THE FA.B RIGHTS GAME!

This game is a tool that educators working with Young Migrants Arriving Alone can use to inform and
make them aware of their Rights and promote their proactivity in life and encourage them to express
opinions and wishes.

FA.B! considers it essential to GIVE VOICE AND EXPRESSION TO THE YOUNG PEOPLE to directly involve
them in the production of this beautiful game.

The illustrations guiding the discovery of rights are in fact the result of a workshop activity developed
by CIDIS with the young people hosted in October 2021, we thank them for this valuable contribution.

GAME COMPONENTS AND INSTRUCTIONS

GAME COMPONENTS:
A board

Two packs of cards

A dice

Four checkers

A small microphone
A puppet (mimotto)

It is also necessary to equip oneself with sheets of paper and markers.

INSTRUCTIONS

Players: up to 12 players divided into 4 teams.
Typology: competitive, didactic, route-based

Board: The board consists of 42 squares in the shape of a snake, each player (representing a team) moves with a token
of a different colour.

The decks both consist of 42 cards. One deck graphically represents the 42 rights, and the other presents the clue words
of the same.

The cards must be placed face down on the game board. To be drawn quickly, the taboo cards must be arranged from
the beginning in ascending order according to the articles of rights.

Players take turns rolling the dice, move their token to the number and draw the 'entitlement card' to be shown to the
other teams but hidden from their own.

The player must also draw the taboo card corresponding to the drawn 'entitlement card' and read it to better represent
the entitlement so that his team can recognise it.

The player will have to make his team guess 'the mystery right' without showing the cards. Instead, this will have to resort
to 'representations': miming the claim, miming using the puppet, inventing a verse for a song or story without using the
words printed on the taboo cards, inventing a slogan without naming the claim, drawing a claim without reproducing
the card design.

The player will have a time limit, agreed by the players at the start of the game, after which, if the team has not guessed
the right, the turn passes to the opposing teams.

The first to reach the final box wins.



NOTE TO EDUCATORS

OBJECTIVES

This material is a resource for educators who wish to
use participatory methodologies in rights education and
improve their facilitation skills.

FOR WHOM IT IS INTENDED

THE MATERIAL IS DESIGNED FOR THOSE educators, and
trainers, who will use the game in formal and informal
educational contexts, committed to facilitating rights
education that aims to engage participants, especially
young people, and put them in an active and participatory
position.

The manual contains simple theoretical perspectives
on rights education and participatory methodologies. It
provides educators with some tips on achieving maximum
effectiveness and impact in the participatory approach.
Participatory techniques aim to engage participants
emotionally and intellectually as tools to achieve personal
and collective empowerment and develop factual
knowledge and action in the field of rights.

WHAT EDUCATIONAL METHODOLOGIES ARE

An educational methodology represents a collection
or set of principles, methods, and practices for carrying
out educational activities or processes and refers to how
training is conducted. Each educational methodology
depends on how movement is conceptually understood
and the pedagogical tools (methods and techniques).
Closely linked to this is the concept of educational context,
which refers to all contexts in which formal and informal
education is implemented, to forms of education that
complement classical education, to activities developed
outside the school system and includes workshops and
lifelong learning processes.

WHAT PARTICIPATORY METHODOLOGIES ARE
Participatory methodologies provide a framework to
conceive and conduct training that promotes shared
reflection, critical analysis, in-depth questioning and
collective problem-solving. This allows participants to
deepen their knowledge, better understand the specific
human rights issues they face, and articulate proposals
and strategies for change.

Participatory methodologies treat participants as active
subjects, regarded as creative and intelligent human beings
with real potential to become change agents. They attempt
to engage, motivate, and inspire participants and provide
them with the tools for collective or individual activation of
critical reflection and analysis processes.

On the other hand, participative techniques are the tools
used to implement the methodology and are logically
integrated into the method. Crucial among these is the
GAME.

The game has always been regarded as fundamental in
the development and growth of children. Its use is also
extended to educational contexts to make participants,
especially young people, learn new concepts to be
introduced.

THE FUNCTION OF THE FA.B RIGHTS GAME!

Play is closely connected to a child's learning and healthy
growth. The importance of play is such that even the
UN Convention on the Rights of the Child, in Article 31,
recognises the child's right to rest and leisure and to play
and be involved in recreational activities. Playful activity is

now unanimously considered fundamental for the child's

emotional, cognitive, motor, and relational development.

With the game, the minor:

* learns and enhances their communication skills.

* becomes aware of the rules - many games, especially
to be played in groups, presuppose compliance with
certain rules - learns to use them, to understand their
meaning and the necessity of using them.

* establishes a particularly positive exchange with
external reality and with other individuals.

* develops the ability to manage and master one's
emotions.

¢ learns to PLAN AND MAKE PLANS; GET TO KNOW
EXTERNAL REALITY AND RELATE TO IT; GIVES
MEANING AND SIGNIFICANCE TO THE WORLD
AROUND THEM.

e learns to relate to OTHERS AND ESTABLISH ACTIVE,
CONSTRUCTIVE, MEANINGFUL relationships.

* develops creativity.

* In this case, the FA.B! Rights Game aims to introject
'rights' in a facilitated, creative way and give the
opportunity to learn, act, and interact with the peer

group.

BUILD THE GAME COMPONENTS TOGETHER

The undisputed advantage of manual game construction
is the development of problem-solving skills. When getting
to grips with the preliminary phase of constructing the
game components, such as pawns and dice, participants
will be faced with a small test and have to work hard to
overcome any difficulties.

3D cardboard construction trains visual-spatial skills and
hand and eye coordination. For the manual construction
of the components, attention and memorisation will be
required to remember the reference image and manipulate
the cardboard, which is why cardboard games can be
an excellent way to stimulate and train skills. Building
cardboard components allows you to create something
concrete, face a pleasant challenge and boost motivation
and achievement. Furthermore, making something
together' stimulates cooperation and respect for turns and
allows free expression and sharing by the participants.



UN Convention on the Rights of the Child and Adolescent
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BUILD THE GAME COMPONENTS YOURSELF

You will need: scissors, glue

THE DICE

Steps to follow

Cut out the figure of the dice.
Add glue to all the flaps of the cardboard dice.

Start by giving the dice a three-dimensional shape
using the flaps.

Your cardboard dice is ready!
___ Cutting lines

Fold lines
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GAME COMPONENTS
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Steps to follow

Cut out all the shapes of the pieces and the cutting lines.

Each piece is, in fact, composed of two parts, A and B, which are 'wedged'
together and then a little glue applied along the top of the piece to 'stabilize'
the parts left free on both sides.

Proceed to bend at 90° (in opposite directions) the two 'wings' of each element
(which will form, together with the other two of the complementary characteristics,
the circular 'base' of the piece itself).

Once this is done, the circular base of each piece is glued into one of the circles
you will find below.
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In the same way, as you built
| the dice, you create the box
where you will place the game
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GAME COMPONENTS

THE SMALL MICROPHONE

Cutting lines

Fold lines

Half of the sphere Top opening
of the cone

Steps to follow

Microphone body \

Cut out the template and then use the flap to glue the two sides together to make
a cone.

The upper part of the microphone

Cut out the two circles A and B and cut along the guides on the inside of the circle
and fit the two spheres together to build a three-dimensional sphere that will be
inserted halfway into the upper opening of the previously assembled cone.
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GAME COMPONENTS

THE PUPPET
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