Thank you for downloading this Decide kit!
Every kit contains all the necessary elements for a group of up to 8 people playing Decide. If you
have more participants, provide each group with a kit.
The kit can be printed on A4 paper or cardboard. For best results, use 160g/m2 paper.
The first 9 pages have borders of different colours, indicating the colour of the paper on which they
should be printed. There are 3 or 4 green, 3 or 4 blue, 1 yellow and 2 orange sheets.
The other pages should be printed on white paper or cardboard.
The last 4 pages contain the placemat and the instructions for each participant.
It is important that each participant has a placemat in A3 format.
The instruction card should be printed preferably in colour, although it will work also in
black and white.
Make sure that there are as many placemats and instructions cards as there are
participants.
Enjoy Decide!
For any question or information, please email: info@playdecide.org

FUND is a project funded by the European Commission (grant agreement SiS-CT-2009-230474). The views and opinions
here expressed do not necessarily reflect those of the European Community and the Community is not liable for any use that
may be made of the information contained therein.

Instructions

1.
Preparation.
Print out the PDF’s on coloured paper or light cardboard according to the files’ names.
You need the following A4 sheets: yellow (1), orange (2), green (3 or 4), blue (3 or 4) and white (7).
Cut out the cards.
Print or copy as many placemats and instructions as there are players. Decide works best when played by
4 up to 8 people.

2.
Getting started.
From start to finish, decide will take 80 minutes to play.
All players have a ‘placemat’ in front of them. There are different types of cards that will gradually fill up
the placemats.
The facilitator talks the players through the flow of decide using the visual instructions. He or she points
out the aims of the game.
During the first part of decide, information is gathered and shared. Then the discussion phase follows.
In the third part the players try to formulate a shared group response. Decide ends when the results are
uploaded to www.playdecide.eu
Before the first phase starts, the facilitator reminds all players about the conversation guidelines (bottom
left) and hands out the yellow cards.
Anyone can raise a yellow card to pause the discussion in case they feel someone is not respecting the
guidelines. When the issue is solved, the discussion resumes.
On the top right there is a space for notes and ‘initial thoughts’.

3.
Phase 1. Information
This part of the game will take approximately 30 minutes. All players read the introduction (top-left).
All players read a few storycards, choose one, which is significant for them and put it on the placemat.
Each player briefly summarizes their storycard.
All players exchange and read infocards, choose two, which are significant for them and put them on the
placemat. Each player briefly summarizes their infocards.
All players read issuecards, choose two, which are significant for them and put them on the placemat.
Each player briefly summarizes their issuecards.
Players can use the white cards at any time to add information and issues if needed.
(not all steps are shown, the same procedure is repeated for for story-, info- and issuecards. At the end of
this phase all types of cards are ont the placemats as shown in in the last image)

4.

Phase 2. Discussion
This part of the game takes approximately another 30 minutes
There are different ways to discuss. You can choose one that fits the character of the group.
There is the ‘Free form’. No restrictions, the discussion flows among the players. Everyone tries to respect
the guidelines (if not the yellow cards can be used).
A more structured way to discuss is to ‘talk in rounds’.
If the discussion is difficult or it slows down, ‘challengecards’ might loosen things up. The facilitator hands
them out ‘face down’. Players read them and take action.
During this phase, players use the cards to sustain their arguments.
They put on the table the cards that back up their contributions, group them and record the discussion by
making clusters around the themes that reflect the group’s vision.
All types of cards can be used to make a cluster. At the end of this phase there should be at least one
cluster.

5.
Phase 3. A shared group response
This last part of decide will take approximately 20 minutes. Everybody reads the 4 policy positions.
Based on the conclusions of the cluster(s), all players vote individually in turn on all 4 policies.
Try to look for common ground. Is there a policy position you can all live with? If not, try as a group to
formulate your own ‘fifth policy’.

