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INTRODUCTION

According to the Encyclopedia Britannica, anti-Semitism is: “hostility toward or
discrimination against Jews as a religious or racial group”.

Continuing to read the Encyclopedia it turns out that: “Anti-Semitism has existed to some
degree wherever Jews have settled outside Palestine. In the ancient Greco-Roman world,
religious differences were the primary basis for anti-Semitism. In the Hellenistic Age, for
instance, Jews’ social segregation and their refusal to acknowledge the gods worshiped by
other peoples aroused resentment among some pagans, particularly in the 1st century
BCE-1st century CE. Unlike polytheistic religions, which acknowledge multiple gods,
Judaism is monotheistic—it recognizes only one god”.

It would be difficult to summarize the whole history of anti-Semitism briefly, as well as
give all the many reasons for it. For this reason, during this brief historical introduction,
only the relevant facts and particularities that the phenomenon of anti-Semitism has
assumed throughout the course of history will be exposed.

Some important facts to be known will first be explained below, then some historical
facts will be referred to.

Later, in the course of the work, some stereotypes and prejudices related to the Jewish
world will be exposed before moving on to the good practices of the urban games
developed by the project and the actions of the participants during the mobility.

In the light of the current situation, the fight against anti-Semitism appears to be an
element of social relevance.

The European project Erasmus+ Echad is introduced on this perceived sensitive issue.
The project, starting from an analysis of the theme and its historical origins, aims to
develop and disseminate good practices that allow awareness and contrast of
anti-Semitism.

This manual aims to summarize the activities carried out during the project activities
and the good practices that emerged. The manual is designed to be disseminated in all
environments where you want to shed light on anti-Semitism and its stereotypes, as well
as in all environments where you want, through non-formal learning techniques, to find
solutions to this issue.



ECHAD PROJECT

According to research conducted by the EU Agency for Fundamental Rights published in
2018 and conducted in 12 member countries, anti-Semitic sentiment is getting worse and
hundreds of Jews questioned by official sources said they had suffered an anti-Semitic
physical attack, while 28% said they had been harassed.

Episodes of racism and anti-Semitic violence threaten the safety of part of the European
population, that of Jewish faith, but also compromise the preservation of a historical,
cultural, architectural heritage that is an integral part of European history that in the
past contributed to the development of important European cities like Amsterdam,
Hamburg, Venice.

"Echad: anti-semitic urban games" aims to involve a total of 24 young people and youth
workers from 6 European organizations for the implementation and application of urban
games related to the issue of anti-Semitism. As well as 30 young people on a youth
exchange also in Venice.

The conception and design of the games will take narrative cues from The Merchant of
Venice by Shakespeare, historical cues from the events that took place in Venice following
the 1938 racial laws and cultural architecture during the visit to the urban spaces of the
former Jewish ghetto from Venice.

The milestones of the project are:

1 - online pre-departure training, to deepen the cultural and historical context of the
Youth Workers involved in the subsequent training;

2 - training for youth workers in Design for Urban Games, five days and realization of 4
prototypes;

3 - a youth exchange generator of the event Echad Urban Games, in the urban spaces of
the former Jewish ghetto;

4 - the creation of a manual as a final output, with the aim to facilitate Youth Workers in
the spread of a deeper human rights consciousness.

The Learning Game Design methodology developed by Creativil08 will be used. It uses a
cogenerative and ideative approach to non-formal education. It takes its clue from the
methodology of Design Thinking, but oriented on the reflection of social issues of
education to inclusion, dialogue and non-violence.

Thus, the Youth Workers will be able to learn a new methodology, applicable also in
other contexts or themes identified by their organizations. Echad, moreover, will bring
with it activities that can be replicated in other European cities, especially in a current






Bible has one more part than the Jewish Bible), there are some important
differences. Jewish doctrine considers Jews to be the "chosen people.” This notion
creates a link between faith and ethnicity in the Palestinian area during antiquity,
contrasting with the Christian "Civitate Dei" (City of God), understood as the
kingdom of God throughout the world, with no preferred area.

e Christians and Hebrew believe in the same God’s characteristic, transcendence
and immanence. Meanwhile Christian doctrine elaborate during the Council of
Nicea of 325 AD the concept of Trinity, the Jewish refused that version. In the
Hebrew view, God cannot lose his immanence in a period of history. This is the
not recognition of Christ as Messiah.

