In everyday social work - Role playing game
Rolling game about Cybermobbing and its appearances
- A learning offer for children and adolescents The aim of the "Role playing game" method is that, in addition to the articulation of the feelings of the respective role, action alternatives are also
designed, tested and justified. The participants should understand the position of their counterparts and learn that the Internet is not a free space. At
the same time, they learn action strategies. In the ensuing discussion, the main focus is to discuss the different feelings and views, to stimulate an
understanding process, and to agree on some basic insights (at least as a matter of principle) (eg that each attack takes on different personalities
differently and deals with them individually ).
At the same time, it unites all participants in a "playful" and informative way.

Frame data

Target group:
Action framework:
Location:
Timeframe:
Pre-requisites:

Material:

Children and adolescents from 12 years of age
Group action (at least 10 participants)
Children's and youth facilities, leisure time, schools
2-3 hours
A large room / hall or the like with enough space for a roll playing game
(court negotiation / conference) and a chair circle or chair rows. It should
also be a room in which it is ensured that no "undesirable" audience can
see or disturb.
In addition to sufficient seating for all participants, you will still need 5-7
tables and possibly a PC with internet access and a beamer. Furthermore,
we recommend providing a writing medium (e.g., whiteboard, flipchart, or
blackboard) including pens / chalk and magnets / pinned needles. If the
roll play is to be recorded, a video camera with corresponding equipment
is necessary.
For further information on the materials required, please refer to the notes
of the respective exercises / units / methods.
If you would like to make the roll-up game more lively, you can use
additional accessories, which should be provided by you depending on the
rolling game.

Learning objectives

Children / teenagers
... are sensitized to the topic of cyberbullying and its appearances.
... get an understanding of the terms (cybermobbing, sexting, etc).
... learn about the various roles of cybermobbing and its appearances.
... can get to know the emotions and thoughts in a cybermobbing case.
... develop strategies and support to prevent cyber mobbing and / or its appearances, or to
counteract them at contact points.

Course planning - Introduction
Rolling game in the form of an action afternoon:

Let's fight it together "- Together strong against Cybermobbing
Example of an afternoon action:
14:00

Salutation

10 min.

14:10

Introduction to the topic through an action from the set of methods (disambiguation / causes-motives / effects for the
participants)

20 min.

14:30

Presentation of the impulse to the legal situation

10-20
min.

BREAK
15:00

Role playing game:

Play a court rally / conference with all parties

90 min.

16:30

Reflection and discussion phase

30 min.

17:00

Evaluation and completion

10 min.

Source
Bundesjugendwerk der AWO e.V. (2005): Praxismappe. Spiele für Kinder, Jugendliche & Erwachsene. Bonn
Bundeszentrale für politische Bildung (2004): http://www.bpb.de/lernen/formate/methoden/46890/rollenspiel

Course planning - Step
Interest in the subject
Even the introduction should make the participants curious about the topic. For this purpose, you will find exemplary ideas for an active topic entry in
our method set. Depending on the constellation of the group, you can select a suitable method.

Direction:
We recommend following the implementation of one of the methods of conducting a discussion with the young people, in which you will also
concisely discuss the possible causes and effects with the young people.
Possible questions
What do you think are possible causes, why someone ..
What consequences can this have for the victim and which for the offender? (Transition to the legal aspects, but please do not neglect the
physical and psychological effects)

Course planning - Step
Presentation of the impulse to the legal situation
Here we recommend to invite an external expert. As a rule, they can be used to provide comprehensive specialist knowledge and concrete examples of
life-related issues. Due to the extensive information and additional Linktipps, however, it is also possible for you to become an expert / expert and to
introduce this introduction into the legal situation.
Subsequently:

Time for questions, short discussion

Course planning - Step
The rollplay
General information on the method of the rolling game:
Direction:
Rolling games in pedagogical contexts require professional competence. They therefore require a knowledge / overview of the methodological
possibilities, an empathetic design and a well-founded reflection as well as a practical review of the findings. For this reason, we would like to
draw your attention to the following introductory thoughts and notes on the topic of rolling games. At the same time, they facilitate and explain
the content of the materials contained.

