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Introduction
From the ancient Greek aphorism “know thyself” to the western psychology,
the topic of self-awareness has always been an intriguing subject of inquiry of
philosophers and psychologists for the last century.
Why Does Self-Awareness Matter?
Self-awareness is the key cornerstone to emotional intelligence. The ability
to monitor our emotions and thoughts from moment to moment is key to
understanding ourselves better, being at peace with who we are and proactively
managing our thoughts, emotions, and behaviours.
In addition, self-aware people tend to act consciously rather than react passively,
to be in good psychological health and to have a positive outlook on life.
They also have greater depth of life experience and are more likely to be more
compassionate to themselves and others.
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Practice Mindfulness
Mindfulness is the key to self-awareness. It is not about sitting cross-legged or
suppressing your thoughts. It is about paying attention to your own inner state and
to that of others. Developing empathy.
Keep A Journal
Recording a free-fall flow of emotions and thoughts in any form not only helps us
process our thoughts but also makes us feel connected with ourselves.
Practice Being A Good Listener
Listening is not the same as hearing. Listening is about being present and paying
attention to other people’s emotions, body movement and language. It is about
showing empathy and understanding without constantly evaluating or judging.
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Gain Different Perspectives
Sometimes we can be too afraid to ask what others think of us – yes, sometimes
the feedback may be biased or even dishonest but you will be able to differentiate
them from real, genuine and balanced feedback as you learn more about yourself
and others. We all have blind spots, so it is helpful to gain different perspectives to
see a fuller picture of ourselves.
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Methodologies
To meet the needs of the social and emotional learning thematics this module
serves; Self Awareness, Self Management, Social Awareness, Relationship
Management and Responsible Decision Making, the following methodologies have
been employed.
Project-Based Learning
Project-based learning is a participant-centered pedagogy that involves a dynamic
approach in which it is believed that students acquire a deeper knowledge through
active exploration of real-world challenges and problems, therefore very relevant
to all five of the Social and Emotional Learning (SEL) aspects and each of their subfacets covered throughout this module.

6

Peer Education
Peer to peer education is an educational strategy aimed at favoring
communication between the LEI IO4 module participants who may or may not
share a lingua-franca and/or similar backgrounds, therefore, activating an exchange
of information and experiences.
Gamification
Gamification is more than simply adding games to learning objectives. It utilizes
the experience of fun and imagination along with intrinsic motivation and rewards
to engage and captivate individual participants. Within this module, its primary
purpose is to include all participants, united as equals, in a shared scenario where
collaboration and problem solving are key.
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Inquiry-Based Learning
Inquiry-based learning is a form of active learning that starts by posing questions,
problems or scenarios—rather than simply presenting established facts or
portraying a smooth path to knowledge. The process is often assisted by a
facilitator.

PREFACE
TRAINING MODULE

|

Required Personnel

MENTOR

1 per 4 Participants

PSYCHOLOGIST

1 per 4 Participants

Personnel
For each group of participants trialed throughout this IO4 module there should be
one dedicated mentor and one social psychologist to every four participants.
This will create a total of six members within each sub-group and it will be the
mentor and social psychologist’s role to organise and assess the progress of each
participant within their sub-group based on continual data collation, monitoring,
textual and verbal feedback over the course of the module.

LEI IO4
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Data Collection
It is essential for the mentors and social psychologists to have access to data
extrapolated from their participant’s online questionnaires, choice selections,
verbal and textual feedback throughout the module. The data will be used solely
for the purpose of orientatating each participant accordingly throughout the
project. Data collection will be accumulated in the form of a database spreadsheet
assigned to each participant, catalogued by name.
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Digital & Online Resources
The following two resources, Facebook Workplace and Google Drive, are
fundamental to the creation and execution of this module.
Facebook Workplace
https://work.facebook.com
We have opted for Facebook Workplace as it lends itself as the perfect meeting
place for the participant’s group online activities; video conferencing and text
based chat while also being the ideal private and personal space for each
individual participant’s journal. Each journal post is set to ‘private’ by default and
can only be viewed by the author and associated mentor / social psychologist.
Access to Workplace requires each module participant, including the mentors
and social psychologist team members, to be given and to log in via an identical
domain email address.
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Example:
participant@lei-project.eu
mentor@lei-project.eu
psychologist@lei-project.eu
Below are five email accounts that have been created for the purpose of testing
the Facebook Workplace platform:
leiio4a@weareme.us
leiio4b@weareme.us
leiio4c@weareme.us
leiio4d@weareme.us
leiio4e@weareme.us
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Email Configuration
pop3.weareme.us
user: (email address)
pswd: A1b2c3D4 (same for all of the five accounts)
smtp.weareme.us
If you use Thunderbird, select the default Aruba Servers.
N.B. Free service email addresses such as @gmail / @hotmail etc. are not
permitted on Facebook Workplace and will fail to work.
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Digital & Online Resources
Google Drive
https://www.google.com/drive/
As part of this module, there is a LEI dedicated Google Drive where we have
created the multiple choice forms and questionnaires that are specified herein. To
access the LEI dedicated Google Drive, use the following Gmail address:
email: LEIProjectio4@gmail.com
pswd: LEI@2019
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Within the Google Drive we have collocated the three forms to be somministrated
to the participants when required throughout the module:
• Character Traits
• Archetypes
• Social Psychology
Grouping Similars Spreadsheet
Grouping Similars
You will also find a Google Spreadsheet document entitled ‘Grouping Similars’,
this has been designed for the mentor and social psychology team to collect
data from each participant’s form input. Within the spreadsheet, to facilitate data
visualisation, we have colour coded the answers for cross reference purposes.

