist to solve the proldeich
avoid a higher pain( Rarkalal Paathukaathidu: 134p Sadidara Nerard @ 36p 1

"PARKALAI PAATHUKAATHIDU" 134
"SAPIDARA NERAM!” 136
"RUSH TO BRUSH" 138
HAPPY WITHOUT CAVITY 140
BRUSH THE RIGHT PART! 142
EXAMPLES OF CHILD TO CHILD 144
EVALUATION 152
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“Parkalai Paathukaathidu”

: : Number of . Type of o
Pedagogical target of the game: Age group:

Make the children understand how tooth decay

occurs and how to prevent it
Rules based on the ones from the cricket game and
the football game

Get organized

1 big playground (140x100ft) o D 4 St
2 teams of 510 players @Q @ ® @ 5 § D
=
'\ 22 big cones L 2 o) € 2 5 EAAC
o 26 flat cones @ @
CC 2 sets of team jerseys D A=
® 1 softball

. Goal keeper
w2 cricket bats (wood or ple Repairer P

How to play

The target foreachteamistoi t t he 3 O0stumpsdé of the opposite t
Each stump hit gives one point.

The repairers have to put the stumps back in place when they have been hit.

Thegoal keepers try to protect the stumps with their cricket bat.

A To move forward, the players have to pass the ball. No walking with the ball is allowed.
A No pushing, hitting is allowed.

A The goal keepers cannot go out of their area. The other playerstantaothis area!

A If one team brings the ball out of the playground, the other team gets theithrtiihe

ball goes out behind the stumps, the goal keeper is responsible of playing théthrow

Add symbolism

Each team is now a human mouth.

The stungoare the teeth of the mouth.

The ball is a food germ.

The bat becomes the Tooth Brush with tooth paste on it.
A tooth hit by the food germ is getting a cavity.

The repairer becomes the dentist.

V V V V V V

Have more stumps on each side.
Have more goalkegeers.
If one team hits all the stumps before the repairer can put back in place, 5tetgs!
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What was the target of the game? To attackthe teeth of the opposite mouth with the food gt
and to protect your own mouth from food germ attack.

You need to brush using a toothbrush in good conditioi
According to the game, how do you proti tooth paste.
your teeth against the attack of the foc
germ?
They got cavities!
I n the game, i f yo
what happened to them?

I f you dondot brush, yo weehk
Do you know why you get cavities if y your teet h. I f you donodt
dondt brush? becomes germs. These germs are hungry, so they
digging into the teeth to feed themselves and make hole:
cavities!

You should go to the dentist, who will help you repairieg
According to the game, what should you problem. But go as soon as you start having a light sen:
i f di dnot br ush an (when you drink cold water for example). Otherwise, if
attacked by the food germs? wait too much, it will be too late because the cavities wi
too deep and it will be very painful!! You can even go fo
checkupto see if everything is all right.

Which food is the most damageable for your teeth?
Sweet food like sodas, biscuits, cakescicee a m, candi esé

Why? Because it contains lot of sugar that rots very quitdhecially candies are dangerous because
apart from containing sugar, they also stick to the teeth, making them more difficult to fully remove
while brushing.
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“Sapidara Neram!”

Pedagogical target of the game: Ncl:]T:rZI;]Of Age group: Type of game:

Understand why to brush the teeth after and not

before eating.
Hit the cones before the defense intervenes

Get organized

1 mediurrsize playground [,\

? (o}

Gn

(10050 ft) 0=
3 teams of 310 players C 2 %
04. ‘ 20 + 20 big cones

¢
14 flat cones Q-,:z

(
CC @G 3 setsofteamsh ’ 3
A
o

—

@ 2 soft balls f\ o) \

=
>
(0

How to play

Before the game starts, all attackers (blue team in the drawing) ahdilders (red team) have to
stand outside the ground. The defenders as for them (yellowstamd)in the waiting place.

The game starts with the thrawplayed by the attackers (no need to whistle, let the children play the
throwin whenever they are ready). Both balls are put into play at the same time.

Target for the attackerdit the stumpsith the ball. One stump hit = 1 point.
Target for the defenderdrotect the stumps from being hit and intercept the ball as soon as possible.
Role of the rebuilders Rebuild the stumps as soon as they have been hit and count the points.

Once thedefenders have caught the 2 balls, all players have to go back to their initial position, then
the attackers play the threim again and the same game continues.

Once the defenders have caudlit balls (so 5 rounds), the-belilders announce the numbepoints

made by the attackers.

Then the roles of the teams are switched.

A If the attackers enter the ground before the thinwthey get one point removed.
Likewise, if the defenders leave their waiting place before the thmptine attackers get one
mae point.

A The attackers playing the threw have to start with a pass. They cannot directly throw
the ball on the stumps.

A The attackers cannot walk with the ball.

A The rebuilders cannot help either the attackers or the defenders. They are absolutely
neutal.

A If the ball goes outside out of the ground limits, the game continues.

Add symbolism

The game remains exactly the same but this time:
Playground = A human mouth

Stumps = Teeth

Attackers = Food pieces

Ball = Food germ

Defenders = Tooth paste

V V.V V V
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Waiting place = Tooth paste tube
Rebuilders = Dentists

Throwin = Eating time! Sapidara Neram!
Stump hit = Cavity

To increase participation if necessary, divide each team in 2 groups and make each group
play alternatively.

The defenders cannot take thall if stumps have been hit. Only the attackers can.

Play with more or fewer stumps.

Crazy time! Play only with one ball. If the defenders catch the balls, they become attackers. In
that case, the rbuilders need to count the points for both teamsh@prieed to divide the

work among themselves).

In the game, when were cavities occurring? Cavities were occurring when food was attacking the teeth with
ger ms. Do you r emenfhaeat htuhkea agte
pieces get stuck between your teeth, rot and become germs if the
not removed. These germs start digging into the teeth to
themselves and make holes: the cavities!

No, before eating, the teeth were not in danger becauseeth@s no

In the game, could the teeth suffer fromcavi f ood t o attack t hem! The s ame
before eating time (=throvin)? Why? How is iti yet, then no food germs are produced in your mouth that
real life? endanger your teeth.

After! Because before eating, your teeth are not in danger, bec
So should yobrush your teeth before or afte there are no food germisside your mouth.
eating?
Tooth paste and a tooth brush.
According to t he
Paat hukaathi duod, wh ai
your teeth from the food germs?

No, in real life, it is different: if you systematically brush shortly
In game, teeth were attacked very quickly, to eat i ng, you dond6ét have to wol
paste was coming late and many teeth wwt i me t o r ot and becomattagked ms
getting caviies before tooth paste could remo
the food. Is it the same in real life?

A dentist! Do you remember what we said about that in the ¢

oPar kal ai Paathukaathidud6? Go
According to the game, who can help you in ¢ your mouth!
of teeth problems?

The Indian culture wants people to brush before breakfast. But you just learnt that scientifically, it is
useless as you havendt eaten yet. But no probl e
brushing before AND after breakfast.
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“Rush to Brush”

: : Number of . Type of o
Pedagogical target of the game: Age group: Duration:

Get organized

Insist on the key moments to brush the teeth
Hit the ball as far as possible to enable the team - -
mates to reach the next line

1 big open playground IEI‘ ___________ 4 s‘ &
2 teams of 510 players
‘ 15 cones
[ 10 flat cones
€ @G 2 sets of team jerseys (2] - 8 ) »
(3] 2 balls (rubber, soft or tennis) > 0
w2 cricket bats (wood or plastic)
1 A a < @
l oYY )

How to play

The game starts with the bowler (yellow player withbtalke in the drawing) throwing the ball to the
batting player (blue player with the bat).

> Target for the batting player: hit the ball with the bat as far as possible. If some players have
difficulties hitting the ball with the bat, they can also catch #tleand throw it as far as
possible.
> Target for the runners (other blue players in the drawing): Reach the next line before the pile
of cones where the batting player stands has been knocked down.
> Target for the fielding players (yellow playeits the draving): catch the ball and knock the
pile of cones down with the ball before the runners reached the next line to eliminate them.
The pl ayer s whudlinabefdretbetpile ofe@esiof the ine hag been knocked down
are eliminated for thisound. Then, the same takes place for the runners to reach line and then
back the %tone.

Once this is finished, all players who have not been eliminated make one point for their team. Then, the
roles of the teams are switched. When the rolesaitched again, a new player comes to bat.

A As soon as the batting player touched the ball, even badly, the game is on and the
fielding players have the right to knock down the pile of cones.

A When the bowler is throwing, if the ball hits the pile ofsatirectly, the round is over,
everyone is eliminated.
I f the batting player misses the ball but i
chance.
Once the batting player has hit the cone, he/she cannot prevent the fielding players from hitting
the cones anymore.
Unlike the cricket rules, nobody is eliminated if a fielding player catches the ball before it
bounces.

A

B

Add symbolism

> QOrganize the same game but this time, the fielding team becomes the Sweets and the ball the
food germ.

> The runners dsr them become Eaters and the pile of cones represents their teeth.

> The Hline is renamed Breakfast,the#@ ne L unc hd@one®innér. t he 3

Content created In parmership

O L e PLAYDAGOGIE®
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As for the bat, it becomes the Tooth Brush.
When the food germ hits the tooth, a tooth decay occurs!

Thewini ng team is the

one which scores the most

The fielding players have to knock down more cones.
2 batting players are put on each side so two bowlers are chosen.

In the game, what happened whére food Tooth decay occurred because the teeth were not bru

germ hit the tooth? Why?

According to the game, when should you b

your teeth?

In the game, which was the run the n
difficult to succeed? What does is mean in |

life?

Why was the fieldi
and not simply food?