The Rolling Game - a complex method of appropriating social reality
The role playing game is a method in which the discussion of real-world themes is carried out in a playful way. Due to the self-responsible design of the
roles as well as the assumption of various perspectives, not only the background and motifs are recognized by the participating actors, but they are
also presented as alternative actions. This method can be used in a wide variety of workspaces in order to be able to imitate group-relevant topics
(current situations / problems / conflicts of everyday life) or even to process them in a forward-looking manner
The aim of this method is,
To clarify attitudes and behaviors
Starting points for presenting changes
To train participants, to observe themselves and their social environment
To empower the participants to present conflicts and to analyze them
To consciously experience their own behavior and to practice new behaviors
In summary, it can be said that the rolling game is a good pedagogical method, in order to develop a feeling for the differentiation of one's own identity
among the participants. Through the interaction with the other participants, not only one's own perception is sharpened, but also the social
competences are addressed, which in turn enables them to find their own role / position within groups and to separate themselves from the other group
members.
Variations of the Rolling Game:
a. Spontaneous rolling
Game situations from the immediate field of experience of young people (for example, Cyber mobbing at school / sports club / circle of
friends)
No major preparation is necessary since the situation to be played is known to the participants from everyday life; a short adjustment
suffices:
Specification of a framework agreement
The play sequence and the design of the rollers is flexible
Attention: Spontaneous does not mean arbitrary action / action, but fast implementation of the play idea
Playing time:Approx. 10 minutes
b. Guided rolling game
The situations to be reproduced do not come from the direct experience / everyday world of the children / adolescents
They take into account possible future life situations
Requirement of preparation by the expert (preparation and follow-up):
Information material for the game,
Rolling cards with references to the characters
Well-structured follow-up by the management
It is suitable for areas which reach a very personal level or are highly conflict-prone
The game management should:
The method of the rolling game itself also like to exercise (little joy in the playing also affects the young people)
Prepare yourself well for the roll-up game (observe the life of the participants in the planning)
Disclose accurate game and observation criteria
Ensure a trouble-free operation (no foolishness, no insults)
Individual needs and group dynamics
Keep an overview
Intermediate (for example, in the case of inconsistencies among the participants)
Provide assistance, if necessary (for example, support by helpful questions in critical situations of the game or as an actor if one of the
participants needs help)
The time and the duration of the game in view, too long scenes reduce the concentration
For a successful use of the method some didactic rules should be followed:
The participants have a good knowledge of the subject.
Sufficient information about the role to play.
No compulsion to take over the role:Participants decide whether they want to play.
Sufficient time for preparation and preparation (no time pressure).
Clear identification of the observer group as well as their tasks (who is part of it and what should they pay attention to?).
No action in front of the audience if the group is not ready for it.
The game should not take place on a stage or similar, unless the group expressly wishes. There is the risk that they may develop into an
entertaining play or the participants can be observed and / or performed (player and observer on the same level).

The implementation
1. Warm-up phase
Above all in the work with young people the pedagogical staff is constantly faced with the challenge of establishing a group-dynamics as valuable as
possible and cooperative between the participating actors. The phase of adolescence is often characterized by psychosocial changes such as:
"Everything is embarrassing", "Shame feeling in front of the group" or "I am the wild boar". It is therefore important that the pedagogical specialist
ensure that there is an open communication as well as a collegial attitude between the participants. Be embarrassed to each other, laughing or

insulting has no place here. No group member should be afraid of being part of the group.
Before the actual roll-up is prepared and finalized, it may be of great advantage to relax up in the group with one or more of the warm-up / relaxing
exercises listed here (see Extrablatt: "Exercises for the warm-up phase").
If it is already an experienced group, which has already done a lot of roll games and also knows very well or a collegial co-operation prevails, the warmup phase can either be kept very short or even completely eliminated.
In the case of a group composition in which the participants are only familiar or not familiar at all, it is advisable to start the warm-up exercises with an
introductory match to start the group process.
2. Preparation phase
After the group has relaxed up and find some time closer together, the preparation of the rolling game begins. To this end, the group is first introduced
into the situation to be played through a case study. This can be done, for example, by reading the case example or by a silent read-in time or, if
necessary, by a video available (see "pool of ideas").

Direction:
In our pool of ideas you will find various case studies on the subject of Cybermobbing and its appearances. You can choose an example from this
or you can pick up a current case in the group or the media.

After familiarizing the group with the event, a first brief exchange of information on the present situation is necessary to ask questions or to carry out
first minor discussions. Subsequently, it is possible to divide the group into small groups, with the idea that after a 10-minute training period, they
present / play a sequence from the described case in a short intro. In this way, a first contact with the context, the persons involved, as well as their
thoughts and feelings can be established. If the timeframe does not allow this or is not a profitable action for the group constellation, the direct
introduction to the specific preparations for the roll game can take place after the case presentation and discussion. For this, it is necessary that the
game line precisely defines what exactly is to be represented by means of the information playfully. We offer you two versions with variable materials.
However, you are also free to design your own roller cards or to work with the participants.

Rolling Game "Court ruling"
Here we provide a detailed list of the participating actors as well as roll cards with corresponding indications for the occurrence / behavior of the
respective actor. In order to provide a broad scope for action, the cartridges contain only sketchy frame information, which makes it possible to
introduce and test individual ideas. It is also up to you which roles you would like to occupy in your game. Not for each group or not for each
case, all roles are necessary. We also point to the fact that the court proceedings which have been carried out have a wide scope for legislation.
Even if the legal situation has already been discussed, individual ideas can be incorporated. It shows the system of a court hearing and does not
have to correspond to the legal system in your country.
Roles that can be filled:
Affected person
Offenders
Judge
Jury
Lawyers
Followers
Mother / father of the person concerned
Mother/ father of the offender
'Supervisor' (for example, class teacher/ trainer)

 Click here for the "Court ruling"

The other participants observe the interaction (see also observation sheet).

