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MOSAIC PROJECT PROPOSAL AND REPORT FORM

Project Coordinators must fill in this form and send it to the IO: international@cisv.org. Use the same form as a report when your project is over and send it to the above e-mail. If you have any questions, please contact mosaic@cisv.org. The boxes will expand as you type, so please use as much space as you need. 

	Proposal
	x
	Report
	


	 Host Chapter
	Budapest
	National Association
	Hungary


General Project Information

	 Project Name 
	
	
	Reference No.
	 M-

	
	
	
	Priority Period
	A

	 Part of 
 Education circle
	 Personal Development Education
	 International Education
	 Human Rights Education
	 Environmental Education

	
	 Global Awareness Education
	 Human-relations Education
	 Intercultural Education
	 Development Education

	 Target Group
	13-18

	 No. of estimated participants
	15
	No. of actual participants
	(fill in when submitted as report)

	 Estimated no. from outside CISV
	40
	No. from outside CISV
	(fill in when submitted as report)

	 Project Start
	(25/08/2008)
	Project End
	(31/08/2008)
	Changes to dates?
	(fill in when submitted as report)

	 IMC contact person
	Frederico Bertolani


Theme relevance (why) Please use the box below to describe briefly how the theme of your project will meet the needs and interests of your community.

	How does it address a NEED of your local community?
	In the orpahanage they live in a closed society, and because the Hungarian orphans deputize the minory in Romania, they are often thrown back and repelled by the local society. Our programme covers their emotional development and teaches them, how to be a usefull member of the society. It helps the orphans' adaption to modern society. 

They learn communication, problem management, open-minded attitude and acceptence of the situation they are pushed into. The programm mainly focuses on the needs of the older members of the target group, who are approaching to the age of 18, when they should leave the orphanage and start their own life. We try to ensure, that by the time they have to leave, their intellectuall knowledge has increased, they are ready to make achievements in their mental sphere. We try to prevent that they close up towards the world, the acceptance of help and the ability of open-mindedness are very important.

	How does it respond to the INTEREST of your local community?
	On the one hand, we bring change to the everyday life of the orphans. Because they live in a closed society with no chance to improve their abilty towards any kinds of human realtions.On the other hand learing from new people would be finally multifarious for them, and it will increase the mental attendance of the sessions. Our main shibboleth is: „Learning by doing“. We make our sessions colourfull and enjoyable with edifying games which themes are chosen from the Peace Education Circle. The planned sessions are interactive. 


Educational Goal & Objectives (what) Please write the objectives of your project according to the ASK[image: image1.jpg]\international

building global friendship

mosaic committee



-model (Attitudes, Skills, Knowledge). Please only write one objective per line. You may add as many lines as you need to describe all your objectives.

When used for reporting, please indicate if the objective has been achieved and comment on the outcome. 

	Educational Goal
	To teach the orpahns how to be more opened toward others and the world, and prepair them for the real life outside the orphanage, by lectures and games chosen from the theme; human relations.

	Type of objective
	Objectives
	Indicator
	Method of evaluation 
	Achieved?
	Comment

	 Attitudes
	1. Towards feeling comfortable in the group (D, C)

2.  Willingness to be more open with other people (U, C)

3. Willingness to apply knowledge and skills gained during the project in the session proposed and in life in general (C
	1. Tree of emotions on the wall (we draw a great big tree on a big sheet of paper, and stick it on one of the common walls. Each of the participants will have a post-it with their names on it. They have to place their names on the tree according of their mood that day.)

2. How children open up to participants

3. The game of planning the next three years of their life
	1-3. observation
	Y/N
	(fill in when submitted as report)

	 Skills
	To gain the ability of:

1. working together in a group (C)

2. discussing at an advanced level (D, C)

3. solving conflicts (D, U, C)

4. sharing own ideas (C)
	1. how easily they make decision in the life-boat game

2. how they develop their skills discussions

3. how they cope with the conflict in the negotiation game

4. amount of participation in
	1-4: observation
	
	

	 Knowledge
	To learn: about issues in modern society (sexuality, drugs) (D,U, C)
	How active the participants are in the role-game
	observation
	
	


Educational Process (how) Please describe the actions you will take in the different phases of your project. If a phase occurs more than once during the project, more lines can be added. 