And if | eat after brushing?

n

Do you remember the game¢
and o0Sapidara Ner amé?

Teeth should be brushed after each meal: breakfast, |
and dinner. It is important tbrush after rather thai
bef ore. Do you remember

It was the run after dinner. It was difficult because in
life, it is the most important brushing of the day. Ind
after dinner, we go to
food pieces are going to rot all night long, lots of gel
will appear and they will have the whole night to atte
our teeth!

Al kinds of food wild/ g
your teeth but sweets are especially dangerous bec
the sugar thegontain becomes germs very quickly.

Then the brushing is useless because | will have
pieces stuck in my mouth again that will become g
once again.

So sweets are very dangerous for the teeth but do you know whiclsfgodd for your teeth?
- Water is good too because it enables to clean a part of the food pieces.

- Food with minerals and calcium like milk products are good too because they make the teeth

stronger to resist against food germs.
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Happy without Cavity

Pedagogical target of the game: Ncl:]?;':ree!;?f Age group: Type of game:

Insist on the key moments to brush the teeth
Hit the ball as far as possible to enable the team 5-8 6-14 30 min
mates to reach the next line

Get organised

Material

13 puzzle pieces

10 sugar pieces

5 germs

5 germs digging into the teeth level 1

5 germs digging level 2
Germs digging level 3

5 tooth brushes

How to play

Target of the gameReconstitute the 2 puzzles

> Ask the children to sitdgircle.
> Explain that there are two different puzzles
help unless nothing has been achieved after 5 minutes and the children start losing hope.

Once the children have finished, it should look like that:
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f

I dondt brush my teeth©eé

(ke & - §

x‘}{i/io o;

Tu

f

teet hé

I brush my

If the children make a mistake in reconstituting the puzzles, ask them questions to make them realize
their mistake.

Ex: The children have reconstituted them in a way that not brushing tdedeeth n 6t cause t oo
Question: What happens if the food pieces stay inside your teeth?
Message
Ask the children what they see on the 2 puzzles.
The children have to mention the following main messages:
> After eating, the teeth keep food piecescstk . I f these food pieces d

start rotting, become germs, and the germs start attacking the teeth, little by little, until getting
to the nerves, where it becomes very painful.

To prevent this problem from happening, the food pieced teede removed soon after
eating using a tooth brush and tooth paste.
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Brush the right part!

Pedagogical target of the game: N:;;T;reern()f Type of game:
J'J‘,

Make the children remember which parts of the
teeth to brush and how.

Get organised

Material

16 cards

How to play

Target of the gameFind as many pairs of cards as possible

Ask the children to sit in circle.
Split all the cards face up in the middle of the circle.
Explain the children that all cards igiogroups of 3. Ask them to reconstitute these groups.

I f they dondt wunderstand, explain that each ¢
2 other cards representing brushing movements. This will make 3 groups. Then, 2 other groups
ofcardsemain to be madeé

V V. V V

The groups of cards are as following:
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Message

Ask the children to tell what they understand from these groups of cards.
The children have to mention the following main messages:

> The top, the front and the back of all teeth have to be brushed for every brushing.

> The front of the teeth should be brushed with a circular brushing movement, whereas the top
and the back should be brushed with a front and back movement.

> If the teeth arebrushed hard and fast, then food pieces will remain. So to remove the food
pieces, they should rather be brushed softly and slowly.

> Moreover, brushing hard damages the gums while Brushing softly keeps them healthy.

> Teeth should be brushed after eatiragher than before, because they are no food pieces
stuck between teeth before eating.
The children shoudamdaralecmemiaedro utth e hada mé adt message

Ask the children to remember these groups of cards. Then turn all the cards facebdtdvem mp
and place thentike this

Each child one aftenotherturnsback 3 cards face up. If the 3 cards match, the child keeps them. If
not, he/she puts them back face down at the same place and it is the turn of the next child. Every time

a childfinds 3 cards that match, he/she has to explain why. If he/she cannot give the right explanation,
then the cards are put back face down with the other cards.
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HSLD Personal Hygiene in India

Pedagogical target of the game:

Puzzles
Understand how tooth decay occurs and how to Drama

prevent it Drawings
Door to door

Method 1: Puzzles
Organize yourselves

@ Children who have participated in the topic cycle

(They will be called 6Awareness M
At least 2.
4 to 8 is ideal.

D Children (They will be called O0Rec
20 (max)

2 Deepening games X 2 copies

1 Large classroom

Time needed for preparation: ¥2 to 1 hour

Check with the awareness messengers if the messages from the puzzles are clear, if they are not, do a
revision by playing the puzzles again. [20 mins approx]

> The revision should be done quickly but thoroughly and educators must evaluate:
7 If the awareness @ssengers are weak on any particular message
7 If there are some who are not confident, help build their confidence
2 If they can reformulate the messages and are comfortable retelling them.
> DISCUSSION: The awareness messengers should be reminded thadt teeyl itine puzzles
like educators; this means that they must not give the answers or do the puzzle for the
receivers. They must instead give clues and hints and ask questions like the educators did.
> Emphasize on the responsibility the awareness messéager this should make them eager
to take it on.

> Distribute the 2 puzzles to 2 pairs of awareness messengers.

No, I don't know,
but I had one and it
used to pain a lot!

Do you see these black
marks on the teeth?
They are cavities; do you
know how they come?

Seeds of Change Programme | 144



When the receivers come, make batches -8f &d send them to a pair of awareness
messengers.ttiere are fewer receivers then make smaller groups accordingly.

Educatos are onlyfacilitators They must move around from puzzle to puzzle just to check how
things are going or help a particular group if they ask for it.

INSERT PICTURE

After all the Receivers have played the puzzles, one or two confident awareness messengers
should lead a discussion with all the receivers to see thahdkeyunderstood and listen to
their proposals for changing their behavior.
If there are no confident awareness messengers then the educators will lead this discussion.
Some important questions that need to be asked:

How do you feel about all the messagesiyhave learnt today?

What do you think we should do to help improve the situation of hygiene in our lives?

Do you visit the dentist? How often?

Do you understand the importance of brushing now?

Are the different movements that need to be followed clear?

(They will be called O6Awarenes

@ Children who have participated in the topic cycle
At least 12. 16 to 20 is ideal.

“"y Community leaders and members
h Upto 200

' ‘ Stage material: Tent, Sourgjuipment, Curtains, Props, chairs, n
lights.

1 Large open space and a room for rehearsals

DI SCUSSI ON: Il nspire the awareness messenger
happen if they are not excited to do this.
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The awareness messengers must work out a storyline for the drama and the dialogue.

If they have difficulty with coming ujithva story then educators can help write a simple story.

Example A family is eating dinner and they was!I
teeth. Next scene, a row of actors dressed in white or covered in a costume, acting like teeth

are sitthg on stage. From behind the row of teeth some children dressed as germs crawl! out

and attack the teeth who look sad and helpless. Next morning the child complains of toothache

and his parents take him to the dentist and the dentist then tells the pavedsgood to

bring the child early to him. He then explains to the parents and child why it is important to
brush after dinner as well as how to brush correctly. Next day after dinner, the child brushes his
teeth and the children dressed as teeth conok loa stage and they are smiling and happy.

It is important that the awareness messengers come up with the dialogue so that they speak
more freely and confidently but if the educators feel the messages are not clear they should
help improve the formulatie.

The point of this drama is not just entertainment but spreading of awareness therefore it is
important to find ways afepeating the messageis different parts of the play.

Example The germs attack the teeth and explain how they got into his ribethteeth

compl ain that if the boy had brushed this wolt
Then the next day the dentist goes into detail explaining the importance of brushing and how
to brush.

It can help to have a funny rhyme or song about this topic that willwétiaythe

v audience after the play.

Have you not been
brushing your teeth?
Let me see the damage
the germs have dane

On the day of the event there is a lot of work to be done:

The equipment and props need to be set up. One or two educators should take responsibility of
setting up the place ancbordinating with any outside help that is brought for sound, light, tent.

If there are teenage children who want to help in this work they should be welcomed and given
responsibility.

The other educators should help the awareness messengers preparesthaies and revise

their scenes.

While the community should be informed well in advance (at least a week before) it is helpful
to send, two to four messengers, an hour before the play, to invite the community to the event.
10 minutes before two other ssengers should wait near the tent to welcome the community
members.

Once the play starts, one educator will stay behind the scene to coordinate scene changes and
control the group.

Another educator should be next to the stage so that they can go onifstiagaeed arises.

Ex Adjust the mikes or props.

The play should not go on beyond 45 minutes. Audiences tend to get bored and stop paying
attention.
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INSERT PICTURE

As soon as the drama is over, the awareness messengers should come on stage and ask the
audience what they thght of the play. This can be the responsibility of one or two confident
messengers. If that is not possible, then one educator can take this responsibility.
Here are some sample questions that need to be asked:
What did you think of the play?
What do youthink we should do about our dental hygiene?
Do you have any ideas what we should avoid eating too much of?
What do you think about our solutior8@ltionshat were not discussed in the drama can
be shared. Tobacco should not be eaten because it catheegproblems like cancer etc.)
Now that you know the dangers will you participate in taking care of your teeth?
How do you plan to commit to changlirgdhaviou?

The discussion should lmmnatusive. Regular dental chegs or a dental camp can be
organized in collaboration with a local hospitRefér to Concrete Action Jloc

If the budget allows snacks, then one educator with the help of children or volunteers from the
audience must take charge of distribution and set up a waste collecting. ¥9sthave a
distribution of brushes and paste for each family.

After the discussion with the community is over and the snacks have been distributed everyone
should help pack up.

