But not as we know it!

Exploring the lives of people in developing countries
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Introduction

All around the world people live in many different ways:

* In North America each person consumes on average 23 kg
of toilet paper while in Africa the figure is 0.4 kg.

* Inthe central African country of Chad 91% of the
population do not have access to toilets. In Canada access
is 100%.

* InlIreland the majority of people live in houses built using
concrete but Aboriginal people of the Australian desert live
in shelters called wiltja made from the few braches and
scrub available.

* In the developing world, the average water use per person
is 10 litres per day while the average per person use of
water in the developed world is 135 litres.

* In countries such as China and Japan it is traditional not to
eat at a table. In the Western world this is unusual.

* Inthe world’s poorer countries people eat using their
fingers while the best restaurants in the developed world
provide clean cutlery for every course of the meals they
provide.

A good number of the many differences from society to society

and culture to culture are what makes that society or that culture
unique. These unique aspects of different societies and cultures
are part of the diversity which makes our planet so fascinating.
These differences are to be celebrated, encouraged and respected.
However, some people are forced to live the way they do because
of the poverty and inequalities they experience. The contrasts

from society to society and culture to culture based on poverty and
inequality are not to be celebrated but rather understood and then
campaigned against. The people who are members of a particular
disadvantaged society can take action to eradicate the poverty and
inequality they experience. You can also help! And this resource can
be your starting point. We will examine the inequities that exist in our
world in an attempt to understand them and empathise in a small
way with the people in our world who struggle from day to day. We
can then take appropriate action to do our bit to reduce and end the
poverty and inequality in our world. Together this can be achieved!

First, we must try to understand the world around us. The consensus
is that we now live in a world that is ‘globalised’. This means that

all of the world’s citizens are interconnected and dependent on

one another. However, globalisation has not enabled people who
were previously poor. If anything, poverty has increased in the
globalised world. For the previously rich globalisation has brought
more opportunities for travel, wealth and cultural enrichment. For
example, all Scouts in Ireland now have opportunities to go on camp
overseas all year round which could never be envisaged fifty years
ago.

This resource seeks to introduce young people to these realities,
and enable young people to understand and become informed
about the differences present in our world. The hope is that young
people in Ireland can empathise on a small level through this
resource with the world’s less well-off citizens while respecting the
cultural differences that make us all unique. Young people may be
empowered by the knowledge they gain from this resource of the
world around them and will be encouraged to take action for a more
just world.



At the present time much of the action towards achieving an equal
world is focussed on achieving the United Nations Millennium
Development Goals. All the world’s countries and all the world’s
development organisations committed themselves to achieve the
following by 2015:

«  Eradicate extreme poverty and hunger.

*  Achieve universal primary education.

*  Promote gender equality and empower women.
*  Reduce child mortality.

* Improve maternal health.

*  Combat HIV/AIDS, malaria and other diseases.
*  Ensure environmental sustainability.

»  Develop a global partnership for development.

The aim of Scouting Ireland is to encourage the physical,
intellectual, emotional, social and spiritual development of young
people so that they may achieve their full potential and, as
responsible citizens, to improve society. This does not just include
society in Ireland, but world society as a whole. Therefore, this

resource offers a way to fulfil our aim and having fun while doing so.

How to use this resource

We begin by trying to understand the main issues the
developing world faces in order to gain knowledge of the
poverty and inequality present in our world. This is done
through a series of simulation games. Then, we try to gain
a small measure of empathy with people suffering from
poverty and inequality in the world through a series of
activities. Finally, we look at what we all can do by taking
action to reduce, prevent and eradicate the inequities
present in our world. The resource also contains a number
of simple games, many from developing countries, which
can be used to focus young people on issues in a fun way
or as a way of winding-down after tackling a specific issue.
These games could also be classed as simulation games.
This is not a book intended for reading from cover to cover.
Rather, the aim is that Scouts and Scouters can explore
this resource together. Feel free to dip in and out as you
wish! The content does flow in such a way as to introduce
and then examine the issues before taking action, however.
We would not recommend carrying out an action projects
before and examining and understanding the issues in the
developing world. This practice does not benefit anyone in
the developend or developing world.




These grids will help you to see how the various suggested games and activities
will enable young people in your Section to achieve objectives along their Personal
Challenges journey. Each activity will offer experiences that will relate to the SPICES.
The grid displays a combination of letters. The ‘dashs’, show a ‘SPICES’ area is
not covered well by this activity. However, with discussion in your Section it may be
possible to expand the idea suggested so that it does cover the missing ‘SPICES’.
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What are Simulation Games?

The two essential elements of simulation games are that they are
simulations and that they are games.

A dictionary defines ‘simulate’ as ‘to give the appearance or effect
of’. A simulation is an imitation or representation of something
else, an operating model of a physical or social situation. (A good
example of a physical simulation is the capsule simulator used in
training astronauts for space missions.)

In simulation, reality is reduced to manageable proportions. What
in real life may be an extremely complex situation is simplified and
condensed; non-essentials are omitted.

The simulations with which we are concerned are also games,
involving many of the elements which we associate with other kinds
of games: there are goals to be achieved, rules to be observed,
usually some form of competition - and they are fun to play!

Types of games

Simulation and other educational games fall into two basic
categories: board games and role-play games. The format selected
usually depends on the subject and the purpose or group of people
for which the game is designed.

Board games

These are built around a game-board on which most of the action
takes place. They are similar to Monopoly or Ludo. (Monopoly,
incidentally, could be called a simulation game.) By the end of the
game, players have seen the course of development graphically
represented on the board.

Role-play games

This basic structure is used primarily in games that teach processes
involving negotiation, bargaining and compromise; in general,
human interaction. A scenario sets the scene for the action, and
each participant has a specific role to play. This may be clearly set
out in a role profile, or left to the individual to develop from a broad
general outline.

The purposes of simulation games

Conflict and change are part of our way of life. How can we confront
and deal with conflict? How can we anticipate the effects of possible
changes? Games can help us to do both these things

A game may thrust us into a conflict situation - perhaps one that we
would try to avoid in real life. In the game there is no escape. We
have to come to terms with the situation and other people involved.
We have to make choices and decisions. And we have to live with
the results of those choices.

What games provide, perhaps uniquely, is the opportunity to deal
with complex problems in concrete ways. Often a game enables us
to get the “feel” of a situation in a way that would be impossible for
us in real life. And because the game reduces reality to manageable
proportions, we are able to act with a greater sense of purpose and
understanding.

Games also provide opportunities for experimenting and taking
risks. They allow us to try things out: different behaviour, new
solutions to familiar problems and different ways of organising our
simulated environment.



A general summary of the purposes of simulation games:

To become aware of existing views on an issue

To understand the social, religious, political, and
economic aspects of the situation

To understand the feelings of those in the situation

To analyse possible outcomes, or actual historical ones
To generalise factors and apply to other cases.

The educational values of simulation games

Most games demonstrate the advantage of cooperative effort
(though a strong competitive element is often involved).

They develop empathy, with the possibility that the player will
develop sensitivity to and understanding of the person whose role
he has assumed.

Games help develop the ability to analyse the essential elements in
a situation.

Games provide a chance to experience the situation, not merely to
hear or read about it.

Players learn that there is a casual relationship between their
behaviour and the outcome of events.

Games allow for feelings to be expressed, even hostile ones.

Players can explore the possibilities of affecting (changing) their
environment.

Players are involved in relevant inquiry, questioning values in a
non-threatening atmosphere, thereby learning to think critically and
creatively.
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Games provide high motivation for learning.

Players may gain insight into their own behaviour, thereby assisting
in their personal growth. They may also gain insights into their
relationship with others.

Consequences of decisions can be immediately observed and
evaluated.

Players learn to take responsibility for their own decisions and
actions.

(extract from http://globaleducation.edna.edu.au/
The Global Education Website is initiated and funded by
AusAID to support its Global Education Program.

The Australian Agency for International Development (AusAID),
manages the Australian Government’s official overseas aid
program)



Index to Simulation Games

World of 50 - exploring how the world resources are distributed
Paper Bag Game - exploring life as a child street trader in Calcutta
Rickshaw Game - exploring the life of a rickshaw trader in India
Exclusion Game - exploring the life of an HIV/AID victim

Refugee Game - exploring the flight and peril of a refugee

Lifeline - this game explores water issues

Water Ration - this games explores availability of water

Rainy Season - this game explores the collecting of water

World Restaurant - exploring the issues of food distribution

Instant Decisions - exploring how you would react in an emergency
Landmine Game - exploring the plight of people in land mined areas
World Trading Game - exploring the issues of World trade.

Short Games - Selection of fun warm up and warm down games




The World of 50

This games illustrates to participants how many equalities exist

in our world and provide opportunities to discover how they are
caused and perhaps suggest solutions. The experiences of people
worldwide are presented via the 50 participants. The game can be
played with a smaller group with suitable ajustments to numbers.

Preparation

The game needs a team of organisers who understand the game
and to act in roles as The Great One, Serving Angles, Distributors
and to run the game. Like many simulation games, the most
important part of this game is the discussion and debriefing
afterwards. Children under 11 years of age may require help to
make sense of their experience in this game, and to realise it
reflects a reality, not just a fun experience. They will also have
questions, and this game can lead to great conversations about
issues of resource distribution, foreign aid, development, poverty,
and much more.