LEI IO4

However, some data may need to be added and/or sorted manually, specific to
each participant. There is a video included in the Google Drive which explains how
to do this and how to colour code specific keywords.
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Digital & Online Resources
During the paired activities, participants will be asked to create and deliver a small
project and showcase it to the rest of the group, below are a few suggestions to
get their creative juices flowing.
Kahoot!
https://kahoot.com
A fun online quiz creator that allows participants to compete against each other in
an attempt to get the most correct answers in the shortest time.
Answer Garden
https://answergarden.ch
A digital online tool best used for group brainstorming and/or the anonymous
collection of opinions / thoughts etc.

LEI IO4
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Plotagon
https://plotagon.com/story-2/
A very simple to use yet incredible 3D animation tool in the form of a free mobile
application for both iOS and Android. Plotagon allows particpants to collaborate,
synch their own voice to the 3D characters created and tell a visual story.

LEI IO4

Unit 1

11
TRAINING MODULE

|
UNIT 1

SELF AWARENESS
UNIT 1

|

Activity 1: Character Traits
TIME (MINS)

15 - 20

RESOURCES

Google Drive > Character Traits Form

To get the ball rolling, let’s assess how well the participants actually know
themselves and what perceptions they have of their own personality.

Ask each participant to make a list of what they believe to
be their own positive and negative character traits.

This first activity can be carried out in one of two ways; a traditional handout of a
printed worksheet and pens1 if the participant group are all present in the same
location or if they are remote participants, by using an online multiple choice quiz2.

12
N.B. During mentor observation, you may notice that it is more difficult for each
participant to find negative traits about themselves as it is to find positive.
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1) Manual Character Traits List
A very simple written list that should be laid out as shown in the example below:

Positive Traits

Negative Traits

Creative

Cynical

Honest

Loner

Open Minded

Impatient

SELF AWARENESS
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2) Digital/Online Character Traits List
In relation to participant difficulty in finding negative traits about themselves, this
digital solution will facilitate their decision process. A simple dropdown list of
character descriptive adjectives as shown in the example below. Each participant
must select five positive traits and five negative traits.

UNIT 1

Activity 1: Character Traits
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Positive Traits

Negative Traits

• Integrity

• Jealousy

• Honesty

• Defensiveness

• Loyalty

• Controlling

• Respectfulness

• Confrontational

• Responsible

• Careless

• Humility

• Arrogant

• Compassion

• Egotistical

• Fairness

• Inconsiderate

• Forgiveness

• Belligerent

• Authenticity

• Cynical

• Courageousness

• Patronising

• Generosity

• Callousness

• Perseverance

• Laziness

• Politeness

• Over-Critical

• Kindness

• Stubborn

• Caring

• Indecisive

• Optimistic

• Pessimistic

• Reliability

• Deceitful

• Conscienscious

• Impolite

• Self Discipline

• Unreliable

• Empathic

• Dogmatic

ARCHETYPES
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Activity 2: Archetypes
TIME (MINS)

15 - 30

RESOURCES

Printed Cards

Jungian Theory
Carl G. Jung’s theory of neurosis is based on the premise of a self-regulating
psyche composed of tensions between opposing attitudes of the ego and
the unconscious. A neurosis is a significant unresolved tension between these
contending attitudes.