Children who have participated in the topic cycle
@ (They wi |l be called O6Awarenes
9-18

Mh Classroom to Classroom in School, new children and teachers
referred to as OReceiver sbo

h4 Material: 5 Large sheets of paper + lots @ugh paper
i. Colourpens, pastel, or painting material.

1 classroom or indoor space to draw
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Time needed for preparation: 4-5 hours (Over 3-4 days)

Check with the awareness messengers if the messages from the puzzles are clear, if they are not, do a
revision by playing the puzzles again. [20 mins approx]

> DISCUSSION: Decide on one problem that the drawings will explain in detail and also provide
a concete solution.
Ex The importance of brushing is taken up. Explain how germs are created and how they
damage the teeth.

> Make groups of 4 and rough paper and the coloring material is distributed. Ask each group
to create their own representation of thessege. Let them do drafts until they are satisfied.

> If the educators feel a drawing is not clear, then they should make the messengers realize this
through a discussion and use the puzzles to suggest ideas.

> Once they are ready to draw on the final shestk them do go slowly and make outlines with
pencil first.

> Once the drawings are ready, educators must get them laminated. Discuss with each group how
they will present the drawings to their fellow school mates and teachers.

> It is better to have aliscussion like the educators did with the messengers after the Playda
games. This way the messages of the drawings are better understood by the receivers.

> The messengers should practice what they will say and try to finisti@ mibButes.

> The educatar must check with the school administration which classes they can go to and speak
to the concerned teachers. Ask for at least 15 minutes.

> Theeducatoris only afacilitator and must help only when the awareness messengers ask for
help to draw a particulabbject or explain a message.

7 Canyou see that $he
lewSime Qelling
roes dasege 10 s
pctre? Do yowu see

- why this hagpens?

Note Tha pestermset o |
e It tan b much wnidlet

D e ol be diiferent

Time needed for the event: 3 hours approx
+ Planting seeds for a Concrete Action : Time needed: 2 ¥2 hours approx

Each team of messengers will take their drawing and go to a classroom where the receivers are
waiting.
> 4 messengers will hold the poster and one will lead the discussion with the receivers. The next
time the roles can be changed and another messenger can lead. Vary as necessary.
> First the dangers and problem will be presented followed by theqs®g solution.
> The SOLUTIOMBrush your teeth daily after dinner.
> After the solution is presented choose one o
check with their classmates weekly if they have brushed their teeth or not.
> Once this is donenove to the next classroom and repeat by changing roles amongst the
messengers.
> After all the classes have been made aware or as many as possible, hang all the drawings in
spaces where people can see them regularly like the Assembly Hall or near thepRxihcd s
office.
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INSERT PICTURE

Method 4: Door to Door

Organize Yourselves

Children who have participated in the topic cycle
@ (They will be called O6Awarenes
8-18

. 4 ®
m The Receivers are the members of the communithage.

Material: Model teeth and brushes

Time needed for preparation: 4-5 hours (Over 2-3 days)
> DISCUSSION: Show the models to the messengers and lead a discussion about the right way of
brushing.
> Make sure that they can catch all tiferent movements and angles explain the differences
clearly.

Here is the list of things they must point out and explain:

<N
+ / : Front of the teeth
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GLosv

Top of the teeth

Back of the teeth

Brushing hard is not help
and brushing BEFORE eating is not effectiv

alallal

eating is what keeps the teeth clean.

Brushing softly and afte

Once they are ready, make groups and practice. For this, educators will pretend to be a
family and the group fomessengers will lead a discussion.

The educators have to behave like the families and ask questions like they would.

Do you know the right
movements to brush our
teeth? It is only when we
brush our teeth correctly
that we can avoid cavities.

A lot of problems
can be avoided if

we brush regularly
and correctly.
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Choose a day whemost of the community members are home and free.

(Sunday is usually a good day)
The messengers are split into batches-éfahd are assigned each a street or number of
streets of the families they must cover.

If the family members have time and interbentlet them observe the two drawings and tell

the messengers what differences they observe
explain the messages.

Each group of messengers will be accompanied by one educator who will not speak unless
absdutely necessary.

Each family should be told the messages that were discussed and encouraged to follow the
rightbehaviour

If there are public dustbins in the area then encourage them to use them correctly. If there
arendot dust bi n snize foreustbiassvikh the toecernet autharitieg. a

I f they have questions that are specific to t
educator should step in.

INSERT PICTURE
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.
Impact Assessment
Hygiene issue

Knowledge - Children

i 1) Link the 5 drawings with arrows to show the healthghaviour.

)

|
[T
=

TR
———
[I[]

(
\

Seeds of Change Programme | 152



i 2) Fill the blank cell with a drawing or a sentence.
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i 3) Soap is represented as foIIowin/W\’ and water as following: ‘

Complete the drawings.
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a

i 4) How many movements do you have to do to wash your haooisectly?

[ ]a [ ]2 [ ]a [ s

a,

i 5) Link an image from the first column with an image from the second one.
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i 6) Select the right number for each picture.

1 = Actions that give you germs
2 = Actions that may transmit germs
3 = Actions that remove germs

4 = Actions that neither remove germs nor give you some /

For the child
3 | 4 | For the mother

Blow one’s nose
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7)Circlethd OG A2y a &82dz aK2dA R | §2AR R2Ay3I TFT2NJ 82dzNJ 24y

il
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This is Mr Dental Germ:

[ 1111111
NI

9) Who are the worst enemies &fir Germ? Circle the answer(s) you want.

d

~—
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a

{ MAUO bdzYoSNJ GKS RNIgAy3Ia FNRY wm (2 1 (G2 &aK2g6 GKI |

a,

i ¢t2 | P2AR (KS&aS LINRPoOofSYaY 0STF2NB 6KAOK &a0SL)I aK2
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; 11) Number the drawings from 1 to 3 to show whitdehaviourwill help you to keep your teeth
safe from Mr Dental Germ (Tip: remember thegmious question!).

o
Seeds of Changs N




12) Number the drawings from 1 to 3 to show whitlehaviourwill help you to keep your teeth
safe from Mr Dental Germ.(Tip: remember the previous question!).

Seeds of Change Programme | 161



a,

i 13) After which meal is the most important?

|:| Breakfast l:l Snack

i Why? Circle the main reason.

Because the night is long and gives a lot of time for the germs to develop.

Because we eat more food for dinner than for breakfast.

Breakfast v Dinner

Because lying down is more favourable for germs propagation.
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a

i 14) Link the images from the first column with images from the second one.

FRONT

TOP

i

K How do you brush the front of the teeth? Back and forth

i How do you brush the back of the teeth? Back and forth
How do you brush the top of the teeth? Back and forth
15) The pictures below go in pairs. Fitite 2 pail 2 on them.
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>\

When people have broken their tooth brush,
they use a hammer instead.

If | brush my teeth hardly, some food pieces won’t go away and | | shouldn’t yawn where there is wind

will damage my gums. So | should better brush softly.

otherwise, | will get feathers into my
mouth.

16) Rank the following food items from the most damageable (red) to the most beneficial (green) for your

teeth.

(Water)
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{ Evaluation of the project — Hygiene issue {

Behaviour - Children

Total number of children during this session

Age group

Assessment approach n°1+15:
Procedure: The children are asked what they did last night before going to sleep to find out if they brushed
their teeth.

Number of children you asked.

Number of children saying they brushed their teeth before going to sleep.

Number of children saying they didn’t brush their teeth.

Assessment Approach 15: From the children saying they brushed their teeth ask them why they did so:

Number of children knowing exactly why.

Number of children knowing partially why.

Number of children not knowing why.

Assessment approach n°3+15:
Procedure: Ask the children what they did this morning before going to school, to find out if they brushed
their teeth or not.

Number of children you asked.

Number of children mentioning having brushed their teeth after breakfast.

Number of children mentioning having brushed their teeth before breakfast.

Number of children not mentioning having brushed their teeth.

Assessment Approach 15: Fraime children saying they brushed their teeth after breakfast ask them why
they did so:

Number of children knowing exactly why to brush after breakfast.

Number of children knowing partially why.

Number of children not knowing why.

Assessment approach n°5:
Procedure: The children are asked to show the method in which they brushed.

Number of children you asked.

Number of children showing all the right movements of brushing.

Number of children showing some of the right movements of brushing.

Number of children not able to show any of the right movements of brushing their
teeth.

Assessment approach n°7:
Procedure: Install a bucket of water (but no soap) near the playground. After the game session distribute cut
pieces of bananas. Keep the pieces on a plate.

Number of children you observed.

Number of children asking if you have washed your hands

Number of children not saying anything and taking the pieces of banana.

Assessment approach n°8+15:
Procedure: The children are observed if they are washing their hands before accepting the piece of banana
and if they are asking for soap.

Number of children observed.

Number of children asking for soap

Number of children washing their hands with water

Number of children eating the snack without washing their hands.
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Assessment Approach 15: From the children, who asked for soap, ask why they want to use soap:

Number of children knowing exactly why.

Number of children knowing partially why.

Number of children not knowing why.

Assessment approach n°11:

Procedure: Provide a cake of soap right after you have finished approach 7 and 8 to see if the children are
following the right movements. .

The reactions of the children are observed and evaluated.

Number of children observed.

Number of children following all 6 correct movements.

Number of children following few of the movements (minimum 3)

Number of children not following any specific movement (or fewer than 2)

Assessment approach n°12+15:
Procedure: The children are asked what they usually do after going to the toilet.
Write their answers.

Number of children you asked.

Number of children who said that they wash their hands and mention soap.

Number of children who said that they wash their hands but don’t mention soap.

Number of children who didn’t mention washing their hands.

Assessment Approach 15: From the children washing their hands with soap ask why they are doing so:

Number of children knowing exactly why.