Set up
The area used needs to be divided into sections. For the purposes
of this game the regions are grouped in six areas:

1. Japan and North America are one section,

2. Mexico, Central and South America and the
Caribbean

3. Asia

4. Africa

5. Australia and New Zealand are together with
Western Europe,

6. Eastern Europe is with the former Soviet
states.
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Items

You need to make birth certificates which contain two pieces of
information — your place of birth and your social class i.e. First
Class, Second Class and third Class — indicated by a large number
1,2,0r3

They also need to be colour coded as follows (but any colours will
do provided they are all different to each other)

Make birth certificates:
4 pink, saying North America or Japan three of which are first class,
one is second class

4 blue, saying Mexico, Central America, South America, Caribbean,
three of which are third class, one is first class

6 green, saying Africa five of which are third class, one is first class

4 orange, saying Eastern Europe and the former Soviet states one
of which is first class, three are second

5 yellow saying Western Europe and Australia four are first class,
one is second class



27 whites saying India, China and the other Asian nations three are
first class, five second, remaining 19 are third

You will need 50 chairs and the chairs need to be set up. In the
beginning, each section has one chair for each person who will be
born into that continent. But in the second act this changes, and it
helps to colour code the chairs to simplify the move.

Place label/sticker under the chair so as not to attract attention to it.
The set up is as follows:

Label 19 chairs pink; 3 chairs blue; 1 chair green; 7 chairs orange;
5 chairs white; 15 chairs yellow

Signage

You will also need a number of signs saying Act 1, Act 2, Act 3, Act
4, Act 5, Act 6. These can be paraded around the play space before
an Act commences (Boxing ring style).

You will also need BIG name badges which the distributors stick on,
showing their role in each Act. You will also need BIG name badges
for the other players.

Other items and props
Tables, foodstuffs, juice, water,
pitchers, material for making
braclets.

ACT 3

Setup before Act 1

Arrange the chairs as follows in the various sections before
the game begins

4 chairs in the region of North America and Japan region (all
of which are colour coded pink)

4 for Central and South America, Caribbean (three of which
are colour coded blue, one of which is pink)

6 for Africa (One of which is colour coded green, and five are
pink)

4 for Eastern Europe, Russia, etc. (all four of which are
orange coded)

5 for Western Europe and Australia (all five of which are
yellow coded)

27 for Asia (nine of which are colour coded pink, three of

which are orange, ten of which are colour coded yellow and
five of which are white)
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Characters

The Great One:

The creator of the world. S/he spends most of the time just
observing. In some circumstances s/he can take a more active
role. S/he should have a bell or some other device to draw
attention when speaking.

The Serving Angels:

They control the game. They help with what the resource
distributors are doing, but more importantly they keep up the
morale of the participants. They also act as police making sure
nobody leaves, and dealing with people who are upset, stopping
rebellions.

Distributors

Their role is one of distributing resources within the game. They
assume a number of roles — Grain Trader and World Supermarket
Manager, Water services personnel, Textile factory managers,

Teachers . \ ' y
~

J

N
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Playing the game

Act One: Being Born

Each participant enters the room one by one, and is
handed a birth certificate by the Serving Angels. These
two greet each person and tell them they are being
born. The Serving Angels then lead them to their region.
The Great One is sitting on a chair on a table, with the
Serving Angles near by. Once every one is born, the
Great One rings a bell. When he/she has full attention of
the group he/she says:-

Welcome to the World of 50! By luck or unlucky chance you
have been born into this world. 4 of you have pink colour
birth certificates, and have been born into North America

or Japan; 4 of you have blue colour birth certificates and
have been born into either Mexico, Central America or
South America, or the Caribbean. 6 have green and were
born into an African country, 4 have orange certificates for
Eastern Europe, Russia, and the other former soviet states;
5 are yellow and are in Western Europe and Australia, and
27 have white certificates and were born into Asian nations
and India. The size of the area you are sitting in is the same
share of the space as these countries have in the real world.
Those of you in Asia might be a little crowded, but in the
real world, and in the World of 50, the space is not shared
perfectly. But I, the Great One have tried to provide for all
despite this minor problem.




Act 2 : Distributing the World’s Wealth.

The Great One now instructs his angels to distribute the
World’s Wealth by stating the following:- The Unit of currency
in this World of 50 is called the Chair. The bank shall now see
that the chairs are distributed as they should be.

The Serving Angles then go and get the appropriate number
of chairs from the South (white blue and green) and take
them to the North (pink, orange, and yellow) It helps to
colour code the appropriate number of chairs beforehand
with the colour of where they will go. The chairs will need to
be stacked in some regions. The serving angels encourage
the people in regions with lots of chairs to sit comfortably
(feet up on chairs etc.) and make sure that people in the
South stay in their region and do not rebel.

The Great One gets everyone’s attention, when the chairs
have been redistributed

What you see now, is how the wealth of the world is really
divided. In North America and Japan four people have

19 chairs, in South and Central America, Mexico and the
Caribbean four people have three chairs, in Africa five
people have one chair, in Asia 27 people have five chairs, in
Eastern Europe and Russia four people have seven chairs
and in Western Europe 5 people have 15 chairs. As all can
see, the sharing of wealth in this world is not done equally,
unfortunately, it is not of my making, people have had a hand
in this process.

Act 3 : The Distribution of the World’s Water

The Great One speaks;-

Everybody needs clean water for drinking and for washing away
dirt to prevent disease. | will now give the World of 50 some
water. The distribution will be done by the water department.

The water department staff person says: In the World of 50
like in the real world, providing water is not as easy as it looks.
Clear water is getting harder and harder to come by, and who
is going to pay to provide this increasingly expensive resource?
Money is scarce, and some people are just going to have to do
without.

This staff person now takes pitchers of juice and water
and offers them to the first class citizens. Once they
have drunk their fill, each second class citizen is given
a glassful of juice, if there is any left, or water. Then, the
third class citizens are given pinchers of water to share
(in insufficient amounts), with insufficient glasses.
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Act 4 : Distributing the World’s Food

Great One: The basic and primary needs of all people are
food and water. As the Great One | will now give the World of
50 food, but to distribute the food, | will hand this task over to
the people who really arrange this in the real world. The World
Supermarket Manager and the Grain Trader

Grain Trader: All of you might think that growing food is about

feeding people. But really, growing food is about making money.

My family owns the largest grain trading company in the world,
and we control over half the grain traded. We make lots of
money. The Great One has assigned me to distribute the food,
and | will do it in a way so that we can make the most money
from the food before it is eaten. I'm sure you will all agree, it is
what is best in the long run. After all, | have a lot of expenses
and | have to feed my family also.

The serving angels help the Grain Trader and World Super
Market Manager to bring tables for the world’s wealthy - most
of North America/Japan, Western Europe, and a chosen one
person in the other regions.

Three classes of meal will be served.

First Class: eaten off a table, waited on, given bread, meat,
cheese, juice, all the spreads and sweets.

Second class: Given plates, two piece of bread, one slice of
cheese, an apple, not waited on

Third class: one piece of dry brown bread, preferably crusts

The Great One says:- | have provided for the the World of 50
but this is how it is in the real world. There is more than enough
food for all, but it is not shared fairly. In some countries there

is far more than enough food, in other countries a few have
more than enough, some have barely enough, most never have
enough. The world could feed everybody, but the people who
control what is grown on the land are more interested in making
luxury foods - such as meat, coffee, chocolate - for people in the
wealthy countries than they are in feeding the poor people of the
world.
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Act 5 : Working in the world of 50

The textile boss says: Everybody in the world of 50 must do
something to earn a living. Now of course, not everybody has
the same skills or access to resources. But that is how it is in

the real world, so that is how it will be here too. We are going
to make friendship bracelets, and | will pay you for them with

these candies.

The textile boss now hands out craft materials, starting
with the first class citizens and giving them the best
selection, etc. There should not be enough scissors to
go round, but it should be possible for all people to make
bracelets - just easier for the first class citizens. The
payment is up to the boss’s discretion.

Act Six: Education in the world of 50

The Interpreter says: Now | am sure that all of you have
something to say about this game. We would now like to
hear what you think of this game. The teacher will now

hand out pen and paper for all of you to write, in your own
language, your impressions. We will read and consider them
very seriously.

The teacher: One consideration. Despite our best efforts,
40% of you are still illiterate. Therefore, you cannot express
yourselves in a formal way, and we will not be giving you
pens and paper.

The teacher then proceeds to hand out pencils and
papers to the literate members. This includes 4 in N.
America - Japan, 3in S. America etc., 2 in Africa, 15
in Asia, 4 in Eastern Europe, and 9 in Europe. The first
class citizens are the first to receive pens and paper.
After the participants have had some time to write, the
responses are collected.

The great one speaks, closing the game
and review follows.
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The Paper Bag Exercise

Understanding the life of people who live on the streets of Calcutta

This exercise is a simulation game which will

help participants to gain an insight into how poor
people of India cope and survive on the streets of
Calcutta. You will need lots of paper and tokens
to represent money - each token is worth half

a rupee - 0.5R. Participants are broken up into
‘family’ groups of 4 - 5 people.

In Calcutta many families live on the pavements
because they can’t afford to rent a one-roomed
shack in the bustees. The children have to find,
or create, work to survive; one means of doing
this is paper-bag making. The children tear up
old exercise books or use newspapers to make
the bags, which they then sell to shop-keepers or
street vendors.

Tell the groups that: “They are families living

in the bustees of Calcutta. They have no
permanent jobs, and there is no social security,
but they earn their living by making bags from
scrap paper. Many families are involved in bag-
making, so competition is fierce.”

“Bags are made by folding and glueing.”
Demonstrate how to make one. (You will need to
practice first!) and give out the sample . bags.
“Bags can be sold in batches often to the
shopkeeper” (the group leader).

“The going rate is 5 paisa per bag, therefore you
have to make 20 bags to earn a rupee.

“Any sub-standard bags will be rejected by the
shopkeeper.”

How to Play

Groups work for 20-30 mins., depending upon
the size and interest of the group.

