Tdh in Albania
Elaborating Psychosocial Games and Activities
 to Incorporate Child Protection
It is critical that child protection is integrated throughout programmes, and that children have the opportunity to develop their own self protective behaviours and resilience.  All activities for children create possibilities to explore these issues with children and help them develop core skills. However we don’t necessarily need to do this ALL the time!  We don’t want to create children who are fearful or overly vigilant – but neither should protection be something ‘special’ but should be part of our everyday lives.  Also it must be remembered that the primary focus of the activities is not protection – it is about having fun and learning life and social skills.
Below are some ideas for how protection could be easily incorporated into the 20 psychosocial games developed by Tdh and explained in the Booklet ‘Laugh, Run and Move to Develop Together – Games with a Psychosocial Aim’.  
If there are specific protection and safety concerns in the local context (for example if there is a particular safety issue or a threat), then animators should be alert to these, and use this as a basis for discussion with the groups of children.
	Number

	Activity Name
	Protection Suggestions and Ideas for Issues THAT COULD be Explored Relating to Enhancing Resilience and Promoting Participation

	Additional Thoughts / Comments

	PART I
	Introduction & Making Contact



	1. 
	Names & Gestures


	· Finding out if children know their own full name – if not encouraging them to find out
	Basic knowledge such as knowing proper, full name, names of parents and address can be very useful if children get separated (eg in emergencies, getting lost, trafficking etc) so that they can be reunited more quickly with their families

	2. 
	Name Throwing


	
	

	3. 
	Postman


	· Encouraging children to know the names of their parents, and their address and also to find out more information about where they live and what their lives are like.  This can be a useful way to identify children who may be particularly at risk / suffering harm and who may need individual follow up

	

	4. 
	Witches


	· Hugging – discuss if there are some situations / people where we should / should not hug

· Witches are the bewitchers in the game, villages free and protect each other in the game –  this idea could be used to explore who are / could be the protectors / saviours in ‘real life’ for children (concretely who could they go to, not just abstract, eg ‘duty bearers’ but could include people in the community, CPW, family, teachers etc – depending on circumstances)

	These games require physical contact.  Animators should watch out for children who are either overly physically or worried about physical contact.  Might there be a reason for this?  This could be explored with children in terms of how children felt during physical contact, linking this with ideas about good and bad touch and personal boundaries.

These sessions could also be used to explore when children felt powerless or ‘frozen’ (not knowing what to do), linking this to what children can do / who they can go to for support

	5. 
	Snake


	· When talking about physical contact and how it felt, could explore the concepts of ‘good’ and ‘bad’ touch

· The game requires children to follow others – explore in discussion if it is always good to follow others.  Might there be times when it is better to make up your own mind / go your own way?  How can this be done?

· Given that the game requires children to work together, the issue of cooperation could be exp lored – are there situations where children could work together to improve their protection? (eg looking out for each other, going as a group to ask for help). We must be careful though, not to infer that children are responsible for their own protection – this duty must remain with adults, although children can be active participants in their own protection

	

	6. 
	Chain Tag


	· Discuss what being pulled between two people / being alone felt like – can children think of situations in real life when this might happen? How might they handle those situations?  If they had a choice between two things, how would they decide what to do / where to go?

	 This game also gives the opportunity to discuss belonging and isolation, and the responsibilities (good and bad) from being in a group

	7. 
	Two’s Company, Three’s a Crowd


	· In this game the mouse is the odd one out – what does that feel like?  Do children know others who are the odd ones out?  How could they help them?
· Being ‘hunted’ as the mouse – can children think of other situations where they might feel as if they needed to run away? Or need to seek refuge?  How do children identify the ‘mice’ and ‘cats’ in everyday life?

	Some care and sensitivity is needed to discuss these issues – especially the second point about being hunted.  It is best to keep the points either fairly general, or alternatively, if a danger is clearly indentified within the community (eg risk of abduction / trafficking) they need to discuss it specifically


	PART II
	Trust and Communication



	8. 
	Blind Man and Guide Dog


	· This game is about learning trust.  This gives an opportunity for discussion about who children have in their lives that they can trust and rely on?  And how do they make these decisions? What do people do to show they can be trusted?  Is being ‘nice’ a reason to be trusted?  This conversation can be linked to the idea that some people seem very nice but don’t really have children’s best interests at heart (eg traffickers who may say nice things / give presents at times)

	Obviously there are some safety considerations with this game in terms of making sure that the physical environment is appropriate.  Animators should be alert to children who seem to want to lead other children into dangerous situations or who find it difficult to trust / close eyes – this may indicate a need for follow up

	9. 
	Wooden Board


	· This game involves a loss of control for the child – in debriefing at the end of the game, when discussing what this felt like, explore who children could go to / what they could do if they felt they were losing control / being controlled by someone else


	Some children, eg street children, may find it difficult to lose control and as a result feel a range of difficult emotions.  This might lead to aggressive or negative behaviours and so that animator will need to be alert to the reactions of the children and intervene if necessary.

