MEDIANG3S

= E?OARD GAMBST—

GAME INSTRUCTIONS







Overview:

Game Instructions 4
Game Purpose 6
Preparation 7
Development of the game 8
Medianos Tool Cards 9
Medianos Feeling Cards 10
Emotion cards 11
Hourglass Markers 11
Game phases 11
Components:

* 1 Board hourglass (2 parts)

* 11 Medianos cards (1 card Start, 7 Tool cards, 2 Emotion cards,
1 Proposal card)

* 18 Hourglass markers

* 16 Emotion cards (2 Anger cards, 2 Sadness cards, 2 Disgust cards,
2 Shame cards, 2 Fear cards, 2 Surprise cards, 2 Joy cards,
2 Love cards)

* 2 block notes

* 2 pencils

* 1 minute hourglass




GAME INSTRUCTIONS

2 Players/ 60°-75" / Age + 14

Medianos - The Board Game is a an educational game that trains the
players to simulate the handling of conflicts through an alternative
approach in order to achieve a mutually acceptable solution without
assigning the dispute to an independent expert (arbitrator or judge).
The game will take the players through a path of ethical and conversing
conflict resolution favoring reciprocal communication, information
exchange and emotions recognition. Besides, during the development of
the game, parties’ needs and interests identification will level up the soft
skill of putting ourselves in someone’s else shoes training the players to
shift their point of view from one to another.

The game purpose is leading the players to abandon their initial stances
through a mutually satisfactory negotiation that will exploit player’s
real interests and common points, whether visible or latent.

No more “Me against you”, but “Together against the problem”: parties
will practice how to negotiate principles rather than positions (according
“Harvard Theory”) in the logic being part of the solution, and not of the
problem.

Think about it! We negotiate all the time long, everywhere, under every
circumstance (work, school, house, sport) and with different interlocutors
(relatives, colleagues, friends, coaches, classmates, teammates). We have
learnt the art of negotiating as children when the ultimate goal was
persuading our parents to buy us the game we desired so deeply. We
have negotiated with our friends over our holiday destination, with our
partner over the choice of furnishings, with the neighbor over the hedge
trimming, with our employer over pay raises, with our classmate over
scheduled oral tests or working groups. There are plenty more examples
to give.

Negotiation is a vital part of our lives; everyone who desire to take part
actively in making decision without merely accepting the ones ruled by
others, has to try his hand in the act of negotiation.



Hence, just learn how to negotiate successfully bearing in mind
FIVE FUNDAMENTAL PRINCIPLES:

1. Separate the person from the problem: the aim of negotiation is
achieving a deal, not beating the opponent. Every conflict arises a
range of values and emotions than affect the relationship between
the parties.

2. Focus your attention on interests rather than positions: when
people take refuge in initial stances the negotiation becomes a war
or positions. When the all process consists of players winning or
losing positions it all takes longer and the risk of not reaching a
compromise is even higher. Understand the interest or the need at
the basis of the negotiation helps out the trusting relationship among
the parties and affects positively the deal. We should never forget
that our opponent is a human being, not just a kind of stuff without
feelings, and that he/she brings at the table all his over-world map.

3. Try to create new options in order to increase all players” advantages.
Investigate on other party’s interests and needs increases the change
of identifying different solutions to the problem so that both players
could come to a mutually beneficial agreement without necessarily
giving up on anything.

4. Look for objective evaluating criteria: every player should be able
to argument in favor of his/her requests on the basis of measurable
parameters. Only an objective evaluation could guarantee a
reasonableand lasting agreement preserving the parties’ relationship.

5. Think about a plan B: in order to evaluate a proposal is fundamental
to seek for alternatives options and to assess the possible ones
among the selected.

These five points are essential in order to make all the players involved
reach an agreement through a valuable win-win negotiation. The game
will shed light on the fact that solving the conflict in such a way results
“more convenient” rather than via win-lose approaches: if you make a
deal though a win-win negotiation, everyone wins.




“Everyone who deals whit an argument counting on authority is
not using intelligence, rather that memory”. Leonardo da Vinci

GAME PURPOSE

Reaching an agreeable deal for all the players involved in the dispute
by the means of several negotiating phases until all the parties involved
find the one that satisfies them all. That’s the game purpose.

Players are meant to process their emotions, share al the useful pieces of
information with the counterpart to make each point of view mutually
intelligible, and foremost put themselves in the other person’s shoes to
understand his/her needs and desires.