Number of children knowing partially why.

Number of children not knowing why.

Assessment approach n°14+15:
Procedure: The children are told that the jerseys need not be washed anymore after the game sessions.
Observe their reaction.

Number of children who are told this information.

Number of children saying that this is not a good idea and that the shirts should be
washed.

Number of children not saying anything.

Assessment Approach 15: From the children saying that it is not a good idea, ask them why:

Number of children knowing exactly why.

Number of children knowing partially why.

Number of children not knowing why.
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Area: Date:

NB: All the people selected should be people who know at least one child who is participating in the activities.

Father’s Name Age and gender of the members evaluated
Family 1
Family 2
Family 3
Family 4
Total number of people

Assessment approach n°2+15+16: What did you do last night before going to sleep?
In their answer,

Number of people mentioning brushing their teeth.

Number of people not mentioning brushing their teeth.

Assessment Approach 15othe people saying they brushed their teeth ask them why they did so:

Number of people who know exactly why.

Number of people who know partially why.

Number of people who don’t know why.

Assessment Approach 16: From the people who know all or some of the right reasons ask them how you
know.

Number of people who know because the children told them.

Number of people who know but not because of the children

Assessment approach n°4+15+16: What did you do this morning before going out to work?
In their answer,

Number of people mentioning brushing before breakfast.

Number of people mentioning brushing after breakfast.

Number of people not mentioning brushing their teeth.

Assessment Approach 15: From the people saying they brushed their teeth after breakfast ask them why
they did so:

Number of people who know exactly why.

Number of people who know partially why.

Number of people who don’t know why.

Assessment Approach 16: From the people who know all or some of the right reasons ask them how you
know?:

Number of people who know because the children told them.

Number of people who know but not because of the children

Assessment approach n°6+15+16: How do you brush your teeth, softly or in a hard manner?

Number of people saying they brush their teeth softly.

Number of people saying they brush in a hard manner.

Assessment Approach 1%5othe people saying they brush in a soft manner, ask them why they do so:

Number of people who know exactly why.

Number of people who know partially why.

Number of people who don’t know why.
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Assessment Approach 16rom the people who know all or some of the right reasons ask them how you
know?

Number of people who know because the children told them.

Number of people who know but not because of the children

Assessment approach n°9+15+16: What do you usually do before having your meal?
In their answer:

Number of people mentioning washing their hands with soap.

Number of people mentioning washing their hands but not mentioning using soap.

Number of people not mentioning washing their hands.

Assessment Approach 15othe people saying they wash their hands with soap, ask them why they do so:

Number of people who know exactly why.

Number of people who know partially why.

Number of people who don’t know why.

Assessment Approach 16: From the people who know all or some of the right reasons ask them how you
know?

Number of people who know because the children told them.

Number of people who know but not because of the children

Assessment approach n°10+15+16: What do you usually do before cooking a meal?
In their answer:

Number of people mentioning washing their hands with soap.

Number of people mentioning washing their hands but don’t mention using soap.

Number of people not mentioning washing their hands.

Assessment Approach 15: From the people saying they wash their hands with soap, ask them why they do so:

Number of people who know exactly why.

Number of people who know partially why.

Number of people who don’t know why.

Assessment Approach6: From the people who know all or some of the right reasons ask them how you
know?:

Number of people who know because the children told them.

Number of people who know but not because of the children

Assessment approach n°13+15+16: What do you usually do after going to the toilet?
In their answer:

Number of people mentioning washing their hands with soap.

Number of people mentioning washing their hands but don’t mention using soap.

Number of people not mentioning washing their hands.

Assessment Approach 15: From the people saying they wash their hands with soap, ask them why they do so:

Number of people who know exactly why.

Number of people who know partially why.

Number of people who don’t know why.

Assessment Approach 16: From the people who know all or some of the right reasons ask them how you
know?

Number of people who know because the children told them.

Number of people who know but not because of the children
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SOCIAL COHESION

Gender discrimination

What is the problem?

However mentalities have changed a latlsgand boys arestill frequently considered differently in Indian
society:
> Regarding the opportunity to studyin some families, priority is still given to boys to go to school and
to study.
> Regarding their competence&ots ofpeople consider that there are occupations which can be done
exclusively bynen (ex: carpenter, taxi driver, cricket playgr
> Regardingfreedom of expression: Its sometimes difficult for the girls to express their opinion and to
speak freely, especially in public, and sometimes at home too.
> Regarding free time, hobbiesAbove 15, many girls cannot play outside with their friends amymo
and have more obligations to stay at home.
But this situation shouldndt be overstated and me
to go to school and to study, many of them continue working after the marriage and even lged imvo
politics!

What do we want?

We want the children to understand that there @oantellectual differences between girls and boyAs there
are no intellectual differences, there shouldnodot &

Concretely, imeans that:
> Girls and boys should be given tba@me opportunity to studyand have the same chance to get a job
is they are equally qualified. Girls shouldnot
> Girls and boysshould béboth free b expresstheir opinioa
> Girls and boys should be given tbeme free timeand the same opportunity to have hobbies.

When boys and girls are asked: OWho is more intel
girls say that they are me intelligent and that boys say that they are more intelligent. None of these points of
view are right! It is important for them to understand that neither the boys nor the girls are more intelligent.

It will take time for the mentalities to change ghoto reach theetargets. Our responsibility is
simply to make the children start thinking about this issue and start speaking to their parents who
are the ones who take the decisions regarding these matters.

w Girls and boys are of course different, naeltectually, but physically. But it is not a reason to
consider them differently.

“Same chances for girls and boys” 170
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“Same Chances for Girls and Boys”

Numbermc _ Type of m

Get organized
)

A
10 - 30 children @

1 middlesize playground @

Material needed

‘ 12 big cones ‘ @
v 10 flat cones

@€ 2 sets of team jerseys &

How to play
> Thisisthe | assi cal Nondi / Langadi game. Letds call t|
> Oneplayer A has to go on one leg to the opposite camp to touch the players B. The players B can move
on two legs.

> The player A has 30 seconds to touch as many players B as possible. He/she gets one point for each
player touched.

> Once the 30 seconds are ovene player B tries the same with the team A.

> All players of both teams mysay this role once.

Target Collectmore points than the opponent team after everybody has played the catcher once.

7Zin A When a player A is attacking, players B have to stay inliéé part of the playground. If they
cross the limit, they are considered touched, and the player A gets one more point.
? A If the attacking player puts the second leg on the floor, he/she looses the points collected during
this round.
A The attacking playeshould just touch the opponents, not catch them. If he/she becomes too
aggressive, he/she also looses the points.
A The attacking player can touch a single player as many times as he/shebutants twice in a
row.

L—'t“_?/ Give a bracelet to each child. Once &ild has finished his/her run, he/she should give back the

W bracelet to you. That way, you know who finished his/her run andid/hoo t é

Add symbolism

Letds play the same game but change the names of
> Team A becomes 0Sac hfamousThdiandricketlplayer). Teamé ( mo s
> Team B becomes o0Kalpana Chawla Teamo6 (first | n
> Iststep:Kal pana Chawla teamds pVithaw any forther éxpldnationpstaegts s
the game.
> 2nd step:Kalpana Chawlaa e amés pl ayground regains its init.i

members can attack on two legs.
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Each player of both teams is given a number from 1 to the number of players in the team.

When the educator callene number, the 2 players from each team having this number go touch the

players of the opposite team.

Many numbers can be called at the same time!

Instead of playing the two previous steps, you can also play with the follolgagne at a time):

Kal pana Chawl ads
Kal pana Chawl ads
Kal pana

team members
team member s
Ch awl altage totfatlcavrall the @reMooesrrudes at the same time: its playground

t ouch
t ouch

t o
onl vy

have
can

is smaller, they have to touch the backs with two hands and the other team can attack on two legs.

Debate
QUESTIONS

Sachin Tendulkar team, how was the game v
the new rids? How did you feel?
What about you, Kalpana Chawla team?

How can you describe these rules?
What did each team symbolize in real life?
So what do the rules represent in real life?

So does the game correspond to the reality,
how the societgctually is?

Back to the game, who decided who should ¢
the more difficult rules?
And in real life? Who decides?

But what is the reason for that?
And what is your opinion about that? Are bo

more intelligent than girls?

How should girls be codsied in comparison
with boys?

Extended debate topic

People irsociety have lots of prejudices about men and women. They think that boys should be like this and girl

ANSWERS

Everything was easier. It was fun. We felt stronger than
other team.

It was awful, we were angry, frustrated because we knew t
we could have done much better with the normal rlifesy

were unequal, unfair.

Kalpana awla team = the girls! Sachin Tendulkar team
the boys!

The orulesd in
boys have in real life.

t he game r e

Yes! The game was unfair between the 2 teams and
society is also unfair between boys and girls. Indesahlly,
boys get better opportunities than girls. For example, tt
have better opportunities to go to school.

The educator decided.

In real life, the society decided long time ago that boys shc
have better chances than girls to study.

The societyvas considering and is still considering boys
being more intelligent than girls.
No! They have di f
about their intellectual capacity.

physical

They should be considered equally!

like that. They make a kind of definition of what a boy is and what a girl is.

But there is no

your own personality.

oreal
interests are, not what the society expects from you. By finding out your tastes and interests, you create yourse

boy d and rstandefiestl whay your ltaétes antd o
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SOCIAL COHESION

Collaboration

What is the problem?

Many childrerwithdrawb ecause t hey dondt teighb®urstheirrown friends, becamse| ma
they are afraid to get problems.