Direction:
Sometimes it can be helpful that the participating actors can be better to put oneself into the role to be played with certain accessories.
Some examples:
Judges / lawyers / lawyers with a robe or similar.
Teacher with strictly back combed / backed hair
Parents with blouse / shirt, possibly also a pair of glasses
In this case, the necessary accessories should be provided by you!

Role playing game "conference"
Here we provide a detailed list of the participating actors as well as roll cards with corresponding indications for the occurrence / behavior of the
respective actor. In order to provide a broad scope for action, the cartridges contain only sketchy frame information, which makes it possible to
introduce and test individual ideas.
Possible roles that can be filled (not all roles are required for each case):
Head of the institution (e.g., Director, Board of Directors)
Advisory Board (for example, teachers' representatives, members of the Executive
Board)
Supervisor (e.g., class teacher / trainer)
Advisory board from the institution (for example, student council / pupil representation /
...)
Group spokesperson (e.g., class spokesperson / captain of the team)
Affected person
Offenders
Followers
Mother / father of the person concerned
Mother/ father of the offender
Witnesses (schoolmate / friend)

 Click here for the "Conference"

The other participants observe the interaction (see also observation sheet).

Direction:
Sometimes it can be helpful that the participating actors can be better to put oneself into the role to be played with certain accessories.
Some examples:
Director with suit / blouse & skirt and glasses
The casual perpetrators in fashionable clothes and the top mobiles etc.
The victim depending on the case, if necessary, in unfashionable clothes, little styled, simple mobile phone
In this case, the necessary accessories should be provided by you!

The roles to be filled can be divided into the following variants:
Individual participants voluntarily take over the roles to be filled and vote for the game on the
basis of their rolling cards. Other participants will receive an observation sheet with which
they will become familiar and help the players in their preparation.
Small groups are formed, which fill the roll to be played with life by means of the roll card.
From these groups a volunteer will present this role throughout the game according to the
elaborated content. The other participants form the observation group (with a sheet of
observation).
In small groups, a detailed plan for the role to be played is created / written using the roll
card. This script is then collected by the game director after 15 minutes and folded into a
cardboard box. All volunteers who want to take a roll are now pulling one of the roll cards one
after the other and have 5 minutes of reading time. If the lottery is a cause of displeasure, the
roles can also be distributed according to preferences.

Tip: It is recommended that the actors make up a name, which they then make visible in
front of themselves or by their clothes. The material which is needed for this should be
mentioned by name.

Other techniques:
On focus of the role playing game
outlined here is a main sequence.
This can be played several times,
in which further volunteers from
the individual groups take over the
role in another game. Or voluntary
actors from different groups play
the scene again.
In addition, after the negotiation /
conference, a short monologue can
be held by individual actors about
what he / she is thinking, how he /
she is, etc. (How is the victim after
the trial? What kind of thoughts
has the perpetrator?

The game can begin.
3. Game phase
The game guide introduces the group into the game, where you clearly welcome all to the court hearing / conference (exact place and time should be
mentioned).

An example: "Welcome to the court hearing ruling at the Berlin district court on today's monday afternoon. It is
being negotiated today in the matter... "
After that we recommend that the individual actors and also the observation / audience group be introduced into the game phase. This can be done
with a handshake and a welcome greeting (including the function). Alternatively, the hand can also be placed on the shoulder of the actor to be
introduced.

A possible entry into the respective roles can, for example, take place in this way: "We welcome our presiding
judge ...... and their assessors Mr ... / Mrs .... Also present is ...
The players begin with the game. The game management does not interfere with the game, unless the group needs support in critical situations
through helpful questions or as an actor if one of the participants needs help. It should also keep an eye on the playing time. Once you notice that the

scene does not work anymore, you should end the game or move it to a new scene.
4. Dismissal phase

Important: After the role playing game, the management should release the actors from their role and lead them back to their own person. For
the subsequent analysis of the illustrated event, a distance is required from the roles played: This prevents a projection from the embodied
characteristics and conflicts from the game from being transferred to the real personalities.

"Thank you very much for your acting and welcome back dear... (all names)."

Course planning - Step
Reflection and discussion phase
In the reflection and discussion phase, the focus is on the different feelings and visions, to stimulate an understanding process, and to agree on some
fundamental insights (eg that each attack takes on its own person differently and treat them individually).
This can be done by various methods. A discussion group in the chair circle is conceivable, in which the game management incorporates specific
questions to the participants.
The following questions for the guidance of the reflection / discussion round can be helpful:
What about the legal situation?
Tip: In this case that they do not have an expert on site, they should seek information for their country. Because at this stage it is important to convey precise facts to
the participants.

How did the judge decide?
How did the actors behave?
Did you react correctly or would you have been able to react differently? What might have changed?
What feelings were visible to the observers? Have you expected these feelings?
What are the possibilities to deal with one's own feelings, to recognize and respect the other, and to "strengthen" oneself and others for the
specific case?
Another variant is that the game management first let report all the players involved about their thoughts and feelings during the game, and then lets
each observer name three of his most striking keywords from his observation sheet, and then enters the group reflection and discussion phase
together. Again, the above questions can be a support in discussion.
An alternative to the observation sheet are metaplanes. Each observing participant receives three metaplane types and one edding, on which he / she
notes one of his / her three concise impressions / questions / notes.

