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From the Board

From the NASAGA Board
The 50th anniversary 2012 NASAGA conference was a huge success! Jen McCann and
Nikki Boeshansz and the whole conference team ran a very good event: there was a great
range of participants, from six Ifill-Reynolds life-time achievement award winners to
many people new to games for learning.
We ran an alternate reality game (ARG) at the beginning of the conference where
NASAGA was being taken over by the Evil Empire of Boring Learning Experiences
(EEBLE). We had to escape them by building spaceships, decoding secret messages,
colonizing a new world based on our gaming background, and identifying four rogue
EEBLE agents who had cloned and captured some of our members. You can read the
write-up on our website at:
http://www.nasaga.org/profiles/blogs/nasaga-vs-eeble-arg-walkthrough.

Greg Koeser

We have three new board members joining this year and I’m excited about that as well.
Melissa Peterson was the key organizer for the ARG opening event; Anastasia Salter is an
assistant professor at UMBC and writes extensively – currently she is focusing on the ideas at play in virtual
spaces; and Dave Endresak is a doctoral candidate at Eastern Michigan University. You can read more about them
on page 4. We now have three academics on the nine-person board and we are looking into giving a greater nod to
universities by having a peer-reviewed poster session at future events.
We ran a survey after the conference and got over a 50% response rate, with 95% of the people responding that they
want to attend next year. Some of the memorable quotes from the survey are:
Instant integration. Actually, when presenting to my company, I said "instant immersion." The [ARG]
exercise facilitated building relationships, which I'm generally more reserved when doing. Here are six
words for you: "Games build trust. Networking was effortless."
The conference was excellent in all ways. I loved the people, all of the presentations were professional and
were very helpful to me – inspiring and thought provoking. The keynotes each day were excellent. I love how
everyone shares and builds on ideas – a great environment!
The conference was amazing. Basically, the conference used NASAGA's own mission/theory to demonstrate
its value in the conference. I don't think I looked for the time/clock once because I was having so much fun.
My debrief is still occurring as I find ways to incorporate and share what I've learned. I still hold on to the

Remember to check us out on the social networking
sites: Facebook, Twitter, & LinkedIn
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From the Board
From the NASAGA Board, continued
wonderful energy and people that made it all up. Thank you.
I got more out of this conference than any other conference I have ever attended. The energy and enthusiasm
of the other members was more contagious than Ebola!
Immediately after the conference we held a board meeting to welcome our new members and look ahead to the
coming year. One wonderful thing that happened is Samantha Knight is now an intern to Chris Saeger and the board
– you’ll be hearing more about what she’s doing via the website. We also talked about the peer-review poster
sessions (mentioned above) and forming a subcommittee to update the website. A couple of members talked about
hosting an online "hangout" for NASAGA in January.
If any of these ideas interests you, or you have other suggestions to make NASAGA more robust, please send your
ideas to me, gkoeser@gmail.com, or to Chris Saeger, saeger@gmail.com.
We look forward to seeing everyone in Sarasota!
Greg Koeser
Chair of the Board

NASAGA 2012-2013 Board
Executive Director

Jennifer McCann: jlzellmccann@gmail.com

Chris Saeger: saeger@gmail.com

Scott Nicholson: scottnicholson@gmail.com
Brandon Carson: brandoncarson@gmail.com

Officers

Julia Feng: jfengxyz@gmail.com

Chair:
Greg Koeser: gkoeser@gmail.com

New board members

Secretary:
Kate Koski: kmkoski@cox.net

Dave Endresak: dendresa@emich.edu
Melissa Peterson: mwbtle@gmail.com

Treasurer:
Jennifer McCann: jlzellmccann@gmail.com

Anastasia Salter: asalter@ubalt.edu
The board expresses its appreciation to the following
members who left the board this fall: Nikki Boeshansz,
Allan Fowler, Dave Piltz, Brian Remer.