Ask each participant to select a specific archetype that they
feel reflects them and to use it as their identification.
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How Do You See Yourself?
In reference to Jung’s theory, there are twelve archetypal definitions that derive
from a primitive mental image present in the collective unconscious.
The concept of an archetype appears in areas relating to behavior and historical
psychological theory. An archetype can be: a statement, pattern of behavior,
or prototype which other statements, patterns of behavior, and objects copy or
emulate. Each archetype is defined by three elements; goals, flaws and skills.
Each one of us are able to see ourself and relate to one or more of the twelve
defined archetypes. This activity segues from the previous unit in which the
participant can confirm or deny their selected character traits into a single
archetype representative.
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Once the participant has made their choice based on the three options, their
archetype will then be used as their representative motif throughout the rest of the
module and also used as a benchmark comparison to any before and after results.
This selection of archetype is key to their participation in a fantasy role playing
activity similar to Dungeons & Dragons (Unit 1 / Activity 3).

ARCHETYPES
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Activity 2: Archetypes
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Print out the PDF available in the dedicated Google Drive and cut out each card
to use in manual activities/physical settings. Refer to the individual digital versions
available to use in online activities.

ARCHETYPES
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Activity 2: Archetypes
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Print out the PDF available in the dedicated Google Drive and cut out each card
to use in manual activities/physical settings. Refer to the individual digital versions
available to use in online activities.
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Activity 2: Archetypes
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Print out the PDF available in the dedicated Google Drive and cut out each card
to use in manual activities/physical settings. Refer to the individual digital versions
available to use in online activities.
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Activity 3: Interactive Adventure Game
TIME (MINS)

60 - 120

RESOURCES

Printed Cards and/or Facebook Workplace Video Conferencing

Role-Playing Game
Once each participant has chosen the archetype that best describes and
represents their personality, the group will take part in a team based role-playing
game similar to Dungeons & Dragons.
The mentor will take the role of ‘Dungeon Master’ and conduct the quest driven
adventure which requires the input and action from each archetype as directed in
the following gameplay notes.
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Let’s Play: How the Game Works...
Character Archetype Interaction
Each player takes the role of one of the 12 archetypes. It is recommended a
player picks an archetype that they relate to as foressen in the previous activity.
The number of trials can be adjusted accordingly if there are less than 12 players,
and double archetype characters can complete challenges together. Names and
backstories are not needed as the game is solely based off the personality of the
character. Each character has a trial they must pass to win the game. In the trials,
only the archetype of that trial can act, the other players can see and give advice
on what is happening during the trial but their actions cannot directly complete the
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challenge.
Story Guideline
Once upon a time there was an Empire ruled by an evil king. This evil king kept his
kingdom strong and prosperous through the work of thousands of slaves. These
slaves were treated like animals and had no human rights. One day the evil king
announced that slaves were able to fight for their freedom, but being the evil
person he was, he didn’t make it easy. Many of his tournaments were deadly, often
they would end in a bloodbath with only a handful of survivors. The most famous
tournament the king ever created was one called The Trials. Those who entered
this tournament were never seen again, but nobody ever truly knew of their faith.

ARCHETYPES
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Trials
The players begin standing in front of a set of stairs that descend into pitch
blackness. The stairs lead into a large cavern that is dimly lit with torches mounted
on the walls of the cave. In the centre of the cavern there is a crystal ball attached
to a rock pedestal. Around the pedestal is a circle that is split into 12 equal parts.
The closer the players get to the pedestal, the more the air hums with energy. After
seeing this the players feel a dizzy/falling sensation along with hearing a whisper of
unknown origin say “Those who don’t face their fears will remain trapped in them
for all of eternity”. The cavern will disappear around them and the trials begin.
• If a player is taking too long to complete a challenge, feel free to add another
detail to the situation that makes their choices limited or gives a sense of
urgency.
• When a challenge is completed, the players will see the cavern for a short
amount of time and one fraction of the circle divided into 12 begin to glow.
• The challenge at anytime can be quit by the player. If a player quits a
challenge they disappear and the next trial starts. The circle will still glow as it
would if someone passes the challenge but anyone who quits are then out of the
game.
• Every action that the players make and everything players say should be in
character with their personality. Someone who is naturally trusting would not
often second guess what a person says and someone who is caring would not be
very selfish.
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The Innocent
The scene shifts to that of a courthouse. The innocent is the prime suspect in a
murder they did not commit. The judge turns to The Innocent and asks “Well, if
you didn’t commit the crime, who did?”
• The Innocent doesn’t know for sure who did it, but they saw a close family
member acting suspicious.
• The close family member knows that the player saw them acting suspicious, and
begged the player not to say anything.
• They can either say they don’t know and possibly go to jail, or blame it on
someone random and make them go to jail, or blame it on the close family
member.
• The challenge ends when The Innocent makes a choice, regardless of what
choice they make.
The Orphan
The players are in a room that is full of people. Describe that as soon as they
appear, everyone stops talking and looks at the orphan. Wherever this player
moves in the room, people move out of the way.