6.
Upload results
The facilitator transfers the results on the voting form using the ‘Share your results’ function on this
website www.playdecide.eu
Your results will be added to the results of all other decide-sessions played in Europe.

Info Card 1

Info Card 2

Info Card 3

What are e-skills?

The New Millennium Learners

Closing the first digital divide

E-skills commonly refer to people’s
ICT skills but also to their ability to
make sense of and perform well in a
technology-rich environment. E-skills
can vary from basic, simple skills like
bookmarking a site to more
sophisticated competencies like
applying for a job online or designing
a website.

The New Millennium Learners are the
people born since 1980 and thus
raised surrounded by technology.
They are known for being
comfortable and creative with
technology, for using social media
extensively (IM, chat, social
networking sites) and for being good
at multitasking across different
devices. Many are creating their own
original content such as blogs,
artwork, websites or video mash-ups.

According to statistics, the digital gap
between countries with high and low
ICT levels has decreased. Mobile
phone penetration, increased internet
availability and cheaper broadband
connections have helped close the
divide. However, there are still major
differences between “high” and “low”
countries, with poor areas still in
need of technological equipment.

Info Card 4

Info Card 5

Info Card 6

Steering girls into science

The effects of a ‘grasshopper’
mind

Harry Potter as a new classic

Although there is no conclusive
evidence that girls are less gifted in
science and technology, only a few of
them pursue careers in this field. It
seems that they are often
discouraged to do so and lack
inspiring role models. This makes it
all the more important for parents to
collaborate with teachers in helping
talented girls identify and develop
their skills.

Scientists warn that the ease of
searching for information online is
making us shallower and less
responsible. With our ‘grasshopper
mind’, we often change our focus of
attention, are more likely to overlook
important information and, in the long
run, may find it increasingly difficult to
transfer information to our long-term
memory; a process that is essential
for the development of our
intelligence.

Many claim that “textism”, Twitter and
social networking sites have led to
the corruption of language and the
worsening of spelling among young
people. Unlike previous generations
who preferred classics such as
“David Copperfield” or “Treasure
Island”, research has found that
today’s teens in the UK choose
easier reads such as the Harry Potter
and Twilight series.

Info Card 7

Info Card 8

Info Card 9

Our new brain

Podcasting in the classroom?

Research shows that we develop our
brains differently by reading books
than by surfing the internet. The huge
volume of texts, images and videos
together with the mass of emails,
alerts, and newsfeeds that we
receive make us less able to process
information and develop long-term
memory.

Podcasting and media streaming
have become practical ways to
present information at school and at
university via slideshows, video and
audio files. Podcasting also means
that classes have become accessible
to everyone and universities are
rapidly picking up the trend. Stanford
University was first to partner with
Apple to offer recordings of campus
events, book readings, and lectures
via iTunes.

Digital divide: the story
continues
While the first digital divide was about
access to technology, the second
digital divide refers to people’s ability
to make sense and use of it. There
are differences in how people can
access and use various sources of
online information and therefore also
differences in how well they take
advantage of its opportunities.

Info Card 10

Info Card 11

Info Card 12

Digital citizenship

E-commerce

MS Office

Digital citizenship commonly refers to
a person’s capacity to participate in
society in a way that integrates ICT
use. Along with access to technology,
a digital citizen should possess
sufficient e-skills and knowledge to
interact with other members of
society, institutions and organizations
through digital tools.

E-commerce refers to the sale and
purchase of goods and services over
the internet. Online shopping is a
worldwide phenomenon that has
transformed the way we buy and sell
things. There are numerous systems
available for online payment,
including the traditional credit and
debit card but also new technologies
such as digital wallets, e-cash, mobile
payment and e-checks.

Microsoft Office for Windows was
launched in 1990 as a three
application pack for Microsoft
Windows 3.0 containing: a word
processor (Microsoft Word), a
spreadsheet program (Microsoft
Excel) and a presentation tool
(Microsoft PowerPoint). Other
desktop applications were added
over time. Since then, open source
and free alternatives like Open Office
have been launched to reduce the
dominant market share of MS Office.