Course planning - Step
Evaluation and completion
Before you say goodbye to the group, a short round of feedback to get a complete picture of the unit is always very helpful. This way, you can keep
good pulses and possibly change / replace others. You can find a feedback form for the participants here.

Method set
To introduce new topics in training units

Educational foundations
Learners have different background knowledge and different previous experiences on the topics of Cybermobbing, sexting, grooming, posing, etc.
For this reason, information and training materials should be prepared in such a way that the children / young people are reached at the easiest
possible and action-oriented level, which can all be built together. Abstract constructions or overburden content do not have the desired effect, they
lead to demotivation, resistances and make the learning transfer difficult from the beginning. The following points should therefore always be
considered for the planning of training units and the introduction to new topics (see Palank 2012: 27ff):
What is really important (existential) for the learner?
What is absolutely indispensable?
What can be dispensed with?
When (at what level) do I start to feel the results of the training (This limit must not be exceeded)?
Also very useful in the planning of training units are simple didactic basic rules according to Comenius, which should be considered:
From
From
From
From

near to far
the light to the heavy
simple to composite
known to unknown

Start of training and training course
The functions of a start of training step for the successful processing of a topic of a great importance. In this way, the entry must become curious,
interest in the topic, prior knowledge and expertise should be activated and informed about the future (Meyer 1994: 122). However, it should be noted
that the entry into a unit does not take place with tricks of motivation. If expectations are not met in the future, this can lead to a rapid disappointment
and also to resistance in the further course. For this reason, the appropriation of different methods, which however have to be planned individually for
each topic, is suitable.
However, not only the introduction into a training unit is important for the entire learning transfer, but also the further sections of the training require a
precise planning so that a "... methodological basic rhythm ..." (Meyer 2002)
Step
Step
Step

Source

In the initial phase, the trainer must ensure that a common foundation of orientation is established for the subject matter,
meaning or problem to be developed. This often, but not always, suggests a leading role of the trainer.
In the working phase, the learners should learn about the material, meaningful or problematic context. This can not be
achieved without a high degree of ownership. Therefore you will have a leading role.
In the phase of securing the results, the trainer and the trainee should communicate about what has happened in the work on
the topic and how the work can proceed in the near future. In addition, the newly acquired knowledge and skills are to be
practiced and applied if necessary. This suggests a common training by trainers as well as learners.

Kiper, H./ Meyer, H. / Topsch, W.: Einführung in die Schulpädagogik. Berlin 2002, S. 109-121

Methods and forms for the introduction of a new topic
There are different access points for each subject to be introduced into a group. One of the most important requirements is, however, to deal with the
target group before the planning of the unit. Only when this has been done, the planning and preparations be made. In the following, some active entry
methods are presented as examples. You can choose a different case example with a different focus for each selected method (see: Ideas pool case
examples).
The collage is a very creative way to introduce new themes. Before the work on the collage, the participants (children / teenagers) are briefly informed
about the topic of cyber mobbing (the trainer's talk of a maximum of 10 minutes):
What is Cybermobbing
Who can be affected by Cybermobbing?
How does Cybermobbing take place?
Where are the dangers?
Instructions
In the next step, participants are informed about the collage method (if necessary) (cutting out pictures and headlines from magazines,
newspapers and magazines, and then designing an image).
Afterwards, small groups (4-6 TN) are formed, which then produce a collage on the subject / problem.
After completing the collages, a brief conversation phase should be introduced in the small groups, in which the statement, feelings and
motivations for the design of the jointly created collage are discussed. The mood on the topic can be captured by this, and at the same time
serves as a reflection for the participants.
Advice: In the discussion, please ensure that, in addition to the disambiguation, you also discuss possible causes and effects with the young
people
The finished collages should then be visible to everyone in the group room or a similar location can be suspended.

The required material depends on the number of participants and the size of the groups formed:
Prepare presentation: Introduction
Possibly. PC and projector for a movie (see many ideas)
Poster paper (at least DIN A2)
Newspapers, Magazines
Shears, glue

The Newspaper Report - Example Sexting
All participants receive a time article (pool of ideas) describing a case of
sexting. Everyone has the task to read this article alone in a given time.
Afterwards, a group discussion, guided by the trainer, begins, which takes
up the individual sections of the article. The participants are given the
opportunity to describe their views on the individual points (backgrounds,
opinions, experiences).

Advice:
In the discussion, please ensure that, in addition to the definition of
terms, you also discuss possible causes and effects with the young
people.