ARCHETYPES
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• The people in the room seem to be afraid of the player. (this is not immediately
known by any of the players unless a player specifically asks why the people in
the room are avoiding The Orphan)
• If the orphan tries to leave they will find no doors.
• The challenge is completed when The Orphan is kind to the people in the room.
(Any kind action will do)
The Hero
The players are in front of a burning building. Describe how people are running
away from the building and how The Hero knows that someone they love is inside
the building. If they do not do anything, their loved one will most likely die. The
Hero player looks and sounds like a child, but this does not become apparent until
they act.
• If The Hero tries to talk to a person they will realize that their words come out
making no sense, The Hero at this point realizes that they are a child.
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• If The Hero tries to save people in the building, someone will stop The Hero from
entering the building seeing that the character is a child.
• No matter what the player does someone will notice The Hero, and them being a
child, try to take them away from the danger to a safe place.
• The challenge is completed when the player stops trying to help others and
accepts that they can’t do anything.
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The Caregiver
The players are now inside the same burning building. The Caregiver is in a room
right next to the exit but in the same room is a person trapped under fallen rubble.
The person begs the player to save their life.
• If The Caregiver tries to help the person, they will find they can’t get them out.
• No matter what the player does in terms of trying to free the person from the
rubble, they will be unsuccessful.
• When the player chooses to leave the room, the person trapped in rubble will
scream and cry for their help. The screams are chilling but the player does not
experience any resistance leaving the building.
• The challenge is complete when the player chooses their well being over
someone else’s. (Walks away)
The Explorer
The players are inside a jail cell. The Explorer has been condemned for life for
a crime he didn’t commit. The cell consists of a jail door on one side of the cell,
a window with bars on the opposite, a bed to sleep in, a table to eat at, and a
bathroom. Any objects that would normally be found in these areas is also present
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if the players ask (this does not include anything that could be used as a weapon
such as a knife or fork)
• After observing this the players see a guard pass by on his patrol. (It will be a
while before he is seen again)
• The explorer must make a plan to escape that avoids detection of the guard.
• The first two attempts at escape will not be successful, it doesn’t matter what the
plan is.
• The challenge is completed when The Explorer comes up with three different
plans and after two failures tries the third one.
The Rebel
The players are in a crowd that is rebelling against the king. The crowd charges
into the throne room and manages to subdue the guards and capture the King and
his daughter. The leaders of the rebellion try to get the king to talk of where he
keeps traitors of the kingdom but he is refusing to speak. The leaders are looking

LEI IO4
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to The Rebel to try to get the answers they want.
• If the players pay attention to the King they can see that he is completely
unfazed by what is happening. The king is playing games with the rebels.
• The king doesn’t in fact keep traitors of the kingdom, he instead kills them. He
knows that he will most likely die soon, so he is just trying to hurt the rebels as
much as possible.
• If the player chooses to try to get answers using violence, the king will die before
they get any answers.
• If the player chooses to hurt the daughter, they will notice that the daughter isn’t
actually there, she escaped while the rebels were trying to get answers out of
the king.
• There is nothing around the players that provides a clue to where the prisoners
are held.
• The challenge is passed when the rebel stops trying to get answers and accepts
that what they want can’t always be obtained.
The Lover
The scenery changes to a family room in a house. The room is very cosy and
everyone feels the loving and comfortable atmosphere. In the middle of the room
stands a strange woman. The woman will greet the player and tell them of their
‘future’. If the player leaves, although free, they will make the family and friends
they leave behind very sad in their absence. Once free, the player will also live the
rest of their life lonely and without meaning. If the player, instead, decides to stay,
although they will be a slave, they will live the rest of their life surrounded by love.
The strange woman tells the player they have to choose.