They bring batches of 10 bags to the
shopkeeper and accumulate their payments.

At the end of ‘work’ time, hand out
worksheets. They are to add up their
payments, and work out how much they could
earn in an average day.

They must then work out how they would
spend their ‘wage’. Put the price sheet up on
the wall. As a rough guide an adult in Calcutta
would need:

Rent 1.50R
Half kilo rice 1.50R
Half kilo vegetables 1.00R
Fuel for cooking  1.00R
This would be enough for two meals

Extras
A cup of tea
Some fruit

0.50R
1.00R

Basic daily expenditure is therefore 6-7R per
person. A family of 4 will therefore need at least
25R a day. But this is the bare minimum for
survival.

See ‘Price Poster’ on page 22




How to make your paper bag

A. Fold the paper to the middle. Glue one edge and

stick down.

B. Flatten bag. Turn up bottom edge about 5 cm;

crease as shown and unfold.

C. Fold up bottom corners to the crease, press down

and also unfold.

D. Tuck the corners up inside the tube. Now you have a

bag with two flaps, A and B as in stage 8.

E. Fold back the upper flap ‘A", and then fold down on

itself to the middle line.

F. Put some paste on the edge of flap ‘A’ as indicated

by shaded area in stage 11.

G. Fold up the lower flap ‘B’ to the overlap with glued
area and stick down.

Worksheet

No. of bags in 10 mins |:|
No. of bags in 1 hour |:|

No. of bags in 8 hr day I:l

Number of bags @ 20 paisa|:|

Going rate: 20 paisa per
bag
(100 Paisa = 1 Rupee)

Discussion
First find out which groups survived and
which did not produce enough to survive.

How did the groups organise themselves?
Did those that produced the most bags
work more as a team, one folding, one
glueing, etc?

Did any groups help one another?

How did the groups find the shopkeeper?
Was he/she fair? Why is he/she powerful?
Who are the equivalents in our society?

If there was no social security in Ireland,
could we make paper bags? Could we
sell them locally?

What could we do?

Can the group think of any products that
we could usefully recycle?



Rickshaw Game

Objectives

To have fun while learning about the
difficulty that workers face in the transport
industry in big cities in India and
Bangladesh

Resources & Preparation
Photocopy destination cards and money.

Make up dummy money in the following
denominations Rupee notes - 2, 5, 10, 20,
50, 100, 200, 500,1,000

Destination cards (hotel, train station for
example) can be stuck onto envelopes and
allocated money placed inside

Enlarge or write destination signs & display
in room.

Place these signs as far apart as possible in
a large hall or in outside playground area.

Collect pictures of rickshaws and
autorickshaws. Make sure you have a basic
knowledge of transport and urban life in the
large cities of India or Bangladesh.

How to play

Many people in the world live on less than
$2 a day. One of the ways people try to
make a living in cities around the world

is to drive rickshaws, auto-rickshaws and
taxis. (Show photos of rickshaws and auto-
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rickshaws if you have them available.)
Talk about transport in crowded cities of
India and Asia. Explain that today they
are going to pretend that they are either
passengers or drivers in one of these
places.

1. Explain the Rules
Passengers must visit all destinations on
their list in the order they are written.

All passengers must use the transport
available (Rickshaw, Auto Rickshaw or Taxi)
to visit each destination. This is still the case
even if the destinations are next to each
other.

Players may not walk.

Drivers/Vehicles are to choose a starting
destination before passengers take their
starting places.

Once at a place the auto-rickshaws and
taxis are not able to travel without a
passenger (as the fuel costs too much).
Rickshaws, however, may move freely
about without passengers.

2. Divide players into four groups

Rickshaws: One person acts as a
rickshaw and piggy-backs people around.

Auto-rickshaws: Two people per auto,
link arms and passenger sits on arms in the
middle.

Taxis: Three people, link arms as above,
third person leads, passenger hangs onto
leader for extra support.

Passengers

There needs to be many more drivers/
vehicles than passengers for the game to
work.

A suggested breakdown for a group of 30:
7 passengers
7 rickshaws
10 for auto-rickshaws (making 5 —
2 per auto)
6 for taxis (making 2 taxis - 3 per taxi)



For groups of fewer than 30, cut out the
taxis and just use rickshaws and auto-
rickshaws.

3. Drivers/Vehicles choose a destination at
which to start.

Explain the rules about moving and suggest
they choose a place where there might

be many passengers. Hint that some
passengers may be tourists and will have
more money than locals.

4. Hand passengers their destination cards
and money.

Money — all passengers are to start with
money, Indian Rupees. Provide the amount
of rupees to each passenger as allocated
on their destinations card.

Do not give those who receive 1000 rupees
or more any of the smaller denomination
rupee notes (as “no change” is a convenient
way of raising the price).

Roughly 62 Rupees = 1 euro
5. Passengers go to their starting point.

Explain the bargaining system and
demonstrate it. Explain that the more
comfortable and quick a vehicle is, the more
you would expect to pay. For the purpose of
this game there are no fixed prices; all trips
should be agreed to before the trip begins.
(There is a system of taxi and rickshaw
meters in India but they are not always
working or not always used).

Taxis would normally be more expensive
to hire than auto-rickshaws and rickshaws
because they are more comfortable and
able to travel at greater speeds. Auto-
rickshaws, too, would normally be more
expensive than a pedal rickshaw.

Play

15 — 20 minutes is a good length of a time
for a fast-paced game. Give players enough
time to divide their money at the end and
count how much money people made.

Debriefing

During the debriefing session, you might
like to raise some or all of the following
questions. Try to get a chance to hear
at least once from everyone about their
experience during the game.

Have a look at the price poster and see
how much you could afford to buy with that
money.

How many days would you have to work to
pay your rent? How long would you have to
save up to buy clothes or a TV? What would
life be like for you if this was all you had to
live on? (The prices are close to 2003 Delhi
prices.)

Was it hard to find passengers?

Who got a lot of work? Why?

Who didn’t get much work? Why?

Was there enough work for everybody or
is were too many people trying to make
money from the same service?

How do you think this experience might be

similar to that of people who really work
at these jobs in countries like India and
Bangladesh?

Read the following quote:

“We needed to be at New Delhi
Railway station at 6.00am, it was
winter so it would still be cold and
dark. We had no Hindi and didn’t
know how to organise to get there
at this time. Would there be taxis
around this outlying suburb of
Delhi at 5.00am in the morning?
We were worried, so we went

out in the evening beforehand

to ask around. We found a Taxi
driver and asked him. He said he
could come back at 5.00 the next
morning.

So in the wee hours of the next
morning we straggled out with

our luggage. Our taxi was there,
he had parked there all night and
slept in his car on that cold winter’s
night, just to get some work.”
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Price Poster

Slum Shack 1000 Rupees per month School fees 45R per month
(roughly 33R per day) Uniform 250R
Small Flat 4500 Rupees per month (roughly Textbooks 300R
150R per day)
30cm TV 5000R
1 litre of petrol 15R
1 litre of kerosene 30R (roughly 15R for cooking
per day)
Hospital Visit Fee 20R
Paracetemol 10R
Pack of 6 nappies 75R
Shirt 150R
Trousers 300R
Shoes 700R
1 kg Potatoes 7R

1 kg Rice

1 kg Lentils
(beanstew)

1 litre of milk

12 Bananas

1 kg of Spinach

1 kg of Flour
Whole Chicken

1 litre of cooking oil

15R (typically enough for 2
days on the Indian sub-
continent)

35R
20R
15R
15R
15R
70R
55R



List of
Destinations

* Main Bazaar

* The Red Fort

* India Gate

» Jami Masquid (Mosque)

» Old Delhi Post Office

« Airport

« Dr. Ram Lohia Hospital

» Lakshmi Narayan Temple
* Hotel

* Home

* New Delhi Railway Station
» The Vegetable Markets

Each Passenger needs a
destination route card

Start: Hotel with 1500 rupees
You must visit in turn

* The Red Fort

* India Gate

* Main Bazaar

» Lakshmi Narayan Temple
» Old Delhi Post Office

* Return to Hotel

Start: Home with 300 rupees
You must visit in turn

» The Vegetable Markets

* Home

» Jami Masquid (Mosque)
* Dr. Ram Lohia Hospital

» Main Bazaar

* Return Home

Start: Airport with 2000 rupees
You must visit in turn

* Hotel

* India Gate

» The Vegetable Markets

* The Red Fort

* Main Bazaar

* New Delhi Railway Station
* Return to Hotel

Start: New Delhi Railway
Station with 1000 rupees

You must visit in turn

» Lakshmi Narayan Temple
* Main Bazaar

« Old Delhi Post Office

¢ India Gate

* The Red Fort

« Airport

Start: New Delhi Railway
Station with 700 rupees

You must visit in turn

* Main Bazaar

* The Red Fort

¢ India Gate

» Jami Masquid (Mosque)
* Old Delhi Post Office

* Dr. Ram Lohia Hospital

Start: Home with 250 rupees
You must visit in turn

» Lakshmi Narayan Temple
* India Gate

* New Delhi Railway Station
+ Old Delhi Post Office

» The Vegetable Markets

» The Red Fort

* Return to Home

Start: Airport Hotel with 1000
rupees

You must visit in turn

* India Gate

» Lakshmi Narayan Temple
» The Red Fort

» Main Bazaar

* New Delhi Railway Station

Start Home with 200 rupees
You must visit in turn

» Old Delhi Post Office

* The Red Fort

* New Delhi Railway Station
* Main Bazaar

» The Vegetable Markets

* Home

Start: Hotel with 1500
rupees

You must visit in turn

* The Red Fort

» Lakshmi Narayan Temple
* The Red Fort

» Jami Masquid (Mosque)
* Main Bazaar

* Return to Hotel
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Refugee Wide Game

This activity will help Scouts to examine and challenge their the north. You will be given a map. At each stopping point you must
prejudices in relation to refugees and immigrants and experience accomplish the task before proceeding. (Scouters mark various
what it is like to be these people. points on a map of the area).
The Geneva Convention defines a refugee as someone who .
‘owing to a well founded fear of being persecuted for reasons of Task cards:
race, religion, nationality, membership of a particular social group J u ba
or political opinion, is outside the country of nationality and is Your town is under attack. Flee from your
unable, or owing to such fear, is unwilling to avail him/herself of the home with your patrol. Take only one
protection of that country’. possession each/per patrol

Blanket, Teddy, Rope, Compass, Football
Discuss the plight of refugees and find out how much Scouts know Whistle, Pen knife, Bottle of water
about them. Define who refugees are. The above definition provides (Any other items leaders feel they could
the answer. include).