Carry-over board members
Greg Koeser: gkoeser@gmail.com
Kate Koski: kmkoski@cox.net
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From the Board

New Board Members
Dave Endresak
Dave received his M.A. in Women’s and Gender Studies from Eastern Michigan University
(EMU) in 2009 and his B.A. in Women’s and Gender studies with a minor in Japanese
Language and Culture from EMU in 2007. He is currently a doctoral candidate pursuing his
Ph.D. in Technology through EMU’s College of Technology interdisciplinary program. Dave’s
research interests include analyzing feminine motifs in popular entertainment products with a
special focus on feminine and cultural elements in Japanese popular culture. He devotes his
time to comparing and contrasting cultural elements in media content, particularly electronic
games, animation, movies, and TV shows.
Melissa Peterson
Melissa Peterson brings a unique perspective to experiential and games-based learning, with
a background in cognition and informal science education. Her past experience with
designing and developing museum exhibits and hands-on activities at The Franklin Institute
and other informal science environments has given her work a strong focus on exploratory
and problem-based learning and training solutions. Having obtained an MS in Free-Choice
Science Education from Oregon State University, she continues to be interested in leveraging
games to make STEM* learning fun for all ages and to increase the number of mad scientists
in the world. She takes a constructivist view of education believing that effective learning
experiences allow learners to try new things, and never involves rote memorization. She is
currently using these methods in the corporate training and science education fields.
*According to Melissa, “STEM is Science, Technology, Engineering, and Math. It's the big buzz word in education
right now, since the US education system is struggling in those areas. Some people are also using the acronym
STEAM, to include the Arts. Basically everything that isn't part of standardized testing is being neglected right now,
so there is a lot of discussion about what to do about it.”
Anastasia Salter
Anastasia is an assistant professor of Information Arts and Technologies at the University
of Baltimore. Her primary research is on digital narratives with a continuing focus on
virtual worlds, gender and cyberspace, video games, educational games and fan
production. She holds a Doctorate in Communications Design from the University of
Baltimore and a MFA in Children’s Literature from Hollins University. She writes for the
Chronicle of Higher Education blog ProfHacker, and blogs on the future of technology and
pop culture in CinCity 2000 column, Future Fragments. She’s on Twitter as @AnaSalter.
(See the interview with Anastasia on page 7, recognizing her award as the Rising Star
presenter at the conference.)
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From the Board

The Future of NASAGA: 99-Second Comments
by Anastasia and Melissa at the 2012 Conference

During the conference banquet, in honor of our 50th year, selected NASAGAns were asked to make 99-second
presentations on a number of topics. New board members Melissa and Anastasia were asked to address the future of
NASAGA. Below are their comments. –Editors

Melissa Peterson
As the phenomenon of learning games/simulations continues to
grow explosively, the terrain of NASAGA is going to continue to
diversify and grow. As we explored in the keynote, each of us
brings unique talents and frames of reference to NASAGA and to
our use of games/simulations and experiential learning. It is
particularly important for us as an organization to recognize this
diversity and well-roundedness, and move forward to embrace it,
seeking to expand our terrain to include even more like-minded
folks who may not yet know we exist, but who would strengthen us.
Anastasia Salter
As NASAGA welcomes greater diversity among participants, we have the opportunity to continue something that
makes NASAGA unique: an exploration of games regardless of medium, from hi-tech to lo-tech to no-tech. We can
benefit from knowledge and experience at the heart of creating and facilitating learning through games, whether they
are delivered through new technologies like mobile or “geoteaming” or through sharing a story or even impersonating
an elephant.
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Conference 2012

“…Talk about information, gaming,
and ideas overload!”

Scholarship Winner Reﬂects on Her Conference Experience
I returned from the conference a few weeks ago and talk about information,
gaming, and ideas overload: it was great! I feel so energized and ready to take
on any training! As an instructional design newbie with a strong interest in
game-based learning, attending this conference was the best thing I could do for
my new career. Throughout the week, I attended several active sessions on a
variety of topics such as team-building geocaching, metaphors, diversity games,
values, Miku, and more. The unfortunate part about the week was that I always
had the “missed out” feeling because while I loved the session I attended, I
always heard great things about the ones I missed and wished I had been able to
attend all of the sessions. Fortunately, I was able to speak with a few of the
presenters during some down time and get a summary of the session along with
some of the materials that were used.
It’s difficult to pinpoint the best part of the week given that I participated in some
really great conversations and learning sessions. Although this was my first
NASAGA conference, I had the opportunity to present (my first conference presentation) and was beyond
appreciative of everyone’s support. I felt like I was talking to a group of
people with whom I’ve worked before, and even if I was very nervous,
everyone made it easy for me. It’s just such a great group of people.
Here are some of my favorite highlights from the week:
• Debating the pros and cons of the term “gamification”
• Dinner conversations about gaming terms with “the kids’ table”
(20 & 30 year-olds)
• Evening games with Richard, followed by card games with new
colleagues

“I felt like I was
talking to a group
of people with
whom I’ve worked
before...”