The required material depends on the number of participants and
the size of the groups formed:
Time Items / Case Example From our pool of ideas
Copies of the articles of the time

Source http://www.spiegel.de/schulspiegel/usa-mehr-als-100-schueler-in-sextingskandal-in-kleinstadt-verwickelt-a-1061682.html

Brainwriting - Example Cyberstalking
At the beginning of the training, a fictional case (idea pool) of cyberstalking is treated from the point of view of the person concerned (eg text about the
beamer, video ...). Subsequently, all participants receive a white sheet of paper (A4).
Instructions
The question of the trainer and (eg what can be causes of cyberstalking? how can I help a victim of cyberstalking? "Or" How can I prevent
cyberstalking? ") all participants begin writing their ideas for this keywords on an A4 paper.
After about five minutes, all participants place their sheet in the middle of the group room. Then everyone takes a sheet from another participant
and reads the ideas / opinions, can be inspired and writes on this sheet further ideas or suggestions.
This can be repeated several times.
Finally, the results are collected on the board / flipchart and discussed together.

The required material depends on the number of participants and the size of the groups formed:
Time Items / Case Example From our pool of ideas
Possibly. PC and beamer
White DIN A4 sheets

Writing Workshop - Example Grooming
The participants get only very short information on the topic of "grooming". In order not to endanger the continuation of the method, the topic should
not be discussed in detail.
Instructions
The entire group is divided into small groups (3-6 TN).
Each small group gets a large bow of white paper (flipchart) and thick fiber pens.
The small groups can now express themselves in writing on the sheet of paper. Therefore, ideas, remarks, associations, questions and
controversies, answers, drawings, arrows, pictures, diagrams, graphics, etc. should be written or painted as freely as possible.
After 15 minutes the participants will be asked to give their poster at the lecture. This presents the posters of the small groups in the plenum and
then goes into all important statements of the poster.
See "ELECTION Method Collection" (Online in the Internet)

The required material depends on the number of participants and the size of the groups formed:
Preparation for a brief introduction: see definitions
White flipchart paper or similar
Thick fiber pens / eddings

The A-B-C method - example denigration
This method can be used in single or group work. In the further description, the group method is
discussed.

D..epression

The participants of the training get a text in which a fictional case of denigration from the point of
view of the person concerned is treated (about ½ A4 page). Then the participants are divided into
small groups (3-4 participants). Each group gets a described sheet of paper (flipchart) and thick
fiber pens. Subsequently, the group has to agree on common associations to each initial letter of
the word "denigration".

N..ötigung

E..lend
I.........
G.........
R.........
A.........

Each group should be given the opportunity to present and justify at least three of their joint
associations in the plenum session at the end of the exercise.

T.........
I.........
O.........

The required material depends on the number of participants and the size of the groups
formed:
Time Items / Case Example From our pool of ideas
Copies of the case study
Prepare paper sheets (see picture example)
Thick fiber pens / eddings

Source
Meyer, H. (1994): Unterrichtsmethoden. Band 2. Praxisband. Frankfurt a. M.: Scriptor
Palank, F. (2012): Pädagogisches Handeln in der innerbetrieblichen Ausbildung, AMS: Linz
Kiper, H./ Meyer, H. / Topsch, W. (2002): Einführung in die Schulpädagogik. Berlin

N.........

Exercises for the warm-up phase
Required materials are shown underlined

Phase: Exercises for get to know each other
a) Number greeting

b) Zipp zapp

Each participant gets an oral number by the management, which he
should remember. After that, the music starts and everyone moves
through the room until the music goes off. The game phone calls a
number and the chosen person greeted everyone with a self-chosen
movement and also says according to their names. The group responds,
imitating the movement: "Hello ...". This is repeated until all the numbers
are named. (A cheat sheet with all numbers to tick the already dialed
numbers is advisable).

All participants sit in the circle (chair circle). One person is standing in the
middle. She points to one of the persons seated and asks her for the
name of the next person.
If she asks "Who is Zipp", the addressed person must say the name
of the left neighbor
If you ask for "Zapp", the name of the right neighbor must be
named.
If the person in the middle says "Zipp-Zapp", all the participants
have to change seats (The questioner can also try to get a place
here).
If the asked person says a wrong name, she goes into the circle and
becomes a questioning person. So the names of the neighbors change
quickly.

Phase: Remove movement inhibition
a) Encounters (movement, cooperation)

c) Short circuit (Dexterity Game)

All players go back and forth in a delimited space. Each player is looking
for a contact to another person. As soon as two have fixed themselves
with their eyes, they go towards each other, stay briefly in front of each
other and then look for a new "play partner".

The players sit tight in the circle in the tailoring seat, so the knees touch.
Two opposing persons each receive one of the balls (for example, knotted
from cloths / scarves). They put the balls into their lap as quickly as
possible. The balls can change direction as often as required. They can
not be thrown, however, and they must not skip a fellow player. In
addition, speed is required, no one can hold the ball for more than two
seconds. The goal is to pass the balls so quickly that they do not both
land in their own lap at the same time. The person with whom the two
balls end up in the lap, causing a short circuit, is eliminated. So the circle
diminishes, until only two players remain. Then the game is over.

