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—— DESCRIPTION

The students from one class participate in an experiential workshop, which aims at cultivating positive attitudes and
behaviors, focusing on the value of "playing together" and "working together", leaving aside the stress of competition
and achieving victory. Cooperation is one of the core principles and values of Education for Peace and Inclusion.

@ OBJECTIVES @ EXPECTED OUTCOME (EO)
1%

Upon completion of the activity, students (including

The objectives of the activity are for students to:
refugee students) are expected to:

1. cooperate with the other students in their class, es-

pecially with refugee students, 1. recognize the value of teamwork and cooperation,
2 involve all students in a joint activity on the issue of 2. invent ways of being creative within the framework
cooperation. of certain rules,

3. work creatively with their peers as teammates.
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ATTITUDES

Valuing cultural diversity

Openness to cultural otherness

Promotes the view that we should
be tolerant of the different
beliefs that are held . Seeks and welcomes opportunities

by others in society for encountering people with different
values, customs and behavior.

@ Expresses an appreciation of the opportunity
to have experiences of other cultures

Valuing democracy, justice,
equity, equality and
the rule of law

Respect

@ Treats all people with respect regardless
of their cultural background

Argues that schools should Civic-mindedness
teach students about democracy

and how to act as a democratic Expresses willingness to co-operate

and work with others

citizen .
@ Collaborates with other people .

for common interest causes

COMPETENCES FOR A DEMOCRATIC CULTURE

Cooperation skills Knowledge and critical

@ Builds positive relationships . understanding of the world
with other people in a group. (including politics, law, human rights, culture,
cultures, religions, history, media, economies,
@ Works to build consensus the environment and sustainability)
to achieve group goals .
@ Generates enthusiasm @ Can reflect critically on how
among group members for his/her own world view is just
accomplishing shared goals one of many world views B
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Activity Steps

The action is initiated by the teachers. The workshop is suitable for all age levels, and adaptations
to the proposed activities can be made by the facilitator.

If needed, obtain relevant permissions (e.g. from the principal, teacher council).

The teachers in charge decide which class(es) of students will participate, which teacher(s) will
facilitate the activity, when and for how long.

® o
The workshop takes place

Introduction: Games have rules. That's how we learn to play. And they have competition. That's
how we learn to compete. But somewhere along the way, are we forgetting something? Do we over-
do it with competition? In this workshop we will play some games in a different way.

The facilitator of the activities can use the following suggested activities but can also vary them
(depending on the age of the students, the relationships of the group, the experience of the facil-
itator, etc.) while keeping the spirit and structure of the workshop.

Activity 1: Which country are you?

The members of the group stand up and form a circle. Each person introduces himself/herself
by mentioning a country beginning with the same letter as his/her first name (the group and the
trainer help if someone cannot think of a country). After everyone has chosen a country, a team
member chooses one of the other countries, and the two swap places with each other.

The aim of the exercise: to break the ice.

Activity 2: Let anyone who...

The members of the group stand in a circle. One person steps into the center of the circle. S/he
starts a sentence with “Let anyone who... change places” and inserts something that applies to
him or her (something that may or may not be visible on the outside but is true). If what was said
applies to one or more people in the circle, they move to the place that was left behind by the
person in the center. As there is always one less place, the one left in the center without a place
continues the game (description from "It could be me - it could be you").

The aim of the exercise: to share common characteristics and elements, to build a climate of
safety and trust, to have fun, to get to know each other better.
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Activity Steps

Activity 3: Who is the leader?

One member of the group steps out/leaves the group and the others decide on a leader. The
group must follow the leader's movements. The one who is out returns and tries to guess who the
leader is. The team tries to find ways to prevent "one" from noticing the leader.

Aim of the exercise: to develop the participants’ sense of "togetherness", teamwork and working
towards a common goal.

Activity 4: The boom!

Students are divided into groups of 3 and each group has 11 things (various small things like pens,
erasers, keys, etc.):

a. One person in each group closes his/her eyes while the other two decide which object will be
the "boom!" object. The third person opens his/her eyes and starts collecting objects until he/
she finds the "boom!". The roles alternate.

b. Two people close their eyes, and the third removes one of the objects. The two who had closed
their eyes try to find which object is missing. They can cooperate.

c. Two people close their eyes and the third changes the position of two objects. The two open
their eyes try to spot the change. They can cooperate.

At the end of the exercises, the facilitator asks the group to reflect on the winning factors in each
phase of the game. In phase 1 the luck factor is decisive, while in phases 2 and 3 cooperation is
decisive.

Aim of the exercise: to help students to understand cooperation as a tool for achieving objectives.

Activity 5: A different game (musical chairs)

Chairs are placed in the room and students are asked to move to the music. When the music stops,
everyone must touch one of the chairs. No student is excluded, and they can touch the same chair.
After each stop of the music, one or more chairs are taken out. At the end, everyone must find a
creative way to be in contact with (rather than sitting on) the remaining chair.

Aim of the exercise: to help the students realize the value of being creative within the rules.
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Activity Steps

Activity 6: Final reflection - Discussion

The trainer sits or stands in a circle with the students and discuss the activities they have carried
out.

@ What did they learn,
@ How did they feel?

If they could change other rules that apply in games, in school, in society, what would those rules
be? Which ones would they change, which ones would they take away entirely, and which ones
would they add? Why?

Aim of the exercise: reflection, making sense of the exercises and bringing them back to everyday
life.

Evaluation/Assessment

The reflective discussion circle at the end of the workshop.

Written feedback from the students (text or drawing).

Reflective discussion with the group about the activity.

Materials/sources




