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Title: 
“Shaping your Shelter: A game on post-disaster reconstruction of homes”
Description

A participatory activity for communities affected by disasters aimed at inspiring a desire to learn about safe building methods, in particular “bracing” (structural reinforcement). With limited time and materials, players construct shelter for households recently affected by an extreme event. They confront the trade-offs between quick and cheap housing versus stronger but more resource- and time-consuming construction choices. Random events expose their new shelter to risks. Experiencing the consequences of team decisions, rich discussions emerge - as do winners and losers. 

Why This Game?

To support humanitarian shelter teams to motivate volunteers and communities to acquire more knowledge about safe construction, and specifically the concept of bracing, for improving the structural stability of constructions.
Facilitator Skill Level

3 out of 5 (in addition, the facilitator should be knowledgeable about safe building methods and shelter construction)
Intended Audience

Community members confronting the need to build their own temporary or permanent shelter in a disaster-prone area, and Red Cross volunteers that will be engaged in shelter programming 
Number of Players: 

6 to 60 people, in teams of 3 members (if needed, teams can have up to 6 members)

1 Game Facilitator

Time Required for gameplay and discussion

20 to 45 minutes (depending on experience of facilitator, group size, and desired level 

of discussion during gameplay)

Materials for each team of 3:
· 30 Wooden sticks: can be pencils, chopsticks, any long thin pointy pieces, broken into two different lengths (short and long)
· 50 Elastic bands: to fasten sticks for building

· 1 Pizza box, or any cardboard surface ~ 40 x 40 centimeters

· 5 pawns to represent people, 

· 1 marker at least 5 inches high, to ensure structures are tall enough to fit people 

· 1 square piece of plastic ~ 30 x 30 centimeters (to simulate tarp)

· 1 cup of dry pasta (e.g macaroni) or similar small objects per team (to simulate rain)
Game Facilitator’s materials
· 1 Wind Speed die: 6-sided 

· 1 Wind Direction die: 8-sided w/compass directions*
· 1 Earthquake Magnitude die: 10-sided 

· Prizes: small candy or similar reward for winning team**

· Compass dice:
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** If meaningful prize is desired, small solar lights are available in quantity from http://www.unite-to-light.org/order.html or key publications on safe building methods can be provided, such as the Shelter Safety Handbook
Playspace Requirements

Ideally tables sitting 1, 2 or 3 teams (3 players/team). 
If needed, game can be played sitting on the floor.

Setup

Organize seating arrangements for teams of 3 players. 

Each team gets:

· 8 pencils

· 20 elastic bands

· 1 cardboard box or surface: draw a square in the center, 6x6 inches and designate which side of the box is the ‘North’ side 
· 5 pawns: representing a household

1 tarp
How To Win This Game

The team with the fewest “insecurity points” at the end of 3 rounds wins the game. Additional incentives can be offered (such as “prize for the most creative shelter”)
Game Play
Facilitator starts by introducing the scenario: “A severe earthquake has just left thousands of people homeless. Your household (represented by pawns) has relocated to a new area in the same region.” Teams are household members who must build homes to shelter their five-person families by making decisions about how to use limited construction materials (wooden sticks and elastic bands) in the limited land they have available (1 cardboard). There may be insufficient materials, or insufficient time to build a new shelter before the rains come, potentially unleashing devastating floods…  Shelters will be exposed to heavy rainfall and flooding (represented by dry pasta), earthquakes and strong winds. Households occupy an “adequate shelter” if their shelter protects all family members from the rain (no pawn is affected by the falling rainfall) or from the impact of earthquake and strong winds (all pawns stay within the drawn perimeter of the shelter). In addition, the marker must be able to fit inside the shelter (to ensure the building is tall enough). Families lacking proper shelter find themselves in a state of insecurity, which is not good... Each household (team) is tasked with protecting its members from the impacts of different hazards. 
The game consists of 3 rounds: each round represents one year. At the end of each year, for every family member knocked out of the circle (“left unprotected”), the household gets one “insecurity point”. The winning team is the family with fewest insecurity points by the end of the 3rd year.
Year 1 (round 1)

In the 1st year, teams have 5 minutes to build the best structure they can to shelter as many of their family members as possible. Households may build an “adequate shelter” of any configuration, using available materials and land, by the end of the countdown for this round.
Teams may not move the cardboard from its location: as in the real world, land cannot be physically picked up or moved. 

