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ROLE-PLAYING SCENARIOS

This document describes the role-playing game workshops and offers scenarios developed for
students in Higher Education for the Erasmus+ Cooperation Partnership ROCKET. Developed
by the universities of Uppsala, Géttingen, and Groningen, ROCKET develops critical virtual
exchange (CVE) learning opportunities that train skills in conflict transformation through
role-playing games (RPGs) to address issues of diversity, equity, and inclusion (DEI) in higher
education. For more on ROCKET, see our linked website.

Note that this document is part of a larger Open Educational Resource (OER) that
includes the entire trainings for students, teachers, and administrative staff. Please see those
more extensive resources if you would like to adapt parts or all of the trainings for your own
learning contexts. Our aim is to make these materials as accessible for new facilitators as
possible, so we encourage you to feel emboldened to try these practices with your learners
regardless of how experienced with role-playing games you are.

Overview of the ROCKET scenario design

In ROCKET, we focus on short, easy to play role-playing game scenarios with minimal details so
that players can easily engage without feeling cognitively overwhelmed. The scenarios focus on
common, everyday conflicts that occur in higher education settings. The characters are usually
students, faculty members, and/or administrative staff. While students may not have experience
working in a university setting, these roles are familiar enough that they can easily engage.
Furthermore, imagining oneself in various positions can be illuminating, especially when
exploring issues related to power and inclusion.

In terms of conflict related to DEI, we have decided upon a careful approach. Because of
our emphasis on intercultural communication, some scenarios integrate common conflicts that
arise as a result of language, cultural, belief systems, or religious differences. In some cases,
characters will have caring responsibilities and other pressures related to diverse backgrounds.
However, role-playing characters with marginalizations that one does not share can lead to
stereotypical or even harmful behavior (Leonard, Janjetovic, and Usman 2021). Therefore, we
do not usually detail the character’'s demographic characteristics, e.g., age, gender, sexuality,
ethnicity.

We also try to avoid scenarios that prompt players to engage in micro- or
macroaggressions toward one another. While such role-play can be illuminating in the right
conditions, they require much stronger consent and safety practices than we believe can be
established within the short timeframe and online context of a Critical Virtual Exchange with
mandatory participation. For an example of a longer-form scenario designed to explore
microaggressions, see Bowman, Hatcher, and Kim (2018).


https://rocket-erasmus.eu/

Instead, we instead encourage participants to bring aspects of their own identities into
the scenarios to the extent they feel comfortable doing so. We ask players to choose their
character’s name and pronouns, which can add elements of diversity, privilege, and/or
marginalization depending on the context. We also lead them through improvisational play using
metatechniques called the Hot Seat and Monologue, which prompt players to improvise their
characters' inner thoughts and speak them externally. This practice allows them to insert content
that is relevant to their own experience. These inner thoughts are heard by the players, but not
the characters; the players can use them to subtly escalate the scene. For example, one
character monologues, “l can’t believe they are expecting me to do schoolwork on the
weekends. | have to babysit my siblings all day.” The player can then direct their own play
accordingly to increase drama, e.g., having their character say, “It’s not like you have anything
better to do this weekend.”

In this way, our role-playing game scenarios are not intended to be a competition
between players with winners and losers, but rather exercises to help players increase intensity
so they can feel conflict somatically in their body and have enough insight into the situation to
analyze it, e.g., through identifying their character’s positions, interests (Fischer and Ury 1981),
feelings, and needs (Glasser 1998). They have the opportunity to practice different conflict
styles, such as competing, avoiding, accommodating, compromising, and collaborating (Kilmann
2024; Kraybill 2024). Students can also practice skills in nonviolent communication (Rosenberg
2015), e.g., through “I” Statements (adapted from Ohio Commission 2020).

Our aim is to teach students the basics of conflict transformation in an environment that
feels safe enough for them to engage, but not so activating that they have difficulty learning.
Important to this process is immediate debriefing just after the scene ends, so that players are
still experiencing bleed, or the spillover of psychological aspects from the character to the player
(Bowman 2015; Hugaas 2024). In this state, they can better understand the motivations and
inner world of the character, as well as locate in their body where they can feel their reactions to
conflict, e.g., somatically. This practice is built upon the principle that conflict is not just an
intellectual exercise, but often deeply affects us emotionally in ways that can make it difficult to
engage constructively, e.g., if we experience fight, flight, or fawn responses. Thus, ROCKET
grounds socioemotional learning in embodied practice in addition to teaching theoretical
knowledge relevant to conflict transformation.

Scenario structure

The scenarios are basic: no more than 2-3 lines. They feature 3 characters: Character A, who is
confronting Character B and possibly also Character C about a conflict situation. Character B is
sometimes directly involved in the conflict; other times they just happen to be the person
delivering information or handling the situation.

Characters A and B are the primary people in the scene, with Character C also involved,
observing, mediating or supporting in some way. This practice enables scenes with 3 students
to take part. If your group only has 2 groups, you can remove Character C. An extra character is
also briefly present to deliver the starting line, e.g., the administrative assistant, department
head, or teacher. The facilitator will play that role and say the start phrase, then exit the scene
as the character, transitioning back to the facilitator role.



The scenarios are intended to describe the situation neutrally, meaning no party is
clearly in the right or wrong. This enables players to explore more nuanced aspects of conflict
rather than leaning on stereotypical behavior or moralizing through the character. However, they
are intended to be short. They should take no more than 3-5 minutes total with workshop and
debrief, although in practice sometimes they take longer, especially if students ask questions or
want to discuss at length in the debrief.

These scenes are intended to be tightly facilitated: one facilitator for every 3 characters.
Therefore, in large classes, you will need multiple facilitators, e.g., a ratio of 1:6. In these cases,
we recommend making sure you have at least 30 minutes for the actual role-playing part of the
session, which gives you enough time to play two scenes and rotate among the players so
everyone has a chance.

However, if you run out of time or only have time for one scene, you can allow the others
to watch in their small group. As we tell the students, “Observation is also potent.” We do not
recommend asking students to role-play in front of the entire class, as they may feel more
inhibited, which can lead to shyness, shutting down, shallow play, or disruptive behavior.
However, in some cases, if you have willing participants who are eager to play, this practice may
be your best option. Alternatively, you can ask facilitators to demo 2-person scenes in front of
the whole class and have the students analyze what is happening.

Regardless of the number of facilitators, we usually include a demo session before every
role-play. This practice allows students to understand the flow of the role-play, witness the
meta-techniques in action, and see how the scene should be played. Also, the thought of
escalating conflict in a classroom setting may feel uncomfortable for students, so watching
teachers model this behavior can often be a great ice-breaker and give them permission to play
more bravely. Importantly, you should model for them that the scenario is not meant to be
solved, but rather escalated. Active conflict often feels uncomfortable for people. In polite
settings, they will often unconsciously role-play constructive collaboration rather than allowing
the conflict to increase in intensity. You may need to pause the scene and remind them to
escalate. They will also be given a safety technique called Softer they can use to decrease the
intensity of the scene if needed.

The facilitator does not need to be an expert at role-playing, but does need to have
some skills at guiding a group workshop, being assertive, and managing time. Some of the
metatechniques require interrupting the players, e.g., to ask for a Monologue or ask one of the
characters to say the Last Line. This practice is described in more detail in the Facilitation video
featured later in this document.

After the scenarios, we recommend bringing the larger class together to have more
general debriefing questions for them. These questions should invite them to share, but not
require personal details about their role-playing experience; allow them to opt-in to how deeply
they want to share with the big group.

Similarly, if a player wants to opt-out of a scenario and just watch or pass during a
debriefing round, we recommend allowing them to do so, provided they do not disrupt the
activity. If they are strongly resistant to role-play, we recommend offering an alternative
assignment, e.g., watching the recorded demo video in this document and analyzing it
according to the concepts in conflict transformation.



Finally, if your context permits, we recommend having one facilitator assigned to safety
duties. For example, in some higher education institutions, you may be able to request a
counselor join the session, whether sitting aside in a physical classroom or in the main room in
a video conference while the small groups are in breakout rooms. This person can address
anything that arises for players that needs to be processed in the moment, for example by
taking them to a breakout room. In critical virtual exchanges, we also recommend having
someone stay in the main room to handle any technical issues that arise, such as students
arriving late or having internet issues who need to be moved to their breakout rooms. This
person can also be responsible for safety if need be.

While in most situations, safety help will not be needed, clearly indicating to the students
who they should contact if something emotionally overwhelming arises can help everyone feel
safer engaging with these activities. For more information, see the Safety video later in this
document.

ROCKET facilitation, safety techniques, and demos are explored in more depth in videos
featured later in this document.

Core seeds for the role-playing scenarios

In the ROCKET project through collaboration with our advisory board, we identified several core
seeds that often fuel conflicts relevant to diversity, equity, and inclusion. These seeds form the
core of the scenes, which are often tied to the basic human needs. These core seeds allow
anyone to adapt the details of the scenarios for different contexts as long as they keep the basic
component the same, e.g., adapting situations more relevant to students for an admin staff
training group.

The core seeds are the following:

e Issues with group work dynamics, e.g., being late, ghosting, not contributing work;
o Example human need involved: Security.
e |ssues with power, e.g., feeling overpowered, cut out of decision making, unfairly
treated, talked over;
o Example human need involved: Power.
e |ssues with rejection, e.g., feeling overlooked, ignored, one's ideas being removed or
not considered, one's culture critiqued, the “odd one out”;
o Example human need involved: Belonging.
e Issues with demands on time;
o Example human need involved: Freedom.
e |ssues with different belief systems;
o Example human need involved: Belonging.
e |ssues with different needs, e.g., one person needs to be social (positive face) whereas
another needs to get work done alone (autonomous face) (Goffman 1967).
o Example human need involved: Fun.

Note that while we have suggested some human needs here, your participants should be invited
to detail one or more human needs relevant to the situation for their characters, which they do in



the Hot Seat and debriefing exercises. Often, characters will have different human needs at
stake, which offers insights that you can help them unpack during the debrief.

The scenarios are organized according to core seeds, as well as our assessment of the
difficulty, i.e., whether they are basic or more advanced. By difficulty, we mean that some
scenarios are more sensitive or feature more challenging content. We recommend only trying
these scenarios in contexts where the students have high trust established with the facilitator(s)
and each other and a certain degree of maturity to handle the content sensitively. You should
also consider these matters when designing your own scenarios.

When in doubt, stick to the basic scenarios. Remember, the goal of these exercises is
not to explore complex topics related to diversity, equity, and inclusion or other sensitive topics.
You might consider approaching such topics instead in a structured class discussion or
reflection journal. We ask students to role-play so they can learn the basic skills that can help
them in more complex situations in their daily lives.

If you are interested in adapting these scenarios for your own context or designing your
own, we recommend playtesting your scenarios before piloting them in your courses, ideally
with your target group, but if not, with your co-facilitators.

For more information about scenario design, see Josefin Westborg’s “XX” video featured
later in this document.

References

Readings

Bowman, Sarah Lynne. 2015. “Bleed: The Spillover Between Player and Character.”
Nordiclarp.org, March 2. Link here.

Bowman, Sarah Lynne, Patricia Hatcher, and Yeonsoo Julian Kim. 2018. “Microaggressions: A
Thousand Cuts -- An Educational Live Action Role-playing Experience (Edu-larp).”

Designed for the Big Read Project. Austin Community College. Link here.

Fisher, Roger, and William Ury. 1981. Getting to Yes: Negotiating Agreement Without Giving In.
1st Ed. Boston: Houghton Mifflin.