ARCHETYPES
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• The woman is an illusion, she doesn’t truly know the future and she is just trying
to get the player to stay.
• If someone second guesses the woman they will find that her words are not true,
they will also realize that she is not who she says she is. (Someone who knows
the future)
• The challenge ends when the lover makes a choice. If they choose to leave, the
next trial will start as normal. If they choose to stay, the woman will morph
into smoke and ask the player if they are sure. If they still say yes she will start
laughing maniacally and then disappear along with the player. The next trial will
then start as normal, without the lover.
The Creator
The players are in a room with a stern looking man sitting down and watching
them. The man turns to the creator and asks the player how they think people
could get fruit from the top of trees without climbing them. (The question can be
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changed, this is just an example).
• It doesn’t matter what the player says, the man will not like the idea.
• The man will start to doubt the players ability for innovation, he will ask “are you
sure that’s a good idea?”
• The challenge is completed when the creator is confident in their idea and their
abilities.
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The Jester
The players are in front of the entrance of a circus. When the players go into the
tent to watch the show everything is fine at first. The acts are interesting and
entertaining and everyone is having fun (if the DM wants to add more detail such
as what the players see feel free to). Suddenly, while a girl is swinging from a
trapeze, she falls and gets badly hurt. The girl needs medical attention but people
around you think it is just an act and continue watching the show.
• If the Jester looks around they will find medical supplies close to where they are
standing.
• If the Jester tries to get on stage security won’t let them by. To get past security
the Jester can pretend to be an act in the circus.
• The Jester can also force themselves past the security, but as they get on the
stage they will be booed by the crowd.
• The challenge is completed when the Jester gets to the trapeze girl within 10
minutes.
The Sage
Images start to appear around the players, but then they dissipate and the player

ARCHETYPES
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returns to the cavern. The glowing portions of the circle begin to fade and the
energy that once made the air hum starts to fade away. It seems that the trials are
over or there is something missing.
• There isn’t anything wrong, this is a trial.
• If the players try to leave, they will not be able to find the exit from where they
came. It appears the the exit was sealed when they entered the cavern.
• If the players search the cavern, they will find nothing out of the ordinary other
than a carving in the rock. The carving reads “Sometimes the answers to the
hardest questions are the simplest ones. Trust what your instincts tell you”.
• If the players inspect the pedestal and the area around it, they will notice that
although the light from the circle has dimmed and the energy in the air is less,
both are still present and they are not losing anymore energy or light past a
certain point.
• The challenge ends when the sage accepts that nothing is wrong, when this
happens the light and energy will go back to normal and the next trial will begin.
The Magician
The players appear in a very large room. The magician is in the centre of a very
large room being asked questions by loving fans. One fan asks, “Do you think
there will ever be an end to science?” (This doesn’t need to be the question, this is
just an example.)
• Doesn’t matter what the player says, the crowd will not like the player’s answer.
• The more the player tries to explain it, the angrier the crowd will get.
• The challenge ends when instead of arguing, the Magician apologises or agrees
with the crowd.
The Ruler
The players stand in front of a kingdom that is in ruins. The Ruler is tied up and in
front of the Ruler is a group of people. One man steps out from the crowd and tells
the Ruler that if he wants to live he must leave the kingdom and never come back.
The players see that in this vision the Ruler seems slightly older.
• This is a true vision of what could possibly happen in the future when the Ruler
gains their freedom.
• If the Ruler asks what happened, the man will tell him about how they were once
the king of the kingdom. They would never listen to the advice of others, so
citizens launched a revolution to overthrow them. They had completely
destroyed the kingdom trying to keep power.
• If the Ruler begs to stay, the man will say he can but he can only be a
common citizen.
• The challenge is passed when the Ruler agrees to leave and never come back or
to stay without power.

ARCHETYPES
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Ending
As the players return to the cave, the circle, now entirely lit, begins to glow
brighter and brighter. The light from the circle travels through the pedestal and
eventually reaches the crystal ball. The energy in the air begins to get stronger
and stronger. The light and energy eventually gets so bright that the players have
to close and shield their eyes from the brightness. Once the light and energy
fades away and the players can open their eyes they are no longer in the cave, but
outside the walls of the city. As far as they can see there is forest and nature, and in
the very distance they can see the peaks of tall mountains. They are free.
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Activity 4: First Impressions
TIME (MINS)

15 - 20

RESOURCES

Paper + Pen OR Facebook Workplace Journal

Empathic Development
Until now, each activity has concentrated on the participant recognising themselves
as a person; self awareness, character traits and self definition. Once able to
understand themselves as a person, they should now see others in a different light.
Shedding impulsive judgmentalism and developing empathy towards others.

Ask each participant to select a member of their group and
list first impressions based on appearance / interactions.
25

Lists & Descriptions
Ideally, each participant should choose a person with whom they have had very
little or no interaction with, moreover, their choice should be someone they don’t
know on a personal level. This will make the activity results more authentic.
Lists should be based on the following criteria:
• Any interaction with the selected participant
• How the selected participant makes them feel
• First impressions
Based on their list and the ‘look’ of the chosen subject, the participant should
attempt describing the subject’s character and personality without any intervention
from the subject.
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Comparison & Reveal
Once the description is complete, the two parties should compare their lists and
notes with the subject’s Self Awareness list and Archetype choice. This should give
insight to each on how they see themselves compared to how others see them
based on first impression.

