
General presentation of the game RAID CROSS
Born to a partnership between the French Red Cross, the Red Cross of Belgium - community French, ICRC and IFRC, RAID CROSS was thought, developed, tested and evaluated from different public.
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Context

“We are in the country of Haddar. This country was attacked by the army of Deldar, a neighbouring country, and the armed conflict has continued for 13 months. The players, as inhabitants of Haddar, move around on their territory.”

Raid Cross, intended for young people aged 12 to 18 years of age, is presented as a course linking various “posts,” situated in a country at war. At each post, the players are confronted with a different aspect of the conflict. To deal with it, they take on successively the roles of civilians, soldiers and humanitarian workers. 
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What is a post?
Each post involves two phases, and is the subject of a separate information sheet. 

In the first part of the game, the players play the role that their team leader and the facilitators have explained to them. This support activity places the players in different hypothetical situations of armed conflict. The activities are calculated to illustrate the rules and to show the players their practical application. In this way the participants become familiar with international humanitarian law, which during the game is also called “the law of war”. The post’s second phase, following the role-playing activity, takes the form of a discussion between the team leader and the players. This debriefing provides an opportunity to explain the rules that the players will have had to put into practice themselves in the course of the activity.

The different posts
Each post focuses on specific objectives:

· Prisoners of War: victim scenario, but with retention of rights, even for prisoners; role of the ICRC.

· Wounded: the obligation to tend all wounded, following no priorities except medical ones. 

· Artillery: distinction between civilian and military targets, avoiding superfluous injury to both military and civilian targets (appropriate choice of weapons, principle of proportionality) .

· Snipers: distinction between civilians and combatants, the difficult lives of civilians during times of war.

· Humanitarian Assistance: exploration of humanitarian action.
· Military Headquarters: emphasis on the difficulty of taking decisions from a distance, as well as the dilemmas that may arise from putting certain rules into practice.

· Trial or General Debriefing: holding violators of international humanitarian law accountable.
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