Some other important facts are that most of the world’s refugees
actually live in the poor countries of Africa, Asia and the Middle East,
not in the richer European countries.

Mvolo (river or stream)

Did you know Andrex tissue paper was founded by German Jewish Heavy rain has made the river rise. It is
refugees, too deep to cross by foot. You must make

a bridge to cross. You have traveled 50
Lucian Freud, the famous painter, was a refugee as was Albert miles.

Einstein?

Refugee status grants all the rights of citizenship except the right to
vote. Today, there are roughly 50 million refugees in the world.

For the Refugee Wide Game you will need a forest with a large
open space. Ask the Scouts to imagine they are refugees fleeing .
from Sudan, the largest country in Africa. Sudan is experiencing a Toni (Scouters with water pistols)

serious famine and the ongoing civil war has left living conditions Fighter planes are overhead. Lie down.
impossible. The journey will be a distance of about 300 miles and Shooting. You must hide and not get caught.
the route will pass through a desert. Your destination is Khartoum in You have traveled 100 miles.
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Khartoum

Congratulations! you have reached
Khartoum and can join the camp with the
rest of the refugees. You have trekked
300 miles to safety.

Aweli
Outbreak of Cholera. One of

your Patrol takes ill. You have to
stop for a while. Cook a meal on
a small fire (e.g. cook rice). You
have traveled 150 miles.

Rabak

One of your Patrol has hurt her/his leg. You
Al Fula need to help him and give him first aid.
You are 200 miles from
home. You must make a hat
to protect yourself from the
sun as you enter the desert

(open area). Has this activity increased

Scouts knowledge and
understanding of the plight of
refugees? Why not talk to a

El Obeid local agency that deals with

A sandstorm is blowing up. You must | refugst‘a.es, fogexampli, Bllg |
take shelter — improvise with what is el il Srelylntine, Joret!
around you. government, Equality Authority

or religious organisations.




Lifeline

Water is our most precious resource. Without it we would not
survive. A person in the developing world uses a fraction of the
water that a person in the developed world does. On average a
person in the developing world has about 10 litres of water a day
for drinking, food preparation, cooking and cleaning. The average
per person use of water in the developed world is 135 litres a day.
A shower uses 5 litres of water a minute, flushing the toilet uses 9.5
litres and a dishwasher uses 35 litres.

Only 1% of the water on Earth is suitable for daily human use. Over
97% is salt water in the seas and oceans and approximately 2% is
ice. The 1% that is available for drinking forms part of a continuous
cycle. Some will fall into the seas and oceans and some will fall

onto the land. Wherever it falls, that water is warmed by the sun and
evaporates so it maintains the water cycle. Some forms streams and
rivers and some sinks into the ground to the water table. There are
three sources of clean, usable water: rainwater, underground water
and surface water.

One sixth of the world’s population, 1.1 billion people, suffer as a
result of a lack of clean water. These people’s health, education and
lives in general are affected by the water they have to drink, cook
and clean with everyday.
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We present here a number of simulation games to try in your Troop.
Each game explores a different aspect of water resources.

The aim of the games is to create an awareness of the daily life of
people in countries where water is hard to come by and certainly not
available from a tap in the kitchen.

Daily Life Simulation (1 hour)

Simulation for groups of 10-30 children, multi-aged or 7 years and
over.

Main Idea: Collecting water takes time that could be used for other
purposes

Overview

All participants are given a list of tasks to complete that represent
different aspects of daily life. Everyone has the same tasks to
complete, but some have easy access to a water supply, while some
have to walk further to get their water.

You will need:

» Small water collecting containers (e.g. plastic cups)

« 2 containers for washing water (e.g. bucket/ large bowl)

» One clean plastic bottle per child (same
capacity — 500 mls or 1 litre)

« Dirty cloths, and soap

» Games box: a small selection of simple games — balls/
elastics/yo-yos...

* Unwashed potatoes — one per child.

« A pot plant (One which doesn’t mind lots of water, or a
plastic plant in a pot. Alternatively, you could designate a
nearby plant in the area)

« A large cooking pot

* Clothes line (string or similar)

« A sheet with the water pot outline for each child or group

« Stickers or stamps



Setting up the play area

Some of these activities could be messy, so use an area where
spilled water won’t matter!

You will need a tap a distance away, preferably an outside tap. Most
of the participants will use this tap. Another, closer tap, should also
be available for the fewer participants who have easy access to
water.

Set up two washing stations, one for cloths and one for potatoes. A
clothes line needs to be set up for the clean clothes, and a cooking
pot provided to place the washed potatoes in.

A small blackboard or poster needs to be set up with spelling words
and simple additions at the appropriate level — paper and pencils
need to be provided.

Place the games box and the pot plant in an appropriate position.

How to play

1. In a small group, participants work individually. With larger
groups, particpants can work in pairs or small groups of 3 or 4 to
share equipment.

2. Explain to the participants:-

“You will be pretending to live in a poor country. You are going to
have some tasks to complete. Each task must be completed in
order. When each task is completed, you will receive a stamp or
sticker on your “water pot”.’

Give each participant or group a sheet with the water pot outline
copied onto it.

‘The more tasks you complete, the more stickers or stamps. Each
person/group has the same tasks to complete.’

Have the tasks written in large letters on a chart or blackboard for
all to see, or provide each group with a list. Explain each task, and
show equipment needed.

3. ‘Some of the tasks involve using water that you will need to
collect. You may only carry the small containers (plastic cup) to the
tap.’

Hand out these containers one per individual/group.

‘In villages, people have larger water containers, but have to walk
much further to collect their water. Some people have a water tap
or pump close to their houses, but many people have to carry water
from a long way away.’

Tell individuals/ groups where they will collect their water.




4. Play. Participants need to report to the
scorer each time they complete a task, and
receive a stamp or sticker on their water pot
sheet. End the game when the participants
with close access to water have completed
all the tasks.

5. Debrief.

In a circle, particpants tell how many tasks
they completed. Ask: Who completed most
tasks. Why?

Who completed the least tasks? Why?

What were some of the difficulties that
some people had?

Did you have to wait in line to get water?
How did that make you feel? Explain that
people collecting water often have to wait
for a long time. Sometimes the water
doesn’t flow all the time, or it runs out.

What tasks did you miss out on if you didn’t
finish them all? Explain that, just like in the
game,some children miss out on school
and play time because they have to spend
hours collecting water. Sometimes, people
can’t even collect enough to keep their
vegetable gardens alive. How would they
feel, and how would it affect their health or
their future?
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Discuss how important it is to have access
to clean water. Each person needs 20 litres
of water a day to stay clean and healthy.
Discuss how much time it would take to
collect this much water.

Discuss ways they could act to help improve
the situation for communities who don’t
have good access to water.



Water Ration Teaser

Aim

Teams start with one 16 litre container full
of water each. Teams must transfer water
between different containers until they have
one container that contains exactly 8 litres.
The first team to do

so is the winner.

Equipment Needed:
Masking tape, markers
Pencil and paper for each team

3 containers for each team:

16 Litre Container

10 Litre Container

6 Litre Container
(These Containers should have their TOTAL
capacity clearly marked on them, but NOT
any level indicator other than that.)

8 Litre Container (for judging the winner)
(You may need to modify some tubs,
buckets, or containers to get the right
capacities. Permanent markers should do
the trick, or a hacksaw.)

Set up & Briefing:
Fill each team’s 16 litre container with water
Place the other 2 containers 15-20 metres

from the largest container to form a triangle.
Mark these spots with an “X” .

Explain that in many parts of the world, for
example some villages in Africa, a person
may only use around 10 - 16 litres of
water per day for all their personal needs:
drinking, cooking, personal hygiene and
household cleaning. (This doesn’t count
extra that they might use to wash clothes,
water plants, give to animals for drinking, or
use for making mudbricks for houses, etc.)
Their water source might be a communal
well, or a spring or stream that might be
between 1 hour and 2 hours walk away.

Compare this to the average European who
uses over 200 litres per day. For example a
shower uses on average 30 litres, one flush
of the toilet is around 10 litres and one load
in the washing machine uses between 150

and 250 litres.

Explain that the aim of the game is for
teams to transfer water between the
different containers until they have one
container which holds exactly 8 litres (which
is the amount needed for cooking and
drinking).

Rules

No estimating or guessing is allowed. The
amount of water can only be determined
by knowing the exact amount that is in any
container at a given time.

A major spill will result in the team having to
start again.

Any container can be moved to any other
container but it must be moved back into its
original position before another container
can be moved.????

Pencil and paper can be used to help plan a
strategy or to keep track of how much water
is in each container as the water is being
transferred back and forth.,

Post-play Thinkspots

What would it be like to walk for an hour or
more to collect all your water? What sort of
activities might you miss out on in order to

do this job?

What sorts of problems might arise because
of water shortages?

