2.1 The Game as a Narrative
In her article, Sacerdoti (2015) reviews 15 children’s books about the Shoah, written over the past 22 years and targeted at ages 4-8, and lists the arguments of those opposed to reading these books to young children. It would seem that stories focused on an object that belongs to a child – a toy or game – can transmit relatively soft and gentle messages while still describing a difficult period and the personal crisis for the child in the story experiencing them. Through these stories, the child will learn about the suffering of a child his age during the Shoah period (Regev, 2000), the personal struggle accompanied by the wish to survive (Zahavi, 1981), and the ability to overcome despair in terrible times (Cohen, 1989). There are narratives behind every object, in both reality and a children’s story. Narratives and stories are first and foremost language structures. Studies prove that story-telling ability already exists in children aged two and a half (Dvash, 2011). It serves their need to make order of the world around them, help them understand it, and give it meaning. No one denies the power of language to shape imagination. It allows us to tell stories that make use of objects around us, and extract different explanations from them. But the question can be asked: Which stories do objects tell us? The Museum of the Jewish People at Beit Hatfutsot serves as an example of a museum that tells a story. The story serves as a mythical framework that weaves the historical facts into a plot and imparts them with significance. It is, in essence, a super-narrative that imparts the exhibits with mythical-historical character. The myth is based on a story that a society relates about itself to itself and to others. The story is the first and important component. Simple objects are silent witnesses that commemorate entire life stories (Finkler, 2014). Because of the special circumstances of the Shoah, the significance of those personal objects-toys during the Shoah period intensified beyond their personal-psychological and historical value, since they are considered witnesses for future generations, silently relating slices of life that are no more and fragments of memories that wish to be preserved, and thus can illuminate unique corners of humanity. The toys and games were the children’s sole place of escape, particularly during that period, from the prevailing and bitter reality they were subject to during the Shoah era. When playing, the children would essentially cut themselves off from the world of reality for a few minutes, and enter their own imaginary world. Those who remained and succeeded in surviving the Shoah moved to Israel together with their memories, and some came with the toys and games they had made, created, or received during those times. These were toys and games from which they were unable to part, and they formed a very significant part of the survivors’ lives.