Ready, set, go!

At the end of the 5-minute countdown, when facilitator announces “Stop!” all players must stop building and raise their hands in the air. The facilitator invites comparative comments about quantity, beauty and robustness of the various teams’ shelters, and asks each team to share what part of their structure would be most vulnerable to extreme events and which aspects of their structure they consider to be most resilient to such events. 

After a brief exchange, the Facilitator announces, “After the recent earthquake, your region now experiences aftershocks!” Each household must roll the Earthquake Magnitude Die (10-sided) once to determine the severity of the earthquake in their area. 
The number rolled will determine how many times the facilitator will push and pull the box (or underlying cardboard structure) forward and backward - with increasing force. For example, if a team rolls an 8, the facilitator will count to eight as he/she quickly pushes and pulls the box forward and backward eight times, starting somewhat gently but increasing the amplitude of the movement: The first push and pull will be soft and the final push and pull will be much stronger. At the end of a total of eight push/pulls, the total number of pawns left outside of the drawn square are considered to be insecure and are tallied as ‘insecurity points’. The facilitator should also invite comments about the robustness of the structure. 

Before beginning the countdown for year 2, the facilitator announces: “As your family experienced a disaster this year, the idea is to build back stronger, hazard resistant homes! The Red Cross is providing you with additional materials to do so.”  The Facilitator provides each team with:

· 5 more wood sticks

· 10 more elastic bands

Year 2 (round 2)

In the 2nd year, teams have 3-4 minutes to rebuild the best structure they can, or demolish and construct from scratch, in order to shelter as many of their family members as possible. Households may build an “adequate shelter” of any configuration, using available materials and land, by the end of the countdown for this round.
At the end of the countdown, players must stop. The facilitator again invites comparative comments about quantity, beauty and robustness of the various teams’ shelters, and asks each team to share how their building strategy may have changed. Again the facilitator invites comments about what aspects of the teams’ shelters would be most vulnerable to extreme events and which aspects of their structure they consider to be most resilient to such events. 

After a brief exchange, the Facilitator announces, “We are fortunate that this year there is no major disaster; only some rains” (deploy rain, test if pawns get wet) 

Before moving on to next year, facilitator announces: “We just received information that unusually strong winds are likely to blowing through your region next year! Each household must roll the Windspeed Die to determine from which direction the wind blows (choose a direction to represent ‘North’), as well as a six-sided Wind Strength die, to determine how strong the winds will be”. 

The facilitator again invites comments about the robustness of the structures, and invites participants to identify, without addressing them, the most important structural weaknesses of their shelter (for earthquake risk, and also for wind risk, considering the various possible directions). After a few minutes, each team shares with other teams their perceived vulnerabilities. At this point the Facilitator makes his/her own observations on the structures while providing building tips and lessons about safe, structurally sound building methods. 
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Before beginning year 3, the facilitator asks participants if they have heard about climate change, and warns that scientists say there is higher risk of unusual conditions affecting their current locations, so the Red Cross is providing each teams these additional materials to strengthen their shelter:

· 7 wood sticks

· 10 elastic bands
Year 3 (round 3)
Teams are given 5 minutes to improve their shelters for year 3. At the end of the countdown, the facilitator asks some of the teams to explain what they have done to improve their shelters. 

Rather than introducing another extreme event into the game, the game ends with a detailed facilitator-led debrief on building methods, drawing on the teams’ existing structures to indicate what works in the real world, as well as what does not work and why not. The facilitator can introduce or amplify the value of structural bracing, to encourage them to consider bracing in detail.
Finally, “insecurity points” are counted. Winning family is identified and prizes are awarded.
Designed by

Pablo Suarez, Rosana Morganti, Martin Badie, Wade Kimbrough, Carina Bachofen and Janot Mendler de Suarez for the Red Cross / Red Crescent Climate Centre.
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