Glasser, William. 1998. Choice Theory: A New Psychology of Personal Freedom. Harper.

Goffman, Erving. 1967. “On Face-Work.” In Interaction Ritual. Pantheon, New York.

Hugaas, Kjell Hedgard. 2024. “Bleed and Identity: A Conceptual Model of Bleed and How
Bleed-Out from Role-Playing Games Can Affect a Player’s Sense of Self.” International

Journal of Role-Playing 15 (June): 9-35. Link here.

Kilmann, Ralph. 2024. "Take the Thomas-Kilmann Instrument (TKI)." Kilmann Diagnostics. Link
here.


https://www.nordiclarp.org/2015/03/02/bleed-the-spillover-between-player-and-character/
https://docs.google.com/document/d/11akeEdZSn5WOxlGdrMSD6uCKqQPvctBFt5CO063L6SU/edit?usp=sharing
https://doi.org/10.33063/ijrp.vi15.323
https://kilmanndiagnostics.com/overview-thomas-kilmann-conflict-mode-instrument-tki/
https://kilmanndiagnostics.com/overview-thomas-kilmann-conflict-mode-instrument-tki/

Kraybill, Ron S. 2024. "Compare Style Matters and The Thomas-Kilmann Instrument.”
Riverhouse ePress. Link here.

Leonard, Diana J., Jovo Janjetovic, and Maximilian Usman. 2021. “Playing to Experience
Marginalization: Benefits and Drawbacks of ‘Dark Tourism’ in Larp.” International Journal
of Role-Playing 11: 25-47. Link here.

Ohio Commission on Dispute Resolution and Conflict Management and The Ohio Department
of Education. 2000. Let's Resolve Conflicts Together: Elementary School Classroom
Activities. Conflict Management Week, May 1-7, 2000. Retrieved from ERIC. Link here.

Rosenberg, Marshall. 2015. Nonviolent Communication: A Language of Life. 3rd Ed. Encinitas,
CA: PuddleDancer Press.

Preparatory materials

Videos

Bowman, Sarah Lynne. 2025. "Facilitating ROCKET Educational RPGs." ROCKET - Erasmus.
YouTube, December 17. Link here.

Bowman, Sarah Lynne. 2025. "ROCKET Safety in Educational RPGs." ROCKET - Erasmus.
YouTube, December 17. Link here.

Westborg, Josefin. 2025. “Scenario Design - Josefin Westborg” ROCKET - Erasmus. YouTube,
September 11. Link here.

Westborg, Josefin, Kjell Hedgard Hugaas, and Sarah Lynne Bowman. 2025. “Example
Role-play." ROCKET - Erasmus. YouTube, September 11. Link here.

Additional materials

Videos

Westborg, Josefin. 2025. “What are Role-Playing Games?” ROCKET - Erasmus. YouTube,
September 11. Link here.

Westborg, Josefin. 2025. “Educational RPGs - Josefin Westborg.” ROCKET - Erasmus.
YouTube, September 11. Link here.

Westborg, Josefin. 2025. “Transformative RPGS - Josefin Westborg.” ROCKET - Erasmus.
YouTube, September 11. Link here.


https://stylematters.net/index.php/en/training-resources/comparison-kilmann
https://journals.uu.se/IJRP/article/view/282
https://eric.ed.gov/?id=ED445376
https://youtu.be/69Fd4HYX7oo?si=zycW5Tun92mYcfN4
https://youtu.be/KAjXr0aUBwA?si=i0PALH8KyMZsRRJ7
https://youtu.be/BSxOUZ5ZUTc?si=R12l3M7jmyKvmX9i
https://youtu.be/yIGlC_7kxyc?si=r9gexE7NliMfqVV4
https://youtu.be/Xut8qrqIrTo?si=YsSAJRFj48OHErRK
https://youtu.be/dsADEXpTKD8?si=uOnFXaG49u_Md2sL
https://youtu.be/Gnbdmq5J6TI?si=B7NEGThbltBpO9oF

ROLE-PLAYING SCENARIOS 'S 4
FOR STUDENTS {\‘V}

ROCKET role-playing scenarios for students

The scenarios are grouped based on the core seed of the conflict, as well as our assessment of
whether they are basic or require more advanced engagement. Note that some scenes contain
more than one core seed.

Scenarios about group work dynamics

Basic scenarios

There is no | in Team...

Three students are assigned to a team to put together a class project. Student A has
been doing the majority of the work and confronts Student B and C at their next group
work meeting. Student C is new to the group, while Student B has been there all
semester.

Start phrase: Teacher: “Okay, class, you have thirty minutes to go over your research
project with your group, starting now...”

* % %

This meeting could have been a text message...

Student A wants to work independently and communicate over text on their part of a
group project, whereas Student B and Student C prefer to schedule meetings to
discuss the project. Student A is confronting Student B and Student C.

Start phrase: Teacher: “Remember that all group work needs to be submitted by the
end of the week...”



Advanced scenarios

Everyone is using it!

Student A believes the use of Al is unethical and is confronting Students B and C, who
used generative Al to complete their parts of the group assignment. Student B thinks Al
makes the work easier, while Student C thinks Al is necessary to get a good grade.

Start phrase: Teacher: “Remember that your group assignment must be at least 5000
words...”

Can | join too?

Student A missed the first sessions of class due to late registration. The teacher
assigned Student A to a group with Student B and C, who are good friends from a
previous class and have been meeting about the project without Student A. Student A
is confronting Student B, who was supposed to send the details of the meeting.

Start phrase: Teacher: “Make sure you write down what each group member
contributed to the assignment before turning it in next time!”

* % %

Stop ghosting us!

Student A is confronting Student B about not answering texts about their group project
for weeks. Student C is concerned they will lose their student visa if they fail the
project.

Start phrase: Teacher: “Remember that the deadline for your group project is in three
days!”

* % %



Scenarios about power

Basic scenarios

* % %

I’'m never dishonest!

Student A is upset about a failing grade they received from Teacher B. Teacher B says
that Student A plagiarized their paper off the Internet, when Student A thought they
were doing research properly. Department Chair C is observing the exchange at a
meeting in their office.

Start phrase: Administrative assistant: “Your 3pm appointment is here...”

* % %

Advanced scenarios

It’s too much work!

Student A is representing the entire class, who believe the homework is too extensive
for the amount of hours allocated to the course. Teacher B has insisted to the students
that the amount of homework is reasonable for the level of the class. Director of
Studies C has called Student A and Teacher B into a meeting to listen to their
feedback.

Start phrase: Administrative assistant: “| believe the Director of Studies is back from
lunch now...”

Who put you in charge?

Student A is upset because Student B has been making decisions about the group
work without consulting the other members. Student B believes the group needs a
clear leader. Student C feels overwhelmed by the workload.

Start phrase: Teacher: “You have the next half an hour to discuss your group project...”

* k %

10



Is my work not good enough?

Student A contributed several hours worth of work to a group writing assignment, which
Student B removed from the current draft because it didn’t seem relevant. Student C is
not sure whether or not to add new parts of their own.

Start phrase: Teacher: “You have some time to discuss your group project now...”

* % %

11



Scenarios about rejection

Basic scenarios

* % %

| feel like I'm missing out...

Student A is struggling in group work because Student B and Student C often switch
to their native language, which Student A doesn't speak. Student A is confronting
Student B and Student C.

Start phrase: Instructor: “You have 45 minutes to meet with your group starting now...”

* k %

Advanced scenarios

| was passed over for a permanent job!

Student Teacher A was doing a job in the department as a substitute for a colleague
who left, but was not given the permanent position when one became available.
Supervisor B hired the other person instead of Student Teacher A. Student C is
Student Teacher A’s friend who is there to provide support.

Start phrase: Administrative Assistant: “The supervisor is now back from lunch...”

* % %

You always talk over me!

Student A is often interrupted by Student B in class discussions. Student B is
enthusiastic about the class material and enjoys contributing thoughts. Teacher C is
overhearing the discussion.

Start phrase: Teacher: “Thank you for another excellent discussion today!”

* % %

12



Not everyone can afford to live like that....

Student B makes jokes about Student A still living with their parents far from campus,
while Student B and Student C live near campus in a high-rent apartment. Student A
is confronting Student B.

Start phrase: Another student: “Bye everyone! See you at the campus party Friday
night.

* % %

13



Scenarios about demands on time

Basic scenarios

* % %

| need an answer!

Student A has been writing time sensitive emails about their project to Student B over
the weekend needing a response as soon as possible. Student B does not check
emails over the weekend. Student C cannot move forward with their work until Student
B answers.

Start phrase: Instructor: “Now you have some time to talk about your project...”

* % %

Can we meet again this week?

Student A wants Teacher B to be accessible for meetings outside of their posted office
hours because Student A needs more support. Teacher B believes strongly in work-life
balance and keeps strong boundaries around their time. Parent C is joining the
conversation but letting Student A handle most of the discussion.

Reminder: Parent C is mostly a witness and support to Student A.

Start phrase: Administrative Assistant: “The teacher is in their office hours now...”

* % %

Advanced scenarios

Can we take more breaks?

Student A needs more breaks during long class sessions. Teacher B has a lot of
content to cover to prepare the students for their exam. Student C is worried about
missing important content and failing the exam.

Start phrase: Another student: “The teacher is coming in now...”

* % %

14



I just couldn’t make it to class...

Teacher A has asked for a meeting with Student B to discuss lack of attendance, which
has been affecting Student B’s grade. Student B has been struggling with mental
health challenges that only Student C knows about. Student C also came to the
meeting to be supportive.

Start phrase: Administrative Assistant: “The teacher’s office is down the hall...”

* % %

15



Scenarios about different belief systems

Basic scenarios

* % %

Is that really appropriate?

Student A does not believe alcohol should be allowed on campus at university and is
confronting Student B, who had a beer before class over lunch. Student C has health
issues and cannot drink alcohol.

Start phrase: Teacher: “We’ll start class again in 5 minutes!”

* k %

Advanced scenarios

My beliefs are valid!

Student A is religious and gets upset when Student B makes anti-religious comments
in class. Student B is an atheist who has strong opinions about religion. Student C is
culturally religious and takes part only in holidays.

Start phrase: Teacher: “See everyone again next class session!”

* % %

This class is outdated!

Student A is upset by some of the views presented in the course materials, which were
written decades ago. Teacher B thinks everyone should read the foundational texts of
the field, even if they are biased. Student C is not sure which parts of the course they
should focus on for the upcoming test.

Start phrase: Another student: “See you all next class!”

* % %

16



We solved that a long time ago...

Student B is confronting Student A, who has been making comments in class
discussions that they don'’t think there is a need for feminism in society anymore.
Student B believes feminism is more needed than ever before. Teacher C wants to
guide the discussion to remain constructive.

Start phrase: Another student: “Shh everyone! Class is starting.”

* % %

17



Scenarios about different needs

Basic scenarios

* % %

It’s too loud!

Student A needs quiet while studying and is confronting Student B, who often plays
background music when studying in the same room. Student C is a friend listening in
on conversation.

Start phrase: Radio Announcer: “You are listening to the Relaxing Tracks radio
station...”

* % %

I need to do my best!

Student A needs to get the highest grade possible on a group project to keep their
scholarship, while Student B only wants to complete enough work to obtain a minimal
passing grade. Student C wants Student B to join them for a social activity that
evening.

Start phrase: Teacher: “Remember to follow the assignment instructions carefully for
your project this week!”

Advanced scenarios

| don’t have time!

