Totika is a therapeutic stacking game that combines the suspense of a traditional block-stacking game with meaningful conversations, making it an excellent tool for classroom activities aimed at promoting personal growth and social skills. Here's an activity designed to engage students using Totika:
Activity: "Building Blocks of Self-Esteem"
Objective: To enhance students' self-awareness, self-esteem, and communication skills through interactive play and guided discussion.
Materials Needed: Totika stacking game set and Self-Esteem question deck (included with the game)
Activity Steps:
1. Introduction:
· Begin by explaining the purpose of the activity: to build self-esteem and learn more about each other in a fun, interactive way.
· Introduce the Totika game, highlighting that it's similar to traditional stacking games but with an added element of discussion.
2. Game Setup:
· Assemble the Totika tower by stacking the coloured blocks as per the game's instructions.
· Shuffle the Self-Esteem question deck and place it within reach of all players.
3. Gameplay:
· Students take turns carefully removing a block from the tower.
· After removing a block, the player draws a card from the Self-Esteem question deck.
· The player answers the question corresponding to the color of the block they removed.
· Encourage open and respectful listening as each student shares their response.
· Continue the game until the tower collapses or until a predetermined time limit is reached.
4. Discussion and Reflection:
· After the game, facilitate a group discussion about the experience.
· Ask students how they felt sharing their answers and listening to others.
· Discuss the importance of self-esteem and how positive self-perception can impact their daily lives.
Additional Tips:
· Ensure a safe and supportive environment where students feel comfortable sharing.
· Adapt the questions or provide alternative prompts if any are not suitable for your group's age or maturity level.
· Debrief after the activity to reinforce the lessons learned and to address any emotions that may have surfaced during the game.
This activity not only makes learning about self-esteem engaging but also fosters a sense of community and mutual respect among students.