In place of the "simple" motionless standing in front of each other, the
management can also set up further tasks:
Clap your hands
Saying "Good Day" (with or without handshake)
At the same time bounce up
Place hands on opposite shoulders
…

b) Super Mario (movement game)
The group is in a circle. The gameplay leader tells an exciting adventure
of Super Mario and introduces appropriate movements. The group mimics
the movements. Super Mario is a figure from the so-called "jump-and-run"
computer game. Super Mario runs through several worlds during the
game. His goal is to avoid dangers, for example, not to crash, to escape
the enemy's fireballs or to dive. In certain situations Mario gets a star.
Then he is enchanted, he fills strength and runs on the spot.
Motion Suggestions
Mario is running → running
The first opponents are coming → bounce
The opponents spit fireballs → go into the crouch and jump to the
side
Marion will be immortal and will get a star → run on the spot
Point station / coin blocks → bounce 10 times on the spot
Digging the trench → hopping ...

Tipp: The balls should be the same size and not too small.

d) Lap Seat (Dexterity Game)
All participants come together to form a large circle. They stand closely
behind each other, their own front side points to the back of the "front
man" / "forewoman". The circle should be as round as possible.
Then it becomes exciting: everyone is now taking the waist of the front
man / the front woman. At the same time, everyone carefully sits on the
thighs of the "Behind man" / "Behind woman". Everyone now takes the
waist of the foreman. At the same time, everyone cautiously sits on the
thighs of the "Behind man" / "Behind woman".

e) Stalking Snatch (Dexterity Game)
The participants are in a circle and are given numbers in sequence.
Number 1 stands in the center of the circle and holds a broomstick:
Suddenly, number 1 lets go and calls another number. The person in
question must now quickly grab the broomstick before he falls over. Then
the person who caught the handle calls another number.

Phase: Remove play inhibition
a) Exercise of perception

c) State of feeling

The participants cross the room without touching. The guide gives a few
instructions (individually selectable, not everything has to be carried out):

Two volunteers receive a theme that they represent 20-30 seconds
linguistically either whining (player 1) or cheerful (player 2):

Breathe deeply in and out.
How do your feet feel like?
Shake your arms.
Circle your shoulders.
Loosen your mouth and pull grimaces ...
Move like:
An arrogant showman
A snooty, bitchy girl
A timid, withdrawn man
A cheerful, emotional child
An old, frail human being
A ballerina ...

The censorship of the last work / exam
The new smartphone
An appointment
The new glasses
The holiday with the parents
A birthday present
Too little time
boredom

d) imitation
All participants are in a row. The first person in the snake wears a hat,
which is the right way to move the whole snake (rhythm, step, tempo). All
the players imitate the target as exactly as possible. However, care

Pretend, you have to go through the following things:
Cold water
Adhesive
Knee deep snow
Mud and puddles
Slippery lightning ice
Glowing coals
Instructions to be exercised as a group:
Move like a fish swarm (intuitive get together).
Meet you all at one point in the room (without agreement).
Claps the song "We will rock you".
Go through squares in the room.
Go through the middle of the room.
Greet you with the toe tip / elbow / knee

should be taken to ensure that the specifications are feasible. The hat is
delivered to a signal (e.g., by clapping the game line to an arbitrary
person, and the new hat support makes the defaults etc.

e) Applause (combined with a name play)
The group of participants is placed on one side of the room. It places itself
at the opposite end of the line and asks the group to give her a roaring,
never-ending applause after she says her name: Hello I am ...! (Applause
starts). After a while, the management stops the applause and asks for a
next volunteer. This presents itself again and receives for it also a roaring
applause, until the play of the "Star" from the stage releases and a next
volunteer forward. This is done with each participant, the game board
should be very careful not to force any of the participants to this exercise
or to extend this exercise too long (with respect to the applause length).
Participants may leave without comment if they can not stand the
applause any more.

b) The business meeting
The participants move freely around the room. Follow the instructions of
the guide:
1. We are now all managers and welcome everyone we meet quite
formally.
2. Fortunately, the formal meeting is over. We can shake our hands
vigorously.
3. Now we come to a flower meadow and pick the most beautiful
bouquet (imaginary flower picking).
4. Here we meet a very good friend, we have not seen eternities any
more and welcome him exuberantly.
5. With this joy we go into the next exercise or in the preparation for
the rolling game.

Source
In Anlehnung an die Spielbeschreibungen aus der „Praxismappe. Spiele für Kinder, Jugendliche & Erwachsene“ (2005) vom Bundesjugendwerk der
AWO und dem Buch „Cirkusspiele“ (2003) von Josef Hense/Heiner Köttker (Hrsg. Kölner Spielecirkus) sowie http://www.theater-in-derschule.de/spieluebungen/Spieluebungen_fuer_Theatergruppen.pdf (2016)

Role playing carts for court ruling
Role card: Judge
Your role as judge is to take a neutral attitude that allows all
parties to present their view of things.
It is important to note that the tone in the hearing remains factual
and fair.
You will open and conduct the negotiation.
First, state the facts shortly.
Inquire about the legal regulations and then explain why
indictment are charged.
Let all the facts be described.
Ask questions if something is not clear or if you need more
information.
Advise yourself well with your judges / jury. Think carefully about
the criteria and laws you want to decide.