Student A is frustrated that Students B and C have not done more work on their group
project. Student A has to commute from another city for class meetings. Student B has
a young sibling to babysit at home. Student C works part-time.

Start phrase: Teacher: “You should be putting the final touches on your project this
weekK...

* % %

18



Can we get started already?

Student A needs a lot of structure and wants the group to work in advance before the
deadline of their final assignment. Student B tends to prioritize other activities and turn
in projects right before the deadline. Student C admires Student A’s work ethic and
wants to impress them.

Start phrase: Teacher: “Remember that in one month, your final group assignment is
due.”

* % %

19
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Positions, Interests, Feelings, and Needs Role-playing Scenarios

Facilitation Instructions

Goals

1) Noticing one’s own positions, interests, needs, and emotions when in conflict
2) Identifying and describing both feeling and thinking states

3) Hypothesizing the positions, interests, needs, and emotions of another person when in
conflict

Group size
e 1 facilitator per 2-6 players
e Ideally: Each group member will play at least one character.

o If fewer than 6, rotate so that players have the opportunity to play Character A
and/or B. If only 2 players, remove Character C.

Time

e Ideally: 40 minutes total
o 10 minutes for the facilitator Demo Scenario, 30 minutes for Scenarios | and Il.
m 10-15 minutes per Scenario, including pre-scene instructions and debrief.

m If short on time, cut the Demo Scenario and/or Scenario Il.
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Meta Techniques

Used by facilitators:

Cut: Cuts the scene, often before the conflict is “resolved.”

Pause: Pauses the scene, usually to call for another meta technique or give instructions
to the players.

Escalate: Reminds participants to escalate the conflict in the scene.

Hot Seat / Monologue: The player is asked to reveal briefly what their character is
thinking. The players hear these thoughts, but the character does not.

Last Line: The player is asked to end the scene by saying the last line that comes to
their mind.

Safety Techniques

Can be used by both players and facilitators:

Softer: Say “Softer” to ask participants to Soften their play.
Pause Check-in: Say this to pause and check in with others.

X-Card: Say or type “X” at any time to ask certain content to be removed or avoided. No
questions asked. Example: “X for content around death.”

Cut: Say “Cut” at any time to end the scene.
Opt-out: Say or type “Opt-out” at any time to opt-out of the scene.

The Door is Always Open: Players can leave at any time, but should let the facilitator
know if they are not returning.

Emotional Support: If possible, have one facilitator on standby available in the main
room.

o If online: Players can private message them to ask for a breakout room or chat.

o If in-person: The facilitator should take the player somewhere more private if
possible.
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Demo Scenario

1)
2)

| need an answer!

Student A has been writing time sensitive emails about their project to Student B over
the weekend needing a response as soon as possible. Student B does not check emails
over the weekend.

Start phrase: Instructor: “Now you have some time to talk about your project...”

If online: Post the scenario in the chat.

Ask a participant if they are willing to play Student A. Do the same for B and C.

PRO TIP: If they opt-out or want a different character, adapt, e.g., by removing Character C,
asking another group member to join, or offering a different character.

3)

Have participants name their characters and add pronouns.

a) If in person: Write this information down somewhere all players can see it.
Clearly mark A, B, and C.

b) If online: Have the players write this information in the chat along with A, B, or C.

Their position is provided in the scenario. They can further clarify as needed, but avoid
long discussion about position.

Give a Silent Hotseat where you prompt the participants to consider silently the following
questions. Pause for a few seconds before asking the next question to give the
participants time to think:

What is your character’s position?

Why does this position matter to them?

How do they feel about this situation?

What needs feel threatened in this situation: security, fun, freedom, belonging, or
power? (Make sure to read each need out loud slowly).

Play the scenario once, making sure each person plays at least one (1) role in one (1)
scenario. Remember you can use Pause, Monologue, Softer, and Last Line.

Debrief: Debrief questions for each player are on feelings and needs. Ask each
question separately, then ask the same person the follow up question before switching to
the next person:
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a) “What did your character feel in this scene?”

b) “What needs of your characters felt threatened? Remember the human needs
are security, fun, belonging, freedom, and power.”

PRO TIP: Instruct participants to share only 1-2 sentences total as a guideline, distilling the
essence.
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Scenario |

1)

I’'m never dishonest!

Student A is upset about a failing grade they received. Teacher B says that Student A
plagiarized their paper off the Internet. Student A thought they were doing research
properly. Department Chair C is observing the exchange at a meeting in their office.

Start phrase: Administrative assistant: “Your 3pm appointment is here...”

If online: Post the scenario in the chat.

2) Ask a participant if they are willing to play Student A. Do the same for B and C.

PRO TIP: If they opt-out or want a different character, adapt, e.g., by removing Character C,
asking another group member to join, or offering a different character.

3)

4)

Have participants name their characters and add pronouns.

a) If in person: Write this information down somewhere all players can see it.
Clearly mark A, B, and C.

b) If online: Have the players write this information in the chat along with A, B, or C.

Their position is provided in the scenario. They can further clarify as needed, but avoid
long discussion about position.

Give a Silent Hotseat where you prompt the participants to consider silently the following
questions. Pause for a few seconds before asking the next question to give the
participants time to think:

What is your character’s position?

Why does this position matter to them?

How do they feel about this situation?

What needs feel threatened in this situation: security, fun, freedom, belonging, or
power? (Make sure to read each need out loud slowly).

Play the scenario once, making sure each person plays at least one (1) role in one (1)
scenario. Remember you can use Pause, Monologue, Softer, and Last Line.

Debrief: Debrief questions for each player are on feelings and needs. Ask each
question separately, then ask the same person the follow up question before switching to
the next person:
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a) “What did your character feel in this scene?”

b) “What needs of your characters felt threatened? Remember the human needs
are security, fun, belonging, freedom, and power.”

PRO TIP: Instruct participants to share only 1-2 sentences total as a guideline, distilling the
essence.
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Scenario |l

1)
2)

I need to do my best!

Student A needs to get the highest grade possible on a group project to keep their
scholarship, while Student B only wants to complete enough work to obtain a minimal
passing grade. Student C wants Student B to join them for a social activity that
evening.

Start phrase: Teacher: “Remember to follow the assignment instructions carefully for
your project this week!”

If online: Post the scenario in the chat.

Ask a participant if they are willing to play Student A. Do the same for B and C.

PRO TIP: If they opt-out or want a different character, adapt, e.g., by removing Character C,
asking another group member to join, or offering a different character.

3)

Have participants name their characters and add pronouns.

a) If in person: Write this information down somewhere all players can see it.
Clearly mark A, B, and C.

b) If online: Have the players write this information in the chat along with A, B, or C.

Their position is provided in the scenario. They can further clarify as needed, but avoid
long discussion about position.

Give a Silent Hotseat where you prompt the participants to consider silently the following
questions. Pause for a few seconds before asking the next question to give the
participants time to think:

What is your character’s position?

Why does this position matter to them?

How do they feel about this situation?

What needs feel threatened in this situation: security, fun, freedom, belonging, or
power? (Make sure to read each need out loud slowly).

Play the scenario once, making sure each person plays at least one (1) role in one (1)
scenario. Remember you can use Pause, Monologue, Softer, and Last Line.

Debrief: Debrief questions for each player are on feelings and needs. Ask each
question separately, then ask the same person the follow up question before switching to
the next person:



ROCKE ‘

T
(
b
a) “What did your character feel in this scene?”

b) “What needs of your characters felt threatened? Remember the human needs
are security, fun, belonging, freedom, and power.”

PRO TIP: Instruct participants to share only 1-2 sentences total as a guideline, distilling the
essence.
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Getting to Know Each Other
When you enter, please type the following in the chat:

e Mynameis___
e Mypronounsare_ *

o My unlver31ty is

e Fill in the blank on the Card for Connection:

o “If I had unlimited creativity and support, I would

*Consider including your pronouns with your name:
Participants - ... > Rename

If | had
unlimited
creativity &

support,
| would __

‘\


http://gamesforhumanity.com

Your Facilitators

Name, Institution (acronym
Name, Institution (acronym
Name, Institution (acronym
Name, Institution (acronym
Name, Institution (acronym
Name, Institution (acronym
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Community Group Norms

Facilitators: start and end on time; and answer your questions in a variety of mediums.

Participate as fully as possible.

Consider what’s shared by others confidential.

Share “air time” with others when speaking. (We may take questions first from folks who

haven’t yet had the chance to speak).

Remain muted during the session until you're about to speak.

Keep video on throughout the session if possible.

Please use the raise hand in Zoom feature to speak. Let's try it now!

If you need to step away for more than a few minutes, inform facilitators in chat - impacts
breakout groups.

Minimize use of chat.

Jot down quick notes to keep track of new concepts and ask questions.

Please put your pronouns and your institution’s acronym next to your name.

Please do not share conflicts about people in this course or who are identifiable by others.



Journaling Exercise (5 min)

Personal reflection to be shared in pairs later:

Consider a personal conflict that occured at in your educational journey,
either in the past or present, that stands out for you.

or

Consider a conflict that occured at work you have witnessed or can imagine
taking place hypothetically.

e Briefly (5 minutes) journal using pen/paper or digital form.
e Later you will share your thoughts with your group.

Note: You may use the same conflict as last time or a new one.



As we begin, it is helpful to know...
When we learn to DO something new, we go through about 7 stages.
1. Awareness
2. Knowledge and Information
3. Awkward Engagement
4. Phoniness and Artificiality
5. Mechanical Use
6. Routine and Customary

7. Creative and Innovative



The Psychology of Conflict

Some layers of a conflict are on the surface, whereas others are less obvious.



The Layers of Conflict

Positions: What you want to happen in this situation.
Ex. The break in between courses should be longer.

Interests: Why you want it to happen. Ex. What aspects of your life
are impacted by this happening or not happening?

Ex. I need more time to visit my relatives in another country.



The Layers of Conflict

Feelings: What feelings are connected to this topic for you in the
moment.

Ex. Anger, grief, longing, alienation.
Needs: What human needs feel threatened or at stake as a result
of this not happening

e e.g., power, belonging, security, freedom, fun (Glasser 1998)?

Ex. Belonging with family may feel threatened, freedom to
manage one’s schedule as one chooses



Group Activity:
Let’s try it with an academic argument:
Positions: What you want to happen in this situation.

Ex. All genders should be paid the same as cis-men for the
same job.

Interests: Why you want it to happen. Ex. What aspects of your life
are impacted by this happening or not happening?

Ex. ¢?



The Layers of Conflict

Feelings: What feelings are connected to this topic for you in the
moment.

Ex. ??

Needs: What human needs feel threatened or at stake as a result
of this not happening
e e.g., power, belonging, security, freedom, fun (Glasser 1998).

Ex. ??



With your partner, answer the following questions. o
Make sure everyone has time to share (5 minutes per person):

Human needs: love/belonging, security/safety, power, freedom, fun

e My name is

e My pronouns are :

e The conflictI chose s (3 sentences).

e One (1) Human Need that may have been at stake in this conflict forgne party
was :

¢ One (1) Human Need that may have been at stake in this conflict for/the other
party was

e Were the ways each party tried to get their needs met appropriate o u

o harmful to others?



Emotions and Conflict

Emotions may be obvious and on the surface, indicating we are in conflict
with someone.

Other times, we may not be aware that emotions are driving our reactions.

Emotions can escalate conflict and cloud our judgment.
o Feelings are not facts.

However, feelings also tell us when something is at risk that is important
to us



Emotional Activation vs. Conscious Choice

When we feel activated in conflict, our emotions can overwhelm our conscious
decision making processes.