PREPARATION

1)

2)

3)
4)

5)

Place side by side the 2 parts of the Board hourglass and put them
laterally with respect to the centre of the table. After doing so, put
onto every segment of the hourglass 1 marker.

Lead the cards out from phase 1 to phase 10, one by the other, starting
from the hourglass towards the centre of the table. If there are two
players or two groups and no one is observing the game, lead out the
Medianos Toll card phase 8A. If there is a third person involved who
intends to play the observer or the mediator all the game long, lead
out the Medianos Tool card phase 8B.

Put 2 hourglass markers onto the Medianos Tool Cards.

Assign 8 Emotion cards to every player (one Emotion card for every

typology).

Put the hourglass by the Hourglass Board, take a block notes and a
pencil.

Game simulation




DEVELOPMENT OF THE GAME

The game is divided into 10 phases
marked by Medianos Cards. (picture 1).
During every phase, players are meant to
take the action indicated starting from the
phase 1 card to the phase 10.

The game is played by 2 players
individually or 2 groups of players. Every
group stands for a centre of interest and it
has a spokesman.

At any time resolutive proposals may be
put forward on the notebook just as long
as there are at least 5 hourglass markers
onto every section of the Board Hourglass.
The player who has received the proposal
will be called upon in order to decide
whether what’s required is sufficient
in relation to both players” needs, and,
therefore, whether or not to accept the
proposal.

If the proposal is to be implemented, the
game is over, otherwise both the players
put again 5 hourglass markers onto their
emotion card and the game goes on.

During phase 10, the players are required
to make a resolutive proposal, regardless
of the current number of hourglass
markers on the Hourglass Board.

A maximum of 2 variants to the first
proposal is allowed to be introduced by
both parties.

Picture 1

Carte Medianos

Back side

FASE 1:

Riassumete in una

Front side

In case the parties do not reach an ultimate agreement, a third neutral
and impartial part, whether present, is meant to make his/her resolutive
proposal. It the negotiation fails, you start over starting from phase 2.



The end of the game
The game ends with the parties finding a sharable solution or accepting
a resolutive proposal to solve the problem.

MEDIANOS TOOL
CARDS CataTo

For each Medianos Toll card (picture 2)
players must act as follows:

1.

FASE 4:

In case you do not have to perform

Scrivete il vostro punto di

any previous action, turn the vista e le vostre motivazio-
hourglass round and write on your HlHaton SOl

conflitto.
notebook the instructions given by -

the Medianos card. You have on your
disposal only an empty sheet for each
card.

After 1 minute, switch your sheet Picture 2

with the other player. Then, both players take turns reading out
loud what the other has written.

Every player decides whether the information is useful or satisfactory
in order to understand the other player’s point of view or just to
prepare the ground for the negotiation. If you find the statement
useful or satisfactory, take 1 hourglass marker from the Medianos
Tool card and put in onto the other player’s hourglass board.
Whether the statement is found not to be useful or satisfactory, take
1 hourglass marker form the Medianos Tool card and put it onto
your emotion card.

Starting from phase 2, put the Emotion card under the next one, and
the sheet just read under the Medianos card.




MEDIANOS TOOL CARDS

During game phase 2 and 7, players
are required to express their emotions
through the cards, choosing the one which
best represents their feelings moment by
moment.

Starting from phase 4 till the end of
the game, in case players’ emotions
change, everyone can optionally switch
one emotion card with another without
following the rules given in phase 2.

For a more detailed explanation of the actions
described by Medianos Emotion cards
(picture 3) just read the next paragraph,
“The game phases”.

EMOTION CARDS

Emotion cards (picture 4) stand for the 8
standard emotions which are assumed to
influence people’s actions all lifelong.
During a conflict, it is necessary to
understand other person’s emotions
and feelings in order to shed a light on
his/her point of view. Therefore, every
Emotion card indicates 1 emotion with its
correlative mood.
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Carta Sentimento

FASE7:

AT E R UL
Prendete le carte emozione,
scegliete quella che pitt
rappresenta il vostro stato
d'animo attuale e posizionatela

coperta di fronte a voi.

A turno indicate qual & secondo
voi lo stato d'animo dell'altro
giocatore indicato sulla carta.

Dopo che entrambi avrete indicato
I'emozione corretta, descrivete
verbalmente perché I'emozione

indicata & la prevalente sulle altre.

.

