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Designing engagement

Introduction
The game enables a team planning an engagement programme to work through what methods may be appropriate in different situations, depending on the
stakeholders and the level of engagement on offer. It can be used to co-design a programme with key inferests.

The game can be played from two angles, which may be combined:

® Programme planning: designing an overall programme, and testing how robust it is in the face of various challenges.

e Stakeholder storyboarding: imagining how different stakeholders may respond to the engagement opportunities on offer.
The game uses deliberately low-tech tools:

® Sefs of cards or lists describing typical engagement methods, stakeholders, and crises or opportunities that may arise

© Timeline story sheets on which to record what may happen to the stakeholders, or the overall programme.
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Play of the gume
Participants work in teams of 3-6, and start by sharing their understanding of the scenario under discussion - the general makeup, current problems and oppor-
tunities, and any agreed priorities for action. In addition, they map the stakeholders, and the purpose of the programme including the level of engagement.

The programme planning angle.
® Phase one: Teams review the method cards, and choose a sub-set to meet the needs of the scenario. A budget means not all methods can be chosen.

® Phase two: The teams then use a timeline sheet to tell the story of the way that the programme may develop. The game organisers may throw in crisis or
opportunity cards which the team has to deal with... problems in the parinerships, with funding, Press, users. Or more positive programme events.

The storyboarding angle

® Phase one: Teams choose a sub-set of project cards to meet the needs of the scenario (or work with cards previously chosen during project planning). If o
programme is already under development, and decisions made, a set of cards may be chosen to reflect this.

® Phase two: Teams split into groups of around 3, and each group chooses one or more stakeholders from the stakeholder set. They then use a fimeline sheet
to describe how stakeholders respond to methods on offer. Organisers may feed in crises and opportunities that the stakeholders will have to deal with.

Results
At the end of the session the players examine the programme fimeline or the storyboards for stakeholders and discuss the issues that have emerged from the
story and the relevance that these might have for the real life proposals.

Drew Mackie drewmackie@mac.com. David Wilcox david@partnerships.org.uk. http://www.usefulgames.co.uk.
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