To be activated is to become emotionally hijacked by the instinctive parts of our
brain. We may feel compelled to:

e Fight someone or something in the situation, e.g. competing or escalating.
e Flee the situation, e.g. avoiding.

e Freeze, staying still, but completely unable to respond, e.g. feeling trapped in
terror.

e Fawn, trying to appear non-threatening and appeasing, e.g. accommodating.



The Role of Anger in Conflict

P | Water
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GRIEF Water
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. "HURT INSECURE

TIRED

Image: Kate Blomgren and Daria Shpak for Evocative Games AB.

Anger is sometimes the tip of the
emotional iceberg.

-- Anger may be a natural emotion when
we perceive our needs are being
threatened.

-- A different emotion may come first and
remain masked by anger (fear, grief,
SOrrow, etc).

-- Alternatively, some of us may feel
disconnected from our anger.



Emotions and Conflict

We can engage more constructively in conflict by raising awareness
around and observing our emotions.

If we feel safe enough, we can voice our emotions to others as they
arise, allowing others to validate them.

If we feel safe enough, we can encourage others to voice their
emotions in constructive ways, helping them feel heard and valued.



Ultimately:

Emotions are important signals that reveal our inner needs.

We can acknowledge emotions and be curious about what they are
communicating without letting them rule us.

We can practice emotional regulation to avoid harming ourselves and
others.

Validating the emotions and experiences of others can help mitigate
damage in conflicts.

Respecting that everyone has unique emotional responses to conflict
based on their experiences and cultural norms.



10 Minute Break




Why role-playing?

Practice makes competent!

Experience + reflection = learning

Character and fiction give us personal distance
Fun!

Emotions can aid in learning:

(4

e It’s totally normal to be nervous or unsure! You can’t do this
way.”

e Participants may embody characters or situations that are triggering or
upsetting. We are here to support you!

he yrong



Going Deeper with Positions, Interests, Feelings, and Needs

We will role-play in small groups guided by a facilitator

Over the course of the series, everyone will get a chance

Observation is potent

Safety tools: Role-playing can be surprisingly intense! Here are some tools

you can use as needed:
o Softer: You can ask participants to Soften their play by saying “Softer.”
o Pause Check-in: You can pause for to check in with others.
o X-Card: You can say or type “X” at any time to ask certain content tq be r¢moved

or avoided. No questions asked. Example: “X for content around death”
o Cut: You can call “Cut” at any time to end the scene.




Establishing Norms for Role-playing

Safety tools:

@)

Opt-out: You can opt-out of a scene by saying or typing “Opt-out” at any
time
Door is always open: You can leave at any time, but please let your facilitator
know if you are not returning.
Emotional Support: If you need emotional support, Cora is availablein the
main room.

m Private message them

m Ask for a breakout room or chat



Establishing Norms for Role-playing

From facilitators: You may hear the following words:

@)

@)

@)

Cut: Cuts the scene, often before the conflict is “resolved”

Pause: Pauses the scene

Monologue: The player is asked to reveal briefly what their character is
thinking

Last Line: The player is asked to end the scene by saying the last ling that
comes to their mind.



Role-playing Instructions

Characters should NOT try to be good listeners or resolve the
problem, at least not from the start. Escalate!

Both characters will be asked to pause, then try the “I” Message
script.

We may ask for characters to refine their wording as we go. This is
not a critique and will not affect your grade! We are all practicing.

Please do not lean on stereotypes of marginalized groups in your
role-play



Demo Role-playing Exercise

e The facilitators will role-play a scenario
analyzing Positions, Interests, Feelings, and
Needs and I-Statements



Breakout Groups

1-2 Scenarios (10-15 minutes each) with facilitator,
Groups of 3-6

30 minutes

If you’re not in a scene, please observe quietly with
camera on, participate in discussion



Big Group Discussion

e What did you find surprising or intriguing about
this exercise?

e Was it difficult to use the I-Statement or identify
the layers of conflict? Why or why not?

e Questions?
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Conflict Styles Role-play Scenarios

Facilitation Instructions

Goals

1) Identifying different conflict styles

2) Practicing different conflict styles during escalating situations

Group size

e 1 facilitator per 2-6 players
e Ideally: Each group member will play at least one character.

o If fewer than 6, rotate so that players have the opportunity to play Character A
and/or B. If only 2 players, remove Character C.

Time

e Ideally: 55 minutes total

o 10-15 minutes to take the Elements Conflict Styles Inventory (see end of this
document)

m Make sure students calculate their most and least used conflict styles in
times of Calm and Storm. If tied, ask them to choose one.

o 10 minutes for facilitator Demo Scenario, 30 minutes for Scenarios | and Il.
m 10-15 minutes per Scenario, including pre-scene instructions and debrief.
m After the first scene is played with the player’'s most used conflict style,
pause, then debrief. Then, run the scene again with the player’s least
used conflict style, then debrief again. Do not call for another Hot Seat to

save time.

m If short on time, cut the Demo Scenario and/or Scenario Il.
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Meta Techniques

Used by facilitators:

Cut: Cuts the scene, often before the conflict is “resolved.”

Pause: Pauses the scene, usually to call for another meta technique or give instructions
to the players.

Escalate: Reminds participants to escalate the conflict in the scene.

Hot Seat / Monologue: The player is asked to reveal briefly what their character is
thinking. The players hear these thoughts, but the character does not.

Last Line: The player is asked to end the scene by saying the last line that comes to
their mind.

Safety Techniques

Can be used by both players and facilitators:

Softer: Say “Softer” to ask participants to Soften their play.
Pause Check-in: Say this to pause and check in with others.

X-Card: Say or type “X” at any time to ask certain content to be removed or avoided. No
questions asked. Example: “X for content around death.”

Cut: Say “Cut” at any time to end the scene.
Opt-out: Say or type “Opt-out” at any time to opt-out of the scene.

The Door is Always Open: Players can leave at any time, but should let the facilitator
know if they are not returning.

Emotional Support: If possible, have one facilitator on standby available in the main
room.

o If online: Players can private message them to ask for a breakout room or chat.
o If in-person: The facilitator should take the player somewhere more private if
possible.
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Conflict Styles Character Descriptions

e |f you have not already done so in the session, take turns reading these descriptions out
loud to bring more voices into the room. If necessary, ask students to read one and pass
along to the next.

*k*k

The Competer

You have to fight to achieve your goals in life because others may try to take it from you, may
not care about your needs, or may ignore the needs of others.

You value standing up for what you believe is right. You fear that others will ignore your needs
or take advantage of you.

Note: The Competer can escalate situations quickly. Try to compete “softly” rather than
aggressively. Remember anyone can call Softer to decrease the intensity of play.

*k*k

The Avoider

You avoid conflict at all costs because you believe that conflict will inevitably lead to yourself or
other people getting hurt.

You value your independence and privacy. You fear that conflict will harm you or others if
discussed out in the open.

Note: To play the Avoider, try to avoid in ways that create play for others rather than shutting
down. As examples, change the subject or minimize the importance of the conflict.

*kk

The Accommodator

You often seek to de-escalate by addressing conflicts by calming everyone down and adjusting
the environment to make them (and you) more comfortable.

You value your relationships with others, as well as group tranquility and harmony. You fear that
conflicts will escalate and will lead to more suffering for the people you love.

*kk
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The Compromiser

You often consider ways for everyone to get some of their needs met in any given situation.

You value fairness and listening to all sides in a conflict. You fear that if conflicts are not
addressed swiftly and reasonably, they will escalate beyond the point where they can be
resolved and last longer than need be.

*k%k

The Collaborator

You are not afraid to take the time it needs to gather information about everyone’s perspectives
and to brainstorm solutions that work for all parties.

You value teamwork and taking the time to find solutions that are both effective and fulfilling for
everyone involved. You fear that one or more people in a conflict will stop being willing to
collaborate on shared solutions.
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Demo Scenario

Which system do | use???

Teacher A is confused about the new grading system and stressed due to an
administrative deadline. Staff Member B is totally overworked. Teacher A goes to the
help desk for clarification where Staff Member B is working.

e Teacher A: Compete
e Staff Member B: Avoid

Start phrase: Administrative Assistant: “Go ahead and make your way into their office
and ask...”

1) If online: Post the scenario in the chat.
2) Ask a participant if they are willing to play Student A. Do the same for B and C.

PRO TIP: If they opt-out or want a different character, adapt, e.g., by removing Character C,
asking another group member to join, or offering a different character.

3) Have participants name their characters and add pronouns.

a) If in person: Write this information down somewhere all players can see it.
Clearly mark A, B, and C.

b) If online: Have the players write this information in the chat along with A, B, or C.

4) Ask them to name their most used conflict style. Check in to make sure they feel that
style is playable.

a) If needed, remind them how to play the Avoider: Minimize the importance or
change the subject.

b) If needed, remind them how to play the Competer: Compete more softly
rather than aggressively.

5) Hot Seat: Ask each player to answer a clarifying question as their character, e.g.,

e “Sally, what deadline is approaching that is causing you stress?”
e “Charlie, how many people have asked you about this same issue this week?”

6) Start the scene with the starting line in the scenario (unless they start themselves),
e.g. “The department chair will see you now...”

7) Remember you can use Pause, Monologue, Softer, and Last Line.
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8) Play the same scenario twice. Start with the most used conflict style.
9) At the height of conflict, Pause.

10) Ask debrief questions:

e “How did it feel in your body to use this conflict style? Where in your body did you
feel it?”

11) Ask them to name their most used conflict style. Check in to make sure they feel that
style is playable.

a) If needed, remind them how to play the Avoider: Minimize the importance or
change the subject.

b) If needed, remind them how to play the Competer: Compete more softly
rather than aggressively.

12) Play the scene again with the least used conflict styles.
13) At the height of conflict, Cut.
14) Ask debrief questions:

e “How did it feel in your body to use this conflict style? Where in your body did you
feel it?”

PRO TIP: Instruct participants to share only 1-2 sentences total as a guideline, distilling the
essence.
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Scenario |
There is no | in Team...

Student A has been doing the majority of the work for a group project. Student A
confronts Student B and C at their next group work meeting. Student C is new to the
group, while Student B has been there all semester.

Start phrase: Teacher: “Okay, class, you have thirty minutes to go over your research
project with your group, starting now...”

1) If online: Post the scenario in the chat.
2) Ask a participant if they are willing to play Student A. Do the same for B and C.

PRO TIP: If they opt-out or want a different character, adapt, e.g., by removing Character C,
asking another group member to join, or offering a different character.

3) Have participants name their characters and add pronouns.

a) If in person: Write this information down somewhere all players can see it.
Clearly mark A, B, and C.

b) If online: Have the players write this information in the chat along with A, B, or C.

4) Ask them to name their most used conflict style. Check in to make sure they feel that
style is playable.

a) If needed, remind them how to play the Avoider: Minimize the importance or
change the subject.

b) If needed, remind them how to play the Competer: Compete more softly
rather than aggressively.

5) Hot Seat: Ask each player to answer a clarifying question as their character, e.g.,
e “Sally, why is it so frustrating to you when the others don’t contribute as much?”

e “Charlie, what has been happening in your life that makes it difficult to contribute
to the project?”

6) Start the scene with the starting line in the scenario (unless they start themselves),
e.g. “The department chair will see you now...”

7) Remember you can use Pause, Monologue, Softer, and Last Line.
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8) Play the same scenario twice. Start with the most used conflict style.
9) At the height of conflict, Pause.
10) Ask debrief questions:
a) “How did it feel in your body to use this conflict style? Where in your body did you

feel it?”

