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Upon purchasing the game, every acquirer undertook to abide by the terms

and conditions of the licence.

Neither this documentation nor any part hereof may be reprinted, reproduced,
or read out in the mass media without the written consent of GrowinGame

to be granted on an individual basis.

The game user's right to duplicate the game or a part thereof are defined
in the licence granted to the rightful owner of this documentation.

Dissemination hereof by any method, whether in print or in an electronic form,
is forbidden.

For the full text of the Licence refer to page 32.

Author:
Krzysztof Szewczak

Thank you for choosing our games!
If you have any questions or doubts, write to us - GrowinGame.com/contact

Also, feel free to suggest any developments or improvements to our products.

How to prepare well for conducting the game?
GrowinGame.com/preparation - here you will find important and updated
information to help you conduct this and our other games effectively. Make sure

you are familiar with it, particularly if you are to conduct our game for the first time.
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About the game

“The Movie" is an extremely absorbing game dealing with interpersonal communication. It provides
the participants with an exceptionally revealing insight into different styles of building relationships and
communicating with others, as well as the influence of these differences on teamwork.

The participants take on the roles of employees of a film production company, which has just come
across an excellent opportunity to make it in their industry. Their task is to come up with an idea for
a movie, whose production budget will be sponsored if they win the contest. This seemingly easy task
will turn out to be a real challenge when it comes to collaborating with the staff at the other
departments.

Different communicating styles, different personalities, different ways of perceiving the same tasks,
and different priorities - all that makes the game not only immensely compelling but first of all highly
informative.

In its basic structure, “The Movie" training game draws on Carl Gustav Jung's theory of psychological
types. It may be an attractive supplement to training courses in interpersonal communication based
on such methodologies as: Insights, DISC, MBTI.

The participants get assigned to one of four teams symbolized by the colours: red, yellow, blue and
green - a convention popularly applied in the context of psychological types. The division into teams
is carried out in an interesting but at the same time uncomplicated way and the carefully prepared
instructions strengthen the effect of the game itself. This makes it possible to observe a whole variety
of behaviours typical of the particular styles of communicating and decision-making.

“The Movie" is a game which not only absorbs the participants, but most of all enables them to learn
about their own (and the other players’) style of building interpersonal relationships and manner
of making decision. It is a game which reveals the strengths and potential weakness, inspires and leads
the participants to valuable conclusions for the future.

The competencies developed:

* interpersonal communication,
e cooperation,
+ team building.

Additional objectives:

* To getto know four styles of communicating with other people and making decisions and
to experience the influence of the four on cooperation within a team.

* To get to know the strengths and potential weaknesses of each of the styles.

* To find out what one’s own style of communicating is.

* To identify the ways of making communication with other people more effective.

© GrowinGame.com
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Note! The structure of the game is based on the assumption that the training group will include
representatives of different communication styles, e.g. staff from various departments, participants
of an open training course. It is possible that in some groups the participants will only represent
specific styles - e.g. in a group comprised of salespersons only. If this is the case, the trainer may
be required to get to know the course participants and evaluate their styles before deciding whether
it will be useful for them to play the game.
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Gaming materials

Printable Handouts

Sheets with Adjectives 16-19 1 copy
Instructions to participants 20-27 1 copy for each team*
List of Previous 78 1 copy each for the Implementation
Productions and Finance departments®

Recapitulation of Players’

Experiences 29 1 copy for each team

* Print out a larger number of copies if your training group consists of more than 12 people.

Trainer’s Printouts

Trainer's Questions 30

Game Plan 31

Also, prepare the following:

* Aflip chart and markers.

* Tables - for the “Working in Teams"” stage you will need 4 tables (place them as far away from
each other as possible) and for the “Working as a whole group” stage you will need 1 table
(place it in the middle).

© GrowinGame.com
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The course of the game

1. An introduction to the game
Invite the participants to play the game, briefly indicating its main objectives.

I'd like you to play a training game, which will give you an opportunity to learn about different styles
of communicating and decision-making. Additionally, we will be able to observe the influence of those
styles on the efficiency of communication and cooperation.

You will take on the roles of employees of different departments of a film production company. Your
company has a golden opportunity to make it in the film industry. Your task will be to come up with
an idea for a landmark movie that will win a contest.