(Enciclopedia Treccani (1))

e Historically Jewish and Christians could not do the same jobs. For Christian were
the moral prohibition of giving loans with interest and in trading textiles. The
Jewish population did those activities.

(Enciclopedia Treccani (2))

These historical events have influenced later in the construction of Jewish identity, and
are to be taken into account for their proper understanding.

One world, an obscure origin, a clear meaning
GHETTO

Gasse is a southern German form related to Icelandic and Swedish gata (Norwegian gate,
Danish gade) “street”; for the regular ss ~ t alternation compare German Wasser and
Engl. water. Gata is an obscure word. Its unquestionable Gothic cognate is gatwo, but the
origin of w in it has not been explained.

In some parts of the Romance speaking world a slangy borrowing from Germanic
existed, a word traceable to gata and meaning “street,” perhaps even “narrow street”.
(Liberman A.)

There are many scholars of philology and glottology who support the hypothesis that the
neologism ghetto was born from the gutturalization of the Venetian term "geto - foundry”
which defined the place where Jews were forced to live in Venice. In fact, the Ashkenazi
Jews, among the first to accept the conduct together with the Italian Jews, spoke a
language that did not include the sweet sound of the g. But it is one of the many















measure ourselves. It seems impossible, but we fail to live in consentaneous, in finding
ourselves together. We live better, paradoxically, by comparing ourselves negatively with
others. (...) And politics, which we also experience on a daily basis, takes advantage of this
difference because it uses it. When the economic situation of a country or of Europe is in
crisis, someone else is to blame, it is never our fault, it is never the fault of the history we
have led or of the politics we have made, it is the fault of others. (...) We solve our problems
with false answers. (...) It's simplism and it's also comfort, we think less, we think with our
gut and the first answer, the one offered by someone else, we believe in that answer even if
it's not the right one and we're not interested in looking at the situation as a whole. (...) We
don't have the time to face complex realities, it fatigues our brain, it is much more
comfortable for us to face simple realities".

This excerpt corresponds to the introduction of a lecture given at the Liceo Quadri in
Vicenza, on April 19, 2017, by Professor Dario Calimani. In doing so, the violence that we
impose on what is different is explained through a mental accommodation that leads to
diminishing the value of diversity, relegating it to the sphere of intolerance and social
exclusion.

Dario Calimani is retired professor at Ca' Foscari University in Venice, since 2021 he is
again president of the Jewish Community of Venice. In 2016, he edited an important
edition of The Merchant of Venice, by William Shakespeare.

It is a play written at the end of the 16th century. One of its characters is Shylock, a
wealthy Jewish moneylender who is despised by Christians and who, in turn, despises
them. This character reflects many of the stereotypes about Jews, so much so that the
play has been subject to criticism of anti-Semitism over time.

Referring to it, Calimani argues that "Judaism and Christianity are here two failed ideals,
lacking a model of positive values: as in Marlowe's Jew of Malta, the truth is not the
prerogative of anyone. The drama meets the expectations of its audience and offers them a
villain that corroborates the historical prejudice, but it gradually subverts its own
meanings, stimulating a dialogical and problematic participation of spectator and reader
that opens not to ultimate truths but to further questions. The conclusion accepts reality as
it is, unreconciled and suspect."”

Thus arguing that "every meaning is systematically contradicted,” the work concludes
leaving "a bitter feeling of incompleteness, due to the inability of all the characters to
harmonize necessity with recognition and with gratitude, love with disinterestedness, duty
with right, justice with humanity, mercy with justice, society with the different, man with
man."
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3. GOOD PRACTICES URBAN GAMES

The Echad project, created to counter anti-Semitism, involved young people in
experimenting with good practices. Good practice means: "A good practice is not just a
practice that is good, but a practice that has been shown to work well and produce good
results, and is therefore recommended as a model. It is a successful experience that has
been tested and validated, in a broad sense, that has been repeated and deserves to be
shared so that more people can adopt it" (FAO, 2015).

Urban Games mean: “public performances engaging passersby in metropolitan areas”
(Ferri and Coppock).

During the mobility, the youth workers developed urban games on the theme, which will
be explained below. Each urban game has a specific game dynamics and differs in
texture and materials. All the games, however, have the same goal, to counter
anti-Semitism and to make known the reasons for prejudice.

