Professional development day Q’s

| wanted to get feedback and discuss the skills practiced during the session even if it was not a
conscious item during the time. | wanted to hear from you all your thoughts on some topics and
then | would share from my perspective.

Teamwork/communication: We all work closely with one another but did the session give you
insight into how your coworkers thought or operated?

Did you feel you all communicated with each other to gather information and come to a decision?

Critical thinking: How did you feel your critical thinking and analytical skills were engaged?

Do you feel you made the most of the information you had, both in the game (info gathered) and
your toolbox, the character itself?

How overwhelming was it to have all that information introduced to you and just send you down the
road?



Role playing: Roleplaying and improvisation are a big feature of the game. How did you feel about
your ability to improvise, come up with ideas on the spot or react in a way that embodies the
character you were trying to play?

We are often called to improvise in instruction, reacting to a question or something unexpected,
how do you feel this connected to your improvisational skills? And could it impact them?

Gamification: We have talked a lot about gamifying sessions and what students experience in
learning. How did it feel to be in a gamified session and experience something akin to what a
student experiences in a zombie session?

My perspective as the DM:

In my experience there is an interesting crossover between instruction and being a DM in D&D. |
have a road map that | need to get you all to hit, while working to get you there in an organic manner
that is engaging to you as a player. In the process to get there this is improvisation on my part,
Melissa and Ashley exploring the priests house was not on my list of planned items, all of that was
improvised, and also characters, the idea behind a character was built out but not how they would
sound or reply to you in the moment.

There is also a large aspect of game/instruction design crossover. The direction of the game must
be decided on before we start, and | have specific information | need to get across to make sure you
get there, if something is left out and you don’t have all the pieces then we veer off course into the
weeds and it would be a challenge to get back on track.

There is also a hook to be devised to get you interested in proceeding with the story, there is always
a chance you are not interested in what is going on in the story set up.

Communication in something else | worked at during the session, how to get the information across
in a manner that engaged you and kept you proceeding, and not be super obvious about it, there
were times where | certainly tipped my hand. | really wanted you to succeed in some dice rolls and
you didn’t, that’s the game though.