Role card: Lawyer of the affected person
Your role is to help the affected person.
You listen carefully to the description of the facts and help to
make the facts clear and comprehensible.
Try to describe precisely the impact of the incident - how it has
changed the life of the affected person.
Search for evidence and witnesses that can be helpful to the
affected person.
Together with the affected person, discuss the incident with the
court.

Role card: The affected person
Your role is to feel with the affected person.
You need a little time to get a feeling for the case study, and also
think about how you can describe your situation.
Think about the impact of the incident referring to your life.
Search very concrete examples.
What were your first thoughts and actions?
With whom did you talk about?
How did you experience the perpetrator?

Role card: Jury
You take the role of a lay judge in this negotiation. That is, You
represent the presence of the people and make your opinion that
the judgment is not arbitrary.
You support the judge in judgement finding.
Ask if something is unclear or you want more information.
Advise yourself well with the judge before the verdict.
Think carefully about which criteria and laws you want to decide.

Role card: Lawyer of the perpetrator
Your role is to help the perpetrator.
You listen carefully to the description of the facts and help to
make the facts clear and comprehensible.
Try to explain exactly what the motivation is and what exactly
should be achieved with the actions.
Finding evidence and witnesses that can be helpful to the
perpetrators.
Think together with the perpetrator, as you tell the court the
incident

Role card: Perpetrator
Your role is to be in the perpetrators and to feel like them.
You will need a little time to familiarize yourself with the case
study, and also consider how to describe your situation.
Think about what triggers have moved you to what you did and
what you wanted to achieve.
What were your first thoughts and actions?
With whom did you talk about?
How did you experience the affected person?
Find very concrete examples that you can tell.

Role card: Mother / father of the affected
person
Your role is to feel with the mother / father of the affected person.
You need a little time to familiarize yourself with the case
example and also think about how you perceived the situation.
Think about how you learned about the incident and how you
responded.
Were there any signs or changes in your child?
What were your first thoughts and actions?
With whom did you talk about?

Role card: Followers
Your role is to feel with a follower.
You need a little time to familiarize yourself with the case
example and also think about how you perceived the situation.
Think about what triggers have moved you to what you did and
what you wanted to achieve.
What were your first thoughts and actions?
With whom did you talk about?
How did you experience the affected person?
How did you experience the perpetrator?
Find very concrete examples that you can tell.

Role card: Mother / father of the
perpetrator
Your role is to feel with the mother / father of the perpetrator.
You need a little time to familiarize yourself with the case
example and also think about how you perceived the situation.
Think about how you learned about the incident and how you
responded.
Were there any signs or changes in your child?
What were your first thoughts and actions?
With whom did you talk about?

Role card: Supervisor (eg class teacher /
trainer)
Your role is to feel with a person of the affected person and / or
the perpetrator.
You need a little time to familiarize yourself with the case study
and also think about how you perceived the situation.
Think about how you learned about the incident and how you
responded.
Were there any signs or changes in the participants?
What were your first thoughts and actions?
With whom did you talk about?

Free role playing- cards (possibly filled by the specialist or the student)

Final card for the performers of the role playing game
In the following, you will find additional cards that can be distributed to selected roles to keep a brief monologue to the thoughts and feelings about the
events after the trial. This should be in each case only one to two minutes per performer.

After the court hearing

After the court hearing

Say a short monologue, as you are in your role now. Describe your
feelings / thoughts, how you are judged and whether your relationship
with the perpetrator and / or the affected has changed.

Say a short monologue, as you are in your role now. Describe your
feelings / thoughts, how you are judged and whether your relationship
with the perpetrator and / or the affected has changed.

After the court hearing

After the court hearing

Say a short monologue, as you are in your role now. Describe your
feelings / thoughts, how you are judged and whether your relationship
with the perpetrator and / or the affected has changed.

Say a short monologue, as you are in your role now. Describe your
feelings / thoughts, how you are judged and whether your relationship
with the perpetrator and / or the affected has changed.

After the court hearing

After the court hearing

Say a short monologue, as you are in your role now. Describe your
feelings / thoughts, how you are judged and whether your relationship
with the perpetrator and / or the affected has changed.

Say a short monologue, as you are in your role now. Describe your
feelings / thoughts, how you are judged and whether your relationship
with the perpetrator and / or the affected has changed.

Rolling cards for the conference
Role card: Management of the institution
(for example, director, board)
Your role as a leadership is to take a neutral attitude that allows
all parties to present their view of things.
You are paying attention that the tone in the conference remains
factual and fair.
You will open and conduct the conference.
First, state the facts shortly.
Let all the facts be described.
Ask questions if something is not clear or if you need more
information.
Inform yourself, what rules have been violated and how is it
punished in the institution?
Advise yourself well with the participants. Think carefully about
the criteria you want to decide.