11) Ask them to name their most used conflict style. Check in to make sure they feel that
style is playable.

a) If needed, remind them how to play the Avoider: Minimize the importance or
change the subject.

b) If needed, remind them how to play the Competer: Compete more softly
rather than aggressively.

12) Play the scene again with the least used conflict styles.
13) At the height of conflict, Cut.
14) Ask debrief questions:

a) “How did it feel in your body to use this conflict style? Where in your body did you
feel it?”

PRO TIP: Instruct participants to share only 1-2 sentences total as a guideline, distilling the
essence.
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Scenario |l
It’s too loud!

Student A needs quiet while studying and is confronting Student B, who often plays
background music when studying in the same room. Student C is a friend listening in on
conversation.

Start phrase: Radio Announcer: “You are listening to the Relaxing Tracks radio
station...”

15) If online: Post the scenario in the chat.
16) Ask a participant if they are willing to play Student A. Do the same for B and C.

PRO TIP: If they opt-out or want a different character, adapt, e.g., by removing Character C,
asking another group member to join, or offering a different character.

17) Have participants name their characters and add pronouns.

a) If in person: Write this information down somewhere all players can see it.
Clearly mark A, B, and C.

b) If online: Have the players write this information in the chat along with A, B, or C.

18) Ask them to name their most used conflict style. Check in to make sure they feel that
style is playable.

a) If needed, remind them how to play the Avoider: Minimize the importance or
change the subject.

b) If needed, remind them how to play the Competer: Compete more softly
rather than aggressively.

19) Hot Seat: Ask each player to answer a clarifying question as their character, e.g.,

e “Sally, what deadline is approaching that is causing you stress?”
e “Charlie, why do you like to play music when you study?”

20) Start the scene with the starting line in the scenario (unless they start themselves),
e.g. “The department chair will see you now...”

21) Remember you can use Pause, Monologue, Softer, and Last Line.

22) Play the same scenario twice. Start with the most used conflict style.
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23) At the height of conflict, Pause.
24) Ask debrief questions:

e “How did it feel in your body to use this conflict style? Where in your body did you
feel it?”

25) Ask them to name their most used conflict style. Check in to make sure they feel that
style is playable.

a) If needed, remind them how to play the Avoider: Minimize the importance or
change the subiject.

b) If needed, remind them how to play the Competer: Compete more softly
rather than aggressively.

26) Play the scene again with the least used conflict styles.
27) At the height of conflict, Cut.
28) Ask debrief questions:

e “How did it feel in your body to use this conflict style? Where in your body did you
feel it?”

PRO TIP: Instruct participants to share only 1-2 sentences total as a guideline, distilling the
essence.

10
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Elements Conflict Styles Assessment
Instructions

Consider your common reactions when something you want is different from what someone
else wants.

For this exercise, consider how you would respond as a student at your university.

Do not

For questions A-J, imagine your initial reactions to a hypothetical situation.

For questions K-T, imagine your reactions to the same situation after the conflict has

gotten more intense.

think too much about the questions. Follow your first instinct.

Circle a number between 1-5 for each of the questions:

A.

| spend time listening to the other person’s perspective instead of voicing my own.
Uncommonforme 1-2-3-4-5  Common for me

I try to discuss multiple options with the other person to try to find a good solution for

everyone.
Uncommonforme 1-2-3-4-5 Common for me

| offer to give the person part of what they want in exchange for part of what | want.
Uncommonforme 1-2-3-4-5  Common for me

| debate with the other person to convince them | am right.

Uncommonforme 1-2-3-4-5 Common for me

| change the subject away from the issue so the situation does not become
uncomfortable.

Uncommonforme 1-2-3-4-5 Common for me
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| tell the person what | think they want to hear to keep the situation under control.

Uncommonforme 1-2-3-4-5 Common for me

. | contact the person multiple times in an effort to resolve the situation in a way that

primarily benefits me.

Uncommonforme 1-2-3-4-5 Common for me

. | try to make sure everyone feels heard when discussing the issue, then find a solution

everyone will find acceptable.
Uncommonforme 1-2-3-4-5  Common for me

| don’t respond when the person attempts to contact me about the issue.
Uncommonforme 1-2-3-4-5  Common for me

| take my time to explore all possible options to address the issue rather than moving
forward with my initial thoughts.

Uncommonforme 1-2-3-4-5 Common for me

. | try to soothe the other person as much as possible and keep my own feelings to

myself.
Uncommonforme 1-2-3-4-5 Common for me

| avoid reading messages from the person about any topic.
Uncommonforme 1-2-3-4-5  Common for me
| try to find ways to get what | want regardless of what the other person wants.

Uncommonforme 1-2-3-4-5 Common for me

. I negotiate with the person to find a quick solution that will resolve the issue for the time

being.

Uncommonforme 1-2-3-4-5 Common for me
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O. I offer to give up something as long as the other person gives up something as well to be
fair.

Uncommonforme 1-2-3-4-5 Common for me
P. When this person is around, | try not to make eye contact or conversation.
Uncommonforme 1-2-3-4-5 Common for me

Q. | tell the person exactly what | am thinking and feeling without softening my wording or
tone, even if it upsets them.

Uncommonforme 1-2-3-4-5 Common for me

R. I research solutions that might benefit us both over an extended period of time, returning
to the person regularly to discuss these options.

Uncommonforme 1-2-3-4-5  Common for me
S. I 'spend time considering ways to adjust the situation to avoid upsetting the other person.
Uncommonforme 1-2-3-4-5  Common for me

T. | consistently consider and suggest new strategies to address the issue to help find a
way for everyone to win.

Uncommonforme 1-2-3-4-5 Common for me

Now, complete the instructions on the next pages.
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Place your score for each statement by its corresponding letter, e.g., D _4_

Then, add the two scores together,e.g., D_4 +G_2_=6
Place the total in the grey box below the box with the letters.

D__ M_ E__ L c__ N_ A K__ B_ R
G__ Q__ I P H o__ F_ S J_ | T__
Calm Storm Calm Storm Calm Storm Calm Storm Calm Storm
Competing Avoiding Compromising | Accommodating | Collaborating
NS & ‘)y
\3‘,5_- AT e y '/ . S
L. <) e’@ (¢ i 7./";”.'». V-] A
% gj/:i{\\jb S 4

The numbered questions refer to specific conflict styles,
e.g., Competing, Avoiding, Compromising, Accommodating, and Collaborating.

Place your totals for Calm under the first table from high to low.
Then, write the corresponding conflict style next to the score.
Do the same thing for Storm in the second table.

Response based on your initial reaction to a

Calm

Storm

Response when a conflict has persisted over time

conflict and intensified
Total Conflict style Total Conflict style
Score Score
qst qst
2nd 2nd
3r 3«
4t 4t
5th 5t

b
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My most used common style in times of Calm is:

My most used common style in times of Storm is:

My least used common style in times of Calm is:

My least used common style in times of Storm is:

This inventory was co-created by Evocative Games AB and the Erasmus+ Cooperation
Partnership Role-Playing Games on Conflict Transformation for Equity in Higher Education
through Virtual Exchange (ROCKET). Content has been adapted from the Thomas-Kilmann
Inventory (1974) and Ron Kraybill's Style Matters Inventory (2024).
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Kraybill, Ron. 2024a. “Five Styles of Responding to Conflict.” Style Matters. RiverHouse
ePress.

Kraybill, Ron. 2024b. “How to Manage Your Storm Shift in Conflict Resolution.” Style Matters.
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"I" Statements Role-playing Scenarios

Facilitation Instructions

Goals

1) Noticing one’s own positions, interests, needs, and emotions when in conflict
2) Identifying and describing both feeling and thinking states

3) Hypothesizing the positions, interests, needs, and emotions of another person when in
conflict

“IH

4) Practicing nonviolent communication using “I” Statements

Group size

e 1 facilitator per 2-6 players
e Ideally: Each group member will play at least one character.

o If fewer than 6, rotate so that players have the opportunity to play Character A
and/or B. If only 2 players, remove Character C.

Time

e Ideally: 40 minutes total
o 10 minutes for the facilitator Demo Scenario, 30 minutes for Scenarios | and .
m 15 minutes per Scenario, including pre-scene instructions and debrief.

m If short on time, cut the Demo Scenario and/or Scenario Il.
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Meta Techniques

Used by facilitators:

Cut: Cuts the scene, often before the conflict is “resolved.”

Pause: Pauses the scene, usually to call for another meta technique or give instructions
to the players.

Escalate: Reminds participants to escalate the conflict in the scene.

Hot Seat / Monologue: The player is asked to reveal briefly what their character is
thinking. The players hear these thoughts, but the character does not.

Last Line: The player is asked to end the scene by saying the last line that comes to
their mind.

Safety Techniques

Can be used by both players and facilitators:

Softer: Say “Softer” to ask participants to Soften their play.
Pause Check-in: Say this to pause and check in with others.

X-Card: Say or type “X” at any time to ask certain content to be removed or avoided. No
questions asked. Example: “X for content around death.”

Cut: Say “Cut” at any time to end the scene.
Opt-out: Say or type “Opt-out” at any time to opt-out of the scene.

The Door is Always Open: Players can leave at any time, but should let the facilitator
know if they are not returning.

Emotional Support: If possible, have one facilitator on standby available in the main
room.

o If online: Players can private message them to ask for a breakout room or chat.

o If in-person: The facilitator should take the player somewhere more private if
possible.
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Demo Scenario

| can’t concentrate. ..

Staff Member A has trouble getting their work done when Staff Members B chats with
others in the office about random topics. Staff Member A is confronting Staff Member B
about this issue.

Start phrase: Supervisor: “Reminder that lunch break is almost over...”

1) If online: Post the scenario in the chat.

2) Explain to the players, “In the first part of the scene, you should escalate and not solve
the conflict. Then, | will call Pause, and we will do a short debrief. After that, | will ask
you to take turns using the ‘I’ Statement as your character. Do not respond to each other,
just practice the script.

Note that | may ask you to reword your statements, which does not mean that
you’re doing the statement ‘wrong,’ but rather that more optimal wording is possible. We
are all practicing!”

e If online: Copy/paste the “I” Statement in the chat.

“Iu

e [f in-person: Place the “I” Statement somewhere visible for the players.

o “|feel (feeling) when (neutral action) because
(how it affects you). | would like (option for what to do
differently).”

3) Ask a participant if they are willing to play Student A. Do the same for B and C.

PRO TIP: If they opt-out or want a different character, adapt, e.g., by removing Character C,
asking another group member to join, or offering a different character.

4) Have participants name their characters and add pronouns.

a) If in person: Write this information down somewhere all players can see it.
Clearly mark A, B, and C.
b) If online: Have the players write this information in the chat along with A, B, or C.

5) Their position is provided in the scenario. They can further clarify as needed, but avoid
long discussion about position.

6) Give a Silent Hotseat where you prompt the participants to consider silently the following
questions. Pause for a few seconds before asking the next question to give the
participants time to think:
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What is your character’s position?
Why does this position matter to them?
How do they feel about this situation?
What needs feel threatened in this situation: security, fun, freedom, belonging, or
power? (Make sure to read each need out loud slowly).

7) Play the scenario once, making sure each person plays at least one (1) role in one (1)
scenario. Remember you can use Pause, Monologue, Softer, and Last Line.

8) Debrief: Debrief questions for each player are on feelings and needs. Ask each
question separately, then ask the same person the follow up question before switching to
the next person:

a) “What did your character feel in this scene?”

b) “What needs of your characters felt threatened? Remember the human needs
are security, fun, belonging, freedom, and power.”