Sometimes, they even start to behave aggressively because they want to be respected from the others. To asse
their status, they t&n pick on children younger than them. An aggrebsiiaviourcan result in hitting or
speaking roughly. Children can hit each other for
bad about it. A blow, even a small one, is already aggressivéoehaviour It is the same thing about insults:

even if the child says it for fun, the other one can be really offended.

In particular,

> t hey d omshare theiapersonal items because they are afraitittiey might get broken or lost
> they dondt wawhenneededhel p ot her s

What do we want?

We want the chil dr enrespect huen deetrhsd rasn,d tthheayt : miog ft yroeus p

Moreover, respecting each other bsra good atmosphere in the group, so maybe, you @an become
friends. Otherwise, you will stay alone.

If you have friends, you cahmare your problemswith them, and they cdrelp you resolving them.
For example:

> If you help someone in need, he/she will remember that and will help youvilaekyou will need
help.

> If yousharesome item with somebody, he/she will remember that as well and will lend you something
back someday, instead of stealing it.

These 2 examples show you that you are stronger together than alone!

“Let’'s share” 173
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“Let’s Share”
Number of .

ﬂ
Get organized A\

[ B f

/8

1 big playground (100x50ft) ' )‘

Few teams of minimum 3 players ' \ / u
! /

Material needed
|../ i l\|' / ‘ I."'.‘
l' \
| & @"I ’

@Q Team jerseys

u 2 big buckets
Many small containers (for examg

N '|| | |

/ /

[} y

plastic bottles cut aop)
Sand (enough to fill 2 buckets)
\ Y { \ '

-
‘ 10 big cones

How to play
At the starting signal, 3 players of each team go at the same time and try to carry as much sand as they can to

their bucket.
Target for both teamsbring more sand to their buckban the opposite team in the limited time.

All players have to bypass the cones.

s A
A
A When one player comes back, the next one starts.
game

All players have to move on one leg (after dropping the sand, they can come back one two legs).

di fferenti at

but | et 0s

same

Add symbolism
Lettheplagr s pl ay ¢t he
> Super power n°1: no need to bypass the cones

> Super power n°2: no need to go on one leg

> Super power n°3: they get a small container.
Equally attribute the supgowers between each team and in one team (same number of players should get

Start the game, play it few minutes. Then stop it and explain that now, super powers can be shared. The only
sand bet

super power n°1 as n°2 as n°3).
condition to share is to go togetheut B players maximum at a time is still the rule.
After few minutes, the amount of sand gathered by each team is estimated. Several rounds can be played. In
dondt forget to bring back the

that <case,
If going on one legs a safety issue, put another rule, like walking instead of running.

Change the slalom.
PLAYDAGOGIE @

Content created In partership
and with the method of
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Debate

QUESTIONS

How did you think about sharing th
super powers?

Was it complicated to share the supe
powers?

What do you think these super powe
symbolize in real life?

So tell me, what do you think thi
game is trying to tell you?

If you help someone one day, do yo
think this person will help you i
return?

In the game, how did you feel tc
share your super power with you
team mates?

Some peple get help by threatening
others that if tl
face problems. Is that the same kir
of help you have experienced in the
game?

Extended debate topic

ANSWERS

It made the game much easier. You could indeed put all the sa
the small container then go straightwa legs!

No, but you had to organize yourselves a little bit in order to he
the 3 different super powers in the same group.

They symbolize skills. Indeed, in real life, everyone has diffe
skills.

We should all try to cooperate, to help each othghare our skills,
because we are stronger together than alone. One day, your frit
might need help, and the day after, it might be you!

It depends on the person of course but many people will remer
that you helped them so they will also come ta fielp.

It made you feel useful. You might experience the same feelir
real lifel Putting your skill at the service of someone is ofte
pleasant feeling.

No, when help happens because of fear, then it is not sin
anymore and it might not lalsing. Better you forget about this kini
of Oohel p6. Dondt | et people u
to others either.

What do you become when you cooperate with someone and start helping each other?

Y You become friends.

If you have friends, you can share your problems with them, and they can help you resolving them.

You are stronger together than alone!
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SOCIAL COHESION

Caste equality

What is the problem?

In someplaces, different castes cohabit
The differentastes live in different parts of the villadeis difficult to define the relationshkipetween several
caste and rules that people follow.
However, it seems that people have the right to go from their part of the village to another part, but they will
go most of the time if they have a specificsea
> If they need to go to school and the school is located in another part of the village.
> If they have some work to do in another part of the village.
> |If there is a special event organized in another pathefvillage, for example a spogvent.

Moreover, there are some stereotypes about the other parts of the village, which creates hidden discrimination
These stereotypes have for consequence that Bigmer castec hi | dr en don o tloweveaste t o
children.

What do we want?

We would like to explain that if castes are considered differently and stereotypes about the different castes
exist, it is because tistorical reasons hat dondét have any |l ogical justiHf

Nowadays, people dtibelieve in these stereotypes and we would like them to disappear, by explaining that
inhabitants of the different castes arelaliman beingsand that human beings should be treagedally.

Finally, people should understand that if pedie and work togetherinstead of separated, it will bring more
happiness to the whole village, it will make the tensions disappear and it will help the village to develop more
efficiently.

The Playdagogy games about this topic will be even more efficient ihiloeen of the different caste are
brought to play together.

“Can we all throw the balls?” 176
“No catching, no shooting!” 178
“Slow down for no reason!” 180
“Unequal volleyball” 182
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“Can We All Throw the Balls?”

Number of _ Type of "

o -- i

Get organized

1 small rectangular ground (30x30 ft)
2 teams of 57 children

Material needed

= . .
@
Q @ 2 sets of team jerseys ® .\\./‘

| lvolleyball net, installed in a certain way ‘
L that no ball can go below it ‘

® 12 plastic balls

‘ 4 cones and chalk powder

QB B

(2]
@
Yo YUY

[

How to play

Target for both teamsiHave fewer balls than the opposite team at the end of the game. Inddezh the time

wi || be over, the balls wild@ fall asleep. And ball
annoys you, right? Solthkkes mMmewsr lyaluldd |y dhadlel! have,

> To get rid of the balls, all players have to throw the balls over thelmetrder to make the children
understand simply that the balls have to go over the net, tell them that the balls need to fly to travel.

i A At thebeginning of the game, the balls are disposed equally on each ground. The players have to
‘ wait behind the back line like in the drawing. Only when the educator whistles, they can start running to
% take and make the balls fly.

A A player can make only one bdly at a time.

A The ball has to arrive inside the ground limits, otherwise it will return to its starting point.

Add symbolism

It is the same game, but this time, each team is a village.

> Three players from one team cannot make the balls fly anymorbéeButan still gand get the balls.
> The three players concerned play wiils ruleduring few minutes.

> Then, they can play normally again, and three other playerthggetuleduring few minutes too.

>

When all players of the team have gtiis ruleonce,the same process is followed for the opposite
team.

Add more balls.

Every time the educator whistles, the players have to stop moving. If one player continues moving, the
educator brings one ball to his/her camp. This variation is good to timalehildren understand the use

of the whistle.
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Debate

QUESTIONS

In the game, each team wa
considered as a village. What are the
main targets of a village?

In the game, some players got i
di fferent rul e: ‘
balls fly anymore. What did you think
of this rule?

What was your feeling when yot
were having this rule?

Does the same situation happen in re
life?

Should it still be like this or should w
change?

So tell me, what is the best thing fc
your village to be happy and to
develop?

ANSWERS

All members of the village want to live in peace, to be happy, to |
each otherAnd they want their village to develop, to grow.

|t was unfair, because the ot
was noreason for it!

I still wanted to help my tea
frustrated.

Yes, in some places, me rnghts tpaa

others. For example, they cannot go to the temple.

It should be change, because exactly like in the g#msejs unfair
and has no reason!

Everybody should have the same rights, everybody should
treated equally.

Extended debate topic

Someti mes, when you are used to things being uneqtl
becameo nor mal 6 f or you. For example, fishermen are
However, it i s not because it is onormal 6 that it

everywhere in the world. Therenis reason to have more respect for some people than for others.
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“No catching, no shooting!”

Number of )

-9%0,0
10-14 10-14 I

2 teams of 57 children @@@ Q ﬁﬁ_”

Get organized

1 mediurrsize rectangular ground (100x60 ft)

Material needed

5 ‘ ‘ 3 cones of eacholour

2 sets of team jerseys

M M
D CT
000

o Y5
3 3 small buckets QQQ‘

~ 15 tennis balls divided equall

between the 3 teams @_ )
< 3 big buckets @@@ ﬂ

-— 100 bracelets(or any small iter
divided equally between the 3 team

|
D.V '

00
0

DV

How to play

> The players placed behind the first cone are the scorers.
> The ones placed next to the small bucket are the throwers.

Target for each teamBe the firsteam to put all the bracelets in iy bucket.

> To be able to put one bracelet into the bucket of his/her team, each scorer has to score a basket (the
basket is the big bucket) with the tennis ball.

> To achieve that, the scorer starts from behind thec@ire, runs towards his/her thrower, who throws
him a ball. If he/she catches the ball, he/she runs up to the next 2 cones and shoots the ball from there.

> If he/she scores, he takes one bracelet and puts it into the same big bucket.

> Regardless of the reswof the throwing, he/she brings the ball back to the small bucket, runs back to the
starting point and does the same path again and again.

7Zin A I'f the scorer doesndt catch the ball from hi
‘ cannot comie to run towards the big bucket so has to put the ball directly back to the small bucket and
? return to the starting point.
A The scorer has to shoot from behind the line marked out by the 2 cones.
A 1lf the player doesndt thecbacket reimaveandoneimorke brgrelehssa a b r
sanction. Be attentive!