In @ moment, I'll give you your instructions, where you'll find a description of the rules of the game and
the tasks you're faced with.

Here is what the game will progress like.

Point out the consecutive stages of the game - for the sake of dynamics, note them down in advance
and put the list up on the flip chart or include in the presentation.

Getting familiar with the instructions (approx. 10 min.) - Once you're divided into teams, you'll have
about 10 minutes to get familiar with the instructions.

Working in teams (20 min.) - Thereafter, you'll have 20 minutes to get prepared in your teams.

Working as a whole group (40 min.) - At this stage all the teams come together to determine the final
shape of the plan for the movie - the version to be submitted into the contest.

Recapitulation in teams (15 min.) - When the role play comes to an end, I'll ask you to work in teams
and recapitulate your experiences and impressions.

Break (5-15 min.) - If necessary, I'll suggest that you have a short break.

Debrief - At this stage we'll have a closer look at your experiences and we'll try and draw some
conclusions which you may find important for your careers and personal lives.

In the materials I'll hand out in a moment you'll find information about your company and your tasks.
If you have any questions, please bring them up as they arise, directly to me.

Division into teams

After such an introduction to the game, go on to divide the participants into teams.

This part is only available with the full version of the game.

© GrowinGame.com
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This part is only available with the full version of the game.

Handing out the instructions
Hand out the [Instructions] intended for particular departments, depending on the set of adjectives
chosen. The [Sheets with Adjectives] and the corresponding [Instructions] are marked with the same

colour line around the text box.

Also, hand over the [List of Previous Productions] to the teams playing the role of the Implementation
Department and the Finance Department.

Give the participants some time to read their instructions. Before starting the role play, make sure that
everyone understands the rules and answer their questions, if any.

2. Working in teams

Remind the participants that they have 20 minutes to get prepared in their teams. Then start counting
down the time left.

Observe the teams' work. As early as at this stage you will notice differences in the groups’ work-
organization strategies, attitudes or concentration on different aspects of the situation and tasks.

Do not inform the participants of how much time they still have, unless they ask about it themselves
(pay attention to which teams do so).

After the 20 minutes’ teamwork, ask all the participants to gather at one place, preferably at a number
tables joined together.

© GrowinGame.com
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3. Working as a whole group

Remind the participants that they have 40 minutes to work together and come up with an idea for
a film; then start counting down the time left.

At this stage, you should restrict yourself to observing the participants' actions.

4. Determining the winners

This part is only available with the full version of the game.

Announce the winning team (it may be a few teams), congratulate its members and encourage
the others to applaud the winners. It is also worth appreciating the other teams’ work.

5. Recapitulation of the role play in teams

This part is only available with the full version of the game.

6. The game debrief

It is a good idea to start the debrief stage with a short introduction to the concept of communicating
and decision-making styles. The most important information to emphasize is that none of the styles
is either “good” or “bad”. They all have their strengths and potential weaknesses to be aware of.

© GrowinGame.com
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Trainer’'s Questions

Thereafter, you may choose to illustrate the specific nature of each style by using the questions
provided in the [Trainer’s Questions] set. In this case, we recommend the following mode of working:

This part is only available with the full version of the game.

When you have gone through all the questions in the [Trainer’s Questions] set and perhaps asked your
own - formulated on the basis of your knowledge and observation of the teams, you may give
the particular styles (and colours) the names adopted in the theory you draw upon.

Presentation of players’ experiences

Once this brief description of the styles is produced, go on to ask the teams to present the conclusions
they wrote down on the [Recapitulation of Players’ Experiences] sheets. These will certainly supplement
the description of the styles, contributing some additional thoughts on communication and
cooperation.

Both when asking the questions in the [Trainer’s Questions] set and during the presentations
of the conclusions written down on the [Recapitulation of Players’ Experiences] sheets, you may expect
some additional thoughts from the participants and some side discussions among them. Monitor and
control those, so that they become an additional source of inspiration and knowledge.

Tips on communication

At the next stage, ask questions to generate some tips on communicating better with representatives
of the other styles. Apply the following sequence to each of the teams, writing their suggestions down.

© GrowinGame.com
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This part is only available with the full version of the game.