If the animator does intervene this can be an opportunity to explore in more depth  what influences our trust  in others / makes us think that someone is ‘safe’
 

	10. 
	Little Blind Train


	· People don’t always like being told what to do – are there times in life when it is a good idea to do what someone else says?  What about doing what parents and adults tell us?
· This game is also related to responsibility.  Are there times when children have too much responsibility (eg looking after younger siblings)?  When is responsibility a good thing? (and how does it feel?)

	Exploring these issues can help children understand that sometimes they need to do things they are told for safety reasons or to promote their wellbeing – even if they would rather do something else!


	11. 
	Person to Person


	· Explore if children should always do what they are told to – when should they not do what they are told?  What should they do instead?

	Since this exercise is especially about touching, animators should be prepared for discussions about abuse and should reinforce to children that they can say ‘NO’ 


	12. 
	Mirror


	· Discuss if there are situations in real life when copying someone is a good idea.  When would it not be a good idea to copy others?

	This could cover issues like drugs, staying away from school etc
Children playing this game need to be good at observing.  This could be a good link to a conversation about how our behaviours affects others, and about the need to watch out for each other  

	13. 
	Stop & Go


	· In this game children change their behaviour – from stopping to going.  Explore if there are times when it is difficult to change our behaviour.  Are there times when they have ‘stopped’ when they should have ‘gone’ in real life (and vice versa)?  

	This game could also be used to explore what helps making a change, or ‘stops’ us or helps us ‘go’ in real life.  Are there other ‘instructions’ might help?

	PART III
	Cooperation



	14. 
	Sitting / Standing Circle


	· Discuss holding legs of others – are there times / parts of the body when we should not do this or children should not allow it? (for example when someone says ‘no’)


	Animators should watch out for children who are either overly physically or worried about physical contact.  Might there be a reason for this?
It should be made clear to children that if they are uncomfortable with the amount of physical touching then they can say ‘NO’ and this will be respected

Again these games can be used to highlight the need for collaboration and cooperation between people



	15. 
	Magical Hoop


	· Since this game requires a degree of physical contact, it could be used for the basis as a discussion for contact – what is appropriate, and what is not
· The game requires flexibility to overcome barriers.  When in life might we need to be flexible
	

	16. 
	Standing in Order


	· This game is about order – this could be extended to explore a range of safety issues including most / least dangerous situations and behaviours
· Putting things in order is also about categories – eg ages – this idea can open a discussion about when categories are useful (or not!)?  

	This session can be linked to exploring the concept of discrimination (and which children might especially experience this).  HOWEVER this should be done only in general terms and with careful consideration as the purpose of the game is to get children to know each other better – focussing on difference and discrimination may have a negative effect on the groups dynamics and cohesion


	17. 
	Animal Mimes


	· This game could be extended to get children to mime emotions.  This could be done either directly or by asking children to imitate an animal (eg shy mouse) and then exploring who the children felt closer to and why

	Talking about emotions can help children get in touch with their own emotions, and having to guess others emotions also develop empathy for others.  This can help children keep themselves safer, for example identifying if parents are angry or worried and then trying to avoid getting into conflict with them at these times


	18. 
	Crazy Machine


	· This game could be adapted / extended to make a warning / danger machine (alarm) – this could be added on to a discussion about dangers and risks

· What kind of sounds / what could children do (eg waving their arms) if they were in danger

	The child protection system can be compared to the "crazy machine". It can work efficiently, if components are in harmony with each other, or it can be stuck if one element is not in harmony with the rest.   If there is time, this idea could  be explored with children to both explain the child protection system and to identify where children think there are problems in the system


	19. 
	Shark Island


	· Explore if there are any ‘sharks’ in real life.  Who would be like the lifeguards?  How could children help each other stay safe?

	The discussion for this exercise could be extended to include exploring if, in addition to lifeboats, there are any other boats that would be safe to get in (eg CPWs etc).  It would also be possible to explain dangers seas – ie places / situation to avoid or where children might be more at risk (such as being on the street, unaccompanied migration, domestic violence etc)


	20. 
	Five Pass Ball


	· This game could be adapted so that when children score, the team has the chance to score an extra point if they answer a question correctly.  These questions could relate to any protection matter, or children’s rights generally – such as who are the services that can help to protect children

	The questions could become progressively more difficult and also include practical information, for example the address of the CPU or the telephone number of the child helpline


� Games as explained in the Tdh Booklet ‘Laugh, Run and Move to Develop Together – Games with a Psychosocial Aim’
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