Picture 3

Picture 4



HOURGLASS MARKERS

The hourglass markers (picture 5) stand for the
time you desire to share with the counterpart
playing Medianos. Every time the action
performed by the player has been successful
in its aim to solve the conflict, the markers are
shared from one player to another (every player Picture 5
perceives to be accepted and understood, useful

information make their own part in influencing positively the players’
mood and reducing their emotional stress).

GAME PHASES

PHASE 1. Medianos start cards - let’s play!

Summarize the current issue in one word, write it down on your
notebook, take the sheet and put in onto the inferior part of your
Medianos card.

PHASE 2. Medianos Feeling card - express your emotion!
Take the Emotion cards deck, choose the one you feel more closer to
your current mood and put it face down in front of you.

Player take turns having 5 attempts for understanding what the other
is feeling. According to the number of failed attempts, the players place
a certain number of hourglass markers on the Board Game as follows:

1° attempt: put 3 hourglass markers

2° attempt: put 2 hourglass markers

3° attempt: put 1 hourglass marker

4° attempt: do not put any hourglass markers

5° attempt: the other player take 1 marker from the Board hourglass and
place it onto his emotion card.
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Then, the players take turn explaining the reason why they chose a
certain card and their current mood.

PHASE 3. Medianos Tool Cards - detail the conflict.
Write down on the notebook the principal reason of the conflict.

PHASE 4. Medianos Tool Cards - a step forward.
Write down on the notebook your current position in relation to the
current conflict clarifying your point of view.

PHASE 5. Medianos Tool Cards - giraffe language.

Write down in detail the previous sentence (point 4) adopting a more
conciliatory tone in order to deliver a sense of hospitality, active listening
and empathy. Make it clear that each word comes from the heart and
that the other’s point of view has been considered.

PHASE 6. Medianos Tool Cards - a new point of view.

Stand up and switch your seat, close your eyes, clear your mind, relax
yourself and try to take the other’s point of view for 1 minute. Then,
stand up again and come back to your previous seat. Think about how
you've felt and write down a sentence describing your feeling to the
other player.

PHASE 7. Medianos Tool Cards - express your emotions again.

Take the Emotion card on the Board and the Emotion cards deck entirely.
Choose the card which best represents your current mood and put it
face down in front of you. If the emotion has not shift, you could replace
the same card face down on the Board. If the emotion has not changed,
you can reposition the same card face down that was previously present
in the game.

Players take turns making 5 attempts in order to declare which is,
according to their view, the others” prevalent emotion.

According to the number of attempts, the players place a certain number
of hourglass markers on the Board Game onto the other player’s section:
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1° attempt: put all the hourglass markers

2° attempt: put all the hourglass markers except for 1

3° attempt: put all the hourglass markers except for 2

4° attempt: put all the hourglass markers except for 3

5° attempt: the other player take a marker from the Board hourglass and
put it on his Emotion card.

If a player with less than 3 markers does not identify correctly the
counterpart’s emotion, this one take directly 1 hourglass marker from
the hourglass Board and put it on his/her Emotion card.

PHASE 8A. Medianos Tool Cards - the neutral invisible third.

Take a seat and agree verbally over which of the player could act as the
neutral invisible party in the conflict. Then, players take turns sitting on
the chair. Everyone close his eyes and try on assuming the other’s point
of view for 1 minute. Once done that, every player write down on the
notebook each positive side turned out until that moment. Place both
markers on the Hourglass Board in the respective sections.

PHASE 8B. Medianos Tool Cards - The third neutral mediator.
Whether the game has been oversaw by a third impartial party, this one
could eventually take a minute to process all the information and tell
players the positive and the negative mentioned by both parties. Then,
place both hourglass markers on the Hourglass Board the respective
sections.

PHASE 9. Medianos Tool Card - invisible needs and interests.

Take 1 minute to think and write down onto the notebook your real
needs and what the other player should know in order to make a
resolutive proposal for each one in the game.

PHASE 10. Medianos Proposal Cards - resolutive proposal.

I've read what you wrote down, I've perceived your needs, I've
understood your point of view and now it’s time to submit to you my
proposal.

Write down a resolutive proposal, taking in consideration the other
player’s invisible needs and interests turned out phase 9.
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MEDIANES

— THE BOARD GAME ——

Medianos - The Board Game is a an educational
game that allows the players involved
to solve or simulate the resolution of a dispute
through a collaborate approach as an
alternative to litigation.

= “Everyone who deals with an argument
counting on authority is not using intelligence,
rather that memory”
Leonardo da Vinci
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