QUESTIONNAIRE
UNIT 1
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Activity 5: Social Psychology
TIME (MINS)

45 - 60

RESOURCES

Google Drive > Social Psychology Questionnaire

Interpersonal Closeness
Each participant will be asked to answer a set of questions, each applicable to
fostering deeper social and psychological connections between people. The
questions have been curated by Social Psychology expert, Arthur Aron from Stony
Brook University, New York.

Ask each participant to answer and complete a list of
personality and social competence based questions.
26

Personality & Social Psychology Questions List
Below is a list of the questions to be used:
• Name / Surname / Age
• Ethnicity / Cultural Background
• Native Language / Languages Spoken
• Given the choice of anyone in the world, whom would you want as a dinner
guest?
• Would you like to be famous? In what way?
• Before making a phone call, do you ever rehearse what you’re going to say?
Why?
• What would constitute a perfect day for you?
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• When did you last sing to yourself? To someone else?
• If you were able to live to the age of 90 and retain either the mind or body of a
30-year old for the last 60 years of your life, which would you choose?

QUESTIONNAIRE
UNIT 1
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Activity 5: Social Psychology Q&A
• Do you have a secret hunch about how you will die?
• For what in your life do you feel most grateful?
• If you could change anything about the way you were raised, what would it be?
• If you could wake up tomorrow having gained one quality or ability, what would it
be?
• If a crystal ball could tell you the truth about yourself, your life, the future or an
thing else, what would you want to know?
• Is there something that you’ve dreamt of doing for a long time? Why haven’t you
done it?
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• What is the greatest accomplishment of your life?
• What do you value most in a friendship?
• What is your most treasured memory?
• What is your most terrible memory?
• If you knew that in one year you would die suddenly, would you change anything
about the way you are now living? Why?
• What does friendship mean to you?
• What, if anything, is too serious to be joked about?
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• If you were to die this evening with no opportunity to communicate with anyone,
what would you most regret not having told someone? Why haven’t you told
them yet?
• Your house, containing everything you own, catches fire. After saving your loved
ones and pets, you have time to safely make a final dash to save any one item.
What would it be? Why?

QUESTIONNAIRE
UNIT 1

|

Activity 5: Social Psychology Q&A
• Have you ever been a victim? If yes, what of?
• Do you prefer to work individually, in pairs or in a team?
• Which of these three options do you prefer the most?
Speaking / Reading / Writing?
• Do you prefer spontaneity or planning?
• Do you prefer quiet or noise?
• Do you prefer guns or flowers?

LEI IO4
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Each participant’s answers will be collected in a data sheet and be used by the
Mentor and Social Psychology team to define the grouping of the participants for
the next part; Activity 6.

GROUP DIVISION
UNIT 1

|

Activity 6: Grouping Similars
TIME (MINS)

60 - 120

RESOURCES

Facebook Workplace Video Conferencing

Define & Divide
The answers and data collection from each participant’s questionnaire will now
be used by the Mentor and Social Psychology team to define and divide the
participants into specific groups by similarities of social psychological behavior and
social tastes etc.

Divide the participants into small groups based on their
questionnaire answers and social-psychological similarities.
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Allow ample time for the grouped participants to speak between themselves,
socialise and familiarise. This can be done either in a physical room setting, via
video conferencing or text based chat room.
Each group will be assigned a mentor and social behavior psychologist that will
monitor and annotate the group without intervention.
Would You Ever...?
As an ice-breaker activity, suggest the conversational game, ‘Would You Ever’
which requires the participants to think of a scenario and ask the other members
of the group if they would hypothetically commit themselves to a random act
suggested by the speaker. Below is a list of example questions:
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• Would you ever eat an insect?
• Would you ever change your religion?
• Would you ever live abroad?
• Would you ever be on a reality tv programme?
• Would you ever learn a new language?
• Would you ever do a bungee jump?

LEI IO4
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GROUP MONITORING
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TIME (MINS)

60 - 120 x 5 Days

UNIT 2

Activity 7: Similars Group Monitoring

RESOURCES

Facebook Workplace Video Conferencing + Mentor(s) + Psychologist(s)

Monitor & Assess
Now that the participants have been divided into smaller groups based on their
preferences expressed in the questionnaire (Unit 1 / Activity 5), it is time to allow
them to mingle and socialise with ‘like-minded’ people amongst themselves
without any external intervention from Mentors and/or Psychologists.