The World Health Organization estimates
that 80% of all disease in the world is
caused by either contaminated water, water
shortage, or lack of access to clean water or
sanitation. What can be done to give more
people access to clean water?
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Rainy Season

The rainy season like you've never seen it
before!

Aim: Each team is an Indian or African
village. They must build a road and collect
water. The team which has the most water
in their collection tub at the end of 15
minutes wins.

Equipment needed:

Stopwatch or timer

Several packets of water balloons for
each team.

One large collection tub or bucket for
each team

2 buckets for each team

2 empty soft-drink bottles (1-2 litres)
for each team.

Masking tape, chalk or witches hats

Playing area

Mark out a ‘village’ for each team with
masking tape, witches hats or chalk. This
should be large enough to fit the tub plus 3
or 4 people sitting comfortably.

Each team needs a ‘water source’; either
a tap or a really big drum or tub of water
located some distance away from their
village. The exact distance depends on the
number of people in the team.
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Play

The game consists of 3 parts

1. Building a road
2. Collecting water
3. Monsoon

1. Building a road

This is done by people one by one leaving
the village area and moving towards the
water source. The first person should stop
about 1-2 metres away from the edge of the
village area.

Each person after that should stop about
1-2 metres away (within comfortable
reaching distance) of the person before
them until the last person can reach the
water source. (Ideally this should leave
only 3 or 4 people behind in the village,
with everyone else being part of the ‘road’.
When you explain the rules, you can do
this with the teams as a practice before you
mark out exactly where the villages will be.)
Only one person at a time may leave the
village to build the road. Teams that break
this rule will have to start their road again.

Once a person who is part of the road is in
place, they are not allowed to move away
from their spot. Anyone who moves (for
example, to dodge a water balloon) must
return to the village and be replaced by one
of the villagers.

2. Collecting water (this stage can
begin once the road is complete)

The team must pass the soft drink bottles
up and down the ‘road’ from the village to
the water source and back again, gradually
filling the collection tub in their village.

The soft drink bottles may not be thrown,
but must be passed directly from hand to
hand of each person in the ‘road.’ If the
bottle is dropped on the way, it must be
emptied in the collection tub of the nearest
opposing team.

The 3 or 4 players who are left in the village
are responsible at this stage for either filling
the collection tub or filling water balloons for
the rainy season.



3. Rainy Season

Every 3 minutes during the game, the rainy
season comes. These rains can be very
heavy and may lead to flooding. This could
cause damage to village roads, but it could
lead to extra water being collected through
rainwater tanks. The rains lasts for 30
seconds. Blow a whistle or just shout out
to indicate the start and finish of the rainy
season. During this time, the players in the
village may do one of the following:

(a) They may throw water balloons at an
opposing team’s ‘road.” They must stay
within the boundaries of the village when
throwing water balloons. If a water balloon
bursts on somebody who is part of the road,
the heavy rains damage the road and that
person must leave their place in the road
and go to the village. Then they ‘tag’ one of
their team-mates who is in the village who
must quickly go and take their place in the
road. While there is a gap in the road, the
collection bottles may not be passed across
it until the place is filled.

(b) They may take the buckets and try to
intercept water balloons as they are thrown
at the roads. The buckets represent the few
rainwater tanks that exist in the village. Any
balloons that are caught in the buckets may
be taken and added to the collection tub.
Also, any water balloons that don’t burst at
all can be taken back to the collection tub. If
an interceptor is hit by a water balloon that
bursts, they must return to the village and
‘tag’ someone there to take their place.

Note: teams should think carefully about
how much of their water they use to fill
water-balloons. If they don’t use enough,
they won't be able to damage the other
village’s road. If they use too much,

they may run out of water. Remember the
winning team is the one with the most water
in the collection tub at the end of the game.

Post-play Thinkspots

Why don'’t all Indian and African villages
have rainwater tanks?

Heavy seasonal rains can cause real
problems like flooding. But when they
don’t come, or the rainfall is limited, the
result is food shortage and sometimes
starvation.

What do you think it would be like to be
so dependent on seasonal rains?
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The World Restaurant

This activity helps to raise awareness of

the huge issues that food and water are for
people in the developing world. Your Scouts
should become aware of these problems
and the responsibilities we all share in
ensuring no one is hungry and every person
in the world has access to safe drinking
water.

Before the activity

Set up a planning team. If possible invite
parents and other people in the community
and charge a small fee for entry. This

fee could go to an agency working in the
developing world. Scouts and Patrols could
prepare for the event by giving up sweets
and using their savings to pay for entry.
They could also produce flyers and posters
to promote the event and sell tickets. A
presentation could be put together on

food and water in the Third World. Patrols
could also prepare displays for the room

of statistics, world maps showing areas at
risk, pictures and so on. Scouters should
be ready to facilitate a discussion after the
meal. If you are running this activity with a
younger section you could also play some
of the warm up games listed in this resource
and have a shorter discussion period.
Another possibility is to arrange for a guest
speaker from a development agency to
give a talk on food and water issues in the
developing world.
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The activity

When people arrive they pick a piece of
paper out of a box or hat which tells them
where they are from. Everyone must go
straight to their tables and only talk to those
at their table.

In line with world population figures, if there
are 100 people there should be

11 Europeans,

6 Russians,

6 North Americans,

22 Chinese,

16 from India,

16 from the rest of Asia,

4 from the Middle East,

8 from Latin America and the Caribbean,
10 from Africa and

1 from Australasia and the Pacific.

Adjust number proportionally to the size
of the group playing the game.

The tables for Europe and North America
should be decorated with china silverware,
napkins and flowers. The guests have

a three course meal with drinks of their
choice. The other continent tables are more
modest. People sit on stools or benches.
The tables have little decoration and
everyone only has a cup, spoon and bowl.
The guests will have mashed potatoes or
rice and vegetables with some fruit and tea
or coffee. The quantities of food and drink

at the poor tables should be less than at the
rich tables. Perhaps you could have one
continent with no table. They sit on the floor
with a cup,bowl and chopsticks.

When everyone has eaten, split everyone
into discussion groups. Make sure there are
‘rich” and ‘poor’ people in each group. The
idea is to let people express how they felt.
How did the ‘rich’ feel eating a good meal
while others had a lot less? How did the
‘poor’ feel with very little compared to the
‘rich’. If there is a presentation prepared by
it could be shown now. Ask the discussion
groups to make lists of the reasons for food
and water shortage in certain areas. On the
basis of these lists, a guest speaker can
present a general picture of the situation

in the world, dispel misconceptions and
introduce the facts.



Instant Decisions

This game is played in two parts. The

game helps to develop discussion and
communication skills among Patrols. Also, a
basic understanding of what it is like to deal
with a potentially disastrous situation in a
developing world can be acquired.

The Patrols are given an envelope in which
one storyline is contained and copies of
the list of items for everyone in the Patrol.
In the first part of the activity the members
of the Patrol work individually and without
consultation with other members of the
Patrol must rank the items in the list. In the
second part the Patrol must discuss their
own individual answers and rank them as
a Patrol after a discussion of the merits if
each item.

The Patrol Leader is given a ‘Decision

by Consensus’ (content below) handout
before discussions begin. Once the group
discussion begins do not change your
individual rankings.

Decision by Consensus: This is an exercise
in Patrol decision making. Your Patrol is

to employ the method of group consensus
in reaching its decision. This means that
the prediction for each of the items must

be agreed upon by each member of the
Patrol before it becomes a part of the group
decision. Consensus is difficult to reach;
therefore not every ranking will agree.

1. Natural Disaster

It is high summer on the edge of the
Amazon rainforest in South America.
You and your family live here farming
land which was once covered by
dense forest. However, the crop has
failed because the rains have washed
away the arable soil. The rest of

your village is in the same situation.
Furthermore, a forest fire is now
raging a few miles from the village
and advancing quickly. You are asleep
when the call finally comes that it is
too dangerous to stay in the village
and you must evacuate quickly.

You can only take with you items that
you can carry.

On the "Patrol Summary Sheet’ place the
individual ranking made earlier by each
Patrol member.

Here are some guidelines to use in reaching
consensus:

Approach the task on the basis of logic.

Avoid changing your mind only in order to
reach agreement and avoid conflict.

Support only solutions with which you are
able to agree somewhat at least.

2. War

You are the ambassador of a
wealthy developed country to a
sub-Saharan African country. You
live on the edge of the international
compound. A vicious civil war is
taking place. One of the factions
believes that westerners are to
blame for the country’s problems
and so have turned their attentions
to the international compound as
they advance on the capital city. The
airport is also in their hands so all
you can do is escape to the desert
surrounding the capital in the hope
that diplomats can arrange for your
return home soon. What will you
take with you to the desert while the
diplomats negotiate?

You can only take with you items that
will fit in your car. Rucksacks on the
laps of the passengers - your family,
and what you can place in the boot.
100cms X 100cms X 60cms. Nothing
on the roof - don’t want to draw
attention to your escape.

Avoid techniques such as majority vote,
averaging or trading in reaching decisions.

View differences of opinion as helpful rather
than as a hindrance in decision - making.
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The Landmine Game

Landmines have caused widespread and

acute humanitarian problems internationally.

Because they are ‘victim-activated’ they are
indiscriminate — killing and injuring men,
women and children long after the conflict.
Land contamination or even the suspicion
of contamination with landmines can deny
people access to community resources
such as water sources and agricultural land,
creating or worsening poverty. Landmine
survivors, in countries with weak medical
infrastructure and limited capacity for social
or economic rehabilitation, can face serious
physical, emotional, social and economic
challenges. Each year, up to 20,000 new
casualties are caused by landmines around
1,500 a month and 40 a day.