Role card: Supervisor (eg class teacher /
trainer)
Your role is to feel with a person of the affected person and / or
the perpetrator.
You need a little time to familiarize yourself with the case
example and also think about how you perceived the situation.
Think about how you learned about the incident and how you
responded.
Were there any signs or changes in the participants?
What were your first thoughts and actions?
With whom did you talk about?
Consider a recommendation for decision-making.

Role card: The affected person
Your role is to feel with the affected person.
You need a little time to familiarize yourself with the case
example and also think about how you perceived the situation.
Think about the impact of the incident referring to your life.
Search very concrete examples.
What were your first thoughts and actions?
With whom did you talk about?
How did you experience the perpetrator?

Role card: Advisory Board (for example,
Teaching, Board of Directors)
You will have an advisory role in this conference.
You support the management in the decision-making process.
Ask if you have something unclear or you want more information.
Stand in close coordination with the management
Think carefully about the criteria you want to decide.

Role card: Speaker of the group (e.g.,
class spokesperson / captain of the team)
Your role is to take an advisory role as a group speaker and feel
with him.
You need a little time to familiarize yourself with the case
example and also think about how you perceived the situation.
Think about how you learned about the incident and how you
responded.
Were there any signs or changes in the participants?
What were your first thoughts and actions?
With whom did you talk about?
Consider a recommendation for decision-making.

Role card: Perpetrator
Your role is to be in the perpetrators and to feel like them.
You need a little time to familiarize yourself with the case
example and also think about how you perceived the situation.
Think about what triggers have moved you to what you did and
what you wanted to achieve.
What were your first thoughts and actions?
With whom did you talk about?
How did you experience the affected person?
Find very concrete examples that you can tell.

Role card: Mother / father of the affected
person
Your role is to feel with the mother / father of the affected person.
You need a little time to familiarize yourself with the case
example and also think about how you perceived the situation.
Think about how you learned about the incident and how you
responded.
Were there any signs or changes in your child?
What were your first thoughts and actions?
With whom did you talk about?

Role card: Followers
Your role is to feel with a follower.
You need a little time to familiarize yourself with the case
example and also think about how you perceived the situation.
Think about what triggers have moved you to what you did and
what you wanted to achieve.
What were your first thoughts and actions?
With whom did you talk about?
How did you experience the affected person?
How did you experience the perpetrator?
Find very concrete examples that you can tell.

Role card: Advisory committee from the
institution (for example, student council /
pupil council)
Your role is to feel the advisory role.
You need a little time to familiarize yourself with the case
example and also think about how you perceived the situation.
Think about how you learned about the incident and how you
responded.
Were there any signs or changes in the participants?
What were your first thoughts and actions?
With whom did you talk about?
Consider a recommendation for decision-making.

Role card: Mother / father of the
perpetrator
Your role is to feel with the mother / father of the perpetrator.
You need a little time to familiarize yourself with the case
example and also think about how you perceived the situation.
Think about how you learned about the incident and how you
responded.
Were there any signs or changes in your child?
What were your first thoughts and actions?
With whom did you talk about?

Role card: Witnesses (schoolmate /
friend)
Your role is to feel like a witness.
You need a little time to familiarize yourself with the case
example and also think about how you perceived the situation.
Think about how you learned about the incident and how you
responded.
What were your first thoughts and actions?
With whom did you talk about?
Were there any signs or changes in the participants?
What is important to speak out in the conference to make a
decision?

Free role playing- cards (possibly filled by the specialist or the student)

Final card for the performers of the role playing game
In the following, you will find additional cards that can be distributed to selected roles to keep a brief monologue to the thoughts and feelings about the
events after the trial. This should be in each case only one to two minutes per performer.

After the conference

After the conference

Say a short monologue about your feelings in your role now. Describe
your feelings / thoughts, how you are dealing with the decisions made
and whether your relationship with the perpetrator and / or affected
person has changed.

Say a short monologue about your feelings in your role now. Describe
your feelings / thoughts, how you are dealing with the decisions made
and whether your relationship with the perpetrator and / or affected
person has changed.

After the conference

After the conference

Say a short monologue about your feelings in your role now. Describe
your feelings / thoughts, how you are dealing with the decisions made
and whether your relationship with the perpetrator and / or affected
person has changed.

Say a short monologue about your feelings in your role now. Describe
your feelings / thoughts, how you are dealing with the decisions made
and whether your relationship with the perpetrator and / or affected
person has changed.

After the conference

After the conference

Say a short monologue about your feelings in your role now. Describe
your feelings / thoughts, how you are dealing with the decisions made
and whether your relationship with the perpetrator and / or affected
person has changed.

Say a short monologue about your feelings in your role now. Describe
your feelings / thoughts, how you are dealing with the decisions made
and whether your relationship with the perpetrator and / or affected
person has changed.

Observation sheet for the observation group
Direction:
Observe carefully the rolling game and write down at least three, a maximum of seven keywords to the displayed scene (s). These advices may
help you:
That was impressive!
That was new to me!
I would have done differently!
That made me happy / laughed!
That stimulates me!

Feedback sheet
That was great

That could be improved

I do not need that

I will take that
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