PRO TIP: Instruct participants to share only 1-2 sentences total as a guideline, distilling the
essence.

9) Tell the players, “Now, practice the ‘I' Statement as each of your characters in turn. As a
reminder, | have put the ‘I’ Statement here.”

a) If online, indicate the place in the chat.
b) If in-person, gesture toward the ‘I’ Statement.

o ‘| feel (feeling) when (neutral action) because (how
it affects you). | would like (option for what to do differently).”

c) If necessary, provide brief feedback to the players and ask them to try the script
again, e.g., if they are using judgmental language.

e Remind them that “| feel like...” and “| feel that...” are not feelings. Ask
them to identify a feeling.

d) After all players have used the ‘I’ Statement, Cut the scene. They should not play
out the resolution.

10) Ask these two debrief questions to each person in the scene at a time. Pause between
each question, then move on when the player has answered both questions (or passed).

o “How did it feel in your body to use the I-Statement?

o How did it feel to have the |-Statement used to communicate with you?”
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Scenario |
| feel like I'm missing out...

Student A is struggling in group work because Student B and Student C often switch to
their native language, which Student A doesn't speak. Student A is confronting
Student B and Student C.

Start phrase: Instructor: “You have 45 minutes to meet with your group starting now...”

1) If online: Post the scenario in the chat.

2) Explain to the players, “In the first part of the scene, you should escalate and not solve
the conflict. Then, | will call Pause, and we will do a short debrief. After that, | will ask
you to take turns using the ‘I’ Statement as your character. Do not respond to each other,
just practice the script.

Note that | may ask you to reword your statements, which does not mean that
you’re doing the statement ‘wrong,’ but rather that more optimal wording is possible. We
are all practicing!”

e If online: Copy/paste the “I” Statement in the chat.

“Iu

e [f in-person: Place the “I” Statement somewhere visible for the players.

o “lfeel (feeling) when (neutral action) because
(how it affects you). | would like (option for what to do
differently).”

3) Ask a participant if they are willing to play Student A. Do the same for B and C.

PRO TIP: If they opt-out or want a different character, adapt, e.g., by removing Character C,
asking another group member to join, or offering a different character.

4) Have participants name their characters and add pronouns.

a) If in person: Write this information down somewhere all players can see it.
Clearly mark A, B, and C.
b) If online: Have the players write this information in the chat along with A, B, or C.

5) Their position is provided in the scenario. They can further clarify as needed, but avoid
long discussion about position.

6) Give a Silent Hotseat where you prompt the participants to consider silently the following
questions. Pause for a few seconds before asking the next question to give the
participants time to think:
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What is your character’s position?
Why does this position matter to them?
How do they feel about this situation?
What needs feel threatened in this situation: security, fun, freedom, belonging, or
power? (Make sure to read each need out loud slowly).

7) Play the scenario once, making sure each person plays at least one (1) role in one (1)
scenario. Remember you can use Pause, Monologue, Softer, and Last Line.

8) Debrief: Debrief questions for each player are on feelings and needs. Ask each
question separately, then ask the same person the follow up question before switching to
the next person:

a) “What did your character feel in this scene?”

b) “What needs of your characters felt threatened? Remember the human needs
are security, fun, belonging, freedom, and power.”

PRO TIP: Instruct participants to share only 1-2 sentences total as a guideline, distilling the
essence.

9) Tell the players, “Now, practice the ‘I' Statement as each of your characters in turn. As a
reminder, | have put the ‘I’ Statement here.”

a) If online, indicate the place in the chat.
b) If in-person, gesture toward the ‘I’ Statement.

o ‘| feel (feeling) when (neutral action) because (how
it affects you). | would like (option for what to do differently).”

c) If necessary, provide brief feedback to the players and ask them to try the script
again, e.g., if they are using judgmental language.

e Remind them that “| feel like...” and “| feel that...” are not feelings. Ask
them to identify a feeling.

d) After all players have used the ‘I’ Statement, Cut the scene. They should not play
out the resolution.

10) Ask these two debrief questions to each person in the scene at a time. Pause between
each question, then move on when the player has answered both questions (or passed).

o “How did it feel in your body to use the I-Statement?

o How did it feel to have the |-Statement used to communicate with you?”
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Scenario Il
Can we meet again this week?

Student A wants Teacher B to be accessible for meetings outside of their posted office
hours because Student A needs more support. Teacher B believes strongly in work-life
balance and keeps strong boundaries around their time. Parent C is joining the
conversation but letting Student A handle most of the discussion.

Start phrase: Administrative Assistant: “The teacher is in their office hours now...”

1) If online: Post the scenario in the chat.

2) Explain to the players, “In the first part of the scene, you should escalate and not solve
the conflict. Then, | will call Pause, and we will do a short debrief. After that, | will ask
you to take turns using the ‘I’ Statement as your character. Do not respond to each other,
just practice the script.

Note that | may ask you to reword your statements, which does not mean that
you’re doing the statement ‘wrong,’ but rather that more optimal wording is possible. We
are all practicing!”

e If online: Copy/paste the “|” Statement in the chat.

e [f in-person: Place the “I” Statement somewhere visible for the players.

o “|feel (feeling) when (neutral action) because
(how it affects you). | would like (option for what to do
differently).”

3) Ask a participant if they are willing to play Student A. Do the same for B and C.

PRO TIP: If they opt-out or want a different character, adapt, e.g., by removing Character C,
asking another group member to join, or offering a different character.

4) Have participants name their characters and add pronouns.

a) If in person: Write this information down somewhere all players can see it.
Clearly mark A, B, and C.
b) If online: Have the players write this information in the chat along with A, B, or C.

5) Their position is provided in the scenario. They can further clarify as needed, but avoid
long discussion about position.

6) Give a Silent Hotseat where you prompt the participants to consider silently the following
questions. Pause for a few seconds before asking the next question to give the
participants time to think:
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What is your character’s position?

Why does this position matter to them?

How do they feel about this situation?

What needs feel threatened in this situation: security, fun, freedom, belonging, or
power? (Make sure to read each need out loud slowly).

7) Play the scenario once, making sure each person plays at least one (1) role in one (1)
scenario. Remember you can use Pause, Monologue, Softer, and Last Line.

8) Debrief: Debrief questions for each player are on feelings and needs. Ask each
question separately, then ask the same person the follow up question before switching to
the next person:

a) “What did your character feel in this scene?”

b) “What needs of your characters felt threatened? Remember the human needs
are security, fun, belonging, freedom, and power.”

PRO TIP: Instruct participants to share only 1-2 sentences total as a guideline, distilling the
essence.

9) Tell the players, “Now, practice the ‘I' Statement as each of your characters in turn. As a
reminder, | have put the ‘I’ Statement here.”

a) If online, indicate the place in the chat.
b) If in-person, gesture toward the ‘I’ Statement.

o ‘| feel (feeling) when (neutral action) because (how
it affects you). | would like (option for what to do differently).”

c) If necessary, provide brief feedback to the players and ask them to try the script
again, e.g., if they are using judgmental language.

e Remind them that “I feel like...” and “I feel that...” are not feelings. Ask
them to identify a feeling.

d) After all players have used the ‘I’ Statement, Cut the scene. They should not play
out the resolution.

10) Ask these two debrief questions to each person in the scene at a time. Pause between
each question, then move on when the player has answered both questions (or passed).

o “How did it feel in your body to use the I-Statement?

o How did it feel to have the |-Statement used to communicate with you?”
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FACILITATING 5-\1? /1:

Watch this linked video, "Facilitating ROCKET Educational RPGs" by Sarah Lynne
Bowman, to learn more about the role of the facilitator:

ROCKET

Facilitating ROCKET Educational RPGs

An ErasmUs+ Higher Education Cooperation Partnership
ééttingen University, Uppsala University, Groningen University

Note: Toggle the CC button for captions in English. Click on the gear button and choose
higher resolution settings to best view the screen.

You can find the slides at the end of this document.


https://youtu.be/69Fd4HYX7oo?si=fEi9vfNt6l8H6RKy
https://youtu.be/69Fd4HYX7oo?si=fEi9vfNt6l8H6RKy

ROCKET

T Feelings, and Needs
//_kﬂgsmuy Higher Education Cooperation Partne

( Gottingen University, Uppsala University, Groningen Unive
\ Student Virtual Exchange

e



Getting to Know Each Other

When you enter, please type the following in the chat:

. If | had

e My name is : unlimited
e My pronouns are = creativity &
e My umver51ty is support
e Fillin the blank on the Card for Connectlon | would '

o “IfI had unlimited creativity and support, I would i

)

*Consider including your pronouns with your name: Image court Erin Hickok..

Participants - ... » Rename Cards for Cg tion available


http://gamesforhumanity.com

Your Facilitators

Sarah Lynne Bowman, Uppsala University (UU)
Alexandra Schreiber, Gottingen University (UGOE)
Kjell Hedgard Hugaas, Uppsala University (UU)
Cora Overmann, Gottingen University (UGOE)
Ricci Fulda, Gottingen University (UGOE)



Community Group Norms

Facilitators: Start and end on time; and answer your questions in a variety of mediums.

All of us:

Participate as fully as possible.

Consider what's shared by others confidential.
Share “air time” with others when speaking. (We may take questions first from folks who
haven’t yet had the chance to speak).

Remain muted during the session until you're about to speak.

Keep video on throughout the session if possible.

Please use the raise hand in Zoom feature to speak. Let's try it now!
If you need to step away for more than a few minutes, inform facilitators i
breakout groups.

Do not record the session in any way, but you can take notes. ~——



Journaling Exercise (5 min)
Personal reflection to be shared in pairs later:

Consider a personal conflict that occured at in your educational journey,
either in the past or present, that stands out for you.

or

Consider a conflict that occured at work you have witnessed or can
imagine taking place hypothetically.

e Briefly (5 minutes) journal using pen/paper or digital form.
e Later youwill share your thoughts with your group.

Note: You may use the same conflict as last time or a new one.

, I



As we begin, it is helpful to know

When we learn to DO something new, we go through about 7 stages.

1. Awareness

2. Knowledge and Information
Awkward Engagement
Phoniness and Artificiality
Mechanical Use

Routine and Customary

N o v~ W

Creative and Innovative



The Psychology of Conflict

Some layers of a conflict are on the surface, whereas others are less obvious.



The Layers of Conflict 1

Positions: What you want to happen in this situation.
Ex. The break in between courses should be longer.

Interests: Why you want it to happen. Ex. What aspects of your life
are impacted by this happening or not happening?

Ex. I need more time to visit my relatives in another country.



The Layers of Conflict 2

Feelings: What feelings are connected to this topic for you in
the moment.

Ex. Anger, grief, longing, alienation.

Needs: What human needs feel threatened or at stake as a result
of this not happening
e e.g.,power, belonging, security, freedom, fun (Glasser

1998)?

Ex. Belonging with family may feel threatened, freedom to
manage one’s schedule as one chooses



Group Activity:
Let’s try it with an academic argument:
Positions: What you want to happen in this situation.

Ex. All genders should be paid the same as cis-men for the
same job.

Interests: Why you want it to happen. Ex. What aspects of your life
are impacted by this happening or not happening?

Ex. {7



The Layers of Conflict

Feelings: What feelings are connected to this topic for you in
the moment.

Ex. ??

Needs: What human needs feel threatened or at stake as a result
of this not happening
e e.g., power, belonging, security, freedom, fun (Glasser

1998).

Ex. ??



With your partner, answer the following questions.