Sources:
- FAO, Good practices template, 2015
- Ferri G., Coppock P., Serious Urban Games. From play in the city to play for the city,
in Media and the City: Urbanism, Technology and Communication (pp.120-134)
Chapter: 9 Publisher: Cambridge Scholars Publisher

3.1 GAME 1: JEWISH HISTORY, TRUE OR FALSE

Premise: The game intends to briefly investigate the history of the Jewish people and the
prejudices that have seen them victimized through a series of 3 quizzes in true / false
mode consisting of 5 questions each.

Subject: The participant will be accompanied by a guide who introduces the game to
three stations in which he will be given a true / false quiz.

The participant will have to answer the quiz and once finished he will be given feedback
with the result achieved. For each correct answer there is a prize of a chocolate coin, in
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case of wrong answer nothing is won. Each question in the feedback phase will be
accompanied by a brief explanation of the answer. At the end the participant wins the
chocolate coins he has earned and the results of the quiz with the relative explanations.
The participant is also asked to be photographed and to fill in a release so that his image
can be published on the social pages.

Introduction: The Jewish population is one of those that historically has been most
affected by judgments and prejudices. Since the Great Diaspora, coexistence between the
Jewish population and other peoples has not always been peaceful and, unfortunately,
has often been enriched by prejudices and intolerances.

Are you able to orient yourself in this sea of facts?

Test your knowledge with a quiz!

Materials: 3 locations where quizzes are taken;

3 quizzes of 5 questions printed in various copies (about 20 for each quiz) in double
language IT / EN;

Chocolate coins;

Release for photographs;

Gadgets to be given to the participants.

Participants: 4 participants of the project (1 introducing and accompanying and 1 for
quiz);
2/4 participants who are given the quizzes.

Carrying out: Participants are greeted by the first person who explains the game, its
objectives, methods and what can be won. Participants are then accompanied to the first
station where they are welcomed by a Youth Worker (YW) who administers the first quiz
of 5 questions to be answered true or false.

At the end of the quiz the YW gives participants an account of how many answers they
have guessed, gives them the explanations of these answers and the equivalent of a
chocolate coin for each correct answer. Then leave participants with a copy of the test
with questions and explanations.

The same procedure is repeated by bringing the participants to the second YW which will
give the second quiz in the same way as the first.

We then proceed to the third and last YW, which after administering the quiz and paying
the amount of chocolate coins, gives general feedback to the participants based on the
overall progress of the quiz.
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Participants are then asked if they want to be photographed by signing a release form
and given a gadget from the project.

Quiz series:
QUIZ 1

QUESTION 1:

The Jewish population in ancient times was deported to Egypt and enslaved by the
Pharaonic government (1800 BC c.).

ANSWER 1:

FALSE

Explanation: According to the Scriptures, Jacob with his 12 sons moved to Egypt, in
Goshen, following a famine in the land of Canaan. The descendants of these were then
enslaved by the pharaonic government according to the Bible.

QUESTION 2:

The Jewish people, upon their return from Egypt, formed a solid and unitary kingdom
that remained strong until the Persian conquest of Palestine.

ANSWER 2:

FALSE

Explanation: The United Kingdom of Israel was formed around 1030 BC. when the tribes
of Israel called Saul to govern in a unified manner (the Exodus is datable according to the
Scriptures to 1400 BC). Furthermore, the unitary reign lasted only until 930 BC. with the
death of King Solomon. The kingdom will be divided into the Kingdom of Israel and the
Kingdom of Judah, which will then be conquered by the Babylonians.

QUESTION 3:

The dispersion of the Jewish people begins in the VII-VI century with the conquest of the
Kingdom of Israel by the Babylonians.

ANSWER 3:

TRUE

Explanation: The Kingdom of Israel and that of Judah were conquered by the rulers of
Babylon in 597 BC. In 587 BC. the Jewish population was removed from the territory of
Canaan and the First Temple was destroyed following a revolt.

QUESTION 4:
The first anti-Semitic writings can be found starting from the third century BC.
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ANSWER 4:

TRUE

Explanation: The first anti-Semitic writings that echo ancient stereotypes of the previous
pharaonic past find traces in Ptolemaic Egypt.

QUESTION 5:

One of the first examples of revolt against the Jewish minority with scenes of popular
anger and violence is found in Alexandria in Egypt in 38 AD.