	Corresponding Educational Objective
	Corresponding phase

(Please mark Discover, Understand, and/or Create)
	Actions / Activities / Events

	Attitude/Skills/Knowledge
	Discover
	Day 1. Theme of the day: Welcome everybody & Gettting to know eachother

 Name game- is a short activity with a lots of variants. It's goals is to get to know each other's names playfully, while the children enjoy theirselves.  This is the first step for the mosaic participants, to get close to the children.Examples for name games: Everybody sits in a circle and the first person starts by saying his name and an animal with the same first letter – and doing a gesture: Example: "Hi, I am Mike, the mouse" Then everybody says: "Hi Mike, the mouse" and do the gesture. Then the next person continues and so on. OR/AND Everybody write their names on a blown up balloon. We all walk aroud in a cirle and at the the count of three, everybody throws the ballon to the middle of the circle.The next task is to find another balloon, (not yours) read the name on it, and find it’s owner. 

	Attitude/Skills/Knowledge
	Understand
	Day 2. Theme of the day: Breaking the ice

The human knot: is a typical ice-breaking game. Everybody stand in a circle and hold their arms out in front of them. Close the eyes and crab 2 hands. Open the eyes and make sure, that the hands does not belong to a person standing next to you. Now you all have to help each other out in a circle again, by untying the big human knot without releasing the other’s hands.

Simulation game: Auction in this game the children are divided into groups. The staff comes up with a  big paper, which was prepared before. On this paper the children can read the names of different objects, feelings and concepts. On the paper are some basic needs, like: water, food or shelter, but they can also read: love, peace, war, weapons, television, friendship, puppies, family and some more values and important things. This game works like a real live auction. All the groups have 1000 money and they have 10 minutes at the beginning, to decide what are 10 most important things in life from the paper, 10 things they can’t live without. After the time is up, the groups can begin to bid on the different things one by one. At the end of the game, when all things are sold, we compare their worth and draw a conclusion. 

Fantasy Island: In this game, children are divided into groups of 5 or 6. Each group get a big paper and some colourpencils. They have 30 minutes to create their dream land. They also have to create: the name of the country, the language of the country, the flag, the map, a national song, a dance, the money they use and a national costume. During this game children can relax and there fantasy are let free. At the end of the activity all the groups present their work, and we evaluate all the drawings, and discuss the reason why they drew a particular thing, We also evaluate on the similarities and differences of the drawing and the real world.



	Attitude/Skills/Knowledge
	Create
	Day 3. Theme of the day: Communication

Shoe game: This game shows us perfectly how communication and cooperation is possible without speaking. Everybody has to have a pair of shoes. Put them all in a big pile and tell people to get a right and a left. They shouldn't be their own and they should be different. Wear the best they can. Now they have to form a line with the shoes – this is done without talking. A match is when a person has a left shoe and the person on the left has the same right shoe. This means, that people will stand with the legs crossed together with their partners on both sides

Guest speaker in conflict management and communication - Our guest speaker, who is a social worker mainly responsible for children's prosperity will give a session for teenagers about social behaviour, conflict's recourse and management. She uses her own tested methods, her sessions are interactive and highly interessant with small simulation games using a friendly, understanding tone.

Negotiation game. - is a game, where we give situations of a misapprehension from the real life. This activity challanges them, and tries to point out the negociative ways, they are able to choose ina misunderstanding.

	Attitude/Skills/Knowledge
	Understand
	Day 4. Theme of the day: Prejudice

Lifeboat -this game's main goal is to make people think about qualities and values. We divide the participants in smaller  groups with 6-8 participants in each group. All participants play a specfic character. These persons are sitting in boat in the middle of the ocean. There is a hole in the boat and water is coming in. To survive, one person has to leave the boat. Each group get 10 min. to agree which person should leave. Everybody has to act and defend their character and tell the others why they should stay in. This game is based on people’s usual pejudice against different races, religions and/or political opinion. With this game we help them to realize, that every human has a value, no matter of the the colour of the skin, or the language they speak.

