Table 4.1 RiftRaft – A role play about designing a learning program for workplace employees

	Real life factor/s
	Design elements & considerations
	Enacting the design

	Few opportunities for adult educators to examine their context in a reflexive and analytical manner

Few options for adopting a ‘third position’ for achieving objective assessment of learning processes

Absence of reflective practice can cause learning design to be inadequate for emerging workplace complexities 
	Learning outcomes

Knowledge goals
	The designers chose the following learning goals for participants 

· to understand how a narrow ‘interest-based’ focus limits awareness and impedes good learning design for complex contexts

· to appreciate how differing skills, knowledge and values affect a situation

· to gain insight into ways that personal values, work conditions, legal and physical requirements and ‘bottom line’ financial objectives all influence the eventual nature of educational design

	Workplace learning is undergoing major change. Three key stakeholders are involved in its design and enactment. Each group is not necessarily aware of the others’ needs or concerns. At times these are in conflict, partly from lack of knowledge - also because of perceived conflicts of interest.

Adult educators – the audience for this role play - need a broad perspective on their context if they are to be flexible and responsive in rapidly changing circumstances.

The tendency for educators, in this setting, is to see the stakeholders in a state of actual (assumed) conflict and to operate as if they are in a conflict-oriented setting.

Since this is seldom the case a different perspective can inform their position and negotiation strategies. 

However - while cooperation is more likely to achieve desired outcomes, there are competing interests and needs. Therefore the potential for conflict must be as evident and active as perceived benefits of cooperation.
	Problem 
	Opening premise - Acknowledge actual/potential conflicts as they exist in real life. Identify key stakeholders (by ‘type’ not personality). Imagine the kind of setting that could create a need to ‘work together’.

Problem – to create a fictional ‘product’ needing highly specialised and unusual working/production conditions to justify introduction of a collaborative approach to designing training for ‘new’ skills.

Solution – invent ‘Riftraft’ - a ‘product’ that must be produced in small country towns because it needs ‘clean air’. There are no skilled workers available, so training a local workforce is essential. New and ‘strange’ skills are needed, so taken-for-granted assumptions about ‘how to design learning programs’ cannot be applied to the situation. For the product to be successfully launched cooperation will be the best – but not inevitable – option.

Story - Invent a ‘government grant’ to be awarded only if the three interested parties (employer, employees, educators) agree on the ‘what and how’ of an education program that satisfies all/most of each groups needs. Create competing interests and needs to make cooperation possible but difficult to achieve, i.e. – use actual/potential conflict factors to energise the action.

	Three key groups

· Employers

· Employees

· Educators

Social context for all is generally similar. Other stakeholders in the wider context include customers, and other unrelated social groups.
	Stakeholders
	Participants are assigned to one of three groups (representing the 3 key stakeholder groups), and receive a short message about ‘who they are’ in the scenario. 

Groups use this message as a base for ‘designing’ their specific characteristics. They first imagine themselves as stakeholders and adopt characteristics relevant to such a group in real life. They prepare for the activity by developing a position statement and assigning tasks - as required for the impending action.

	Currently available information about 

· educational design

· emerging nature of new job opportunities

· changing workplace relations

· Australian workplace relations are a shifting mix of collaborative and competitive activity. 

· The choice to be collaborative - or not - will be based on the working out of -

· past/present understanding of intentions by each stakeholder of the others

· past/present history of relationships among the stakeholders

· extent to which ‘winning’ is defined & understood by members of the stakeholder groups 
	Resources


	· A ‘press release’ extolling the ‘virtues’ of RiftRaft

· A scenario worksheet setting out goals and success measures. 

· Brief role descriptors introducing participants to the stakeholders

· A number of meetings during which groups establish their ‘persona’, state their goals, listen and give feedback and attempt to achieve agreement on an overall set of principles for designing the ‘training program for RiftRaft employees’. This – in turn – will be influenced by - 

· what participants perceive to be the learning goals of the activity

· how they relate to the real world context represented in the role play

· what insights they develop about the ‘world views’ of all three stakeholder groups

· how they (individually & collectively) define success in the context of the setting