A The scorers start one by one. As soon as the thrower has thrown one ball, the second scorer can start.

Add symbolism

This is the same game, but€achi
any thrower anymore.

To choose this team, ask one player of each team to place
themselves around you. Then close the eyes, stretch one arm
and turn on yourself for a while. When you open theseye

again, the team you are pointing with the finger will be thegs €
one which will have no thrower anymdier. the explanation,

|l et s suppose wadsdgectedt he green team
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> Tell this team that they can go either in the blue line or in the yellow oneybcathehange during the

game if they wish to.

> Change the blue and the yellow throwers from the first game.
> Explain the children that all the players are inhabitants of a village and that each team now is a caste.

> Each team continues to shoot their balthe same bucket. It means that the green players have to

make their move towards the centre after receiving the ball to shoot.
> Before starting the game, explain the 2 throwers that they have the right to favour their own caste by

how they throw the balls

Move the shooting line to make the shooting easier or harder.

Askthe scorers to shoot backwards

Debate

QUESTIONS

Green players tell me, how did you feel during tr
game?

Do you think it was fair to put such a rule?

You, blue and yellowlayers, what do you think?

Why did | tell you that you were all inhabitants c
a village and that your team was a caste of th
village?

Do you have examples of unfair situations tf

people you know have lived? Or you maybe? C
you tell me the eties?

In the game, it was a coincidence that | chose
team to get the difficult rules. Who chooses thai
real life?

Would you like to change that?

Extended debate topic

ANSWERS

We felt angry at the yellow and blue thrower:
because they were not throwing the balls the sa
way for us as for their own team members. So
lost the game.
No, it was unfair, w e
Children can answer many different things: they
say:For us, it was great; we had more chances
win. OR they could sayVe found the ule very
unfair too. The game was better when every tee
was equal.

Because it is what can happen in a village tr
some people are treated differently because the
are belonging to a different caste.

Listen to the answers and ask the other childrel
react.

For example: go to the temple of the higher caste
forbidden for the lower caste.

In real life, it is the society that fixes these unfi
rules. Most of the time, these rules have be
decided long ago but people still act the same we
becausethey have been educated to follow thes
rules!

Listen to the answers and ask the other childrei
react.

People can be discriminated for other reasons than because of their caste: for example for their job (some jobs

arebetter consider ed

t han

ot hers) , their skin

you have examples? Do you know other reasons to discriminate people?
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“Slow Down for No reason!”

Number of )

- L

Get organized
1 middlebig rectangular groun@60x30 ft) @WD@}D 5 &

2 teams of 57 children

Material needed

0+8  2+2 cones O DD
) ) (
@+€ 2 sets of team jerseys NN NXe) 5 6

& 2 volleyballs

How to play

Target for both teamsReach the back side cone before the other team.

> The first player of the line gets the ball. At the star8ignal, he/she puts it behind his/her
head to give it to the teammate behind him/her.

> Then, he/she goes around the cone in front of him/her and goes to the back of the line.

> The second player does the same: give the ball behind him/her, go around tladayeto
the back of the line,tec é

> The first team where one player touches the back side cone with the foot has won.

7N A The players can onbjive the ball behind them, not pass them or throw them.

‘ A Before the starting signal, the first player of eéehm has to touch the cone with the foot.
A No walking with the ball is allowed. If a child is seen walking, the educator makes him/her
make one step forward.

Add symbolism

It is the same game, but this time, each teanvilkage. The last cone to reachcisa | Ithe ecbne®f

the well beingo.

Flip a coin to select one team. Then ask the children of this team to place themselves around you. Then
close the eyes, stretch one arm and turn on yourself for a while. When you open the eyes again, the
person you argoointing with the finger has to remove the team jersey. From now on, this player has to
move on one leg. Tell everybody that this player belongs to ancdise

All other players still have the same ruBg they cannot overtake the player without sh

After a while, a second player of the same team can get the same rule. He/she should be chosen the
same way.

Make the teams go slaloming (for the line which is going to the back side cone but also for the
players to go around the front o®n For this variation, 10 more cones of each color are
necessary.

Make players pass instead of give. But if the ball touches the ground, the player who missed
the ball has to take 3 steps forward.

Contentt created In partership
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Debate
QUESTIONS

You, player with no shirtyhat was your
feeling when you were having this rule?

Who had to suffer from this rule? Only th
player?

So, the rest of the team, how did you feel?

The other team, how did you feel?

Why did | give this player this rule? Wa:
that fair or unfair?

Why him/her and not another player? Thir
of how | chose him/her. Was that fair o
unfair?

And in real life? Do people get unfair rule
for no reason too? Do you have example
Can you tell me the stories?

What is the consequence for a commur
when sut things happen. Remember wh
happened in the game.

ANSWERS

| still wanted to help my team to win, but | fe
powerless, because | had other rules.

No, the whole team.

We felt frustrated too. This rule created tensions
the team.

For us, things were easye were reaching the cone
of the well being before the other team.

For no reason! Just to make things more difficult
him, and in consequence for the whole team. S
was unfair.

It was just a coincidence.

In real life too, some people are treatetifferently
and there is no reason why THEY are chosen anc
other people.

In the game, it created tensions and made the te
loose. In the real life, it is the same: differenc
create tensions and are a brake towards weding.

Extended debate topic

People can be discriminated for other reasons than for the castes: for example for their status in
society, their religion, their skimlouy t hei r physi cal appeanseasonscaw.e Al |
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“Unequal Volleyball”

Get organized

Number of . Type of "

-

iya)

4 i)

1 big playground divided into 2 rectangular ‘ 2
grounds (60x60ft) A F“\ O A O A
4 teams of 57 children &
Material needed A B O A A N

‘ 8 cones or chalk powder K

Q@Q€4 sets of team jerseys Net /] v Y Y v VvV v

_l 2 nets (height adaptable) &

' Y v Y O @ 'Y

® 4 volley balls A i d 4
How to play

This is the classical volleyball game. The 4 teams play a tournament. Eatdstahminutes.

Target for both teamsScore more points than the opponent team in the given time.

> To win a point, the team has to get the ball over the net in the opposite zone. If the ball touches
the ground in the opposite zone, the team wins a point.

%; the opposite zone.
A The ball cannot be caught, only
A But i f some

interesting and fair for everybody.

The players who kn
All parts of the body can based to touch
To serve, the player must be behind his/

2> > I > D

A team keeps serving as long as it wins
the service.

A In each team, the players change their p
A

Add symbolism

pl ayer s

A A player cannot touch the ball twice in succession.

hit.

ow how to hit the ball
the ball, except the legs and the feet.

her back line.

If a player cannot make a service, he/she can pass to a teammate.

the point. If it loses a point, toppdhent team gets

osition clockwise when they get back the service.

A point can be won whether the team is serving or not.

It is the same game, but this time, each team is a villagelayeespare the inhabitants of the villages
r depery éinseearpoirg is scoredl,dyeuvhave o p me n t

and each point scored
use this expression:
>

rule from the other players: if they score

> The three players concerned will play w

>
length of time.

other 2 teams.
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00One devel opment

a point, it is not counted.
ith this rule during some minutes.

Content created In parmership
and with the method of

A Each team has the right to make 2 passes maximum before throwing back the ball to

dondt théyaan be atlolvex tol e v e |
catch it and then throw it in the air and hit it. This rule is essential for the game to be

dono

point!o
Three players from one team (and same on the other playgroundetwilirge a different

Then, they can play normally again, and three other players get this rule during the same

When all players of the team have got this rule once, the same process is followed for the

PLAYDAGOGIE @



I f the girls

donot

touch the bal.l of t en

girl has to touch thieall before throwing it back to the other team.

If some players find it too difficult even to just catch the ball, allow one bounce before catching

it.

| f t he

pl ayer s

dondt move enough, ask

every time thy have touched the ball, and then go back on the field to continue playing.

To put fun in the game, make the players play with two balls (one bounce is then allowed for

each ball).

Debate
QUESTIONS

In the game, each team wa
considered as a&illage. What are
the main targets of a village?

In the game, some players got
di fferent rul e:
points anymore. What did this ruli
represent in real life?

What was your feeling when yot
were having this rule? Can yo
make the link with the village witl
you being one of the members?

In the game, was there amgason
given when the inequalities wer
attributed? How is it in the case
a village?

How was the team spirit once thes
inequalities were attributed?

How is your llage? Are there
inequalities too?

Extended debate topic

ASSESSMENT

All members of the village want to live in peace, to |
happy. They also want to develop economically, in ordel
improve their livingtandard, quality ofife and health.

It represents an inequality.

You still wanted the team
because of this rule. Now considering that you a membe
the village, you wanted to contribute to its development,
you were limited because of this inequality!

No. In the game, it was simply organized in a way that
players get an inequality at least once. In a village, thi
are attributed on the basis of religious, histly traditional
(é) reasons.

It created tensions. You still wanted to win, but it v
difficult because you were not all at the same le\
anymore like in the first game.

Depends on t he vill ageé
accordingly to the situation in their village.

In the game, it is not because you are all equal that you are going to win for sure.

In the realife, it is the same: it is not because we are all equal that the village will develop right away,
especially regarding the economical side. There are lots of other points that are relevant: education,
infrastructures, organization of the village (we altehdifferent skills, different interests, so who does
what?). This organization criterion can actually be compared to the game case: to win the game, the
team has to be organized and players have to know their skills and weaknesses and the ones from

theirteammates.

But equality is a pillar for development.
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SOCIAL COHESION

School drop out

What is the problem?

