“ Welcome! (a)

Welcome to mmmAcademia, a card game to
stimulate reflection, conversation and hopefully
progress in how we Recognize and Reward (R&R)
academic work.

This game is not about winning, nor about strictly
following rules. It is about having meaningful
conversations about how working in academia

currently is, and how it could and should be. In its
most basic shape, you could view the cards as
elaborate questions on the labels of tea bags.

We hope this game indeed sparks conversation
between you and your colleagues. More
personally, we hope you (will) find appreciation in
your academic work. Know at least that we
appreciate you for trying this game.
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“ Welcome! (b)

Meet Maca!

Maca, short for Macademia,

represents ourselves and our dear

academic colleagues. Maca tries to

build an academic career, but is

confronted with many different experiences which
makes them wonder "mmm...Academia?".

Maca encounters situations many of us have
experienced, heard or thought about, and even
discussed with friends or peers. Now the game
invites us to discuss these questions more openly
with colleagues of all levels. Maca holds up a
mirror for us to reflect on whether what currently
happens in academia, commonly or exceptionally,
is how it should stay or whether it should change.




“ Before playing (a)

How many players?

The game can be played with one or more players.
By yourself, it becomes a reflection tool; with
others, a conversation tool. Three or four players is
optimal. The more players, the more important it is
to put a time limit on answers, just to make sure it
stays interesting.

With whom to play?

mmmAcademia can be played with anyone working
in academia. Some cards expect specific
experience (e.g. teaching); these can be removed
beforehand or skipped when encountered. Playing
with colleagues who are in the same team or
department, ideally from different academic
positions, gives the most insightful experience.
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“ Before playing (b)

Any preparation needed?

No, even reading these rules is optional (thanks
though!). Just find a nice place, for example the
department coffee table, and play away.

One important note: the game does require a safe
space for players to open up. Especially when
playing with different ranks, we suggest to create

this safe zone explicitly by indicating that:

. Hierarchy plays no role; all are equal.

. There is no right or wrong, just
perspectives, and those are respected.

. Anyone can choose to skip a question or
quit the game at any time.

. Anything shared in the game will only be
used to improve R&R of academic work.
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“ Topics (a)
Aspects of Recognition & Rewards
Four aspects are covered by the cards:

How to measure & stimulate quality?

© How to stimulate collaboration?

€ How to allow for diverse careers?

KA

%% How to uphold the human dimension?

Academic tasks
Each card has one or more associated tasks:

Education
Research
Management
Societal impact




“ Topics (b)

Topics & lllustrations

The topics have been selected to highlight aspects
of the R&R debate that are regarded sensitive or on
which perspectives often differ. By opening them
up for exchange, we hope that the associated
reflection (and sometimes friction) will help to
stimulate change in the R&R of academic work. The
accompanying illustrations attempt to visualize the

topics in an inclusive way by depicting a
minimalistic humanoid macadamia nut.

Sources

The example situations are based on real world
examples from academic daily life. That means that
many have an actual source. Others are
combinations of perspectives and experiences, to
describe a potential situation in academia.
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“ How to play (a)
Select cards
Optionally, select cards based on:
* Task, e.g. only education.
* Aspect of R&R, e.g. only collaboration.
+ Aspecific subset based on the group's
interests, experience and safety.

Choose style of play
* By aspect: Split set by color into stacks.
+ Random: Shuffle set, make four stacks.

Setup
1. Place the stacks with the image up on the
table.
2. Place this card and the Topics card on the
table for reference.
3. Choose who starts.
4. Flip this card.
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“ How to play (b)
One turn
1. Choose a card based on the image.
2. Draw the chosen card and read it aloud.
3. Answer one or both questions.
4. Conversation opens: others ask questions
and share experiences and perspectives.
. When done, discard the card with the text
up next to the draw stack(s).

Next player's turn. Keep playing as long as you and
the group like and have time for.

Variations

The game is about reflection and conversation, not
about rules or winning. So feel free to adapt the
rules. See also the "Roles" and "Sorting" cards,
plus the website for additional play modes.
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“ Conversation (a)
Opening questions
‘ What are the player's experiences,
How do they fee/ about it?
What is the player's alternative;
How do they think it should change?

Follow-up questions
As implemented in Sorting mode (see VI):

];II What is the priority of the change?

What is needed to make the change
reality?

Choosing & interpreting questions

Agroup or player can choose to play with one or

more question types. Interpret questions in such a

way that it sparks the most valuable conversation.
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“ Conversation (b)

Define context

The questions do not define the context for which
to answer the question. That is, a question can be
answered about a group, department, faculty or
university. Let the active player choose the most
relevant context themselves, possibly primed by a
context set at the start of play (e.g., for a group
retreat, the primary context is probably the group).

Responses by other players
After the active player, other players, e.g.
* Ask for example experiences.
* Share their own experiences.
* Ask for clarification.
* Give an alternative perspective.

All with the goal to learn from each other's

perspectives. ; , ,




“ Roles (a)

Perspective roles

Seven "Perspective role"-cards are included, which
can help to stimulate players to take a different
perspective. £.g., when perspectives in a group:

1. are homogeneous, bringing more variety
to the group to foster discussion.
2. conflict strongly due to position, inviting

players to take the perspective of another
player.

Focus group roles
Seven "Focus group role"-cards are included,
which can help structure the conversation and
increase safety. E.g. when a group is:

1. large, to limit round duration.

2. diverse in dominance, to give all players

an equal chance to contribute.
Via ,,




“ Roles (b)

How to use
Choose either of the two types of role cards,
depending on the group, and:
1. Distribute the role cards either randomly
or let players pick.
2. Play the game, using the given role.
3. Roles can stay with a player or change, e.g.
by passing them to the left.

Role extensions
As there are too few role cards of each type,
especially for large groups:

1. Focus group: only distribute the non-
observer cards and designate all other
players "Observer".

2. Perspectives: do not hesitate to add extra

cards &roles.




“ Sorting (a)

Setup

Place the central question and axis cards text up on
the table with sufficient space for sorting. Use the
shapes (e.g, circle, star) as guide (see below).




“ Sorting (b)
How to Play
Play as described, except after answering one or
both questions::
* Read and answer the centre question.
+ Place the card in the square described by
the axes, corresponding to the answer.
+ Discuss and move the card if needed.

It is also possible to play with one axis instead of
two axes. The back of the question and axis cards
can be used to make custom axes.

Voting mode

The axes can also be used for voting by asking all

players to place a token, or a perspective card, in
the square. This also make it possible to use both
sorting modes simultaneously.
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