• Many conversations with Thiagi(!) about jolts, framegames, and my future career
• Geocaching around Columbus – what an awesome city with great food!
• So many books! The NASAGA Activity Book made its debut and it’s awesome
• Building (literally) metaphors
• Post-banquet dance party followed by a night out in Columbus
I was very fortunate to receive a scholarship and have the opportunity to learn so many new tips, tricks, and
presentation styles. Thank you to everyone who provided me with so many ideas and I hope to see everyone in
Sarasota!
Samatha Knight
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Conference 2012

A Rising Star Joins The Board!
By Liliane Lessard

At NASAGA’s 50th anniversary conference in Columbus, OH, I heard rave reviews about
Anastasia Salter’s session and later had the opportunity to see her interact with her peers
during another session – I was quite impressed. Little did I know that she would receive the
Rising Star Award as well as become a new member of the NASAGA board, which is
extremely good news for all NASAGAns! It just so happened that I was to write an article
about the award recipient so I got to ask this young woman the following questions which
she gracefully answered.
specialize in...

LL: Tell me a bit about yourself, your educational and professional background, what you

AS: I grew up obsessed with stories in any form I could find them, from books to adventure games and online
communities. When I started college, I couldn't find any one field that would let me study all the media involved in
creating modern culture, so I designed my own degree plan in "Digital Narrative Studies" to combine literature, pop
culture, art, and programming. I've been in interdisciplinary fields ever since. I completed my MA at Georgetown in
Communication, Culture and Technology, my Doctorate in Communications Design at the University of Baltimore,
and my MFA in Children's Literature at Hollins University. I'm
Anastasia led a dynamic session with
currently at the University of Baltimore teaching game design,
ease. Her examples and exercises were
educational games and simulations, digital culture, and interactive
clear and moved us towards not just
media.
knowing, but being able to create an
Alternative Reality Game (ARG)
LL: When and how did you learn about NASAGA?
independently.
AS: I learned about NASAGA from Greg Koeser – we met at another
conference two years ago. Greg suggested I'd enjoy the conversations Chuck Needlman [cneedlman@mac.com]
here, especially given the interest in educational gaming experiences
designed with or without the intervention of technology.
LL: What specifically attracted you to this particular association?
AS: I was particularly intrigued by the extended participatory sessions, which are very different from going to a
traditional academic conference and hearing lots of papers. Attending
NASAGA feels more like attending an unconference (where the events are
driven by all participants, rather than any set "speakers"), which is very
appropriate to advancing playful learning.
LL: To what other professional associations, if any, do you belong?
AS: I'm mostly part of academic associations – the Modern Language
Association, the Children's Literature Association, and the Popular Culture
Association, depending on what conferences I'm at every year.
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Conference 2012
A Rising Star Joins The Board!, continued
I walked into the session not knowing what an
ARG (Alternative Reality Game ) was and very
curious about it. After all, even us older folks have
to keep up with the times! Well, 90 minutes later I
walked out not only knowing what an ARG is, but
also with the bare-bones of a design that my
tablemates and I actually created! In fact, we
agreed that we would like to continue developing
our game together over the next year, and Anastasia
agreed to help us with it. My tablemates, by the
way, with the exception of one, were equally as
clueless as I was, so we had a lot to learn.
Anastasia's clear explanations and her patience and
good humor as we struggled to understand were
instrumental in our ability to grasp. We were also
encouraged to think in terms of our own
generation's culture – think Star Wars instead of
Werewolves, for example – to create our ARG
story and context. Thinking in terms of alternate
reality rather than as trainers imposing a scene was
a stretch for us, but we all got it and were able to
build great ideas into our game. We not only
learned, but we also had fun and came away with
something practical. It doesn't get much better than
that!

