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Activities

Risky routes

Purpose: To encourage young people to think about hazards closer to home. Combined with other activities this can also help convey how difficult it is to comprehend a walk to school along a mined route.

What to prepare: You will need a number of large sheets of paper 

Time: 30 minutes

How to run it: 

1. In groups of 5-6 people, stick together some large sheets of paper

2. Draw the route from where you are meeting to a place of interest e.g. a cinema, bowling alley, local park. Each group adds other features to make it into a map. Each group can choose a different place of interest and their method of transport – walking, cycling etc.

3. Mark the map with an X to show the places which might be hazards to you: eg busy roads, dangerous cross roads, level crossings, dark alleys, waterways bridges, lonely stretches etc.

4. Discuss what you would do to avoid the hazard or reduce the danger. Write your answers in a different colour near the X. Compare the charts of each group.

5. As a whole group discuss the differences between the groups. What would it mean if you knew there were landmines planted in the area of the map but you did not know where?

The Mine Simulation

Purpose:

· The desired outcome of the simulation is that young people begin to understand the cruelty of landmines and the difficulties of reducing risks for people who live in or near minefields.

· There is a risk of this simulation being carried out inappropriately, therefore it is important to maintain the balance between fun and education.

What to prepare: big ball of string or wool, chalk, newspapers or carpet tiles.

Time: 30 minutes.

How to run it:

1. Split the group into two teams. One will be the ‘soldiers’ and the other will be the ‘locals’.

2. The locals mark out on the ground a 5 metre square area divided into twenty-five equal squares using chalk on a hard surface, wool or string on a soft surface or using carpet tiles. This will be the minefield.

3. The soldiers draw a small version of this grid on a piece of paper. They put 6 mines in 6 separate squares on the page.

4. The locals have to cross the minefield to reach the water supply, the fields and the school. They know the area is mined but they just hope they won’t tread on one this time. One wrong step will mean injury or death.

· Each local chooses their own starting point.

· They must make their way from one side of the grid to the other.

· On your instruction each local takes one step.

· They may step forwards, or backwards or sideways one square only.

· More than one person can occupy a square at a time.

5. After each step the soldiers tell the locals whether anyone has stepped on a mine.

· If a person steps on a mine, they are killed or very severely injured and are out of the game.

· If a person is in the square beside a mine that explodes they lose an arm.

· After this they lose the second arm, then a leg per mine. They are out of the game if both arms and legs are lost.

6. How many people reach the other side safely?

How many people are injured?

How many people are killed?

(From One World Week 1995 – Young People Imagine)

Variation

If space allows, make a larger grid and substitute the following in place of point 5:

· If a person steps on a mine, they are killed or very severely injured and are out of the game.

· If a person is in the square beside a mine that explodes they lose a leg and must hop.

· If a person has lost two legs, they move on their backsides. After this they lose one arm per mine.

· They are out of the game if both arms and legs are lost.

Discussion points for the whole group:

· How did the locals feel as they were crossing the minefield?

· How did the soldiers feel as the locals were trying to cross the minefield?

· Were more or fewer people killed or injured than you had expected before you started?

· How much was skill and how much just good luck?


Further Information

GAPP is the Global Awareness Partnership Project. You can find out more about it at: www.gapp.me.uk All of these activities are from ‘Bridging the GAPP’ the GAPP activity pack available from the International Office (020 8433 7119 or international@scout.org.uk )

GAPP can provide activities, resources, information and weblinks on Landmines (The One Wrong Step module.) and other topics including the environment, Healthy Living, It’s not fair (global inequality and injustice), Spending your money (Fair Trade) and In sight (dealing with blindness).

www.unicef.org/silentshout/  - UNICEFs website showing the problem of Land mines world wide

www.globalgang.org.uk/Mines/landmines.htm – Global Gang is Christian Aid’s website for Young People

www.icrc.org/eng/mines - Information from the Red Cross

www.landmines.org - 
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THE  FACTS





A munition placed under, on or near the ground or other surface area designed to be exploded by the presence, proximity or contact of a person or vehicle.





There are millions of mines scattered in over 70 countries waiting to explode.





26, 000 people are killed or injured every year; mostly civilians, many of them children. 2,000 people are involved in landmine incidents every month – that’s one person every 20 minutes, according to International Committee of the Red Cross estimates.





They terrorise communities, hinder agriculture, separate people from water supplies and power plants, prevent the return of refugees and challenge the entire health system of a country.





Landmines cost up to £750 each to remove, although they cost as little as £2 each buy. It is a slow and dangerous process to remove them.





Dangerous pairs





Time: 30 minutes


What to prepare: a pack of cards including jokers


How to run it: 


Spread out a pack of cards for each group face down on the table. Each participant takes it in turns to turn two cards over to see if they can make a pair. If they are successful, they keep that pair and have another go. If a joker is turned up, that player is out of the game. The remaining cards are collected together, reshuffled and re-laid on the table for the remaining participants to continue the game.


Continue taking turns until either: all the cards are successfully paired ( the player with the most pairs being the winner) or there is only one player left in the game


When you have finished ask the players how they think this game relates to the topic (you may have to prompt them – by saying that it has something to do with chance.)











Paper chase relay





Time: 15 Minutes


What to prepare: Enough A4 sheets of paper so that each team can have 2 sheets


How to run it: Individuals (in teams of 6-10) attempt to run/ walk the length of the room and back again – walking on only two sheets of A4 paper. Normal relay rules apply.
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