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MAKING THE GAME:
52 THINGS TO SAY ABOUT CULTURAL ANIMATION and COMMUNITY ORGANISING

[the techniques - ACES] 
1.	 Boat � journey metaphor (A to B, past-present-future, migration), lost and saved, �all in it together�, different roles required 
2.	 Tree � life metaphor (in Japan � the tree has lost all its leaves, it needs its stories back in order to be reborn)
3.	 Game � place-based investigation and deliberation, hidden assets revealed.
4.	 Buttons � sorting and categorising, grouping, planning (addition of boundary tape). Importance of how people treat 	
	 the �not buttons�/oddities. Their discussion as they begin to plan � inclusion/exclusion, social engineering, different 	
	 choices (eg explicit choice of whether to mix them up; white buttons in the middle to tell a story about race, boundary 	
	 tape around the �ivory tower� with a moat and links to the donors pile). Throwaway phrases become important � eg 	
	 calling the non-buttons �garbage�. Disconnections as important as connections. Ask: where in the world does this look 	
	 like? Are these preferred worlds or depictions of the world as it is?
 
[the co-collaborators - TWOS]
1.	 Sue/New Vic (cultural animation) Pioneered in the UK by Susan Moffat, New Vic Borderlines Director in collaboration 	
	 with Polish colleagues (Dr. Zo�a Dworakowska)  - BUTTONS
2.	 Mihaela/Keele (leadership) - BOAT
3	 Martin/Leicester (localism) - GAME
4.	 Jess/JRS (CO) - TREE
 
[what does it produce? THREES]
1.	 spoken words and performance � poetry, songs, chants, short plays - BUTTONS
2.	 metaphors � creating new worlds from lost worlds � the boat as journey from past to future;
	 objects and frames to tell stories - BOAT
3.	 artefacts � models, puppets, tangible visualisations (boat, tree, frames) - TREE
4.	 games and props � glossopoly, card game, buttons, speak-out props (tree/wall, moodometer etc) - GAME
 
[theoretical underpinnings - FOURS]
1.	 BOAT - American Pragmatism � knowledge through experience, the starting and ending point of knowledge is the 		
	 experience of the community. Rather than being antithetical to knowledge, experience is part of it. If experience and 	
	 knowledge are seen as the two sides of the same coin, thinking and acting refer to the same process, namely the
	 process of making our way, as best as we can, in a universe shot through with contingencies and ambiguities (Menand 2001)
	 �to research (with) communities meant to experience their world with all our senses and communicate our
	 experiences in a multitude of ways�
2.	 BUTTONS - Cultural animation � give life, �ll with boldness or courage, give breath to, etc. Pioneered in the UK by New Vic  
	 Borderlines and Keele University, cultural animation puts participants day to day experiences at the heart of the process, 
	 when people get up and do things they can think in fresh ways about problems and experience them from multiple perspectives
3.	 TREE - Community organising � Alinsky, Friere, CO scaffolding 
4.	 GAME - Multi-disciplinary community studies focusing on people�s emotional and sensory engagement 
	 with ideas of community � Glossop � revisiting the mid-point of British communities. Revisits the town of Glossop 	
	 since it was the focus of an important study in the late 1950s, to illuminate the huge changes since and the impact on 	
	 community and belonging
	 Explores people�s emotional and sensory engagement with ideas of community
	 Documents the activity paths of people living in the town to assess how far they are embedded within the town
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	 Considers impact of historical development, topography, landscape settings (ie context) on the
	 development of a series of quite autonomous communities within the town. 
	 Aimed to create an archive (glossopoly as a living archive)

[More props/exercises/arrival tasks - FIVES]
1.	 BOAT - Cinquoin � 1-word title, 2 words that describe the title, 3 words for what you feel/hear/see, 4 words that are
	 actions, and last 1 alternative word to describe the title. (alternative: Haiku)
1.	 GAME - Name game � v important � allows you to see who is in the room � warming the room, gathering intelligence, 	
	 getting people paying attention. An arrival game helps the group to establish their own rules (Sue could have jumped 	
	 in and stopped Russ � his talking led to the others behaving differently. Janet � the twirl � embodiment of being in the 	
	 middle of the room). The �oor becomes a place for exploring together. 
2.	 TREE - Speak-out tools � tree/wall, moodometer, maps, spider diagrams etc
3.	 BUTTONS Shuf�e-bottom. A few steps, see how far I�ve come. Rest. New perspective. Empty chair � represents the 	
	 change � ask what change, what would that involve, what would it look like. We are the factors that leap up and
	 interfere and prevent the vision from being realised. 