ANSWER 5:

TRUE

Explanation: At the time of Emperor Caligula, the Greek majority of Alexandria railed
against the Jewish minority accusing them of not honoring the emperor and of
contributing to the unrest in the city. The minority was attacked and symbolic buildings
of the Jewish minority were destroyed. The event is known as the Revolt of Alexandria of
38 AD.

QUIZ 2
QUESTION 1:
During the Roman Empire, Jews were persecuted along with Christians on various
occasions.
ANSWER 1:
TRUE

Explanation: The persecutions against Christians began under the principality of Nero
and ended at the end of the third century AD. (Edict of Serdica of 311 and Edict of Milan
of 313 AD which granted religious tolerance), but especially in the early stages Jews and
Christians were confused by the Roman authorities. This resulted in Jews being
persecuted along with Christians.

QUESTION 2:

Emperor Hadrian, famous for his philosophical culture and for the admiration of Greek
culture, rebuilt Jerusalem but forbade Jews from living there.

ANSWER 2:

TRUE

Explanation: Jerusalem was destroyed by Emperor Titus in 70 AD. and it was rebuilt by
Hadrian in 130 AD, who however, after the third Jewish war (132-135 AD) forbade it to
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the Jews, who were enslaved and expelled from Judea, which changed its name to
Palestine. Jews were allowed to enter the city only for the festival on the day of Tisha
b'Av.

QUESTION 3:

Jews were accused by Christians of killing their god (deicide) and therefore subjected to
sanctions and restrictions.

ANSWER 3:

TRUE

Explanation: Christian doctrine has long accused the Jews of condemning Christ to death
and thereby killing their divinity. It will be this consideration to motivate, several times
in the course of history, acts of violence against Jews or their restrictions.

QUESTION 4:

During the Middle Ages, Jews were required to wear clothes of a different color from
others in order to be recognizable.

ANSWER 4:

TRUE

Explanation: During the Middle Ages, the Jewish population was required to wear clothes
of a color, usually yellow, which made them recognizable. Often it was also required to
wear a specific headdress. The decision was taken during the Fourth Lateran Council of
1215. These provisions were not always applied by European governments.

QUESTION 5:

Jews during the Middle Ages were the only ones in Europe who could lend money to
non-Christians and who could do so in general with an interest rate.

ANSWER 5:

TRUE

Explanation: The Catholic doctrine of the time held that the lending of money with
interest was a sin and therefore remained an occupation forbidden to Christians.
Because of this belief, some careers, such as tax collectors, debt collection or
interest-bearing loans, were reserved for Jews only, thus feeding many stereotypes about
their greed.
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QUIZ 3

QUESTION 1:

The first European ghetto was born in Venice in 1516 in order to accommodate the large
Jewish population present in the city.

ANSWER 1:

TRUE

Explanation: The Serenissima required the Jewish inhabitants to live in a specific area,
that of the ghetto, from which they could move freely only during the day (the gates were
closed at night). The causes were multiple (control of the activity of lending money with
interest, accused of having caused the fire of 1506 with their sins) and the ghetto
survived until the Napoleonic occupation of the city in 1797.

QUESTION 2:

During the plague epidemic of 1346-53, the Jews were accused of spreading the infection
by poisoning the wells of the cities.

ANSWER 2:

TRUE

Explanation: During the great plague epidemic, the causes of which were unknown at the
time, the Jewish population was accused of spreading the infection by poisoning city
wells. Remember that Jews and non-Jews used different wells to supply themselves with
water.

QUESTION 3:

Starting from the modern age, European states began to implement tolerant policies
towards Jewish populations, even freely welcoming those who fled from other countries
where they were oppressed.

ANSWER 3:

FALSE

Explanation: European nations will come relatively late in issuing tolerant laws towards
the Jewish population (they will do so in the wake of the Enlightenment). There are
several cases in which various nations have instead expelled Jews from their territory
(Germanic Empire 1066, Spain 1492, Portugal 1496). The first tolerant legislations in
Europe are: Austrian Empire 1781, Poland-Lithuania 179, Piedmont 1848, England 1866,
Germany 1870, Russia 1919.

QUESTION 4:
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The Muslim world was exempt from the violence against the Jewish population that
occurred in Europe, given its recognized tolerant nature.