LL: How do you feel about the NASAGA Rising Star
award? Why do you believe it was given to you?
AS: I was thrilled to receive the Rising Star award, which I
hope means I found a way to connect my own research and
projects in game narratives with the NASAGA community.
LL: Congrats as well on becoming a board member. Why
did you choose to become a board member? What do you
think you can contribute?
AS: Thank you, I'm very excited to be joining the board. I
joined because I believe the discourse between the academic
and professional communities both within the board and the
conference is unusual and important, and I'm happy to be
part of that ongoing dialogue.
LL: A colleague shared with me how much she learned at
your session on Building a Better Reality Together:
Alternate Reality Games as Shared Worlds. Why did you
choose to present this topic at NASAGA?

AS: I feel fortunate that I chose to present a session on
building alternate reality games (ARG) at a conference that
featured an ARG as a first keynote! I wanted to bring
something that is often associated with online media – or
confused with that other type of ARG, the augmented reality
game – into an immediate physical space and demonstrate
Kathleen Koski [kmkoski@cox.net]
how play could be transformative in a learning environment.
The session was structured around a basic story pyramid, and my goal was to have everyone leave feeling they'd
drafted out every stage of a basic ARG with attention to building a narrative to create challenges and encourage
teamwork.
LL: What was the participants' reaction?
AS: Several people came up and told me of their plans to
continue working on their games, so I hope to see some of
them played out in the future!
LL: What about NASAGA makes you even better at
what you do?
AS: Definitely the focus on practicing what we preach –
everyone brings the same enthusiasm, playfulness, and
commitment to educating and sharing knowledge freely
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Conference 2012
A Rising Star Joins the Board!, continued
within the conference and community – is something I take back to
my own work and students.
LL: What advice would you give to NASAGANs to promote our
field, our professional association – NASAGA, our conferences...
AS: I think it's important to establish NASAGA's resources and
spirit of knowledge – sharing in open online spaces to extend the
reach of the community's ideas to a larger audience.
LL: Thank you Anastasia for sharing your own knowledge with NASAGAns and for being an incredible resource
for the NASAGA board. Good luck!
When I came to the session I had a vague awareness of an ARG. By the time I left, I felt comfortable
that I could develop a basic ARG event. Usually ARGs have a technology component, Anastasia took
a wonderful low-tech approach to an ARG – she did a brilliant job of creating a simple yet engaging
ARG using paper notes and newsprint. She led a debrief of the experience that revealed the elements
of an ARG and we then worked in groups to apply the concepts by developing a design outline for an
ARG. During the report out, there were several great examples of possible applications.
Chris Saeger [chris_saeger@yahoo.com]

Six-word Summaries of the Conference Experience
Conference participants described the Columbus conference in six words...
Ambiguous instructions can serve a purpose!
ARGs: stories break reality for insights.
Came to play, gained good friends.
Can’t stop getting awesome new ideas.
Couldn’t win. Had to keep playing.
Enjoyed the conference. Plagiarism will occur!
Experiencing games with friends is fulfilling.
First time here, back next year!
Games that teach extend their reach.
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Conference 2012
Six-word Summaries of the Conference Experience, continued
Holding anxiety gives freedom for learning.
It’s the process, not the goal.
Learn, create, transform, share, more aware!
Let’s play games and discuss insightfully.
Motivation, new ideas? Got ‘em here!
NASAGAns prioritize teamwork, fun, and learning.
NASAGAns’ focus on shared learning rocks!
NASAGAns’ friendly teamwork increases collaborative teamwork.
New, feel welcomed. Wow! Will return.
Nice to meet you. Let’s play.
Non-examples of teamwork can be positive.
Sims and games: versatile learning tools!
Successful learning based on collaborative teamwork.
Successful learning prioritizes positive collaborative environments.
Too much playing. Could not sleep!
What happened? The power of debrief.
More or less:
Play with us. Friends forever.
Brain so full. Who needs to sleep?
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Conference 2013