For the game, the “field” is a blue tarp
measuring 20 x 24 feet. It is covered in
numbered boxes- like a board game. One
side is a river and the field cannot be
entered from that side.

The person(s) running the game has a
master map of where the mines are in each
of the three simulations. The Scouts are
told that there are 15-20 mines somewhere
on the field. Volunteers are invited to walk
on the field. They do this by rolling a dice
to determine how many squares they can
travel. As the Scout steps on a number -
they cannot jump over any of the numbers
- they call out the number. If they step on

a mine, they sit down on that number and
someone else gives it a try.
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In the first simulation, the “field” represents
a community. Three numbers represent
Home, School, and the Market Place - the
places Scouts would travel to and from on
a given day. The task is to walk from one
place to the next without hitting a mine.
Usually the first few Scouts start at home
and try to walk to school, which is fairly easy
to do. The next path is from either school to
the market or from home to the market. The
market is the most heavily mined.

In the second simulation, the “field” is just a
field. One square on the tarp represents a
well, pile of wood or piece of machinery that
is needed on a regular basis. The Scouts
can enter the field from any side except the
river, and must make it to the well and back.
Of course, that area is heavily mined and it
is difficult to do.

In the third simulation, the Scouts start at
one end of the tarp and must make it across
the “field” to the river. Several people are
allowed on the tarp at the same time, so

it is not as easy to decide where to step

as there is the added distraction of other
people moving in various directions. The
river is, of course, heavily mined.

After each stage of the game there is a
quick debriefing about why one area was
more heavily mined that another and how
this would impact on a person’s daily life.
Sometimes Scouts offer tips on how to
negotiate the field, such as watching where
the previous people have stepped.

At the end of the game there is a longer
debriefing which focuses on how the land
is rendered dangerous and unusable by
the presence of the mines. There is also
discussion of what it felt like to try and walk
on the field and how one might approach
this in real life. The Scouts often comment
that they would toss rocks ahead of them
to try and figure out where the mine area is.
This becomes a good opportunity to point
out the reality of living in an area that is still
mined.

For example, it would take hours to walk

to school if you tossed a rock at every step
and consequently you can't live your life like
that. Of course, it is also the case that you
need more than a small rock to set off the
mine in the first place.

The game is preceded by a discussion of
what a land mine is and followed up with
a video or you tube video clip and a case
study of a country such as Cambodia. A
Patrol could carry out this case study. It
takes about an hour in total for the game
and accompanying discussion.



The Exclusion Game

For people suffering from HIV/AIDS
exclusion from the rest of the community,
society and the world is part and parcel

of their lives. Although the ignorance and
stereotypes surrounding HIV/AIDS are
slowly being eroded, many suffering with
the condition still find themselves cut

off from everyone else. The Exclusion
Game allows young people to experience
exclusion in a safe environment while also
encouraging empathy in real life with those
living with HIV/AIDS throughout the world.

The activity

Divide the young people into three groups.
Place a dot on the forehead of each

young person: red for one group, green for
another, blue for the third. If Scouters want
to get involved in one of the groups, by all
means! This may be a particularly good
idea when playing this game with younger
Scouts.

Tell the young people that the Greens

are all in their thirties and forties and they
have all the power. They sit on chairs and
have sweets. The Reds are HIV/AIDS
victims. They stand together with their
noses touching the wall and must not look
around or talk. The Blues are children who
are infected with HIV/AIDS. They must do
exactly what the Greens say. The Greens
could get them to hop on one leg, do press

ups, play football and so on. If the Blues are
unable to carry out the Greens instructions
they do not get their medicine (some of the
Greens sweets perhaps).

After about fifteen minutes get the young
people to change positions, and then again
so everyone gets a chance to spend some
time in each role. Conclude the activity after
about forty-five minutes. Bring the group
together and have the young people remove
the dots form their heads. It may be a good
idea to play one of the fun warm-up games
to allow everyone loosens up mentally

and physically. It is important to then have
a discussion about the game to allow the
young people express how they feel.

Here are some questions you could pose to
the group to get the discussion started.

How did each participant feel at
each stage of the game?

Does this game reflect how
people with HIV/AIDS are treated
throughout the world?

What other groups of people
experience exclusion?

Where does exclusion happen in
the world?

It is important to remember that are no right
or wrong answers and the young people
should be able to express their opinions
freely.
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World Trade Game

Introduction

The aim of this game is to help the partici-
pants understand how trade influences the
development of a country and to create
interest and discussion about the world
trading system in an enjoyable and non-
academic way.

The earth is divided into two parts: The
economically rich north (industrialised coun-
tries as the US, Japan and Europe) and the
poorer Global South (meaning Africa, Latin
America and parts of Asia). There are many
ways of explaining the differences between
North and South but one thing is clear. The
gap between rich and poor is becoming
bigger partly because of the world trading
system we have today which makes the
North richer at the cost of the South.

The game will try to show, through the
production of different paper products, how
the world trade works. How do countries
interact? Who are the winners? Who are the
losers?

Who can play?

The game can be played by anyone prefer-
ably over the age of 14. The number of
participants should be between 15 and 30,
if the group is bigger than that you can run
two games at the same time. The rules are
simple and the knowledge you need to play
is elementary.
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Time and place

You need at least an hour for the game in-
cluding the discussion afterwards. You need
a room big enough for 6 groups with around
4-6 participants in each group. Each group
needs a chair for each participant and one
table. There should also be space to move
around between the groups.

Preferably 6 groups divided into the 3 differ-
ent categories (see below). If you use less
than 6 groups make sure that the balance
between ‘technology’ and ‘raw material’
stays the same.

The game organisers need a table, a black-
board, and some spare pens, papers and
‘money’.

Equipment

For 30 participants you need:

30 sheets of A4 paper in the
same colour

30 ‘100 $ notes’

2 sheets of coloured paper
2 tubes of glue

2 pairs of compasses

4 pairs of scissors

6 rulers

2 triangles

14 pencils/ pens

Group Players | Countries Equipment
1and 2 6 UK, ltaly, USA, | 2 sets of the following;-
France 2 pairs of scissors, 2 rulers, | compass, 1 set
square, 1 protractor, 1 sheet of paper, six
100 dollar notes, 4 pencils.
3and 4 5 India, Brazil, 2 sets of the following;:-
Peru, Nigeria 10 sheets of paper, 1 sheet of coloured sticky
paper, two 100 dollar notes
5and 6 4 Tanzania, Two sets of the following:-
Kenya, Burma, | 4 sheets of paper, two 100 dollar notes, 2
Ghana pencils




Ready to Play?

All participants must be able to see the
models of the products they are producing
(see page 89). Draw the models on a flip
chart or on big sheets of paper.

The game needs three organisers:

Two bureaucrats in the World Bank. The
bank’s job is to quality check the products
and write down all the deposits in the
different bank accounts as well as adding
10% interest every 10 minutes.

The game’s facilitator - UN. The facilitator’s
role is to lead the game, observe how
things develop and sometimes change the
development of the game by introducing
new elements. Because the facilitator

is also supposed to lead the discussion
afterwards it might be helpful to write

down everything that happens; comments,
happenings etc.

The Rules

All products must have sharp ends, be cut
by a pair of scissors and have the exact
size.

When you have produced 5 examples of
one product you can present this to the
Bank. If the quality is good enough the
amount of money your products are worth
will be written down in your bank account.

Every 10 minutes the Bank will add 10%
interest to the amount of money already in
your account.

You are only allowed to use distributed
resources and equipment.

You are not allowed to use physical force or
violence.

The facilitator, who represents the UN,
will mediate in case of disputes between
countries.

Only what is already in your bank account
when the game ends counts when the result
is summarised.

Instructions for the facilitator

Explain the aim and rules thoroughly.
Answer questions but make it clear that
you will not answer any questions when the
game starts.

Divide participants into 6 groups and give
them their country’s resources.

In the beginning there will be confusion and
you’ll get a lot of questions; “Why don’t we
have any markers?”, “What is the coloured
paper for?” Remember not to answer any
questions. Make sure all the initiative come
from the participants and not from you.

The production and trading may last for 30-
60 minutes, it all depends on how interested
the groups are, their activity and initiatives.

What to produce?

These are the 5 different products the
groups can produce. When you have
produced for example five triangles you go
to the bank for quality check and if they are
good enough you will get $150 x 5 = $750
into your account.
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For the Facilitator (important points during and
after the game):

Notice everything that happens

The category “A” countries will probably start producing goods at
once but they will run out raw material (paper) quite soon. Then they
will have to try and get hold of more paper from the other groups.
Because you are the only one that can see how the game really
develops it is important that you notice how alliances and trade con-
ditions change throughout the game. Use your observations in the
discussion after the game. Take notes.

Stimulate activity

Sometimes the facilitators have to give additional information and
try to create new situations. Some of the information can be given
to the whole group while some information will be given secretly to
some countries. Remember to inform the bank about all the chang-
es you make. Not all the elements below need to be implemented
in the game. You have to see how the game develops and how much
stimulation is needed.

$300
$200
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Some examples

Price-changes on the global market

After a while you can change the price of some products. That way
the rich countries for example will find out that their compasses are
not as useful as they used to be. From this you can draw parallels
to the real world: When a country finds out that their technology

is getting out of date they usually sell it to poorer, less developed
countries. The prices can also drop if there is an overproduction of
one product on the market.

Raw materials

You can for example give a bunch of papers to one country and then
announce for “the whole world” that a new source of raw material
has now been found in this country.

The sticky paper
Two of the groups have a coloured sticky paper. They have no idea
what to use it for. This represents an unknown natural resource.

Shapes
All edges must be cut
with a pair of scissors and
be measured correctly.
Shapes which are not
exact will be rejected.