Info Card 13

Info Card 14

Info Card 15

The e-skills gap

What is a knowledge
engineer?

Wikipedia : the most famous
wiki in the world

A knowledge engineer is a computer
system specialist trained to create
and implement computer software
programs that can accomplish
problem-solving tasks. They
incorporate artificial intelligence into
data analysis and decision-making
applications. The term appeared in
the 1980s when artificial intelligence
was first commercialized for the
consulting business.

Founded in 2001, Wikipedia is a free,
web-based, collaborative
encyclopaedia that has become the
largest and most popular reference
website on the internet. Wikipedia
employs an open wiki editing tool that
enables the anonymous creation and
editing of articles, without prior
approval and review. Its accuracy
and success is maintained through
the collaborative efforts of volunteers.

Info Card 16

Info Card 17

Info Card 18

T-shaped professionals

Wanted: IT professionals

Living in exponential times

The concept of 'T-shaped'
professionals refers to people who
are very knowledgeable and
competent in their specialty, and also
have broader management education
and awareness of the wider business
and political context. As an example,
the ICT hybrid manager is a specialist
in ICT who also knows about
business and management strategies
and is a good networker and
communicator.

With the expansion of technology and
the aging of the baby boomer
generation, IT is bound to become
the most wanted field of expertise in
the near future. Professionals like
network systems and data
communications analysts, computer
software engineers, and systems and
database administrators are already
in high demand.

The exponential rate of technological
progress means that it will derail the
linear pace of human development
through increasingly fast
technological jumps. Within the past
sixty years, our lives have changed
almost beyond recognition. This trend
will lead to unimaginable
technological progress in the 21st
century, such as the surpassing of
human intelligence by machines.

Due to technological innovation and
to the fast growth of the ICT sector,
the shortage of e-skills has been
increasing. That means that our
society is producing technology at a
faster pace than it is producing skilled
knowledge workers that can use it
effectively. There is also a shortage
of “linkers” in the labour market –
people who combine expertise in ICT
with a background in other subjects
such as law, medicine or social
sciences.

Info Card 19

Info Card 20

Info Card 21

Are e-books the future of
reading?

What everyone should know
about video games

Cloud computing

Similar to the digitisation of music
and photography, the e-book market
has expanded greatly. For the avid
reader, the possibility of carrying
hundreds of books in one device has
huge appeal, and for students, the
possibility of annotating text
electronically is highly valued.
However, some people are nostalgic
about the feel and smell of printed
books.

Research shows that online strategy
games and virtual worlds encourage
the development of deductive
reasoning, effective planning,
strategic thinking and
decision-making. Multiplayer or
collaborative online games also help
children and young people develop
social skills such as mutual trust and
cooperative problem-solving.

Google has recently launched its own
operating system, working exclusively
with web applications instead of
traditional software. The advantage is
that you have easy and immediate
access to your data with very little
effort on your part. All you need is a
browser and an account. On the
other hand, all your data is in the
“cloud” and therefore exposed to
privacy risks.

Info Card 22

Info Card 23

Info Card 24

What is talent?

Digital literacy, or the latest
form of literacy

Critical thinking

Talent is something difficult to define
but people usually agree that you
recognize it when you see it. It is a
special natural ability that is often
contrasted with skills acquired
through hard work and effort. In the
ICT field, talent is about being
creative and ‘thinking outside the
box’.

Digital literacy generally refers to a
person’s capacity to make sense and
use of a technology-rich environment
for work, leisure, learning and
communication purposes. Digital
literacy starts with the ability to surf
the internet and involves, at a more
advanced level, creative skills such
as Photoshop use or web design.

Critical thinking refers to the ability to
put information in perspective and to
question and evaluate its value and
credibility. Critical thinking is
therefore crucial in recognizing
information that might prove to be
incomplete, harmful, or just wrong,
but also information that allows us to
make better choices.

