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T he Gamified Workshop Toolkit was especially designed for teams 
that are just beginning their collaboration, primarily in the field 
of arts and culture, but also in other relevant sectors. It has been 
created as a tool to promote collaborative communication and 

attitudes relating to the solidarity paradigm. Its purpose is to give participants 
a chance to express what values are important to them in their collaboration, to 
understand how others think and what is important and necessary for them to 
work and communicate together. The workshop also provides inspiration and 
an opportunity to reflect on how the team wants to deal with possible conflict.

Because they will jointly face fictional but possible conflict scenarios 
during the workshop, participants have the chance to recognise and identify 
mechanisms that, although often invisible and opaque, cause tensions and 
difficulties, especially when participants come from different contexts. 

The workshop is based on simple exercises. It encourages discussion 
of the values that seem to make up the concept of solidarity and aims to 
harmonise the different approaches, experiences, and thoughts represented 
by the participants. The main goal is to help the team formulate their own 
mutual framework of values to support the development and sustainability 
of solidarity within the team. We believe that it can help teams establish 
shared, mutually beneficial values and principles of cooperation and should be 
promoted on a systematic, institutional level.

This project was developed by Anikó Rácz, Doreen Toutikian, and Dorota 
Ogrodzka. Special thanks to Konrad Gadzina for his input in gaming ideas and 
his facilitation. The development process was supported by the intellectual 
input gained through discussions within the Solidarity Economies Trajectory, 
part of the RESHAPE project. 

The Gamified Workshop Toolkit: Values of Solidarity

— The Gamified Workshop Toolkit promotes the concept of solidarity by 
addressing the meaning of solidarity as a paradigm in collaborations.

— Solidarity is a spectrum that ranges from one-to-one support to global 
petitions and movements for justice.

— We believe that this toolkit can raise the awareness of solidarity in a 
practical, operational framework, on an individual level. 

— In collaborations conflicts arise when people feel a certain way (angry, sad, 
uncomfortable, intimidated, upset, and so on). This is not the fault of others 
per se, but happens because their values and needs are being compromised. 
We recognise that such situations can break the solidarity among members 
in a group.

— Within RESHAPE and other international collaborations, we witnessed 
many situations where a shared understanding could not be established. 
This was due to underlying issues with each individual, which were not 
openly discussed. These are seen as provocations or uncomfortable 
situations that a team must deal with.
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— Sometimes conflicts arise in groups because some may not recognise 
another’s rights or may offend their values, while others feel they have to 
justify their disadvantaged positions and feelings. To promote solidarity, 
this workshop toolkit addresses such conflict situations in international 
collaborations.

— This toolkit uses gamification to highlight these situations, and to develop 
negotiation practices with shared understanding and consensus on how to 
work together. Team members reach agreement on values that each team 
member will safeguard. 

— We believe that non-violent communication and empathy are core values 
for interactions among team members, with questions centred around 
such ideas as: ‘How does that make you feel? Which of your values do you 
think were compromised? What are your needs here?’ rather than ignoring 
conflicts, blaming people, jumping to conclusions, or shutting down.

— This workshop toolkit can best be used at the beginning of a collaboration, 
especially when it involves people from different cultures, backgrounds, 
and personal situations.

— This toolkit also helps to deal with stereotypes, assumptions, and 
cultural differences. The imaginary scenarios – often borrowed from the 
experiences of the developers – help the team to address conflicts and learn 
about their own attitudes and standpoints, as well as those of their peers, 
before they actually commence the management of their own partnership 
project. 

— The goal of the workshop toolkit is to develop agreement on values by 
each team, based on how they perceive values being safeguarded or 
compromised in conflict situations. The objective is for each team to 
develop their own framework of values that support the development and 
sustainability of solidarity within the team. 

— The toolkit is open source and allows other RESHAPE members, and 
anyone who uses it, to expand on their group experiences and develop 
further conflict scenarios.