Make sure everyone has time to share (5 minutes per person):

Human needs: love/belonging, security/safety, power, freedom, fun

My name is
My pronouns are :
The conflict I chose is (3 sentences).
One (1) Human Need that may have been at stake in this conflict fgr one
party was _
One (1) Human Need that may have been at stake in this conflict for the
other party was
Were the ways each party trled to get their needs met appropriate or

o harmful to others?




Emotions and Conflict 1

Emotions may be obvious and on the surface, indicating we are in
conflict with someone.

Other times, we may not be aware that emotions are driving our
reactions.

Emotions can escalate conflict and cloud our judgment.
o Feelings are not facts.

However, feelings also tell us when something is at risk that i
important to us 4



Emotional Activation vs. Conscious Choice o

When we feel activated in conflict, our emotions can overwhelm our conscious
decision making processes.

To be activated is to become emotionally hijacked by the instinctive parts of our
brain. We may feel compelled to:

e Fight someone or something in the situation, e.g. competing or escalating.
e Flee thesituation, e.g. avoiding.

e Freeze, staying still, but completely unable to respond, e.g. feelinig trapped
in terror.

e Fawn, trying to appear non-threatening and appeasing, e.g T
accommodating.



The Role of Anger in Conflict

e Anger is sometimes the tip of the

]l A[ OUG
ANNOYED SAD

GRIEFE

LONELY NERVOUS
SCARED
OVERWHELMED

EXHAUSTED
HURT INSECURE

TIRED

Image: Kate Blomgren and Daria Shpak for Evocative Games AB.

emotional iceberg.

-- Anger may be a natural emotion when
we perceive our needs are being
threatened.

-- A different emotion may first

and remain masked by anger (fear, grief,
SOrrow, etc).

-- Alternatively, some of us may feel
disconnected from our anger. >

-
S —



Emotions and Conflict 2

e We can engage more constructively in conflict by raising awareness
around and observing our emotions.

e If we feel safe enough, we can voice our emotions to others as they
arise, allowing others to validate them.

e If we feel safe enough, we can encourage others to voic¢ their
emotions in constructive ways, helping them feel heard and valued.



Ultimately:

Emotions are important signals that reveal our inner needs.

We can acknowledge emotions and be curious about what they are
communicating without letting them rule us.

We can practice emotional regulation to avoid harming gugselves
and others.

Validating the emotions and experiences of others can ' hel
mitigate damage in conflicts.
Respecting that everyone has unique emotional resppnses to
conflict based on their experiences and cultural norms.

-
S —



10 Minute Break




Role-playing



Why role-playing?

We will role-play in small groups guided by a facilitator
Practice makes competent!

Experience + reflection = learning

Character and fiction give us personal distance

Fun!

Emotions can aid in learning:

It’s totally normal to be nervous or unsure! You can’t dg this “the
wrong way.”

Participants may embody characters or situations that/are triggering
or upsetting. We are here to support you!



Establishing Norms for Role-playing 1

e From facilitators you may hear the following words:

o Cut: Cuts the scene, often before the conflict is
“resolved”

o Pause: Pauses the scene

/
J
|

o Monologue: The player is asked to reveal briefly What//7
their character is thinking / |

|
|

o LastLine: The player is asked to end the sceneby |

saying the last line that comes to their mind.
/



Establishing Norms for Role-playing 2

e Safetytools:

o Emotional Support: If you need emotional support, Kjell is available
in the main room.

Door is always open: You can leave at any time, but please ur
facilitator know if you are not returning.

Opt-out: You can opt-out of a scene by saying or typing ‘{Opttout”
at any time /

/ 4 y
|



Establishing Norms for Role-playing 3

Safety tools:

Cut: You can call “Cut” at any time to end the scene.

Pause Check-in: You can pause for to check in with others.

Softer: You can ask participants to soften their play by saying “Softer.”

X-Card: You can say or type “X” at any time to ask certain content fo be
removed or avoided. No questions asked. Example: “X for contéent around
death” . =&



Role-playing Instructions

® Characters should NOT try to be good listeners or resolve the problem, at
least not from the start. Escalate!

® We may ask for characters to refine their wording as we go. This is not a
critique, we are all practicing.

® Please donot lean on stereotypes of marginalized groups in your role-play.



Demo Role-playing Exercise

The facilitators will role-play a scenario analyzing
Positions, Interests, Feelings, and Needs



Breakout Groups

e 1-2 Scenarios (10-15 minutes each) with
facilitator, Groups of 3-6

e 30 minutes

e Ifyou’renotin a scene, please observe quietly
with camera on, participate in discussion



Big Group Discussion

e What did you find surprising or intriguing about
this exercise?

e Was it difficult to identify positions, interests,
feelings, or needs?

e Questions?



References
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Thanks!

Sarah Lynne Bowman (UU): sarah.bowman@speldesign.uu.se

Alexandra Schreiber (UGOE): alexandra.schreiber@phil.uni-
goettingen.de

Kjell Hedgard Hugaas (UU):
kijell.hedgard.hugaas@speldesign.uu.se

Cora Overmann (UGOE): cora.oevermann@uni-goettingen.de

Ricci Fulda (UGOE): riccarda.fulda@uni-goettingen.de
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Getting to Know Each Other

When you enter, please type the following in the chat:

e My nameis | enjoy :
e My pronouns are = expressing
e My university is myself
e Fill in the blank on the Card for Connection: through __
o “Ienjoy expressing myself through ?
*Consider including your pronouns with your name: Image court Erin Hickok.
ParthlpantS > ... > Rename Cal‘tdS for Cg lion available
d d OIT]


http://gamesforhumanity.com

Your Facilitators

Sarah Lynne Bowman, Uppsala University (UU)
Alexandra Schreiber, Gottingen University (UGOE)
Kjell Hedgard Hugaas, Uppsala University (UU)
Cora Overmann, Gottingen University (UGOE)
Ricci Fulda, Gottingen University (UGOE)



Community Group Norms

Facilitators: Start and end on time; and answer your questions in a variety of mediums.

All of us:

Participate as fully as possible.

Consider what’s shared by others confidential.
Share “air time” with others when speaking. (We may take questions first from folks who
haven’t yet had the chance to speak).

Remain muted during the session until you're about to speak.

Keep video on throughout the session if possible.

Please use the raise hand in Zoom feature to speak. Let's try it now!
If you need to step away for more than a few minutes, inform facilitators in chdt - impacts
breakout groups.
Please put your pronouns and your institution’s acronym next to your name. \

Please do not share conflicts about people in this course or who are identifiable by others.
Do not record the session in any way, but you can take notes.




Journaling Exercise (5 min)

Personal reflection to be shared in pairs later:

Consider a personal conflict that occured at in your educational journey,
either in the past or present, that stands out for you.

or

Consider a conflict that occured at work you have witnessed or can
imagine taking place hypothetically.

e Briefly (5 minutes) journal using pen/paper or digital form.
e Later you will share your thoughts with your group.



Elements Conflict Styles Assessment
(15 minutes)

Link here: https://tinyurl.com/2vvn7mwk



https://tinyurl.com/2vvn7mwk

As we begin, it is helpful to know...

When we learn to DO something new, we go through about 7 stages.
1. Awareness
2. Knowledge and Information

. Awkward Engagement

Phoniness and Artificiality

Mechanical Use

Routine and Customary

N v s oW

Creative and Innovative



Conflict Styles 1

Conflict styles (Thomas and Kilmann 1974) represent strong tendencies we each
have when dealing with conflict.

These conflict styles show varying degrees of:
a) concern for the relationship, or
b) concern for the goal (Kraybill 2011)

While many people have one to two most used conflict styles, we may employ all
styles at different times depending on the situation.



Conflict Styles 2

People may also use different styles when relaxed in times of Calm than they do
when stressed in times of Storm (Kraybill 2024a).

However, we often do not realize we have options when engaging with conflict
and feel trapped in one default mode of reaction.

Learning about conflict styles can help us realize that we have many options in
dealing with conflict.



What choices do we have when responding to conflict? i

Figure 1: Our model uses the elements to visualize these different styles.

Concern
for . Collaborating

Competing
GOAL

Compromising

(05 8

g » |

e\

Accommodating
Avoiding o S

Concern for RELATIONSHIP /

|

Courtesy of Evocative Games AB



Conflict Styles 3

Note that we are only using one aspect of these elements as a metaphor to help you
remember a certain strategy for responding to conflict.

The elements - - like us -- can change how they present themselves in the world.

Also, these conflict styles may be invoked on behalf of someone else, for example,
being competitive in order to advocate for someone’s needs who we care about.

If you have difficulty with metaphors, simply focus on the conflict styles.



What choices do we have when responding to conflict? "

Our model uses the elements to visualize these different styles.

Competing occurs when someone

Concern values achieving their goal above all

for o : other concerns, or “winning,” accepting
ompeting . .

GOAL that the other person in the conflict

might “lose.”

In this metaphor, fire burns up the
surrounding environment to remain
strong and lit.

Concern for RELATIONSHIP /

Courtesy of Evocative Games AB



Figure 1: What choices do we have when responding to conflict? f

Our model uses the elements to visualize these different styles.

Avoiding occurs when someone
deflects attention away from a conflict

Concern or withdraws from the situation
for completely physically or
GOAL

psychologically, for example
“ghosting.”

In this metaphor, air becomes less
visible, holding stormy feelings inside
Pyt rather than expressing them.

Concern for RELATIONSHIP /

Courtesy of Evocative Games AB



Figure 1: What choices do we have when responding to conflict? 1

Our model uses the elements to visualize these different styles.

Accommodating occurs when a

Concern | hergon sets their own goals aside in
for order to maintain their relationship
GOAL

with the other person, for example
“sacrificing” oneself for others.

In this metaphor, earth is the

grounding that provides support for

Accommodating
others.

Concern for RELATIONSHIP /

Courtesy of Evocative Games AB ,
|



Figure 1: What choices do we have when responding to conflict? 2

Our model uses the elements to visualize these different styles.

Compromising occurs In this metaphor, water
Concern | when someone tries to makes way for others
for give each person in the O\ but also fills the gaps

left behind.

GOAL conflict part of what
they want, but no one
achieves their goal
completely, for
example “splitting the
difference.”

Compromising

Concern for RELATIONSHIP /

Courtesy of Evocative Games AB



Figure 1: What choices do we have when responding to conflict? 3
Our model uses the elements to visualize these different styles.

Collaborating occurs when a person

Concern works to problem solve in a conflict,
for brainstorming solutions that help Collaborating
GOAL

everyone achieve their goals, for example
“win-win.”

In this metaphor, space provides an blank
canvas to imagine possibilities and create
new solutions.

Concern for RELATIONSHIP /

Courtesy of Evocative Games AB



Each Conflict Style Has Downsides

Competing: Can risk damaging relationships

Avoiding: Can leave conflicts unresolved, causing them to
get worse

Accommodating: Can lead to needs going unmet

Compromising: Can leave everyone feeling that they lost
something

Collaborating: Can take a long time, not always efficient or
practical -



Paired Discussion

In your pairs, please discuss your conflict from earlier (10 minutes).
Each person will have 3-4 minutes to share.

e Which conflict style did the first person in the conflict use?
e Which conflict style did the second person in the conflict/usé
e Would trying another style have been helpful? Why or why not?



10 Minute Break




Establishing Norms for Role-playing 1

e From facilitators you may hear the following words:

@)

@)

O

Cut: Cuts the scene, often before the conflict is “resolved”
Pause: Pauses the scene

Monologue: The player is asked to reveal briefly what their
character is thinking

Last Line: The player is asked to end the scene by saying the last
line that comes to their mind. S



Establishing Norms for Role-playing 2

e Safety tools:

o Emotional Support: If you need emotional support, Kjell is
available in the main room.