Application questions

This stage is aimed to integrate the participants’ experiences with those from their professional
or personal lives. Below there are some suggestions for questions to generate conclusions and helpful
hints concerning further development.

» To what extent are your role-playing experiences in line with what you encounter every day at work /
in your personal life?

*  What similar challenges do you face in your professional or private relationships with people who
represent a different style?

*  What changes are you going to make to your way of communicating with them?

»  What will help you achieve your goals? What would you like to look to?

* In playing this game, what new things have you learnt about interpersonal communication and
cooperation? Which of your previous beliefs have changed and which have been reinforced?

Game playing experiences

Below you will find examples of participants’ behaviours during the game, divided into particular teams
and the styles represented.

Implementation Department (red colour)

* Once they have read the instructions they start working straight away. They soon establish their
aim.

* At the beginning of all the teams’ joint session, they are the first to take the floor and they
impose their way of holding the discussion, suggesting that each team present their ideas
in a specific order.

* They set their expectations for the film straight away.

* From among the ideas suggested, they choose those which satisfy their expectations. They
restrict any further discussion to those only.

* They quieten others down or cut them off in mid flow.

» They want the decision-making process to be based on concrete evidence, e.g. when the people
from the Creative Department suggest producing a sequel to a blockbuster, a representative

© GrowinGame.com
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of the Implementation Department speaks out: Concrete evidence, please! - Who ever heard
of that movie?. When no one comes forward, they cut short the discussion.
» They try to force their expectations through. When one of their ideas is objected by the Finance
Department, they suggest voting on the issue. Having lost the vote, the Implementation
Department reject the result and declare that the solution they suggested goes through.
Thanks to their determination, they make the other teams accept that the Implementation
Department have the final word (although the instructions do not say so).

The main points of their account of their impressions of the role play:

* Asregards the work of their own team:

o We strived to define our objective, we pulled together, everyone could speak their mind.
» Asregards all the teams’ joint session:
o Not much collaboration, everyone wanted to achieve their own aim.
o We liked the activity and the discussion.
o [t was disturbing, the way they shouted one another down.
» Assessment of cooperation with the others:
o The best to cooperate with were the Finance Department (blue) and the Creative
Department (yellow) - Because they were able to present their point of view.
o The most difficult to cooperate with were the Market Research Department (green) - They
didn't participate in the discussions and didn't try to force their ideas through.

Creative Department (yellow colour)

This part is only available with the full version of the game.

© GrowinGame.com
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This part is only available with the full version of the game.

Finance Department (blue colour)

This part is only available with the full version of the game.

Market Research Department (green colour)

This part is only available with the full version of the game.

© GrowinGame.com
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This part is only available with the full version of the game.

Example statements of the participants

»  The game showed who is what type of person and who I should find easy to cooperate with.

» | obtained information about the personalities of all those who participated in the role play.

» | gained practical knowledge of personality types and how to use them in the reality of company
departments.

» | know how to talk to some types of people, what argument to use to defend my own opinion.

*  Not every personality type is able to cooperate easily with every other personality type, but a mixture
of those may create something good.

* | know what personality types | will find it easy to start cooperating with.

* ['velearnt about my strengths and weaknesses.

*  Now I know how others understand me and how | want to be understood.

» [|'ve learnt what causes my conflicts with some people and now | know how to talk to them.

*  You need to be open-minded, defend your opinion and be brave.

» [l've learnt that the “greens” need some help to open up.

* | need to be more open-minded and active, have my own opinion.

* I've learnt different ways of communicating with people representing different personality types.

« [twas an opportunity to learn about and precisely define other people’s personality types, which | fail
to notice in everyday relations.

*  Restricting others may result in a milch-cow idea being never implemented, just wasted. This leads
to disagreement which may have a bad influence on future cooperation.

» The role-play enabled me to define my personality more accurately.

© GrowinGame.com
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Printouts
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This part is only available with the full version of the game.
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This part is only available with the full version of the game.
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This part is only available with the full version of the game.
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Instructions - Implementation Department

Your Company

This part is only available with the full version of the game.

Contest

This part is only available with the full version of the game.

Your Department

Your team is the Implementation Department. You look after smooth and efficient production
at every stage of the film-making process - from the screenplay to distribution. That is why your
task will be to ensure that the work on the project goes as efficiently as possible, but also that
the project itself stands a chance to win the contest.