Monitor and assess the participant groups as they socialise
with like-minded people.
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Key Specifics
Key specifics to look out for during the monitoring phase are as follows:
• How compatible are similar-minded people?
• How do they relate to one another?
• What are their conversational topics?
• What is the Lingua-Franca used?
• What kind of language is used, formal / informal?
• Are there any awkward silences?
• Are there any disagreements?
• Is there a dominant speaker?
• Does the group syphen off into micro groups?
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This activity of monitoring may be best executed via video-conferencing where the
mentors and psychologists are non-intrusive opposed to being present in a room
with the participants which may cause them to feel observed.

TIME (MINS)

10 - 20 per day

RESOURCES

Facebook Workplace Journal OR Video Recorder

UNIT 2
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PARTICIPANT FEEDBACK

Activity 8: Participant Feedback Diaries

Personal Space
From here onward, throughout the rest of the LEI IO4 part of the project, each
participant is required to record a daily update via the web and digital applications
made available. Similar to keeping a diary, via private blog posts and/or video
diary recording, participants should log their feedback to experiences and/or
positive/negative reactions to activities they have participated in. The entries are
only accessible to the creator and dedicated mentor for monitorning purposes.
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Ask each participant to record their thoughts and feedback
in a digital form, either via blog posts or video diaries.
Feedback Monitoring
To clarify the content of each participant’s blog posts or video diary recordings,
mentors should list the following points of feedback for consideration and to
kickstart their diaries; ask participants to give feedback in regards to how they felt
the social interaction with like-minded people went.
• Record any personal thoughts on activities
• Did you find things in common with other participants?
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• Did you have any similar or shared experiences?
• Did you find other participants with shared archetypes?
• Did you make any new friends / enemies?
• Did you feel there was collaboration or leadership within the group?
• Did you feel any form of attraction / fear towards any of the other participants?
• Has there been any form of conflict / dispute?
• Feedback on positive / negative experiences?
• How would you consider your and/or other participant’s adaptability?
• Are the outcomes of these activities / social interactions as expected?
• Anything else...

MENTOR ANALYSIS
UNIT 2
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Activity 9: Feedback Diary Assessment
TIME (MINS)

15 - 30

RESOURCES

Facebook Workplace Journal

Mentor Analysis
At the end of the participant’s five day social interaction with like-minded people
activity, the mentor(s) should have a one-on-one session with each particpant to
discuss their diary entries and to analyze the following points:
• Do you / they feel that their chosen Archetypes correspond?
• What was the Participant’s attitude before / after?
• Were the participants collaborative / resistant?
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Analyze each Participant’s diary input in alignment to their
social behavior patterns.

LEI IO4

Phase One: Results & Conclusion
Based on the output and results of this first experiment, putting like-minded
people together, the mentor should produce a written / recorded analysis for each
assigned participant based on their feedback and results.

PAIRING
UNIT 2

|

Activity 10: Pairing Dissimilars
TIME (MINS)

60 - 120

RESOURCES

Facebook Workplace Video Conferencing

Define & Divide
The answers and data collection from each participant’s questionnaire (Unit
1 / Activity 5) will now be used by the Mentor and Social Psychology team to
define and divide the participants into pairs of opposites based on their social
psychological behavior, preferences, ethnicity, culture and social tastes etc.
In layman’s terms, each pair should have absolutely nothing in common, eg. pair a
creative with a mathematical minded person.
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Divide the participants into pairs who have absolutely
nothing in common with one another.

Allow ample time for the paired participants to interact between themselves,
socialise and familiarise. This can be done either in a physical room setting, via
video conferencing or text based chat room.
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Each pair will be assigned a mentor and social behavior psychologist that will
monitor and annotate the pairing without intervention.

LEI IO4

Unit 3
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Activity 11: Pair Monitoring
TIME (MINS)

60 - 120 x 5 Days

RESOURCES

Facebook Workplace Video Conferencing + Mentor(s) + Psychologist(s)

Monitor & Assess
Now that the participants have been divided into opposite pairs based on their
preferences expressed in the questionnaire (Unit 1 - Activity 5), it is time to allow
them to interact and socialise with an ‘dissimilar-minded’ partner without any
external intervention from Mentors and/or Psychologists.