ANSWER 4:

FALSE

Explanation: Anti-Semitism was also widespread in countries with a Muslim majority.
The Ottoman Empire had dedicated legislation for each confession (Capitulations) and
only Muslim subjects were exempt from some taxation. Furthermore, episodes of
violence dictated by prejudices and accusations occurred on the Muslim side of the
Mediterranean (Baghdad 1828, Affair of Damascus 1840, events in Marrakech Fes 1864,
Babol 1867, sacking of the synagogues of Tunis 1869).

QUESTION 5:

In the twentieth century, National Socialist Germany was the first nation to take
repressive actions against the Jewish population, after these had ceased in the previous
century.

ANSWER 5:

FALSE

Explanation: Between the end of the nineteenth century and the beginning of the
twentieth, there were several European countries in which very serious actions against
the Jewish population took place.

Among the best known are the Affaire Dreyfus (1894-1906) in France, the violence
unleashed following the spread of the false document of the Protocols of the Elders of
Zion (1903) in Russia, the pogroms during the Russian revolution and the civil war
Russian (1917-1922).

During the Weimar Republic (1918-1933), however, the Jewish population was relatively
tolerated, to the extent that some Jewish organizations were granted public recognition
by the state.

3.2 GAME 2: THE MERCHANT OF VENICE

Premise: The game aims to make the participant relive the social context in which
Shakespeare's "The Merchant of Venice" takes place. The participants will insert
themselves in the life of the protagonists and will understand the reasons behind some
choices.
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Subject: The participant will be accompanied in a game in which he will have to make
choices, following the story traced in the play.

The participant will have to answer some questions that will make him understand what
was the context, the Venice of the sixteenth century, in which the plot takes place.

There are no exact answers, but every action involves an explanation. The participant
with his choices will be able to relive or rewrite the play.

At the end the participant keeps with him the explanatory documents and a possible
reward in chocolate tokens.

The participant is also asked to be photographed and to fill in a release so that his image
can be published on the social pages.

Introduction:The story tells of two young Venetians, Bassanio and Porzia, who want to
get married, however the suitor does not have the money to be able to carry on the
courtship.

Bassanio is therefore forced to ask for a loan and asks his friend Antonio for it, who,
however, does not have it at that moment. Antonio then turns to Shylock, a rich Jewish
usurer and competitor of Antonio (who also lends money, but without usury).

Shylock lends the money to Bassanio with Antonio's guarantee and can then woo and
later marry Portia.

Antonio, however, is unable to pay the debt and is therefore dragged to court by the
usurer (already proven by the fact that his daughter Jessica has decided to run away with
a Christian), who claims, according to their agreement, a pound of meat of the debtor.
The trial eventually ends, thanks to a stratagem hatched by Portia, with Shylock being
pardoned by the doge for trying to make an attempt on Antonio's life (to take a pound of
flesh, the blood of a Venetian citizen would have had to be shed) but that at the same
time he is expropriated of his assets, granted by Antonio and the Doge to his daughter
Jessica.

In the game the participant will be able to put himself in the shoes of the protagonists
and help the two young people to get married, asking for money, and then participate in
the process.

Materials: 3 workstations (1 Christian and 1 Jewish money counter, 1 court);
4 explanatory cards;
graphics;

chocolate coins.

Participants: 1/2 participants;
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1 person who introduces and explains the game;
5 staff members (to play Bassanio, Porzia, Antonio, Shylock and the Doge).

Carrying out:Participants are welcomed by a couple of Youth Workers (YW) who explain
the game, its objectives, methods and what can be won. After receiving an explanation of
the plot of the play and a storyboard with general instructions about the story and the
period, they find themselves in the first station where they are asked a question: how to
get the money?

For each question they will be accompanied by YW who will assist them and will reveal
the next stages of the game.

Based on each choice made, the participant will be denied or allowed an action, complete
with an explanation of the lawfulness of the action.

The game continues with the participant continuing his choices until he reaches the end
of the process, acquiring information about the context in which the work is set.

At the end the participant gets a quantity of chocolate coins (part of Shylock's patrimony)
and the gadgets of the project.

Participants are then asked if they want to be photographed by signing a release form
and given a gadget from the project.