[why is it good? - SIXES]
1.	 BUTTONS - Draws on the everyday experiences of ordinary people and their creative abilities to make sense of the 
 	 world and achieve positive change (this makes it hugely �exible � eg experiential workshops in Rotherham
	 encouraged participants to think about their own life journeys and imagine a future in which discrimination, exclusion 	
	 & marginalisation will no longer exist). 
2.	 BOAT - Builds up trusting relationships between participants by inviting them to work together in activities which 	
	 may be new to them but which draw on their life experiences 
3.	 GAME - Dissolves hierarchies: common sense, expertise, practical skills are equally valued. Creates a company, we�re 	
	 all responsible for what happens in this room. (Can be dif�cult because characters in the room use their disruptiveness 
 	 to go with the �ow.)	
4.	 TREE - Articulates ideas and experiences in actions and images rather than the written word 

[links between CA and CO - SEVENS]
1.	 BOAT - acknowledge existing power and knowledge hierarchies and minimise them through techniques that build 	
	 trust, respect and collective action, helping to dissolve power differentials based on formal writing and behaviours.
2.	 GAME - importance of fun, familiarity, sociability
3.	 TREE - CA gets it started, CO takes it forward
4.	 BUTTONS - importance of everyday life, self interest as a motivator, validation of the informal, unof�cial, grassroots, 	
	 bottom up, (�many people are extremely pleased to become involved in a project which addresses how they themselves 
	 feel about the community in which they live and involves them re�ecting� � similar response to CO door-knocking � 	
	 people amazed and delighted)

[themes these techniques have looked at in depth - EIGHTS]
1.	 BOAT - volunteering � it�s paradoxical song, detail from Untold Stories eg re identity, mundane/unusual/memoriam/	
	 voluntolding, stresses
2.	 GAME - localism � glossopoly, buttons (for visioning neighbourhoods)
3.	 BUTTONS - genocide � button sorting
4.	 TREE - community in adversity (Stoke and Minami Sanriku � people feeling �disused� and forgotten, response to build 	
	 from within, not wait for hand-outs from above. New businesses in the aftermath of disaster followed coop business 	
	 model rather than market competition.) 
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[key components - NINES]
1.	 GAME - Wordplay: Generositree, voluntold, glossopoly/localopoly
	 Blake quote � �in still waters expect poison�, Cinquoins, haiku
2.	 BUTTONS - Tangible artefacts: the suitcase of �boundary objects�
3.	 TREE - Making things: The Japanese women made dolls � they never had dolls as children �  gradual emergence of 	
	 stories. Mapping the place as an act of affection, claiming and belonging
4.	 BOAT - Story-telling & performance � making sense, reframing, playing with plotlines and outcomes

[lessons for academics re bridging the gap between academic rigour & community relevance - TENS]
1.	 TREE - authentic voices/stories including marginalised voices/stories, exploring qualitative experience of volunteering, 
 	 crisis, etc � slow crisis of Stoke, natural disaster impact on Minami Sanriku
2.	 BUTTONS - orchestrate multiple voices in an inclusive and democratic way, while assuming an authorial position in 	
	 writing academic papers 
3.	 BOAT � need spaces that enable a shared language and social hub environments to stimulate creativity and
	 widen communication
4.	 GAME - wide variety of opinions, skills and expertise a constant source of fresh insights but sometimes dif�cult to 	
	 �nd common ground (across disciplines and between the different rationales and timescales of academic and
	 community partners).

[challenges ahead � JACKS]
1.	 BOAT - How to get policy makers and the powerful to use these techniques in their own engagement strategies?
2.	 TREE � How to strengthen the link between animation and action, moving beyond the game (what now, when we step 	
	 out of this safe, neutral space? Need to decide what you need to happen next. Is community empowerment itself the 	
	 aim or something beyond that?)
3.	 GAME � How to maintain the balance between academic rigour and community relevance? (See more on PA methods)
4.	 BUTTONS � How to spread the word and ensure diversity?

 [brilliant QUEENS]
1.	 BOAT - Not new but new to these participants � the river is different each time, a new voyage for each person
2.	 TREE - Facilitates organic emergence of understanding
3.	 BUTTONS � Facilitation is everything � the crucial importance of Sue!
4.	 GAME - Boundary objects (boundary spaces, boundary spanners � Paul Williams). Can span boundaries because people 
	 can use the object to describe and discuss their world view. �Boundary objects are objects which are both plastic enough 
	 to adapt to local needs and constraints of the several parties employing them, yet robust enough to maintain a common 
	 identity across sites. They are weakly structured in common use, and become strongly structured in individual-site use.  
	 They may be abstract or concrete. They have different meanings in different social worlds but their structure is common 
	 enough to more than one world to make them recognizable, a means of translation. The creation and management of 
	 boundary objects is key in developing and maintaining coherence across intersecting social worlds.� (Star 1989, p393) 	
	 Interpretive �exibility (Susan Leigh Star) and need to be seen in context of the motivations of the people that choose 	
	 the object (Kimble, Grenier and Gogio-Primard, 2010). Sue Moffat � if we didn�t have the buttons we wouldn�t be able 	
	 to access the meaningful stories�. It�s what you do together that matters � importance of collective action