Info Card 25

Info Card 26

Info Card 27

Multitasking may not be what
you think

Digital literacy and inclusion

Europeans are turning up their
nose at ICT careers

Lack of quality, multiple errors,
superficiality – these are some of the
dangers of multitasking. Studies have
found that when an employee
focuses on just one thing at a time,
the quality of his/her work improves.
Sometimes, multitasking also
damages our relationships if we
constantly fail to pay attention. But
the good news is that like any bad
habit, we can unlearn it.

Studies show that people who benefit
most from digital integration are the
unemployed and the socially
excluded. Being digitally literate
enables them to benefit from online
educational resources and job
opportunities, e-government tools,
e-health services and other online
information and public services,
which they would less easily have
access to otherwise.

The number of ICT specialists has
almost doubled in Europe between
1995 and 2008. However, the interest
in ICT careers among young
Europeans appears to be
diminishing. The number of computer
science graduates has been in
continuous decline since 2005.

Info Card 28
WikiLeaks
WikiLeaks is a non-profit organization
founded in 2006 that claims to
represent the empowered digital
citizen by challenging powerful
institutions and governments through
exposing diplomatic secrets,
increasing transparency and
promoting freedom of the press.
There has been a great deal of
controversy around the organisation’s
release of leaks about the Iraq War
and the U.S. State Department.

Issue Card 1

Issue Card 2

Issue Card 3

Do e-skills come down to ICT
skills?

Mobile learning: the key to
increased student motivation?

The challenges of digital
immigrants

What do you think most people
understand by e-skills? And what do
you understand by them?

How do you think that using your
mobile phone in class lessons would
affect your motivation and your
school marks?

How difficult is it for elderly people in
your country to access and use
modern technology? What kind of
support is available to them?

Issue Card 4

Issue Card 5

Issue Card 6

The controversy over girls and
science

The ‘grasshopper mind’

“I will give you’re book back
tommorrow”

Girls are often said to be less
talented at science and technology
than boys. Is this true? Discuss.

Is a mind that jumps quickly from one
subject to another necessarily
superficial? Discuss.

“The decline of children’s literacy
skills today is alarming. They do
everything on the computer; they
can’t write or count anymore.” Do you
agree?

Issue Card 7

Issue Card 8

Issue Card 9

What will tomorrow’s adults
be like?

Out with the old, in with the
new

The double technology
challenge: access and use

On the basis of their current use and
consumption of information, how
different or similar to their parents do
you expect today’s teenagers to be
when they become adults?

A lot has been said about innovation
in teaching and learning. How does
the old compare to the new in your
opinion? Are new learning methods
clearly more effective?

Having access to technology is one
thing. Knowing how to use it is
another. Which aspect is more
challenging in your opinion?

Issue Card 10

Issue Card 11

Issue Card 12

Power to the e-people!

Let’s go shopping...online!

The internet could allow each single
citizen better participation in the
political decision–making process via,
for instance, online referendums.
How feasible or desirable is this?

Online shopping doesn’t really
require e-skills. It’s just a matter of a
couple of clicks. Do you agree?

Are Microsoft Office skills
enough?

Issue Card 13

Issue Card 14

Issue Card 15

No computer skills, no job?

The DNA of knowledge
engineers

What Wikipedia tells us about
altruism

What skills do you think it takes to be
a good knowledge engineer?

It has been said that the digital world
makes people more selfish.
Wikipedia is a good example of
people engaging in spontaneous acts
of kindness and altruism on a global
scale. In your opinion, is this an
exception or we are becoming more
generous due to the internet?

Issue Card 16

Issue Card 17

Issue Card 18

Are e-skills needed to make it
to the top?

Head or heart?

Is lifelong learning the
antidote?