Game details 

This game is made up of four steps. 
It can be played without a moderator. 
It is advised that you read the instructions together, make sense of each step, 
one by one. 
The duration of each step and for the whole game is deliberately not set. Please 
decide among team members how much time you can devote to it and then 
proceed with the game accordingly. As a guideline, it is possible to play a good 
game within two to three hours. 
(Hint: Step 3 will probably take the most time.)
This Gamified Workshop Toolkit is designed to be played in a group setting of 
four to eight people. If there are more than eight people, it is best to split into 
two groups. You will then need two sets of cards. 
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To play the game, you will need the Value Cards, the Conflict Cards and 
(optionally) the Cheat Sheet.
It is recommended that a different person be in charge of timekeeping for each 
round.
The game can best be played sitting around a table or in a circle, as you would 
in a regular card game. You do not necessarily need a table to play the game. 

Step 1. Personal Values selection
All Value Cards are placed so they are visible to all players.
The Conflict Cards are placed face down in the middle.
Without touching the cards, each player must select two values in their mind 
that they relate to, want to refer to, are important to them.
Time: 10 minutes

Step 2. Getting to know each other – each player takes a turn 
01. Pick up the two cards that you have selected in your mind and show them 

to the others. 
02. Tell a personal story/poem/thought/reflection/idea/joke, etc., that is 

connected with the value(s) you chose.
03. Place back the card from where you picked it up. 
Time: 2 minutes each

Step 3. Conflict Scenarios
Be sure to keep track of time, so that everyone has a proper chance at their 
turn. Allocate time to each discussion depending on the number of people 
participating and the time you have allotted for the whole workshop.
The Conflict Cards show examples of situations that may occur in 
collaborations, targeted at instances in which at least one value has been 
compromised. As you will notice, in some scenarios it is deliberately not 
decided which role/side you are advised to take. In these cases you can decide 
which side you will empathise with or consider the viewpoints of both sides. 
01. One player draws one Conflict Card from the pile and reads it aloud to the 

team. 
02. Once the conflict scenario is clear to everyone, the players think about 

which value has been compromised and why. 
03. The player holding the Conflict Card makes suggestions about which values 

have been compromised.
04. Open the discussion about the values, with the group reaching an 

agreement 
 (Note: Several values can be identified. Also: If you like, check out the 

Cheat Sheet for our suggestions).
05. Steps 1–4 are repeated according to the number of participants.

(Optional step: After determining the Values, make suggestions for a possible 
resolution to the conflict.) 
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Step 4. The Agreement
01. Each player picks a Value Card. They will be a Guardian of this value for 

the rest of the project. This value may differ from the originally chosen one, 
inspired by the previous discussions.

02. When all have chosen a card, each player presents it to the other players 
and talks about it (examples: why they have chosen that card, what that 
value means to them, how they will guard that value in the course of 
the project). If one value is chosen by more than one player, come to an 
agreement among yourselves while respecting solidarity. 

(Optional: discuss how the guardianship is practiced, realised, what the scope 
of it is, how the guardianship will be reviewed, modified, and so on.)
In the digital version, participants can also add their own experiences as an 
option in later phases or replays.
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Resources for Inspiration

Inspiration for role-playing in the context of 
designing a team for a workshop

 http://www.tenfacesofinnovation.com/
tenfaces/index.htm

Delegation Poker 
https://management30.com/practice/
delegation-poker

Framing Equality Toolkit
 https://www.ilga-europe.org/sites/default/

files/framing_equality_toolkit_ilga-europe_
pirc_-_final.pdf

Common Cause Handbook
 https://publicinterest.org.uk/download/

values/Common%20Cause%20Handbook.
pdf

Common Cause Foundation Toolkits
 https://valuesandframes.org/downloads

Commonspoly Game
 https://commonspoly.cc

Home Visit Europe – workshop/gaming format 
prepared by Rimini Protokoll

 https://www.rimini-protokoll.de/website/en/
project/hausbesuch-europa

Marshall Rosenberg: Non-violent 
communication

 https://en.wikipedia.org/wiki/Marshall_
Rosenberg

Playlist with recording of NVC workshop by 
Marshall Rosenberg (in English, with Polish 
subtitles)

 https://www.youtube.com/ 
playlist?list=PLr4ekRTWekf 
CumxOcwhOVZqZeu9OM3Goz