 [the big principles - KINGS]
1.	 BUTTONS - Bottom up processes in the construction of new worlds (the four groups in the boat workshop then had to 	
	 �nd ways to communicate and work together)
2.	 BOAT - Reversal of roles between professionals/experts and community members � returning dignity to people
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THE RULES OF THE GAME (little folded pamphlet)
Welcome to the Cultural Animation Card Game. We have designed this game as a way for a group of people to get to 
know about cultural animation while having a fun and interesting time. The rules of the game remind us about the 
rules we play by in the real world. 

Playing the Card Game
The game is similar to rummy. Shuf�e the pack and deal each player 7 cards. Place the remaining cards face-down in the 
middle with one card face up beside them. Players take turn to pick up (either the face-up card or one from the top of the 
deck) and put down in order to build their hand. You are aiming to collect sets (min 3) of the same number or of the same 
suit. While the number sets are clearly similar, to justify suit sets you need to tell a story that uses something from each 
card. If you have more than one set you need to make a direct link between them in the report-back. For example…

PLAYER 1 � Starts with 4 boats, 2 buttons, 1 game. Ends with 7 boats
STORY/REPORT-BACK
How do we make the powerful use these techniques J
we need to acknowledge existing power and seek to disrupt 7 through the reversal of roles K
using American Pragmatism, ie knowledge through experience 4
(as studied by Mihaela 2)
which experience we get through volunteering 8
This approach dissolves hierarchies 6

PLAYER 2 � starts with 3 x Q, 3 x 9, 1 x 7. Ends with 4 x 9, 3 x Q. 
STORY/REPORT-BACK
Creative approaches � story-telling and performance 9Bo, making things 9T,
wordplay 9G, artefacts to play with 9Bu
Direct link to Boundary Objects QB
facilitate the emergence of understanding QT
which is new to these participants QBo.

PLAYER 3 � Starts with 2 boats, 2 games, 3 buttons and 2 x J. Ends with 4 buttons and 3 boats
STORY/REPORT-BACK
Buttons:
How do we ensure diversity? J
is a theme that this work addresses, especially the buttons 8
focus on spoken word 3
and bottom-up processes K
Direct link � between spoken word and shared language?
Boats: The boat offers metaphors (3) especially for journeys (A) that helps create space for a shared language (10)

PLAYER 4 � Starts with 3 x 5, 2 x K, 2 misc. Ends with 4 games and 3 x 5
STORY/REPORT-BACK
A series of facilitated activities (cinquoin 5Bo, speak-out props 5T, shuf�e-bottom 5Bu and Name Game 5G).
Facilitated well QG
these activities reveal the assets in the room KG
But the challenge is to maintain the academic rigour JG
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Once one player can tell their story to the satisfaction of the others they have won. The game continues until all 
players have reported back.

Ground Rules 
Always a good idea to set some ground rules. You could pick and mix from: actively listen; act appropriately; non-judge-
mental; seek to make links; not to be offended; understanding; sensitive to needs; forgiveness; con�dentiality; communi-
cation; good preparation; patience, or others chosen by participants. 

Who can play? 
Children and adults will play differently � eg with Glossopoly adults will critique where places are (ie why is that road in 
the Old Kent Road position?), with the Name Game kids will enjoy centre stage, walk around looking at their mates. Most 
British adults don�t do this. 

Who is not here?
Always ask that question. But remember, when it comes to animation, the people in the room are the people who matter 
right now. 

What is this not?
Cultural animation is not role play. For role-play you have to know the situation whereas this is the start of something.
We have to �nd the situation and to do that you need to be yourself.  Cultural animation needs no tech, no hand-outs. It 
should cost practically nothing, using ordinary objects to spark extraordinary change. 

Facilitation
Don�t take anything personally in the room and don�t take responsibility to make it ok for the participants. 
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The cultural animation kit
The props and kit for cultural animation can be completely tailored to logistics. There is a standard outreach kit that 
would �t in a small toolbox (pens, scissors, blu-tack, sellotape, posts-its, pegs, coloured card, sticky labels, coloured 
dots, etc). Beyond that are the core collections of objects and images that you will use to span boundaries and
stimulate creativity. And beyond that are the major props like the tree, the boat and the game which can either be 
transported whole or remade by new participants.

You can transport the props, or make new ones. A tree made of interlocking parts travelled to Japan. The artefacts that 
people made became the leaves of the tree giving it new life when it arrived.

Who owns engagement? 
We believe engagement techniques should be �creative commons� to facilitate the widest possible spread. Inventive and 
adaptive practitioners should be credited. 
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