The percent of jobs that require ICT
skills is continually growing. In your
opinion, what place will be left in the
future for people with no or low ICT
skills?

Is it possible today to reach a senior
management position while having
very limited e-skills? Discuss.

Should college students listen to their
head and choose a career path that
will guarantee them a job in the future
such as ICT or should they listen to
their heart and pursue what they are
truly passionate about? Should the
current economic situation play a role
in this decision?

MS Office has become the typical
example of basic computer skills
required for any office job but are
they enough? What are the e-skills
required of employees these days?

How can we best prepare ourselves
for a future of frequent career
changes?

Issue Card 19

Issue Card 20

Issue Card 21

Has storytelling seen its best
days?

What are parents afraid of?

Head in the cloud

Will the internet cause the death of
the ancient art of storytelling and of
the novel?

Why do most parents think that
young people should not waste their
time on video games and why do
they believe that such games are
pointless?

Who needs software when we have
the cloud? No more data backup, no
more software to install, no more time
spent updating applications. Do you
agree?

Issue Card 22

Issue Card 23

Issue Card 24

The war for talent

Can you teach an old dog new
tricks?

Can we ever be too informed?

The search for talent in an
increasingly competitive job market is
becoming more and more
challenging. Companies are always
looking for talented employees and
this often means ‘stealing’ them from
other companies. Is this a sensible
practice? What negative
consequences could this have in the
long run?

The stereotypical view is that young
people who have grown up
surrounded by technology are more
digitally literate than the older
generation which has had to adapt to
it. Is this true or is the older
generation catching up?

“There’s nothing wrong with the
current abundance of information in
the online environment. The more,
the better, and everyone takes just
what they need.” Do you agree or is
there also a downside to having so
much information?

Issue Card 25

Issue Card 26

Issue Card 27

Is the internet making us
cockier?

The internet: an empowerment
tool?

Do careers in ICT deserve
their boring reputation?

Each time we text while driving and
don’t get into an accident, we
become cockier and more convinced
that we can do more things at the
same time. Is multitasking real or are
we just putting ourselves at risk?

President Obama expressed his
concern that the proliferation of
information and social media on the
internet threatens to become “a
distraction, a diversion, a form of
entertainment rather than a tool of
empowerment.” Do you agree that
the internet should first be an
empowerment tool?

Fewer and fewer young people are
pursuing computer science and
technical degrees. Why is that? Is
ICT simply a boring field? Do young
people lack the competencies and
self-confidence to go for it? Or are
they just not aware of what ICT
careers are actually about?

Issue Card 28
Can we all be journalists?
Thanks to modern technology,
everybody can now publish anything
and reach out to thousands of
people. Does it mean that everybody
can be a journalist, or is there more
to it than this?
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Challenge Card

Challenge Card

Challenge Card

Tell the group who you think
pays (in terms of resources,
or consequences), and in
what ways.

Explain briefly to your fellow
players what you think could
be the effect on future
generations.

What do you think the media
would make of all this?

Challenge Card

Challenge Card

Challenge Card

Are there any risks involved
here? Think of a risk, tell the
group, and ask two other
players if they can think of
another one.

Imagine what your
grandparents would say
about this topic! Share it
with the group.

Is the group ‘being polite’
and not talking about a
‘taboo’ issue in relation to
this subject? If so, say
‘We’re not talking about ...’
and start the conversation.

Challenge Card

Challenge Card

Challenge Card

Does this have an impact on
nature? Let the group know
what you think.

Express any feelings on the
subject that you have not yet
expressed to the group.

Pick a story card. As the
character on your story card,
present to the group your
views on this topic.

Challenge Card

Challenge Card

Challenge Card

Can we justify spending
money on this research
given the inequalities in
health care between Europe
and developing countries?

Do you think that human
needs are more important
than the needs of those
without a voice- nature,
animals, embryos?

“We should maximise
human life and pursue all
avenues of research to help
people who are ill.”
Do you agree with this
statement?