This part is only available with the full version of the game.
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Work on the project

So far it has been your normal practice for all the departments to work on a movie separately,
which slowed down the process of project development. This time you will only have a while
to get prepared in teams. Thereafter you will meet the other departments (the Creative
Department, the Finance Department, the Market Research Department) in order to efficiently
work out your proposal for the film.

The Sponsor will be watching your work closely. He is going to take this opportunity to evaluate
your commitment. Hence, you can prove yourselves by efficiently carrying out your tasks.

The winner will be the team with the highest final score as regards the fulfilment of their aims
and tasks.

This part is only available with the full version of the game.
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Instructions - Finance Department

Your Company

This part is only available with the full version of the game.

Contest

This part is only available with the full version of the game.

Your Department

This part is only available with the full version of the game.
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Work on the project

This part is only available with the full version of the game.
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Instructions - Creative Department

Your Company

This part is only available with the full version of the game.

Contest

This part is only available with the full version of the game.

Your Department

This part is only available with the full version of the game.
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Work on the project

This part is only available with the full version of the game.
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Instructions - Market Research Department

Your Company

This part is only available with the full version of the game.

Contest

This part is only available with the full version of the game.

Your Department

This part is only available with the full version of the game.
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List of Previous Productions

This part is only available with the full version of the game.
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Recapitulation of Players’ Experiences

Discuss your impressions and experiences of the role play. Write down the most important
conclusions.

What are your general
impressions of the game?

How would you describe
the course of your team'’s work
and the feelings it gave you?

How would you describe
the course of all the teams’
joint session and the feelings
it gave you?

This part is only available with the full version of the game.
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Trainer's Questions

Which team spoke most frequently? Who generally listened to the others talking?

Who watched the time?

Who hurried the others along? Who prolonged the discussions?

This part is only available with the full version of the game.
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Game Plan

1. Introduction

* Invite the participants to play the game.

* Present the game plan.

+ Divide the participants into teams - [Sheets with Adjectives].

e Hand out the [Instructions].

» Hand over the [List of Previous Productions] to the Implementation Department and the Finance
Department.

*  Give the participants some time to read their instructions.

* Answer any questions.

2. Working in teams

* Announce the commencement.
*  Measure the time left - 20 minutes.
* At the end make the participants gather in one place and invite them to work together.

3. Working as a whole group

« Announce the commencement.
Measure the time left - 40 minutes.

4. Determining the winner

* Ask the teams to calculate their scores.
* Announce the winners and encourage everybody to applaud the winning team.

5. Recapitulation of the role play in teams

* Ask about their general impressions.

» Ask the teams to reassemble in their places.

* Provide each team with 1 copy of the [Recapitulation of Players’ Experiences] and invite them
to write down their conclusions.

6. The game debrief

» Ask the questions in the [Trainer’s Questions] sheet and note down the conclusions.
» Ask for short presentations of the conclusions written down at the previous stage.
» Elicit tips on communicating with representatives of particular styles.

» Ask questions and lead the discussion.
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Terms and Conditions of Licence

to use “The Movie” training game

Basic Definitions

Licensor

GrowinGame Sp. z o.0., Poland, 10-602 Olsztyn, ul. Wincentego Pstrowskiego 14B/4, EU VAT
PL7393886925, supplying training games through the www.growingame.com website, hereinafter
"GrowinGame".

Licensee
The rightful acquirer of “The Movie" training game purchased through the www.growingame.com
website, named in the footer of these presents, hereinafter the "User".

Licence
These presents and the provisions hereof.

Documentation

All and any materials constituting the training game, in particular the instruction and explanatory notes
concerning the use of the game and the instructions and texts to be printed and handed out
to the players.

§1 Object of Licence

1. The object of the Licence is “The Movie” training game and its Documentation, hereinafter
jointly referred to as the "Product”.

2. GrowinGame is the owner of the author's economic rights in the Product.

3. The object of the Licence enjoys the protection stipulated in the provisions of the copyright law
and the transfer of ownership of a copy of the Product (to the User) shall not result
in the transfer of the author's economic rights in the work.