Another country:  this game’s goal is to reach an understanding of the differences in the world. Here they are divided into small groups of 5-6 people. They have to preform an act on a stage infront of everyone. The themes of the plays should be about differences, like: peace-violence, cooperation-competition, justice-unfairness, poverty-wealth etc. 

	Attitude/Skills/Knowledge
	Understand

&

Create
	Day5. Theme of the day: Drugs, addiction and sexuality

. Simulation game: soft drugs - hard drugs  This is a game, where children get an introspection during a simulation game, on what is it like to také soft party drugs and what is it like to be addicted to hard drugs. During the game the „soft drugs“ are symbolized by some sweets, what they can enjoy for a short time and „hard drugs“ are symbolized by a pillow fight, while they are blind folded. After the simalation game they would be able to draw the conclusion, why are drugs and addiction so dangerous and even life threating. – After the simulation game: discussion on drugs and their disadventage, prejudice and handicap. 

.

Comprehensional lecture on sexuality and addictions given by Maria Somogyi, our guest speaker

.

Family role game (sex-drugs in the family) in this game participants are divided into groups of 3, 4 or 5. These small groups all symbolize a famyily modell. They all get small sheets with different promblems, that can occur in a family. For example: The big brother got addicted to hard drugs, and trurns away from the family OR the father drinks, and gets aggressive those times. How does the rest of the family deal with this issue? All of the groups have to find a sollution for their problem, than act out the situation infront of all the other groups, present their solution, than we can discuss together what the othrers would have done.

Casino night with characters-  is a fun activity for the participants, to show us what they have learned during the week of the mosaic programme. During this game we simulate the real life casino, by arranging the place as realistic as possible, and give each of the participants a role to play. Some of them will be rich and could play all night, others would be poor and would work as a cleaner during the others have fun. Again others would have the role to mug the rich people. During this activity the mosaic staff will observe their behaviour and the next day we will have a discussion about happenings of the night. How did it feel to be poor and sit in the corner? How did it feel to be robbed? Etc. 

	Attitude/Skills/Knowledge
	Understand

&

Create
	Day 6. Theme of the day: Did you learn anything?

 Trust game- is a game played when the participants are used to eachothers' presence and behave comfortably with eachother.  The participants lie down on the floor, ear to ear, so that their heads form a straight line with the bodies pointing alternately to each side. The person at the end of the row is helped to lie down on the extended hands of the people next to him. It is the task of the group to carry him to the other end of the line by passing him on. Once a person is safely through, the next one goes. This game mainly strengthens trust and the feeling of secureness. The children need to know that they can lean on eachother.

	Attitude/Skills/Knowledge
	Create
	Day 7. Conclusions and Goodbye

Arts and crafts:  friendship bracelet – making friendship bracelets are very inportant at the end of the programme. All the participants make one bracelet, which they should give to one person from they have learned something. During this activity, we sit in a circle and listen to what the others have learned. After the mosaic programme will end, they will still have the bracelets to remind them of the conclusions of the past week.

Game: plan the next 3 years of your life and write a letter to yourself. This game is highly important. The children all get a piece of paper, a pen and an envelope. Their task is to think about their ambitions in the next three years, what are the goals that they would like to achieve? What are their dreams now and their biggest desire from life? After they had some time to think, they should write a letter to themselves including all the topics and questions listed above. These letters are put in the envelope afterwards and every participant close their envelope. Then we put these envelopes away to a safe place. Hopefully our mosaic project will continue and next year, when the mosaic team returns we can all open the letters read them, and speak about how our dreams became reality or not, or how we reached our goals, what we though was important last year. We can also evaluate on the change of values by the passing of time.


Financial Resources Checklist

	Do you have the necessary financial resources? 
	Y/N
	Final result
	(fill in when submitted as report)

	Sources of these resources
	
	Any additional sources
	(fill in when submitted as report)


External Human Resources (optional) Please include information about as many partner organisation(s), guest speaker(s) etc, as you wish. When used as a report please comment on the outcome.

	External HR 
	Role in the project 
	Contact person 
	E-mail 
	Webpage
	Comment

	Maria Somogyi
	Guest speaker
	Dora Czencz
	
	
	(fill in when submitted as report)