Challenge Card

Challenge Card

Challenge Card

Pick a Story Card and select
one that is different from
your own viewpoint. Tell the
group how you think your
own views are similar and
different to the character.

Find out what the person on
your right hand side feels on
this subject. Find an
argument to support their
opinion.

Find out what the person on
your left hand side feels on
this subject. Play devil’s
advocate (disagree with)
their viewpoint.

Challenge Card
Pick a Story Card character
that is distant from your own
viewpoint. As that character,
briefly tell the group your
opinion on what you are
discussing.

Story Card 1

Story Card 2

Story Card 3

Peter's story

Henry's story

Lisa's story

I tell them to leave all gadgets outside
when they enter my class. No
telephones, no e-mails, no twits, no
searching for the right answer on
Wikipedia on their I-Phone. This is a
place to listen, to concentrate and they
might learn something. I tell them this
is not a media multiplex and I am not a
one-man show. I think of myself as
somewhat connected to technological
developments but what is going on
worries me. I see them in hallways, all
clinging on to their gadgets; they can’t
move from one class to another
without talking on the phone with
someone or being glued to their I-pods.
I’m wondering what will come out of
this generation...

White Card

I am a Member of Parliament. Last
year, I started a blog where I share my
thoughts about the upcoming
parliamentary agenda. My readers
often give me good suggestions, ideas
for improvement and sometimes, given
the broad and heterogeneous audience
I can reach, very authoritative opinions
about topics I’m not familiar with. For
example, if we have to decide whether
to build a bridge in a given place, my
knowledge may not be good enough,
but it might happen that engineers and
geologists from all over the country get
involved in the discussion and come up
with innovative ideas.

White Card

Last year, I attended a summer course
at Harvard Law School. Apart from the
topic, which was really engaging, I
was completely amazed about what
was going on technology-wise. The
course was given in the format of a
debate, with one orator presenting the
argument and the others discussing it.
The main orator was giving a
PowerPoint presentation projected on
one screen, while one of the other
professors was taking notes that
appeared on another screen. The main
orator was also answering questions
from his colleagues, AND taking
simultaneous questions from an online
audience, which were projected onto a
third screen with the aid of a
live-question online tool. Now that’s
what I call giving a lecture!

White Card

Story Card 4

Story Card 5

Story Card 6

Theodor's story

Danny's story

Denise's story

My last book was almost finished.
After many years of hard work, I had
finally managed to write my
masterpiece, something that I would be
remembered for. I wrote it using a
traditional word processor and saved it
in the local hard drive of my laptop.
One day, while working on my book, I
spilled my tea all over the laptop, I
damaged the hardware and all my
work was lost. If only I had used an
online text editor, you know, one of
those cloud computing tools! All my
work would be safe now... What a
waste! But on the other hand, what if
someone had stolen it and taken all the
credit? Anyhow, I have to start all over
again now...

White Card

I’m not really into maths and technical
stuff. But my mom is nagging me
non-stop to apply for Computer
Science or Informatics, because these
are the specializations in demand right
now. She wants me to have a secure
future and of course, with the crisis
and all that, I kind of understand why
she is so worried. But what I really like
is psychology. I find it fascinating how
the human mind works, how we form
bonds and feel the way we do... Or
maybe I should find a way to combine
both, psychology and information
technology. I read that in clinical
psychology they are using high-tech
applications that help people with
psychological disorders, like autism
and social anxiety. This might be
interesting.

White Card

Our company is looking for a new
Chief Operations Officer. We have
narrowed down the list to two potential
candidates. They are both outstanding
individuals, with superior intelligence,
strong interpersonal skills, experience
in the field and successful
collaborations with partner firms.
However, one of them is more inclined
towards innovative communication,
teamwork and networking strategies
through social media while the other
one has been in the business longer and
has a bigger portfolio of potential
collaborators. I have a tough choice to
make.