Sunny Sarasota, Florida, Welcomes NASAGA in 2013
By Kate Koski

NEWS FLASH! Scientists in a variety of
fields have confirmed what NASAGANS
have known for half a century! Play is good
for the mind, body and soul; among other
benefits, it enhances learning, fosters
productivity, and lies at the heart of creativity.
At the NASAGA 2013 Conference we will do
what we do best and engage our passion for
play by design. We will continue our
tradition of sharing exciting games,
simulations, and other playful activities that
broaden our practice as trainers, educators,
consultants, and game designers. We will
also explore our challenges for the future:
ways in which we can add play to
technology-led learning environments, use
technology-driven games as tools for
learning, and continue to spread the word of
Play as a Bridge to Learning.
There is no better place to play than sunny Sarasota. This gem of a small city by the bay boasts a robust cultural scene
including its own ballet, opera, symphony, and other performing arts, fascinating history and lots of places to visit.
There are world class beaches, art museums, botanical gardens, and of course the beauty of the place itself, tucked
in beside the sparkling Sarasota Bay with the graceful bridge connecting the city and the islands. Our conference
hotel is on the bay with views from every window. Be sure to bring your bathing suit! October is warm and beautiful
and the hotel’s outdoor pool is very inviting.
The NASAGA Conference in 2013 will be slightly different from the ones in the more recent past. We are planning
to have a full schedule of concurrent sessions on Saturday, October 26 with the banquet and silent auction on Saturday
evening. The banquet will be held in a charming boat house, right on the water and open to the balmy breezes. We
will have the traditional Wednesday evening reception in a lovely room that opens to the pool area – swimming
allowed! We are also working on a choice of field trips to places of interest to NASAGANs to take place either
Thursday or Friday afternoon.
The request for proposals will go out in January. We’ll be looking for 90-minute concurrent sessions as well as for
some three-hour sessions. We will be seeking presenters for some of the traditional NASAGA games (Star Power,
Bafa-Bafa, Barnga, etc.) as well as presenters for current games and game forms. 2013 will not only be a bridge from
play to learning, but also a bridge between classic and modern, face to face and high tech. It will be a bridge to a
bright NASAGA future!
Hope you can come!
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Conference 2013

The Hyatt Regency, Sarasota, FL

To see a video on this beautiful hotel, please visit:
http://youtu.be/ykJJaaxY9xk
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Special Feature

Memories of NASAGA Over the Years – Part 3
by Liliane Lessard

Ever since my first NASAGA conference in Indianapolis in 2008, I've always been impressed by the sense of
community within the organization. That feeling continued at this year's conference. Those who have been long-time
members of NASAGA welcomed new members into the organization with open arms. The willingness to pass
knowledge onto the future generations of NASAGAns is awesome. I am so happy to be part of such a great
organization!
Jennifer McCann [jlzellmccann@gmail.com]

Becky and I have so many good memories of the people we know from
NASAGA and the things we have learned at the conference. Some of the
activities we learned from conferences we have adapted and used over
and over again. We both remember playing and later presenting Gary
Shirts' simulation Starpower. This powerful simulation of society has
shaped our world outlook ever since.
More important and lasting however are the relationships we have formed
with other members. For the most part we don't see them during the year,
but when we do connect it is like a family reunion. At the Columbus
Conference, a number of us had the wonderful opportunity to have dinner
together. We have all known one another for more than 10 years and grown professionally together. Our few days
together each year is so personally fulfilling that it is hard to describe. One of our friends wrote the group a note with
a quote that summed it up. "I am at my best when I am with you all."
Chris Saeger [chris_saeger@yahoo.com]

NASAGA has provided me with amusement and joy, scary moments, incredulity, and life-changing colleagues and
friends. I’ll be brief!
• Amusement and joy – My first conference in Bloomington, Indiana: finding every session interactive and
stimulating, facilitators friendly and approachable, and an amazing live auction with an incredible
auctioneer, Kevin Eikenberry.
• Scary moments – Attending my first board meeting to find the organization just developed a huge debt;
agreeing to become chair of the board four years later; hearing Chuck Needlman say, “Let’s host the
conference next year in DC!”
• Incredulity – Realizing that Thiagi and Sandy Fowler were introducing me as the Ifill-Raynolds lifetime
achievement award winner. (My hint: “The winner lived in West Africa.”)
• Life-changing colleagues and friends – Meeting at each conference new, incredible professionals of all ages
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Special Feature
Memories of NASAGA Over the Years – Part 3, continued
who become friends and colleagues with whom to work on organizational and other projects; looking
forward each year to reunions and new opportunities.
NASAGA is like no other organization I have ever known – Totally run by volunteer staff! I am so grateful and happy
it exists!
Judee Blohm [judeeblohm@msn.com]