You can make it known for two other groups, e.g.: If you stick a little
piece of the colored sticky paper on to your normal products the
price of those products will increase 4 times.

These two countries will then start searching for the coloured paper.
Because the country that owns it doesn’t know the value of it they
might sell it really cheap. (Like Zambia sold the rights to exploit and
export copper to Cecil Rhodes in the late 19th century.) Or they get
suspicious and won't sell it.

Ideas for discussion

Fair trade

Some of the participants will probably get accused of cheating. That
gives you the perfect chance to discuss moral issues and ethics in
international business.

“It's not fair!”

Hopefully the participants will point out this fact quite early. After the
game it is important to use this statement and together try to find
out:

What was not fair about the game?

What does the game tell us about the real world?
How does it feel to be rich?

How does it feel to be poor?

Why is it so difficult to change an unfair system?
Who owns the world’s natural resources?

Who owns the world’s technology?

Try to move the discussion from describing how the world is today
to how the participants would like the world to be. Try also to make
them discuss the moral responsibility that goes with wealth.




Fun warm up and warm
down games and activities The Snakes

Human Boa




Choices Choices Under Pressure







Borderline




Scouts of the World




Empathy activities

The following pages present practical activities and project that can be undertaken to enable
participants to gain first hand experience of life in different communities around the world.

Shelter - how people adapt to their surrounding and design and build housing and shelter
Water - water is a valuable resource, it needs to be used carefully

Food - where do we get the food we eat

Keeping Food - keeping food safe if electricity is not available

Storage - preserving food so that it is plentiful all year round

Bedding - the types of bedding used and the needs for mosquito nets

Refugees - the difficulties people experience as refugees

Music and dancing - traditional dance and music from around the world

Technology - the adaptation of technology in different countries

Education - how the lack of or short term education can impact on peoples lives

Work - exploring how children need to work to support their families

War and Peace - exploring the effects of war on communities and the role of children in wars
Travel - how people adapt to the surroundings they live in and their means of transport
Health - exploring how lack of sanitation can have an impact on the health of communities
Women - exploring how the lives and workload of women are different to men

Lunch Money - comparing how much you can buy for your lunch money with other people
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Shelter is a basic human need. A shelter provides protection, warmth and a safe place to
e t e r sleep. Throughout the world many different peoples have adapted to their surroundings and
built and designed houses using available local materials.

Here a number of different shelters, many Wickiup (Desert She|ter)
very old but still being used, which will

allow Scouts experience what it is like to
live in relatively primitive conditions in the
Developing World. Not everyone in the
Developing World lives in these shelters but
these are some traditional ones. Try a camp
using these shelters for a great experience.
Make sure to make each big enough to
house a Patrol, at least, for the night. An
easy way of doing this is have the Patrol lie
down end to end in a circle, and then you
will be able to gauge how big your shelter
has to be.

This is a typical African desert shelter found in the
Kalahari Desert and Tanzania. The Apaches of
south-western North America also use a similar
shelter. The wickiup is made of long, flexible
saplings set into the ground in a circle of holes

12 inches deep. The saplings are bent over and
intertwined to form an upright, dome-shaped
structure. This is then thatched with bunches

of grass or moss, held in place with encircling
saplings or rope. The shelter is thatched from

the ground up with heavy covering on top.
Traditionally a fire is lit just outside the door.

Weaved Mat
roofing

One billion people or one sixth of the world’s population is estimated to be living in
either slum or squatter settlements. (UN)
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Jungle Shelter

Ray Mears in ‘Bushcraft’ describes this
as the most common shelter used by
people living in tropical regions is a hut
with a pitched roof and a raised sleeping
platform. The frame can be made from
bamboo or ordinary wood. The raised
sleeping platform can also be constructed
using these materials. For the roof use
large leaves from deciduous trees.

Brickmaking
This is a platform shelter you could build
The right to live in a house seems obvious to us in Ireland. on your next camp
However for many in the developing world, it is something of
a luxury. It need not be like this but war, the need to migrate
to find work, natural diasters and so on means many do not
have adequate shelter. Here is a simple method of making
bricks. You do not need expensive cement or concrete. All
you need is straw and clay. Clay is a better insulator than
concrete and it can be recycled, unlike concrete. All you
have to do is cut straw into small pieces and mix it with wet
clay. The bricks are formed from this mix and then leave
them in the sun to dry on a level place. Cover it with straw
so the bricks will not stick. That'’s it!

imple wooden
brick moulds




Mortarmesh

During the 1980s Irish and Kenyan Scouts had a very successful partnership
building simple houses. This is simple method so why not try it? First lay a
concrete floor. Then place provisional plywood walls upright the floor. Stretch
chicken wire held tight by wires over the plywood. Then cover the chicken
wire with a thick layer of plaster. When the walls have hardened somewhat,
the plywood is removed and used for the next building. The plaster walls,
reinforced with chicken wire, are very strong. This method has the advantage

that it can be built very quickly. A building that takes three months will take one
or two weeks with mortarmesh. The young people can also learn a lot about
things like carpentry and plumbing when they are building.

Cover the box or mould with plastic
sheeting or grease to prevent sand and

Strong cardboard box cement mix sticking to mould

or wooden plywood
mould

You can construct a Wi\o! }
concrete flower box =

using the mortar mesh =
technique and it will

alllow you to see how
easy it is to build using
this method and how
strong a construction
of this type can be.

Cover box in a 25mm layer of
sand and cement mix
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Here are some of the
orignal instruction
drawings from the
Kenyan/Irish Scouts
handbook.

Allow for a few
drainage holes on the
base of your container

—

Cover with a layer
of chicken wire

Finish off with
another layer on
top of chicken wire
and smooth off
outer layer




Tent Shelters Tin Sheds and Townships

Many people around the world live in slums,
ghettos and townships thanks to rapid urbanisation
and unfair land distribution. The houses are
constructed with whatever materials that can be
found in dumps or builders skips. The most prized
material is corrugated metal sheeting. These
houses are simple one room designs and often

no other facilities such as toilets, running water or
electricity.

Wigwams are still used by Native Americans on
reservations in the United States and a similar
type of dwelling is popular among African tribes.
Yurts are used by nomadic people in the Steppes
of Russia and Mongolia.

Refugees, displaced people and victims of natural
and humanitarian disasters are houses in tents as
it is a quick and easy way to provide shelter.

As Scouts you should fully understand the
experience of camping under canvas. However,
we often only have an experience lasting for
perhaps 10 days on an annual camp. What would
your life be like if you had to live in a tent for long
periods of time......would you camp differently?

In our cities we sometimes see
people who are living on the street in
cardboard boxes or in shop doorways.
To experience life in such conditions
construct a temporary shelter from
scavanged bits and pieces of building
materials, cardboard, carpets etc. and
sleep in it overnight. Imagine spending
your life living in such situations.

Get some large cardboard boxes and
make an overnight shelter. It is likely
to be a one person shelter rather than
a family sized shelter. Try sleeping in
the shelter overnight.

300 million people worldwide live in one room dwellings with four or more people. (UN)




Water is our most precious resource. Without it we would
not survive. A person in the Developing World uses

a fraction of the water that a person in the developed
world does. On average, a person in the developing
world has about 10 litres of water a day for drinking,

food preparation, cooking and cleaning. The average per
person use of water in the Developed World is 135 litres a
day. A shower uses 5 litres of water a minute, flushing the
toilet uses 9.5 litres and a dishwasher uses 35 litres.

Only 1% of the water on Earth is suitable for daily human
use. Over 97% is salt water in the seas and oceans and
approximately 2% is ice. The 1% that is available for
drinking forms part of a continuous cycle. Some will fall
into the seas and oceans and some will fall onto the land.
There are three sources of clean, usable water: rainwater,
underground water and surface water.

‘More than 1 billion people do not have access to safe drinking water and
4000 children die every day from lack of safe drinking water’ says WaterAid.



Water Pump

Water is the basis of life. Without it the world would not exist
as we know it. For most people in the industrialized world,
water is not an issue. We simply turn on the tap. It is not the
same for people living in poorer countries. Some people might
have a pump or well near them but many have to walk long
distances to get this vital necessity. Many countries simply
have wells - a hole in the ground and the problem is getting
the water out of the well. Simple pumps and water lifters
called shadufs are often employed for this task.

Water has many functions: drinking, cleaning, irrigation,
industry, washing. In all case this means hard physical labour
to transport water to villages or farmland.

This is a simple water pump that a Patrol can make. It is made from a
pipe, rope and car tyres. Cirles of tyre are cut so that then fit tightly in
the pipe. The pieces are put on the rope using a knot in the rope to hold
them in place. A loop is created so that the rope passes through the
pipe and around a turning device.

You will also need to design a guiding ‘scoop’ to

guide the tyre circles into the pipe and a frame

to support the mechanism

Construct a simple shaduf
using poles and lashings. See
how long it takes to lift a large
quantity of water up an incline
or hill. How easy it is to turn on
a tap by comparision

The weight of water that women in Africa and Asia carry on their heads is commonly 20kg,

the same as the average UK airport luggage allowance. (WaterAid)



Food

The world today has 826 million malnourished people. Getting sufficient
food to feed your family is a daily battle in the Developing World. As more
of the world’s population move towards urban and cities dwelling and
away from agriculture the sources of food are not readily available to
many. Famine, war and conflict as well as poverty also have an impact
on scarce resources. Food for most people in the world is a simple affair,
root vegetables, fruit, maize, flour and meat and fish if you are lucky.

In the Developed World we have the luxury of many and varied foods
available in the local supermarket. We also have wealth which allows us
to buy this food.

Food is a basic and pressing need for many and preparing food is
simple.