Content:

QUESTIONS and EXPLANATIONS:
QUESTION 1: I need money to be able to marry Portia. Shall we go to my friend Antonio's
Christian counter or to that of the Jewish usurer Shylock?
ANSWER 1: In both cases, Explanation 1 is read.
EXPLANATION 1:
Antonio's bank does not have the necessary money for the loan, so it is necessary to
contact Shylock to obtain the sum. However, the Jew lends to usury, an activity that
Antonio is not allowed as a Christian and a reason for the clash between the two.
In the sixteenth century in Venice, as in the rest of the Christian world, usury was
allowed only to the Jewish population, as it was considered too impious. Indeed, this
activity was regulated by public authorities and was therefore not a free choice of
individuals.

QUESTION 2: I need to ask for a loan from Shylock, but I need a guarantor, do I ask
Antonio to do it? And under what conditions?

ANSWER 2: In both cases, Explanation 2 is read.

EXPLANATION 2:
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Shylock asks Antonio to contract that he can get a pound of his meat in case he doesn't
pay his dues. This testifies to the cruelty of which the Jews were thought possible, a belief
that nevertheless had no reason to exist since, historically, the religion of the citizens has
never been an incentive to crime.

QUESTION 3: We are at the trial where Shylock takes Antonio to claim his debt. Do you
enforce the law or the fact that one is a Christian and the other a Jew?

ANSWER 3: In both cases, Explanation 3 is read.

EXPLANATION 3:

Although Shylock and Antonio both live in Venice, they are not entitled to the same legal
treatment, in fact one is Jewish and the other Christian. At the time, in fact, religion was a
strong distinction to be able to judge a sentence, on the basis of the principle "Cuius
regio, eius religio", i.e. the subjects were required to conform to the religion of their
prince (in this case the authority of the Doge).

Antonio is therefore fully a Venetian citizen, Shylock is not. Having wanted to attack
Antonio's life by asking for a pound of his flesh is therefore not a simple crime, but as a
more serious thing as the life of a Venetian citizen has been threatened (a condition from
which Shylock, a Jew, is excluded).

According to this principle, at the end of the trial Shylock is expropriated of his
properties because he is not considered a true Venetian, as well as guilty of a crime.

3.3 GAME 3: MAPPING

Premise: The game wants to guide the participants through the choices that can be made
in a given context and what consequences or motivations they can have.

Subject: The participant receives a storyboard in which the reference context is exposed.
The participant must put himself in the shoes of a Jewish person in the Venice of
1500/1600 and must make some choices by answering some questions. Based on the
answer given, he will proceed in a direction that will lead him to answer other questions.

Introduction: A person of the Jewish religion in the Venice of 1500/1600 found himself
living a different life from the one we live today, not only because of technological
differences but also because of a series of things that he could or could not do according
to the legislation or to the common feeling of time.
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A clarification: the Republic of Venice was a state able to grant relative freedoms to
women, who found themselves holders of rights that were denied them in other states
(in Venice there was the first woman graduate in the world, Elena Lucrezia Corner
Piscopia, Venetian women could dispose of their possessions and dictate wills, they could
manage economic activities without being subjected to the protection of a man).

In the game the participant will be able to think of himself as a woman as much as a
man, while bearing in mind that this is an anachronism, as many careers were closed to
women as such.

Materials: 6 workstations;

5 questions;

13 answers;

7 boxes;

graphics for the route;

adhesive tape to indicate the path.

Participants: 1/2 participants;
1 person who introduces and explains the game.

Carrying out: The participants, after having received the explanations and a storyboard
with general instructions about the history and the period, find themselves in the first
station where they are asked a question with 3 possible choices. Each choice corresponds
to a specific direction in which the participant then finds himself going (the choices can
also turn out to be dead ends, in which the participant finds a box and is forced to go
back and choose another option).

The game continues with the participant continuing his choices until he reaches the end.
Each choice replicates the same possibility that occurred the first time (3 options, some of
which may be blind).

At the end the participant finds a box in which the final explanation of the game itself is
found.

Content:
QUESTIONS:
QUESTION 1:
Are you getting ready to leave the house, how do you dress?
ANSWERS:

I wear a yellow robe (go to question 3)
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I put on a hat (go to question 2)
I wear what I prefer most (go to box 1)

QUESTION 2:

Go to work, what work do you do?
ANSWERS:

Public Official (go to box 2)

Used textile dealer (go to question 4)

I lend money with interest (go to question 5)

QUESTION 3:

You are of German origin (Ashkenazi), what job would you like to do when you grow up?
ANSWERS:

Work in a pawnbroker (go to question 4)

What I like most and suits my tastes (go to box 3)

QUESTION 4:

You come home from work. Where do you live?
ANSWERS:

Near Piazza San Marco (go to box 4)

In the Ghetto (go to the end)

Near the Arsenal (go to box 5)

QUESTION 5:

It is evening and the weather is pleasant. Would you like to go out?
ANSWERS:

No (go to the end)

Yes (go to box 6)

END:

Read the contents of box 7.