4. GrowinGame allows the User to use the Product subject to the terms and conditions of this
Licence.

5. The purchase of the Product means irrevocable acceptance of this Licence and makes the terms
and conditions of this contract legally binding.

6. GrowinGame does not authorize the User to sublicense the Product.

§2 User Rights and Duties

1. The User may use the Product repeatedly and without any time limit, for the user's own
purposes, in accordance with its functionality. The user may not disseminate duplicates
of the Product against payment.

© GrowinGame.com
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2. The User may not lend, lease, disseminate free of charge or make the Product available
to the public.

3. The User may duplicate selected parts of the Product, only for the purpose of providing them
to the participants of educational activities personally conducted by the User, excluding
distance education. This right concerns only those parts of the Product which are indicated
in the Documentation as gaming materials to be printed out for the game participants. This
right does not concern e-learning courses or any other forms of distance educational activities.

4. It is the User's duty to protect the User's own copy of the Product against unauthorized
duplication by third parties.

5. The Product and every part thereof contains the note "© GrowinGame.com" and information
concerning the Licence. The User is under an obligation to ensure that every copy provided
to the training participants contains the above notes without any alteration. The User may
supply such copies with the User's own trademark.

6. The User may modify the Product only for the User's own use, except for the notes referred to
in 82.5 above. The User may duplicate the modified Product only under the same rules as those
concerning the Product supplied by GrowinGame and described herein. The user may not
disseminate the modified Product, whether free of charge or against payment.

7. Should the Product be modified as stipulated in §2.6 above, it is the User's duty to supply
the duplicates stipulated in 82.3 above with an easily noticeable note informing
of the modification made.

8. In the event of the Product being purchased with a Personal Licence, the footer of every page
of the Documentation shall contain the first name and surname of the rightful User. The User
may not lend the Product for use or make it available to any third parties for the purpose
of it being used on behalf of the User.

9. In the event of the Product being purchased with a Corporate Licence, the footer of every page
of the Documentation shall contain the company name of the rightful User. Such a User may
lend the Product for use free of charge and make it available to a third party, hereinafter
the "Executor", for the purpose of the Product being used on behalf of the User, provided that
all the following conditions are met:

+ the duplicates stipulated in §2.3 above show the name of the User, confirming
the relationship between the Executor and the User;

* the User and the Executor have signed a contract in any legal form, confirming
the Executor's right to conduct educational activities on behalf of the User;

+ the User have ensured that the Executor is aware of the provisions of this Licence, accepts
them and undertakes to comply with them.

10. The Executor shall not acquire any rights in the Product, except for those stipulated in 82.9
above.

§3 Transfer of Licence Rights

1. The User may not assign the User's rights under the Licence to any other entity.

2. The User agrees to a transfer by GrowinGame of all the Licensor's rights under this Licence
to another entity provided that the User's rights and duties towards the new Licensor remain
unchanged.
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§4 Breach of Terms and Conditions of Licence

1. A breach by the User of any terms and conditions of the Licence shall render the Licence null
and void, all the User's rights under the Licence being forfeited, and moreover as a result
of the breach:

» it shall become the User's duty to destroy or return all copies of the Product in the User's
possession;

» GrowinGame shall have the right to claim financial compensation in the amount equivalent
to the full amount of the loss incurred.

2. If a court decision or any other circumstance or force majeure should force the User to act
contrary to the provisions of this Licence, the User shall be under an obligation to stop using
the Product.

§5 Exclusion of Liability

1. GrowinGame shall not be held financially liable for any damage or loss incurred by the User
in connection with using the Product covered by the Licence.

§6 Miscellaneous

1. Should any provision of this Licence become invalid or unenforceable under the law currently
in force, it shall have no effect on the validity and enforceability of the other provisions
or the Licence as a whole.

2. Any matters not regulated by this Licence shall be governed by the regulations and
international agreements on copyright as well as other legislation and international agreements
on protection of rights in intangible goods, in particular the provisions of the Civil Code and
the Act on Copyright and Related Rights.

3. Any court disputes concerning the interpretation of this Licence which might arise between
GrowinGame and the User or between GrowinGame and the Executor shall fall within
the exclusive competence of the court with jurisdiction over the registered office
of GrowinGame.

© GrowinGame.com
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