Door is always open: You can leave at any time, but please let your
facilitator know if you are not returning.

Opt-out: You can opt-out of a scene by saying or typing “Opt-out’ at any
time



Establishing Norms for Role-playing
e Safety tools:
o Cut: You can call “Cut” at any time to end the scene.
o Pause Check-in: You can pause for to check in with others.

o Softer: You can ask participants to soften their play by s
“Softer.”

o X-Card: You can say or type “X” at any time to ask certain
content to be removed or avoided. No questions asked. Exa ple
“X for content around death”



The Competer

Facilitator 1 will read The Competer: You have to
fight to achieve your goals in life because others
may try to take it from you, may not care about
your needs, or may ignore the needs of others.

You value standing up for what you believe is
right.

You fear that others will ignore your needs or take ‘s @
advantage of you. N

Note: The Competer can escalate situations
quickly. Try to compete “softly” rather than
aggressively. Remember anyone can call Softer to
decrease the intensity of play.



The Avoider

Facilitator 2 will read The Avoider: You avoid
conflict at all costs because you believe that
conflict will inevitably lead to yourself or other
people getting hurt.

You value your independence and privacy.

You fear that conflict will harm you or others if
discussed out in the open.



The Accommodator

Facilitator 3 will read The Accommodator: You
often seek to de-escalate by addressing conflicts
as problems to be fixed by calming everyone down
and adjusting the environment to make them (and
you) more comfortable.

You value your relationships with others, as well
as group tranquility and harmony. /8

You fear that conflicts will escalate and will lead
to more suffering for the people you love.



The Compromiser

Facilitator 4 will read The Compromiser: You
often consider ways for everyone to get some of
their needs met in any given situation.

You value fairness and listening to all sides in a
conflict.

You fear that if conflicts are not addressed swiftly a
and reasonably, they will escalate beyond the
point where they can be resolved and last longer (o
than need be. |



The Collaborator

Facilitator 5 will read The Collaborator: You are not
afraid to take the time it needs to gather information
about everyone’s perspectives and to brainstorm
solutions that work for all parties.

You value teamwork and taking the time to find
solutions that are both effective and fulfilling for
everyone involved. N

You fear that one or more people in a conflict will stop
being willing to collaborate on shared solutions.



Big Group Discussion

e What did you find surprising or intriguing about
this exercise?

e What conflict styles do you plan on exploring
more in the future and why?

e Questions?

i
b



Demo Role-playing

o Th(]eg’l%(ceﬂ]fgl%gg will role-play a scenario trying
different conflict styles



Breakout Groups

e 1-2 Scenarios (10-15 minutes each) with
facilitator, Groups of 3-6

e 30 minutes

e If you’re notin a scene, please observe quietly
with camera on, participate in discussion
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Thanks!

Sarah Lynne Bowman (UU): sarah.bowman@speldesign.uu.se

Alexandra Schreiber (UGOE): alexandra.schreiber@phil.uni-
goettingen.de

Kjell Hedgard Hugaas (UU):
kjell.hedgard.hugaas@speldesign.uu.se

Cora Overmann (UGOE): cora.oevermann@uni-goettingen.de

Ricci Fulda (UGOE): riccarda.fulda@uni-goettingen.de
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Getting to Know Each Other

When you enter, please type the following in the chat:

My name is :

My pronouns are S

My umver31ty is

Fill in the blank on the Card for Connectlon
o “An ideal adventure for me would be

*Consider including your pronouns with your name:

Participants - ... > Rename

An ideal
adventure

for me would
» be ___

Image courtesy of Erin Hickok."
Cards for Connection availabl

at Gamesforhumanity.com
\\-’"
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Your Facilitators

Sarah Lynne Bowman, Uppsala University (UU)
Alexandra Schreiber, Gottingen University (UGOE)
Kjell Hedgard Hugaas, Uppsala University (UU)
Cora Overmann, Gottingen University (UGOE)
Ricci Fulda, Gottingen University (UGOE)



Community Group Norms

Facilitators: Start and end on time; and answer your questions in a variety of mediums.

All of us:

Participate as fully as possible.

Consider what’s shared by others confidential.

Share “air time” with others when speaking. (We may take questions first from folks who
haven’t yet had the chance to speak).

Remain muted during the session until you're about to speak.

Keep video on throughout the session if possible.

Please use the raise hand in Zoom feature to speak. Let's try it now!

If you need to step away for more than a few minutes, inform facilitators in chat - impacts
breakout groups.

Please put your pronouns and your institution’s acronym next to your name.

Please do not share conflicts about people in this course or who are identifiable by others.
Do not record the session in any way, but you can take notes.



What is Culture?

e Broadly to be defined as the expectations and
ways of living of a group of people, with the
acknowledgment that individuals can belong
to numerous groups (Deardorff 2022).

Examples:

e Expectations of care for how to be treated as
a student while studying abroad,
autonomous vs. accompanied through
learning experience

e Ways of Living: How one communicates with
a group of students in a project, task-
oriented vs. relationship-oriented



Journaling Exercise Part 1 (5 min)

Take a few minutes to list out:
e List out the different cultures and subgroups to which you belong.

e (Don’toverthink this — think of any group that you might have a
culture that informs your view of the world.)

e We will share some of this information in small groups later.



Journaling Exercise Part 2 (5 min)

Write for the next five (5) minutes:

Choose one of the cultures or subgroups on the list you created.

Describe a conflict in your life that was impacted by your
identification with this culture or subgroup.



Reflective Listening

Reflective listening helps the other person “think out loud” by
asking questions to invite deeper sharing.

It is not about offering suggestions, experiences, comments of
your Own.

Some suggested follow-up reflective questions:

e “You mentioned . Can you tell me more about
that?”

e ‘“Canyou tell me more about how affected you?” ~



Paired Exercise (15 minutes)

1. Briefly introduce yourself and describe your conflict in 3
sentences or less.

2. Consider:
e How does your culture/group inform or shape this
conflict?
e How you view conflicts in general, and how do you relate to
others in conflict?
3. The other person should engage in reflective listening.

e ‘“You mentioned . Can you tell me more about
that?” o

e “Can you tell me more about how affected you?)’



Observations

What was surprising or intriguing about this
exercise?

Was it easy or difficult to identify culture in your
conflict? Why or why not?

Do you have any questions?



10 Minute Break




Establishing Norms for Role-playing 1

e From facilitators you may hear the following words:

©)

©)

O

Cut: Cuts the scene, often before the conflict is “resolved”
Pause: Pauses the scene

Monologue: The player is asked to reveal briefly what their
character is thinking

Last Line: The player is asked to end the scene by saying the last
line that comes to their mind. o

-
S —



Establishing Norms for Role-playing 2

e Safety tools:

o Emotional Support: If you need emotional support, Kjell is
available in the main room.

Door is always open: You can leave at any time, but please let
your facilitator know if you are not returning.

Opt-out: You can opt-out of a scene by saying or typing “Qpt-
out” at any time



Establishing Norms for Role-playing 3

e Safety tools:

O

O

Cut: You can call “Cut” at any time to end the scene.
Pause Check-in: You can pause for to check in with others.

Softer: You can ask participants to soften their play by s
“Softer.”

X-Card: You can say or type “X” at any time to ask certain
content to be removed or avoided. No questions asked/ Example:
“X for content around death”



“1” Statements

I feel/am (Name feeling such as
frustrated, embarrassed, worried. Don’t use “I feel
like/that”)

when (Explain the specific
situation)

because (Explain how the specific
behavior causes difficulty for you, what needs are at
stake)

I would like (Share options for what you

would prefer to see done differently)



Establishing Norms for Role-playing 4

e From facilitators you may hear the following words:

©)

©)

O

Cut: Cuts the scene, often before the conflict is “resolved”
Pause: Pauses the scene

Monologue: The player is asked to reveal briefly what their
character is thinking

Last Line: The player is asked to end the scene by saying the last
line that comes to their mind. ~——



Establishing Norms for Role-playing 5

e Safety tools:

o Emotional Support: If you need emotional support, Kjell is
available in the main room.

Door is always open: You can leave at any time, but please let
your facilitator know if you are not returning.

Opt-out: You can opt-out of a scene by saying or typing “Opt-
out” at any time



Establishing Norms for Role-playing 6
e Safety tools:
o Cut: You can call “Cut” at any time to end the scene.

o Pause Check-in: You can pause for to check in with others.

o Softer: You can ask participants to soften their play by s
“Softer.”

“X for content around death”



Role-playing Instructions

Characters should NOT try to be good listeners or resolve the
problem, at least not from the start. Escalate!

Both characters will be asked to pause, then try the “I” Message
script.

We may ask for characters to refine their wording as we go. This is
not a critique and will not affect your grade! We are all practicing.

Please do not lean on stereotypes of marginalized groups in your
role-play



Role-playing Exercise

e The facilitators will role-play a scenario
identifying Positions, Interests, Feelings,
and Needs and trying I-Statements



Breakout Groups

e 2 Scenarios (15 minutes each) with facilitator,
Groups of 3-6

e 30 minutes

e If you’re notin a scene, please observe quietly
with camera on, participate in discussion



Big Group Discussion

e What did you find surprising or intriguing about
this exercise?

e Was it difficult to use the I-Statement or
identify the layers of conflict? Why or why not?

e Questions?



Big Group Takeaway

e Try to condense this experience into one word
that you will take away from these sessions.
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EDUCATIONAL RPGS

SAFETY IN SN}#,

Watch Sarah Lynne Bowman's linked "Safety in Educational RPGs" to learn more about
safety in relation to facilitation:

[N

ROCKE

e Safety in Educational RPGs

)

An ErasmUs+ Higher Education Cooperation Partnership
édttingen University, Uppsala University, Groningen University

Note: Toggle the CC button for captions in English. Click on the gear button and choose higher
resolution settings to best view the screen.

You can find the slides at the end of this document.


https://youtu.be/KAjXr0aUBwA?si=KaFV3edo9K2_usF9
https://youtu.be/KAjXr0aUBwA?si=KaFV3edo9K2_usF9

FACILITATION DEMO SA‘V}!:

Watch Josefin Westborg facilitating a ROCKET scenario for Sarah Lynne Bowman and
Kjell Hedgard Hugaas in the linked “Example Role-play" to see our techniques in action:

ROCKE

Example Role-play

T

An Erasifitis+ Higher Education Cooperation Partneghip -
ééttingen University, Uppsala University, Groningen University

\
\

Note: Toggle the CC button for captions in English. Click on the gear button and choose higher
resolution settings to best view the screen.


https://youtu.be/yIGlC_7kxyc?si=r9gexE7NliMfqVV4
https://youtu.be/yIGlC_7kxyc?si=r9gexE7NliMfqVV4

ROLE-PLAYING SCENARIOS

DESIGNING SN} 4

Watch Josefin Westborg’s linked “Scenario Design" video to learn how to design your
Oown scenarios:

ROCKE

— RPG Scenario Design

T

An Erasiitis+ Higher Education Cooperation Partnership
ééttingen University, Uppsala University, Groningen Uﬁversity

\,
\

Note: Toggle the CC button for captions in English. Click on the gear button and choose higher
resolution settings to best view the screen.


https://youtu.be/BSxOUZ5ZUTc?si=ol-XfMuJMlgN029s
https://youtu.be/BSxOUZ5ZUTc?si=jq6mA9Jwgv9Gcp4E
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