My favorite NASAGA memory has to be from this year! Jen (Jennifer McCann) and I were asked to co-host this
year’s conference. Not knowing what to expect or really what to do, we jumped in! Thankfully, we had several
people who were kind enough to mentor us and volunteer to help with significant portions of putting the conference
together. It was great to see that teamwork can happen from as far away as New Zealand! The sense of collaboration
was remarkable and this collaboration continues through our website with members always posting ideas and
discussions and new articles about games and simulations. There are so many great resources in NASAGA and I’m
very pleased to say that I’m part of this team of friends.
Nikki Boeshansz, [boeshann@whitecastle.com]
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Article

The NASAGA Training Activity Book is Published!
By Judee Blohm, Senior Editor
Imagine...
You have a training program coming up and you are trying to think of an
interesting and engaging way for your participants to work on a specific topic.
Here’s some help.
1. Write down the topic and make some notes about it: what specifically do
your participants need to learn? How many participants will you have?
How much time, in what training environment?
2. Pull The NASAGA Training Activity Book off your shelf and turn to
pages 4 and 5. Here’s what you find about the 29 training activities
described in this book:
Cross-referenced purposes or settings:
o
o
o
o
o
o
o
o
o

Cultural/cross-cultural training (C)
Creativity and innovation (CI)
Communication (COM)
Customer service (CS)
Decision making/problem solving (DM)
Organization development (OD)
Self-awareness/personal growth (SA)
Team building (TB)
Training of trainers (TOT)

3. Using the chart on page 16 of this newsletter, you identify a few activities
that fit your topic or seem related.
4. Using the “Select-an-Activity Analysis and Decision Aid” on page 317 (also available through the online link
for the handouts in the book), you review your selected activities and find one or more that look promising
for your training need.
5. If you like an activity but it doesn’t exactly fit or has elements that concern you, you turn to:
a.
b.
c.
d.

Page 5 to review possible modification issues, or
Page 6 to review cultural issues that might be of concern, or
Page 9 to think about where in your session the activity might be used, or
Page 19 to consider other ways to debrief the activity.
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Article
The NASAGA Training Activity Book is Published!, continued
6. Take your new-found training activity and run with it!
This sequence is modified from an activity in the book called The Best Choice. You can use it by yourself or with a
group, or modify it to help others learn how to make good choices of engaging and appropriate training activities.
NASAGA hopes you will find this new volume of training activities a good resource. It is now available on Amazon
as well as the publisher’s (Wiley) website. If you would like to share comments on the book with us, please send an
email with “NASAGA book” in the subject line to judeeblohm@msn.com.
We also hope you will help us publicize our book. The next page has a flyer that you can download with a box in
which to put your own message. Make some copies and take them to your training events. Thanks!
ACTIVITY TITLE

C

CI

COM

CS

Building Blocks of Effective
Communication
Company Vision
Decision Matrix
Developing Your Cultural
Team Charter
Full Value Contract
Getting to Know You and
Diversity
Give It Up!
Golden Goose
How Many Squares?
Impression Management
Interviewing As
Teambuilding
Lessons from Madison
Avenue
Links
Optimally Open
ORID Model for
Conversations
Perfect Cooperation Game
Play This Book
Poker Revisited
Raising Cane
Rollerball
Rose Bowl Market
Simplexity Puzzle
10 Times!
Team Characteristics
The Best Choice
The End in Mind
What Is the Learner to
Learn?
Who We Are

DM

OD

SA

TB

TOT

PAGE
NO.
33
30
47
67
77
89
101
113
123
131
141
153
165
181
191
207
12
221
231
239
251
263
277
295
307
319
327
345
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Training Techniques