Here are a number of activities your Patrol could do to explore how food
is obtained and prepared. Your experience of camplife is similar in a lot
of ways.

Prepare and cook some basic
foodstuffs. Cook food in a Fiji Oven,
Fish in cabbage leaves or make
camp bread - twists
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Some young lads proudly display their vegetable plot which
they maintain to support their family food supply in sub-Saharan
Africa.

More than 840 million people in the world are malnourished. (CARE)




Market Gardens

Growing food is both easy and fun. If it is done
properly this method of food production can be
successful in semi-arid or arid areas (areas with
little available water) and allow people to have
a reasonable supply of food for a family. This is
where many of the world’s poor people live. Try
to set up a vegetable plot that your Patrol can
manage. It is a long term project, but worthy

of your efforts. It requires commitment and the
battle with nature - wind, rain, sunshine, frost
and snow.

Mark out your vegetable plot, perhaps in a back-
garden or space around your den. In setting out
your plot, dig a small edging or separate plants
using furrows so that any rain that falls does so
towards the plot. )
Prepare your soil. Dig a trench 45cm deep.
Half fill the trench with organic matter such
as grass, left over vegetables, dead flowers

Make your own
equipment

and plants. Also add some animal
manure

and compost if you have any. Wet the
organic matter and refill the trench with
the soil.

Instead of filling the plot with only one
type of vegetable, plant alternate rows
of different vegetables. When the seeds
are growing and have developed a
second set of leaves, put a little mulch
around them as this helps to keep the
soil moist and they will grow better.

When your first plot is completed make a

second four weeks later and a third plot

four weeks after that and so on until you

have four plots planted in succession.
This will give you a continuous supply
of vegetable to plant all year round. To
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keep the soil rich in humus add compost
before planting another crop.

Here is a sample plot rotation:

Plot 1: Year 1 — turnips, carrots, beetroots
Year 2 — cabbages, cauliflowers, sprouts
Year 3 — potatoes
Year 4 — beans, peas, celery, leeks.

Plot 2: Year 1 — cabbage, cauliflower, sprouts
Year 2 — potatoes
Year 3 — peas, beans, celery, leeks
Year 4 — carrots, beetroots, turnips

Plot 3: Year 1 - potatoes
Year 2 — peas, beans, celery, leeks
Year 3 — carrots, beetroots, turnips
Year 4 — cabbage, cauliflower, sprouts

Plot 4: Year 1 — peas, beans, celery, leeks
Year 2 — carrots, beetroots, sprouts
Year 3 — cabbage, cauliflower, onions.
Year 4 — potatoes
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Protein is vital part of any diet and meat is one of the best sources of this vitamin.

F O O d Many tribal communities herd cattle for this purpose as it provides milk as well as
meat. A persons or tribal wealth is often measured in how many cattle it has. In
many countries people still use traditional methods to hunt for food. The hunt is vital
for survival and many tribal peoples are careful to only hunt for their needs rather
than for sport.

Bow & Arrow
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The bow and arrow is a basic hunting weapon of some ;

tribal people. You could try making these implements in First Step
Ireland for an archery competition, for example. For the

bow well seasoned wood is best but unseasoned will do if
that is all that is available. Yew is the best wood. Hickory, Second Step
oak, elm, birch and willow are alternatives.
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For your bowstave select a supple stave. It should be Third Step
about 120cm long, but match its size to the individual.
To determine the correct stave length for you, hold one
end of the stave at the hip with the right hand, reach out Final Step
sideways with the left hand and mark the extent of your
reach as the length of the bow. This will give you a stand-
ard type of bow. Fashion the stave so that it is 5cm wide
at the centre, tapering to 1.5cm at the ends. Notch the
ends to take the bowstring about 1.25cm from the ends.
Remove the bark if you chose. When the bow has been
whittled into shape rub it all over with oil.
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Any straight wood will do for arrows but birch is one of
the best. Make arrows about 60cm long and about 6mm
wide. Keep them straight and as smooth as possible.

A piece of string tied between two points will give you a
straight edge to check them against. At one end make

a notch 6mm deep to fit the bow string. Check that the
notch in the end of each arrow is wide enough to fit over
your bowstring. To increase flight accuracy attach three
feathers to the end of the arrow. A sharp point needs to
be on the other end. Tin or flint can be fashioned into a
really sharp arrowhead.

About 25,000 people die every day of hunger or hunger-related causes, according to the United Nations.




The picture on the left shows
how Papua Indians still use
tradition hunting methods as
the trapping of 21st. century
culture stand side by side in
the family dwelling.

Pop up and down targets
are easily made with some
pieces of plywood, hinges
and elastic bands
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Conserving Food

We all need food to survive but we cannot get all foods
all the time. For example, after a harvest there is plenty
but a few months later the food harvested will be gone.
Methods of conservation allow us to keep food longer.
There are many modern and complex methods. The
traditional ways of conserving food are just as good.

In developing countries many people are completely
dependent on their own harvest. They cannot afford

to buy other food. In a good harvest they may reap
enough to keep their families fed for the year but they
then have no way of preserving the produce. Drying
foods is a good way of preserving foods for times when
food supply is short.

In our house we have a fridge and on
the shelves of our kitchen cabinets we
have preserved products in tins and jars
with expiry dates printed on the side. If
you lived in poverty or under privileged
conditions you don’t have that luxury.
You live in a hand to mouth situation
were any food you have you eat that
day. If you have large quanities of food,
perhaps at harvest time, the problem is
how to store that food for consumption
later.

 fegap

Ripe fruit is often
slided up and stones
or core removed to
prevent spoiling of
the food and to aid
the drying process.

A simple drying frame, from the
Kenyan/Irish handbook, in which food
can be dried. The drying frame uses
the heat of the sun to good effect.
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Slmple Frldge On camp we use larder to store
and protect food from insects...
have you used such a device on

camp...try it on your next camp

Here is a simple fridge that can be used on camp and is a low-tech solution to
conserving food in developing countries. The fridge runs on charcoal and solar
heat, not electricity. You need a container, a metal drum is best. Wrap chicken
wire around the container. Place charcoal in the layer of chicken wire. The

top of the fridge is a pail of water with rags coming out of it towards the side.
The rags provide for water flowing to the charcoal filled sides. As the water
evaporates, heat is withdrawn from the inside of the fridge. And your food is
conserved and preserved!

Container to hold water
Water soaked cloth

Charcoal

Chicken wire to hold charcoal in Metal drum/container
place around the container

Approximately 1.2 billion people suffer from hunger (deficiency of calories and protein), according to globalissues.org




° Many of the people in the Developing World have no access to electricity to cook
C O O I(I n g food. Most cooking is done using a fire, and often the gathering of fuel is a daily
burden for women and children who must travel many miles to collect firewood.
Many communities now use more efficient stove designs which are more effective
and reduce fuel consumption.
On your next camp you could try out some of these ideas!!

Clay Stoves

There are many types of clay stoves which insulate heat while also burning up
fuel slowly. The stoves are usually made from a large block of clay or mud and
into which cooking holes and passages are moulded or cut. A fire is lit in the
opening and hot steams of air pass along the passages to the cooking holes,
heating the cooking pots placed over the holes. A stove such as this is easy to
make. The holes and passages are cut while the clay is wet and the passages
are supported by pieces of wood until the clay is dry. The cooking pots are
also pressed into the cooking holes while the clay is still wet so that a steady
base is formed for each pot. A hole for a chimney is made at the back of the
cooker and one at the front for an ash pit. Dry the
cooker slowly so that it does not crack.

Clay stoves can also be made on camp as they use
little fuel and cook faster than other types of fire.
There will also be less time wasted collecting firewood.

Try out this simple
designs for a tin can
fire that contain the fire
and burns fuel more
efficiently

Half of humanity cooks over woodfires -- the poorer half. Nearly half the world’s wood supply
is used as fuel. (Journey To Forever)

ag




Solar Cooking

The solar cooker is a light weight, low budget and environmentally friendly alterna-
tive to the heavy cookers we find in our kitchens. All you need is a piece of heavy
cardboard, some aluminum foil, a transparent plastic bag and a black pan.

This cheap solar cooker has been developed for use in developing countries where
fuel is scarce. They are easy to make....make one and try it out!!!

In many villages there is a complete lack of fuel wood and the people have resorted to burning dried animal
dung or crop residues. These practices deprive the soil of much of its potential fertility. (Journey To Forever)



Bedding

Everyone needs a good nights sleep to
renew and recharge the functions of the
body. In a large number of countries
worldwide however it is not as simple as
climbing under the bed sheets. Malaria is

a real killer disease which is transmitted by
mosquito flies which are particularly active
at night time. Young people under the age of
five years of age are particularly vulnerable

to attack and many die as a result. The use
of mosquito nets is a simple and practical
solution to this problem. Washing bed
clothes and keeping mattresses clean are
also important as they can act as hiding
places for mosquito larvae.

Having a roof over your head and somewhere to
sleep is something most people in rich countries take
for granted every day. A nice soft mattress, clean
crisp sheets and a nice warm duvet. Imagine you
only had a hard earth floor to sleep on - every night
and you had to share that floor space with the rest of
your family.

More than one million people die of malaria every year, mostly infants, young children
and pregnant women and most of them in Africa. (World Health Organisation)

Weaving/Mats

You could weave some mats to decorate a
shelter or your Den. This is often what is done
to decorate dwellings in developing countries.
You can harvest some rushes and leave them
to dry in the sun, if possible. Some rushes can
be dyed for colour and design. The ends of
the rushes are braided, then suspended to a
crossbar. These mats provide good insulation.
and are used for beds, to sit on, when eating
and drying crops.

You and your Patrol can easily make straw mats
using this camp loam

Note slope on
sisal cords.




































































































