Some children stop going to school or never went to school.
The two main reasons are:

> The children are not willing to go to school.
> For this sgcific problem, there are various reasons to explain it:
because they have friends who already dropped out and who incite them to drop out and
to drink, smoke, hang out instead;
because they are afraid of their teacher because he/she might favor othereatfibr
gender reasons, cast reasons or.else
> The children are not given the opportunity to go to school:
because their parents force them to work or to beg (mrBondicherry area) instead of
going to school. This happens mainly also because thesparemtr e i | | i t er at e
understand the importance of school themselves.
because they failed at the exams and must quit. They might be various reasons for this
case too: school was too difficult, t he <ch
have the opportunity to study at home because the familial context was not conductive.

What do we want?

We would like the child to understand the importance of school: school prarnidesskills to
succeedn life. Many children are already aware of that but might not know all the benefits of school.
So we want to encourage the children to continue going to school or to go back in case they dropped
out.

But the move is not easy to make, especially whepateats are against school (only Pondicherry
area). In that case, we would like the child tcagd speak to someouncillor, a person of confidence
(an educator for example), who would help him/her to find a solution.

However, if the child was ejectetbiin school because he/she failed at the exams, then we want
him/her to understand that he/she can have other opportunities, like starting a training pnegram
(Sharana proposes a carpenter training prognasn

Mor eover, even if imtherself;, Wwea wouldikedhindto elp friehds ofpliers u t h
who dropped out. By helping, we mean advising him/her to go to speak to a person of confidence.

We certainly dondt want the children to bel.i
is Thisshul dndt become a moralizing debate. As de

circumstances that can bring a child to drop out.

This is extremely importaiit the child understands through the debate that he/she is a bad child,
he/she couldyet ashamd him, lose setfonfidence and nevenanageto go and speak to acouncillar
As a consequence, his/her situation could get even worse.

“School is so useful!” 185
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“School is so useful!”

Number of .

A

Get organized

B @ O @ AREAL D) @) B B

1 big playground (160*100ft)
10-30 children

[ [
A
| : :
Material needed i i
‘ i 4 cones of 1colour 8 of another and | AREA 2 i
chalk powder I i
2 soft bal!s (For the game with symbol ‘
@ about theissue) ‘ AREA 3
4 hoops (For the game with symbol ‘ ‘
O about the issue) o
No shirt is necessary. =I—Ii
How to play

At the beginning of the game, there is 1 catcher (the blue player on the drawing); all the other players
are runners (the yellow players on the drawing).

Target for the runnergieach the area 3 without being touched by the catcher.
Target for the catcheprevent the runners to reach the area 3 by touching them.

> When a runner is touched by a catcher, he/she becomes catcher him/herself.

> When nobody is running in the area 2 anymore, the remaining runners try to go back to the
areal. Andsoon:areai>area3-> area 1¢é Every round gets h
runners, as there are always more catchers!

"~y

7N A Catchers have to stay in one box marked out by 4 cones: If many catchers decide to stay
in the same box, they have to hold their hands. 3 playpersmum can stay in one box.
% A When a runner becomes catcher, he/she has to wait for the next round to choose his/her
box and to begin to touch the remaining runners.
A If the players who stay in the same box let geath other'tand, the players touched
after remain runners.
A Runners have to run through the area 2 to the area 3. If they go out of one of the side
boundaries, they become automatically catchers.
A Thecatcher(s)should jusiouch the runners, nai@atchthem. At the other side, the runners must
sop their run immediately when they have been touched.

The winning player(s) is/are the last one(s) being touched.
Add symbolism

Let ds change t h earemlabemmes thé homeh &ea @ thieeat nd area 3 the
school.

New elements are alsotroduced: B @ B B T @ @ @ O
> Theredplayers=tedter s, educators f o - @
> The foam ball = their helping hand o
Zone of shooting O STRET W O
Letds play the same game. oo

> The 2 initials catchers are the both who have been touched first
during the previous game.

Content created In partmership
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> The red players are the 2 last players being touched in the previous game. They can make
catchers become runners again by touching them with a foam ball (in the legs or arms, be
careful with the head) when they are in the shooting zone. They can mowe Zoo@ to

another one.

> When a catcher becomes runner again, hel/ she
touched again by the catchers.
Remark:This is possible that this step lasts for the same time than the first step (10minutes) if the red
players find it difficult to touch the catchers with the ball. If so, organize a second turn.

If the red players regulate the number of catchers, it can last for a long time.

Instead ofmoving on one box, the catchers can be asked to move din@ne
I nstead of moving normally, the educator can

mov e, frogds

moveé Let your imagination (but

Only the catchers have to make the original move. Runners can mag.norm

Only the initial catchezanmove to touch the runnedssdwé cat cher s shoul d s

have been touched and can only move one leg from the place they are staying to touch the
runners. The other leg stays anchored into the soil. For thieswayiau can remove the lines

Debate
QUESTIONS

Who symbolized the catchers in real life?
In the game, you had to join the group ¢
catchers if one of them touched you. Wh
does it symbolize in real life?

In real life, why is it tantalizing drop out?
What do you tink about school?

What will happen if you drop out from
school?

Why have red playerdeen chosen like thai
in the game?

These red players could make the catchs
become runners again. What does
represent in real life?

Extended debate topic

ASSESSMENT
The catchers symbolized the children who dropped out from school.

It symbolizes that the children who dropped out from school convince
to drop out too!

Because it could be funnier to be free than to sit on a school bench.
School teaches you many subjects and the knowledge you acquir
enable you to get the job you want. Thanks to your job, you will €
money. But school also makes you becomerpeted and helps you to
have a respectfubehaviourtowards the others.

You wonoét benefit from this edu
an adul t |, you wonot have the kr
have a successful life.

They were the ones who hadnot
step. It means that they realized the importance of school and their e
have paid off. Now they have grown old and want to help the curr
childen to follow the same path.

If you dropped out from school, it is not too late to rectify this mist
You just need to be advised by an adult (the payer!) you trust: an
educator or social worker from
go to him/her and explain your problems.

There are many reasons why children can drop out from school.

f

They can be afraid of the teachers, because tfayour some children for gender reasons, cast
reasonsé They can also be afraid to go to school

Sometime also, their family situation is difficult (ex: alcoholic father who beats the mother). So the

children donodt want to stay in this unpl easant
consequence from sch&@bmetimes also, the children drop outbse their parents force them to do

s o, because they want them to wor k (HHieHagpenes n t he
to you, donodt keep these problems to yourself. Go

solutions nootruin your life.
If it happens t@some of your friendsincite them to go talk to somebody as well.
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SPORT GAMES

When children need to play just for fun!

CASTLE ATTACK 188
CIRCLE BALL 189
JODIPURA 190
KABADDI 191
LONG BALL 193
1,2,3,4 194
DYNAMIC XO 195
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Castle attack

Number of )

-

An open space @ 2 softballs

Get organised

3 :c) 2 sets of team shirts e 1 stop watch
‘ & 12cones+5 Sig cones

How to play
I n the drawing t heo mpd waymedr rststien prleady earrse itnhegréeen t

All players split themselves around the circle made by the flat cones. The circle should be-about 15
18ft radius at least. Two players cometotemtret hey are the O6heroesd.

Target for conquerordHit the cones with the balls.
Tar get f orPrevemtdghe Balisdronohdtimgithe cones.

> Heroes can use any part of their body to prevent the ball from hitting the cones.

> Heroes can pick up fallen cones if they catch a ball before it bounces.

> The round ends when 4 or 5 cones are fallen. Two othgerpldecome the heroes and the
first two join the conquerors.

> The game ends when everyone has been a hero once. The pair that lasted the longest, wins.

7N A The heroes candt step in between the cones
‘ A If hero Acaught the ball before it bounces, hero B cannot pick up a fallen cone for
% him/her.

A Heroes candt throw or direct the ball t hat

after it has hit them or the cones. If they interfere then the educator @tékemre cone.

The conquerors aim from around the circle. They can get in the circle only to fetch the ball.

I f a conqueror hits the cone from inside the
be put back by the hero or the educator.

>

To ensure participation of all and avoid all conquerors to rush on the ball in the middle of
circle, give each conqueror a certain number of bracelets (10 for example). And keep a
bucket. Each time a conqueror has thrown the ball, he/she must gedbn&l lwacelet in the

bucket . Once a conqueror doesndt have any br
anymore.

Increase number of balls if it is too hard to hit the cones. Similarly number of cones can be
increased.

Allow the heroes to only useitlegs, and body with their hands behind their back.

I f the heroes catch a ball and cones arenot

earn some time. But if a cone is fallen and they catch a ball they must pick up the cone instead
of throwng the ball.
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Circle ball

Number of )

Get organised

An open space
2 equal teams

1 soft ball
@B 2 sets of team shirts
Y At least 8 cones
How to play

In the drawing, the red team is tAgacker and the yellow team is Evader.

Target for the Attackers€Earn points by hitting the Evaders with the ball.
Target for the Evader®Avoid the ball touching you when the Attacker throws.

> Every time a player from the Evaders is hit by the baditeps outside the circle, the Attackers

s

o

earn 1 point.

> Each team gets a fixed number of minutes (Suggestion: 5mins) to earn points then they switch

V V V V

\%

roles.

/E\ Attackers cané6t aim the opponentds face or
A The ball has to hit a player directly to scorgaint; once the ball has bounced even if

players are hit, the attackers dono6t get any
A An attacker cannot take more than 5 seconds to throw the ball. Evaders touched on a
throw that took | onger than 5 seconds dondt r

Add another ball.
To prolong the game allow the team inside to head the ball to defend themselves.
To ensure safety allow only under hand thr owse

I f Evaders catch the ball, they dtbebdlibaclgi ve ar
as far as they can to win some time.