Fight, Flight, or Friend:
Re-examining the Formation of Groups
By Brian Remer
The following is excerpted from Brian Remer’s July 2012 Firefly News Flash Newsletter with permission.
The Hormone of Love
It has been referred to as the "love" hormone because of its influence in creating the bonds of attachment between
mothers and their infants. But in fact, oxytocin is at work any time we feel a connection to others no matter what our
relationship.
According to Wikipedia, many studies have shown a correlation between this hormone and human bonding, increases
in trust, and decreases in fear. In a risky investment game, experimental subjects given nasally administered oxytocin
displayed "the highest level of trust" twice as often as the control group. One explanation for this is that oxytocin
might be inhibiting the amygdala which is believed to be responsible for our fear responses.
Most of us will probably never experience the effects of oxytocin as administered through a nasal spray. But we don't
need to. We can feel its influence any time we see the smiling face of a loved one, get a hug, receive praise, shake
someone's hand, express gratitude, offer assistance, or find something in common with a stranger.
Oxytocin does not necessarily override all our feelings of fear. According to research by Dr. Carsten K. W. De Dreu,
a psychologist at the University of Amsterdam, as reported in the New York Times, the effects of oxytocin induce
feelings of loyalty to one's own group. "When people get together with others who share their values, that drives up
the level of oxytocin," he said.
In The Myth of Choice, reviewed in the January News Flash, Kent Greenfield describes the many influences on our
decision-making; not least of which is our brain chemistry. To say that our positive mood is a result of chemicals
sloshing through our neocortex seems to put the regulation of our disposition out of our control. However, we can
choose to change our mood. By making a conscious decision to reconnect to someone we care about, we can give
ourselves a shot of oxytocin and become a bit less susceptible to the whims of our hormones – and our primal fears.
Ideas
Fight, Flight, or Friend?
What can we do in various situations to promote attachment, commitment, and connection?
This was the challenge raised by Allan Silva, a keynote speaker at the 2011 conference of
NASAGA. Dr. Silva, a professor of the Neuroscience of Leadership Development at Antioch
University, talked about the well-known stages of group or team evolution put forth by Bruce
Tuckman in 1965. Tuckman suggested that every group must go through the same four stages
before it can function effectively. These stages include Forming, members are driven by a
need to be accepted by each other; Storming, members express competing ideas that may be
contentious; Norming, members agree upon goals and standards of behavior; and Performing,
members function as a unit getting the job done smoothly and effectively.
But Silva has been researching the effects of oxytocin so he raised an interesting question. Do
Dr. Allan Silva
we have to endure the painful Storming stage in order to become effective team members in the Performing stage?
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Training Techniques
Fight, Flight, or Friend: Re-examining the Formation of Groups, continued
After all, when we are angry, tense, or fearful, less blood flows to the neocortex while more blood flows to the limbic
system. Rational thought gets hijacked by emotions. How effective can learning or collaboration be if we are overly
stressed?
Humans have a hardwired response for either fight or flight when faced with extreme stress. But Silva noted that we
also have a hardwired response for bonding and attachment and oxytocin is the key to that hardwiring. Why not
capitalize upon that more positive attribute and spare everyone the difficulties of Storming by helping them connect
with each other?
To counter Tuckman's model, Silva suggested four different stages for team formation: Framing, members set the
stage for connections; Sharing, members solidify their connections by being somewhat vulnerable; Networking,
members moderate or decrease anxiety; and Bonding, members establish strong connections of trust that lead to
productive work. According to Silva, Storming in a group is a result of improper Framing.
When groups have their expectations "Framed" around connection and collaboration, they don't have to choose
between fight or flight. They can "friend" instead.
Activities
Frame the Experience
"I just know all you students are awesomely creative. This is going to be a fantastic class!" Those were the words of
my daughter's art teacher on the first day of school.
"I don't know if she really means this or if she's using one of those techniques to psych us out!" Tilden said when she
related this incident at home.
Either way, I figure this teacher is establishing a "Frame" for her students. It's likely that similar statements delivered
sincerely will raise oxytocin levels in the students. The uncertainty and stress of the first few days will be reduced.
The students will relax, they will learn more, their work will improve, and so on. This teacher is capitalizing on the
hardwired ability for bonding, whether she realizes it or not.
Opportunities abound for increasing oxytocin levels and improving our work or learning environment:
• Arrange meeting chairs in a circle rather than rows to facilitate connections
• Bring food to satisfy people's basic needs
• Play music to help people relax
• Allow plenty of break time for informal networking
• Laugh at your own mistakes to acknowledge your vulnerability
• Use appropriate humor for an immediate release of oxytocin
This is a very short list of ideas that would work in the classroom, the boardroom, or the living room. Give one or
more of them a try. Use the environment to model the connections you expect people to make with each other.
About the source
For more information about the free online newsletter, contact Brian Remer at Brian@thefirefly.org
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Game/Puzzle

Series Puzzle
In a series puzzle, you are looking for a common word that will go with the series given. Each word in the series
must make sense with a final word you supply.
Example:
Fire, first, hiding – place
(fireplace, first place, hiding place)
The series below include references to NASAGA and our mission. There may be more than one possible final
word for each series, but at least try and figure out one to go on the final line.
1.