BOXES:

BOX 1:

No, you can't wear whatever you want. The Jewish population was required to wear
clothes of a color, usually yellow, which made them recognizable. Often it was also
required to wear a specific headdress. The decision was taken during the Fourth Lateran
Council of 1215. These provisions were not always applied by European governments.
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BOX 2:

No, the career of public servant belonged to people of the Christian faith. The Hebrews
could fill specific job roles, and mainly the second-hand trade, loan with interest, trade
with other non-Christian people and the medical profession.

BOX 3:

No, you can't do the job you like best. Ashkenazi Jews of German origin, the first to arrive
in the city from abroad, were required to run pawn shops and interest-based lending
activities, prohibited to Christian inhabitants. The Levantine Jews, on the other hand,
were destined for trade.

BOX 4:

No, you cannot reside in this area. The Serenissima from 1516 imposed on the Jewish
inhabitants to live in a specific area, that of the Ghetto, from which they could move
freely only during the day (at night the gates were closed and guarded by Christine
guards paid by the inhabitants of the ghetto).

BOX 5:

No, you cannot reside in this area. The Serenissima from 1516 imposed on the Jewish
inhabitants to live in a specific area, that of the Ghetto, from which they could move
freely only during the day (at night the gates were closed and guarded by Christine
guards paid by the inhabitants of the ghetto).

BOX 6:

No, you cannot leave the Ghetto at night. Since 1516, the Jewish inhabitants have lived in
a specific area from which they could only move freely from dawn to dusk (at night the
gates were closed and guarded by Christian guards paid by the inhabitants of the ghetto).

BOX 7:

In the various periods and in the various countries not all minorities were accepted and
integrated but they also found themselves making some obligatory choices.

Do you think there are minorities in your country who suffer discrimination and who
find themselves having to make obligatory choices?

Do you think you can do something to change the situation.
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3.4 GAME 4: SYMBOLIC PUZZLES

Premise: The game aims, through a search of the various pieces of the puzzle, to
introduce the participants to two of the most famous symbols of the Jewish community
and some of their meanings.

In order to solve the puzzles and know the explanations, the participants must
collaborate with each other and with the other participants (it is possible to swap the
pieces) in order to complete their puzzle as soon as possible.

Subject: The participants, divided into groups, are asked to put together two puzzles
scattered around the city, each consisting of 6 pieces. On one facade there is an image, on
the back an explanation of its meaning. The image and the explanation are then
dissected into various pieces and must be reassembled in order to be able to read and see
them in their entirety.

In order to compose your own puzzle it is also possible to deal with the other
participants in order to be able to exchange pieces in the event that the two groups have
taken a piece that does not belong to their puzzle by mistake or by will.

The images are a Star of David and a Menorah.

At the end the group wins the puzzle and some chocolate coins based on the time taken
to complete everything.

The participant is also asked to be photographed and to fill in a release so that his image
can be published on the social pages.

Introduction: The Star of David and the Menorah are two of the best known symbols
related to the Jewish community all over the world, however their meaning and their
symbols are not often known to everyone...

Let's find out some of these meanings together trying to put together a puzzle!

Materials: 2 puzzle graphics printed with an image on the front and explanations on the
back;

Removable adhesive material;

Chocolate coins;

Clues to where the pieces are placed.

Participants: 2 groups of 4 people each;
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2/4 staff members follow the group and give directions and explanations about the game.

Carrying out: Participants, divided into 2 groups, are welcomed by a couple of Youth
Workers (YW) who explain the game, its objectives, methods and what can be won.
Participants then receive a series of clues as to where the pieces of their puzzle are to be
reassembled and are followed by the YW.

At the end of the search, the groups are asked to reconstruct their puzzle as soon as
possible and, if necessary, to exchange the pieces with their opponents. Whoever
completes their puzzle first gets a reward in chocolate tokens. Both groups will get some
tokens and they will be able to keep the puzzle.

Participants are then asked if they want to be photographed by signing a release form
and given a gadget from the project.