Evaders are eliminated when they are hit by the ball or cross the line that defines the circle.
Then,
1st PossibilityOne Evader can come back in the game if a team mate catches the ball.
2nd PossibilityEvaders are allowed to head the ball, but if an attacker catches the ball
before it touches the ground, the evader who headed the ball is eliminated. But If

nobody catches the ball before it touches ground, then the last eliminated evader
comes back irfhe game.
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Jodipura

Number of )

8-30
A

Get organised 4 4
An open space : 2 ?) 3
2 equal teams g f s -
o Jo | 2 sets of team shirts : ' c 3
A 6 cones c g '.|‘ ° ?
a W 4
How to play Attacker

Target for attackersCollect points for the team by touching as mapgonents as many times as

possi ble when they are not holding a team mateds
Target for the other playets Avoi d being touched by the attack:
hand/keeping physical contact with a team matdy moving away from the charging attacker.

i@: Insist on the fact that a good strategy is for the players to help each other by running to their team
v mates being run after and by taking their hands.

> Each team wil/| send a ploéAtetra ctkoe rtéh.e Pouptp oinne nptl
that the attackers always face a team with an odd number of players, otherwise, attacking is

not possible. For example, if both teams have an even number of players (case of the
drawing) then either make both teamsdsan Attacker at the same time or ask the team being
attacked to have a player waiting (of course, it will be a different player for each round).

> The aim of the attackers is to earn as many points as they can in the given time. (Suggestion:
1minute)
Zin A Rayers candt step outside the box; if they
‘ A There is no restriction as to how many times an attacker can touch a single player but it
candt be continuous.

A If three players are holding hands/in physical contact with each titharthe attacker
can touch any of them and earn a point for his/her team.

A Pl ayers cand6t obstruct the attacker by gettin

If there are impair numbers of players in each team:

1st possibility:The t eams d o taékers as ther shmettime anymora but
alternately.

2ndpossibility:Players should stand in threes instead of a pair. In that case if the

attacker touches anyone who is not part of a threesome he/she will earn a point.

3rd possibility:Send two attackers dhe same time. They have to hold hands and can

earn points only if they are together.

4th possibilitySend two attackers at the same time but attackers can hunt separately.
Decrease the size of the court, and allow the attacker only to hop either an@ legs while
the opponents are allowed to run.
The crazy ti me: by shouting o0Crazy timel! o6, t
touch only players standing in pair and not
the instructiori®come as usual again.
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Kabaddi

Number of )

8-30 8-14 20-40 min

Get organised

An open space
2 equal teams

33 2 sets of team shirts
A

6 cones
e 1 stop watch
How to play

In the drawing, all the blue players are tdefenders. Similarly the players in red will be defenders
when a player in blue will be o6raidero.

Target for EhembRatdepbayers by touching them or
Target for the defenders Avoi d bei n@itdeudheod kyttchhe hé rm.

> Each team will send a player to the opponent
has begun.)

> Each player has 30 seconds for his o&6raido.

> The players have to go in rotation.

> A player once eliminated can come back when amopee nt i s el i minated eit
or gets caught during his/her own raid.

> | f a 6raiderdo stays | onger than 30 seconds ir

> The O6raiderd cannot be caught anymore if any

> Ifdefenders are touched by the raider they shou
to catch the raider.

> Once the Oraiderd | eaves successfully all pl

eliminated.

Game can end in two ways:

> When all the players are eliminated in one team

> or when the timethatwas decided before the gameis up.
In the first case, the team that successfully eliminates the othétowih& second case follow the
points system suggested below:

> Crossinghe bonus line when half or more players are defending= 1point

> Raider eliminating a player= 2 points

> Defenders catching a raider= 4points

> If the entire team is eliminated before the time is up= 10 points

Zin A Catchers are not allowed to choke, slap, goumj, scratch pinch the raider. They are

’ only allowed to grab him/her with their arms aroundthe waist and chest or the thighs.

A Both Raiders and defenders are allowed to partially step outside the court but have to

keep one foot in the court.

Theraideridout 6 only when the referee says so; unt
Pl ayers have to |l et go of the O6raiderd i mmedi

I
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Al'l ow two players to o6rai d0o dssiulyeitonesiscaugiBot h r
both are eliminated. Other possibility: If one escapes, both are free.

Change the shape of the ground into a circle. The bonus line can either become a curve or
remain a straight line.

Eliminated players can stand around the eedg their half but only behind the bonus line.

From there, they can help team mates <catch
6raiderd tries to escape, t he defenders who
6bonusd | ticross that link, & they datimedaider is free to go. In the case when the
eliminated defenders successfully hold the ©6r
the game.

Pl ayers have to 6raiddé while hopping on one |

To ensure equal parii@tion from all players, give each player bracelets. They remove one and give
to the educator after every raid. Thus the game ends when every player has run out of bracelets. In this
case there is no elimination but points are counted when a playethedar caught.
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Ohhgﬁ

Long ball

Number of )

o

Get organised GATE1
An open space C QCQI ‘ 2
2 equal teams i o)
1 volleyball '
2 sets of team shirts o) 3
3blue cones '} ® ; >
6 red cones (more cones can be added) o niaw F -
4 flat cones ccc (L 2 = %
9 ke
GATE2 8
How to play 8
In the drawing, the blue team is the attacking team and the.. . [+)
yellow team is fielding. %QQT 8 o)
Within the attacking team, the players in tentrewith the @

ball are the batters and the ones behind the gates 1 and 2
are the runners.

NOTE: The cones shamddplaced in such a way that if the ground is split into two, divided at the
centrewith the single blue cone at the end of the ground then there should be equal number of cones
on each side.

> The batter will hit the ball with the fist.
> The fielders wiltollect the ball and knock down as many cones as they can before the runners
cross their respective 6gated.
> The runners have to run around the single bl
the fielders knock the cones down.
Pointscount
Thenumber of <cones standing after the runner has
batting team.
After all the batters from the attacking team have batted, a changeover will take place. The attacking
team will field and the fielding team Wilow attack.

A Fielders can run only to fetch the ball. A fielder cannot run with the ball, but has to pass to

a team mate.

A A batter can only hit forward.

A Runners can start only after the ball has been hit. If they start early the cones on their side
are all counted as 6hitd and the batting team

For the fielders: vary the spread of the cones.

Make a number of passes compulsory before they hit a cone.

For the batter: vary the hitting restrictions, i.enpith 180 degrees range, kicking.

For the runners: vary the distance of the blue cone to make the game more challenging or add
restrictions like benches or hurdles.
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1l2I3ll|'

Number of )

- .
MY

8-14
: 2 @ o o o o —eo < o o
B

@ 30 flat cones xl o\ ey e e ye e e Y e e
J.rfﬁ.,‘

233 @ L L ] D - O S

bt

Get organised

A large space

» ~"L,,
s

=

How to play

Target for everyoneJump to the appropriate line according to the number announced by the educator

> At the beginning of the game, all children stand on line 1.
> Explain what number stands for what command.
? 2= Jump to the line 2
? 1 =Jump back to the line 1
> Announce the commands and let the children get familiar with them. After few minutes, add the
following commands, one by one.
? 3= Jump to the line 3
? 4= Jump and do a half turn (if 4 is called again, then daiaga half turn).
? 5= Do a full turn on spot
> For the major part of the game the children follow these commands and try to get them right as
much as they can.
> Once the children are familiar, announce that players who are unable to follow the command
join tle educator and announce commands in turn. They can give any of the five commands.

> The last player standing is the winner.

7N A The players must stand quietly so that they can hear the commands clearly.
' A The following cases count as OUnable to fo
? » Apl ayer doesndt follow the right comman
correct doesndt count as right
» A player takes too much time t
ti med means) .
» A player doesndt | umpt ofnart hen ouignhe) (otro od of ez
when commands 4 or 5 are called.
» For the players who got eliminated and have to shout a command in turn, they should let
enough time between each command for the jumping players to react.

) .
o foll ow t he

To increase thevel of difficulty: Increase the number of commands. Here are a few examples:
6= Jump forward only on left leg (if 6 is called again, then jump back on 2 legs).
7= Jump forward only on right leg (if 7 is called again, then jump back on 2 legs)
Let your imampation find more commands!
Give more than one command at once, ex: 1and 4 or 1 4 and 2
Set a time limit and all the players who survive at the end of it are winners.
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How to play
Target for both teamsMake a row of 3 shirts anyhow, diagonally, or straight.
> When the whistle blows, one player from each team will run towsadings.
> On reaching the rings they must drop a team shirt wherever they like and run back.
> When player one returns and tags his team mate, the next player goes.
> After the first three players have placed the jerseys, remaining players will only shift the jersey
to try and put three in a row.
> The game goes on into a second or third round if there is no winner after one round. In the
second round the players wilhrand move the team shirts.
> The game ends when one team has successfully arranged three jerseys in a row.
N A Players must wait for their team mate behind the line.
A Only when one player tags the other can the next player start
g A Pl ayer s c an other, ibthey dorsa their chanaecishdisqualified and whatever
jersey they moved is put back in its former place.
A Players can move only one jersey in their chance.
A Opponents can wait for the other member to place/move their jersey and then place theirs. But

if both wait for more than 10 secs then both lose their turn.

If there are many players, increase the number of rings and jerseys to make a 4X4 grid and
the target is to have 4 jerseys in a row.

Make the children hop on one leg to the gridriofjs and back. They can switch legs after
dropping the jersey if they wish to.

Increase or reduce the distance between the rings and the starting line, as suited to the group
of children.
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I hope you have enjoyed reading this manual!
Please, tell us about your actions!

cde®@cheminsdenfances.orq

office@sharana.org
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http://www.cheminsdenfances.org/
http://prospectivecooperation.org/
http://adhocverbis.com/

