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The CuriosIT Game

This workshop game can be used in several ways:

1. As a general awareness-raiser about the many ways in which both ‘fun’ activities and more substantial projects can be used by centres to get people involved and offer learning opportunities. It works well in conferences and seminars, for example.

2. As a way for centres to explore with staff, volunteers and participants broadly which directions they might take and what type of project or other learning activity to develop.

3. As part of the PlanIT project planning pathway and awards developed by DirectSupport. 

Preparation for playing the game

In order to play the game you need a venue with flexible seating - so people can work in groups - plus flip charts, pens, sticky notes (Post-it or similar). You will also need the game planning sheet and cards.

· The cards, sheet and these instructions are available as downloads from http://www.makingthenetwork.org/pgame/content.htm 

· The game is based on DirectSupport ‘fun’ learning materials available at http://www.directsupport.org.uk/curiosit.htm.

· More about the PlanIt project pathway at http://www.directsupport.org.uk/planit.htm
In order to play the game you need to offer people about 20 cards from which to choose, if time is tight. More than that can be difficult to handle. We are developing more cards so that a ‘play set’ can be chosen that is relevant to the potential users of the centre, and its situation. See below for more discussion of this.

Playing the game

There are four phases to playing the Game, and they differ slightly depending on how you are using the game. This is explained below. However, in all situations you first of all ask people to form groups of not more than eight people. Then the phases are:

· Describing the situation

· Choosing the cards

· Planning action 

· Presenting the solution and discussion

1 Describing the local situation

When the Game is being used in a centre to explore a real situation (for example community problems, unmet needs, new opportunities), players begin by describing that situation, identifying the main characteristics and listing those on a flip chart. They might describe:

· Which groups of centre users they particularly want to engage in learning activities; which new activities for current users they might wish to add; or how they might seek out new types of users

· Issues in the local community that might be relevant

· Partners who might help, or how they might they help expand and extend existing activities by other organisations

· Funds and other resources that might be available
If the game is being used for awareness raising, perhaps at a seminar, participants who have no common backgrounds can be asked to invent a fictitious scenario. Different groups can be asked to prepared different situations - say an inner city centre, one in a peripheral housing, or a rural village - and then exchange scenarios. That way each group can prepare a tough challenge knowing they won't have to solve it. 

2 Choosing the cards 

In this phase, each group receives and familiarises themselves with a pack of cards.  Each card shows:

· a cartoon - to distinguish cards easily from each other

· a project title and description - which can be interpreted by players according to their experience and expertise

· an indication of the resources needed for the project to happen (e.g. staffing)

· a point number in the bottom right hand corner to indicate (broadly) how much the project costs  (money, in-kind help, and organisational commitment).  Facilitators should give each group a budget. This is usually represented as 15 points but you can decide how tight things are.

[image: image2.png]Cartoon

Resources
needed

Budget
points

Project title and
description

COMMUNITY ACCESS

The initiative develops and supports

local centres —in community centres,

libraries and other places —providing

access and training for all

Good for collaborative learning,

community projects.

Needs: Premises, staff, long-term
funding




Each group now selects a set of cards which addresses the challenges in their local situation, or invented scenario, form a sensible plan, and doesn't add up to more than the budget.(If you are using the game for informal discussion you may wish to be flexible about budget points – while emphasising that all activities do cost time and/or money!  If there is time, participants might note why or why not each card might be relevant to the local situation and indicate cards which might be reconsidered in the future. The main thing is to promote useful discussion).

Players may write their own cards to include in their set using sticky notes. These can be for projects they have already (in the real situation or in the invented scenario), in which case they don 't carry a cost against the budget. Players can also create new projects and these will count towards the budget. The cost (or point number) must be negotiated with the facilitator.  The group might also consider how the cards they select (plus the sticky notes of existing activities) are complementary and create synergies.  Some cards may be combined into a single project.

As indicated above, where time is tight it is best to offer groups a ‘play set’ of about 20 cards chosen from the larger set we are developing. Either the facilitator can make than first ‘sifting’ choice, or it can be part of a small group discussion about the focus of centre activities. Things to think about: 

· unmet needs of existing users, and ways to engage potential new users

· projects that would excite the community / build a sense of local ownership

· projects which are innovative enough to attract support

· projects that build on existing or planned initiatives

· projects with identified local champions and drivers

· projects that would be easy to implement and sustain

· make sure projects don’t duplicate existing services

3 Planning action

Once groups have selected their cards they move on to the planning phase using a Planning Sheet. There is a sheet in the DirectSupport PlanIT kit. The one generally used for Making the Net Work games can be downloaded at http://www.makingthenetwork.org/pgame/gsheet.pdf (redraw to larger size to use)

The large matrix on the Planning Sheet is the main planning tool. It has two dimensions, timescale and priority, and players should stick cards - using Blu-tack or similar on to the sheet to create an action plan.

Players should then look at the 'needs' on each of the cards and add up these resource requirements at the bottom of the sheet. This summary should prompt discussion about what funding, staff resources, volunteers and collaborations are needed. 
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	The planning sheet
	Sheet with cards and resources added.


4 Presenting the solution and discussion

When each group has completed their action plan, they should present their solution, discuss key points to emerge, and next steps.

Links to CuriosIT resources and the PlanIT pathway

The game can be used simply to get people thinking and talking – or linked to other DirectSupport resources.

CuriosIT resources

Most of the cards relate to activities and projects that are described in more detail on sheets available at http://www.directsupport.org.uk/curiosit.htm
You can use the game to alert people to these possibilities, and build in to the workshop the opportunity for people follow up if computers are available.

PlanIT pathway

The DirectSupport PlanIT pathway offers a comprehensive process to help centre managers and others plan substantial projects and/or a range of smaller scale activities.

Contact DirectSupport for more information http://www.directsupport.org.uk/
There is more about Making the Net Work games at http://www.makingthenetwork.org/pgame
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