Board, chance, online – ____________________________

2.

Ifill-Raynolds, Rising Star, Emmy – ____________________________

3.

Architectural, instructional, clothing – ____________________________

4.

Street, sky, mind – ____________________________

5.

Experiential, rote, discovery – ____________________________

6.

Disaster, cross-cultural, flight – ____________________________

7.

Chocolate, puzzle, shattered – ____________________________

8.

Peg, white, game – ____________________________

9.

Pet, technical, corporate – ____________________________

10.

Leadership, facilitation, character – ____________________________

11.

Mystery, physical, game – ____________________________

12.

Pool, game, ball – ____________________________

13.

Cross, hidden, key – ____________________________

14.

Name, playing, 4X6 – ____________________________

15.

Personal, basketball, management – ____________________________

16.

Sociodrama, practice, demonstration – ____________________________
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Game/Puzzle

Answers to Last Issue’s Puzzle: Categories – GAMES
In a categories puzzle, you need to find a name/word that begins with each of the letters in the key word. The
keyword for this puzzle was GAMES and for each category given, you had to name something or someone that
begins with each letter in GAMES. There were many possible answers for some of the categories; here are some
answers.
WORLD RIVERS
G Ganges, Gualquivir
A Amazon, Avon
M Mississippi
E Elbe
S Seine, St. Lawrence, Segura
COLORS
G green, gold
A aqua, amber. auburn
M maroon, mauve, magenta
E ecru, eggshell
S sienna

CARS
FOODS
G Geo
G grapes, green beans
A Audi
A apples, avocadoes, artichokes
M Mercedes
M meat, muffins, mushrooms
E Echo
E eggs, eggplant, éclair
S Subaru
S soup, strawberries, salad
COUNTRIES IN A FRICA
G Ghana, Guinea, Gabon, Gambia
A Angola, Algeria
M Mali, Malawi, Mauritania, Morocco, Mozambique
E Ethiopia, Egypt, Equatorial Guinea, Guinea
S Senegal, Sierra Leone, Senegal, Somalia, Sudan, S. Africa,
Swaziland
CLOTHING
ANIMALS
TREES
G gloves, galoshes
G gorillas, giraffes
G gum
A apron
A armadillos, alligators
A aspen, alder, apricot
M mittens, mantilla
M monkeys, mice, moose
M maple, magnolia
E earmuffs
E elephants, ewes
E elm, eucalyptus
S sweater, sox
S snakes, seals
S spruce, sandalwood
INTERACTIVE TRAINING METHODS
TYPES OF GAMES
INSTRUCTIONAL SIMULATIONS
G games, guided visualization
G game boards, game shows,
G Ghetto
group dynamics, graphics
games, geography
A action learning, appreciative
A application, abstract, action,
A Aliens, Albatross
inquiry, ARGs
action maze, audio games
M metaphorical simulations,
M matrix games, musical,
M Markhall, Metroplex
mind-mapping
money, magic, matching,
memory, metaphorical simulation
E email games, expeditions
E electronic, energizer,
E Evolution, Ecotonos
experiential, email
S storytelling, simulations,
S simulations, structured
S Star Power, Sim City, Strike
synthetic cultures, scenarios
sharing, strategy games
Fighter, Sticks
RECOGNIZED NAMES IN SIMULATION AND GAMING
G Greenblatt, Garris, Goodman (Fred)
A Ahlers, Asgari, Aldrich (Clark), Abt (Clark)
M Meadows, Malone, Mayer, McFarlane, Mumford
E Egnefeldt-Nielson, Epstein (The Big Book of Creativity Games)
S Sieger, Steinwachs, Sivasailim (Thiagi), Sherman, Silverman, Shirts (Gary), Smith (Nick)
!
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