White Card

Story Card 7

Story Card 8

Maggie's story

Paula's story

yday I went W my bst pal 2 d mal. We
cheKD arnd 2C f oder F whr der we
saw a skirt 2D4 n a QL nu mob. we
had a cpl of big macs we had gr8 tym

White Card

I lost my job a couple of years ago
when the newspaper I was working for
as an editor/ corrector went from print
to online only. I had no idea what to
do, until a friend suggested I could do
freelance copywriting, proofreading
and other similar activities. So I signed
up for an E-Lance account, took a
couple of tests online and started
placing bids. It was hard until I got my
first project, it takes a while until you
build some credibility, but now the
demands are flowing and I can barely
manage my workload.

White Card

White Card
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Policy positions for e-skills
1

Positions
1

Support

For this particular role play, participants are invited to
create their own policies and decide which they would
support, which they would find acceptable, which they
would find not acceptable and which they would
abstain from.
One example could be: school curricula should
integrate the use of the mobile phone in school lessons
and learning activities.

+++
++
+

Acceptable

----

Not acceptable
Abstain

Policy positions for e-skills
1

Positions
Support

2

3

4

+++
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+
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Acceptable

2

-

.....................................................................................

--

.....................................................................................
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---
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3

.....................................................................................
.....................................................................................
.....................................................................................
.....................................................................................

4

.....................................................................................
.....................................................................................
.....................................................................................
.....................................................................................

Not acceptable
Abstain

Story Card

Info Card

Info Card

Initial Thoughts

e-skills

Write down your initial thoughts, use
White cards to add issues

In a digitalized world, e-skills seem to play an increasingly large role in an individual’s skill set. They
seem needed almost everywhere. Would you think of writing a letter to a friend or drafting an essay by
hand? Most certainly not! You would drop your friend an email and type your essay in a word
processor and so would most people, at least in your generation. But is this really all there is to
e-skills? Does it really all come down to writing emails and typing documents?

.........................................................
.........................................................
.........................................................

This kit will help you explore what e-skills are actually about, how they are affecting our everyday lives
and why they will be so crucial in tomorrow's world.

.........................................................

Positions

.........................................................

1. For this particular role play, participants are invited to create their own policies and decide which
they would support, which they would find acceptable, which they would find not acceptable and
which they would abstain from. One example could be: school curricula should integrate the use
of the mobile phone in school lessons and learning activities.

.........................................................
.........................................................

Aims of the game

.........................................................

- Clarify what your opinions are
- Work towards a shared group vision
- Let your voice be heard in Europe
- Enjoy discussing!

.........................................................

Issue Card

Guidelines
You have a right to a voice: speak your truth.
But not the whole truth: don't go on and on.
Value your life learning.
Respect other people.
Allow them to finish before you speak.
Delight in diversity.
Welcome surprise or confusion as a sign that you've let in new thoughts or
feelings.
Look for common ground.
'But' emphasises difference; 'and' emphasises similarity.

Issue Card

Three stages

Challenge Card

. . . plus one

1. Information
Clarify your personal view on the
subject, reading and selecting the
cards which you feel are most
important for you. Place your cards on
the placemat and then read them aloud
to the other players.

2. Discussion
Together with the other players, start
discussing and identify one or more
larger themes that you all feel relevant.
Everyone gets a chance to speak. Put
your cards on the table to provide your
arguments for each theme.

± 30 MIN.

± 30 MIN.

3. Shared group response
Reflect on the theme(s) that the group
has identified and the cards that
sustain the arguments. As a group, can
you reach a positive consensus on a
policy position that reflects the group's
view?
You can formulate a new common
policy, if you wish.
± 20 MIN.

4. Action
Go to www.playdecide.eu to:
- Submit the results of your group to the Decide database;
- See how other European countries think about this issue;
- Read more about this subject;
- Download a game kit to play with your friends or colleagues;
- Learn how you can make a difference after playing Decide.