Content:
IMAGES and EXPLANATIONS:

IMAGE 1: Star of David

EXPLANATION 1:

- The Star of David, in Corpus Hermeticus, represents “What is below is like what is
above, and what is above is like what is below, to work the miracles of the One reality.
And since all realities are and come from one, through the mediation of one, so all
realities are born from this unique reality through adaptation”, a principle that
represents the perfect union of spirit and matter.

- The Star represents one of the ways in which a hexagram can be given, that is a
polygon, a starry polygon with six points. It is the union of two equilateral triangles. The
intersection is a regular hexagon.

- According to a traditional interpretation, the triangle with the vertex facing down
represents the "watery" and the "feminine" while the triangle with the vertex facing up
represents the "fiery" and the "masculine".

- Another interpretation sees the triangle with the vertex pointing upwards indicating
"air" and the one with the vertex pointing downwards the "earth".

- The origin of the symbol is still not perfectly known, however some scholars date it
later to the origin of the Jewish religion, giving rise to it in the context of the Kabbalah
(12th-13th century BC).

- It has been the international symbol of Zionism only since 1897 (the year it was
adopted as a symbol by the First Zionist Congress).

IMAGE 2: Menorah
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EXPLANATION 2:

- The Menorah is one of the oldest symbols of the Jewish religion. In the Hebrew
Bible, God reveals the Menorah to Moses in the book of Exodus (Exodus 25: 31-40).

- The Menorah has represented the Jewish religion and its cult since ancient times, so
much so that Menorahs were present in the Temple of Jerusalem before its destruction,
as reported by ancient sources (Flavius Josephus, Jewish Antiquities). There is also a
representation of him in the Arch of Titus which celebrates the Roman victory in the
First Jewish War.

- The Menorah is also present in some Christian churches, especially medieval. In
early Christianity, in fact, the "seven" symbolized the unity of the divine and the earthly,
since it united the "three" of the trinity and the "four" of the earthly cardinal points. At
the same time remember the seven gifts of the Holy Spirit.

- Sometimes, when teaching students the Hebrew language, a seven-lamp menorah
chart is used to help students remember the role of the Hebrew verb binyamin.

- There is a plant, Salvia Palaestina, widespread in the Syrian-Palestinian area, which
has a shape that recalls that of the Menorah and which is thought to have influenced the
representation of the same.

- The symbol is featured on the official national coat of arms of the state of Israel.

4. GAME DESIGN WITH CANVAS

The following Canvas have been used in connection with non-formal education activities
with the purpose of facilitating the group in the learning process. Designed specifically
for the project, they can be used by educators, teachers, and students to create a thematic

game.

1- Explore violent ideologies

Useful tool to facilitate the game design group in
reflecting on the theme and deepening the topics
on which the game should focus.

Often violence arises from ideologies and beliefs
shared among like-minded people and upheld as

just and reasonable.




2- Define the challenge

Useful tool for defining the type of change you want to activate with the game.

3- Define the learning success

Useful tool to define the educational path of the
game and the Goal of impact on the player.

4- Story telling game

Useful tool for designing the narrative to support
the game, which will have to support the
educational goal of the activity.

5- Put in the game into action

A tool for working in groups, useful for breaking
down actions in time and activities for
participants.
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5. VENICE GAMES

During the Erasmus+ youth exchange, we have realized paths to involve young people in
generating reflections on anti-Semitism through Urban Games.

In the following pages, we will illustrate the process of non-formal education carried out
with the support of the trainer Anna Albertarelli. The aim was to use the urban spaces of
the Jewish ghetto of Venice as a basis for the elaboration of a reflection on anti-Semitic
stereotypes throughout history.

This process is a model that could be proposed in Venice for activities with groups of
young people.

Day 1
After body awakening exercises, the morning of sharing begins with some activities.
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EXERCISE 1: Reflection on the definition of stereotypes and prejudice in general.
Participants break into small groups and write a definition of stereotype and prejudice
together. Once they have written the definitions, they should share them with everyone
else through one spokesperson per group.
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EXERCISE 2: Reflection on what comes first: stereotype or prejudice? The small groups,
created before, share their reflections. What emerges from this exercise is the circularity
of the two concepts that share a relationship of reciprocity.

EXERCISE 3: Activity to release tensions and learn to better flow with the group.
Participants close their eyes and listen to the music of Jewish culture. How does this
music move everyone?
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