Monitor and assess the participant pairings as they socialise
with dissimilar-minded people.
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Key Specifics
Key specifics to look out for during the monitoring phase are as follows:
• How compatible are dissimilar-minded people?
• How do they relate to one another?
• What are their conversational topics?
• What is the Lingua-Franca used?
• What kind of language is used, formal / informal?
• Are there any awkward silences?
• Are there any disagreements?
• Is there a dominant speaker?
This activity of monitoring may be best executed via video-conferencing where the
mentors and psychologists are non-intrusive opposed to being present in a room
with the participants which may cause them to feel observed.

LEI IO4

N.B. The mentors and psychologists will also have access to each participant’s
blog and/or video diaries which may hold information that the participant neglects
to state orally. The diary recordings can potentially help further monitoring
assessment, questions and data accumulation specific to the project’s purpose.

JOINT PROJECT
UNIT 3
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Activity 12: Joint Project
TIME (MINS)

90 - 240

RESOURCES

Facebook Workplace Video Conferencing

Task Assignment
Once the dissimilar pairs have familiarised themselves with one another, they will
be given a task assignment to collaborate together upon in order to produce a
final output that they will present to the rest of the participant group.

Each dissimilar-minded pair will be given a collaborative task
with a final output delivery to showcase to the group.

LEI IO4
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Output
Each task assignment can be at the pair’s discretion or directed by the mentor(s).
Make certain that each participant pair’s task requires collaboration and has the
possibility to demonstrate how dissimilar minded people can work well together.
Below are a few ideas to help get the ball rolling:
• A Google Slides presentation that compares culture and language.
• A Google Slides presentation that compares each participant’s home city.
• A Kahoot quiz comparing words in one’s language to meaning in the other’s.
• An animated short about their experience using Plotagon.
• An animated short that tells a funny story from their culture using Plotagon.
Monitoring & Feedback Analysis
Throughout the duration of the dissimilar pair’s joint project, a mentor and/or
psychologist should monitor all aspects of collaboration with the following key
specifics as priority:
• What is their level of collaboration on a scale of 1-10?
• Is there any form of competitiveness?
• Is it an equal / unilateral effort?
• What is the quality of their input / output / result?
• What is the group’s reception / reaction to the pairing’s final output showcase?
• Analyze each participant’s feedback both orally and/or diary recorded.
• Repeat the questions listed in (Unit 2 / Activity 8).

TIME (MINS)

10 - 20 per day

RESOURCES

Facebook Workplace Journal OR Video Recorder

UNIT 2
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PARTICIPANT FEEDBACK

Activity 13: Participant Feedback Diaries

Repeat Analysis
Mentors and Psychologists should analyze the participant’s blog posts and/or
video diaries in correlation to their recent dissimilar-mind pairing task assignment
and compare results with any oral feedback.

Analyze each participant’s digital feedback, blog posts and
video diaries, in comparison to their monitored behavior.

38

Feedback Monitoring
To clarify the content of each participant’s blog posts or video diary recordings,
mentors should list the following points of feedback for consideration and in
continuation of their diaries; ask participants to give feedback on how they felt the
social interaction with dissimilar-minded people went.
• Record any personal thoughts on activities.
• Did you find things in common with your paired partner?
• Any similarities or compared experiences with your opposite minded partner?
• Did you become friends / enemies or remain indifferent towards each other?
• Did you feel you had collaboration, unilateralism or leadership with your partner?
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• Did you feel any form of attraction / fear towards your partner?
• Has there been any form of conflict / dispute?
• Feedback on positive / negative experiences?
• How would you consider your and/or other participant’s adaptability?
• Are the outcomes of these activities / social interactions as expected?
• Anything else...

MENTOR ANALYSIS
UNIT 3
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Activity 14: Feedback Diary Assessment
TIME (MINS)

15 - 30

RESOURCES

Facebook Workplace Journal

Mentor Analysis
At the end of the participant’s five day social interaction with an dissimilar-minded
partner activity, the mentor(s) should have a one-on-one session with each
particpant to discuss their diary entries and to analyze the following points:
• Do you / they feel that their partner’s archetype corresponds?
• What was each of the participant’s attitude before / after?
• Were the participants collaborative / resistant?
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Analyze each Participant’s diary input in correlation to their
social behavior patterns and final joint product.

LEI IO4

Phase Two: Results & Conclusion
Based on the output and results of this second experiment, placing dissimilarminded people together, the mentor should produce an additional written /
recorded analysis for each assigned participant based on their feedback and results
attached to their previous analysis of the like-minded group activities.

CONCLUSION
UNIT 3
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Conclusion: Group Feedback
TIME (MINS)

90 - 120

RESOURCES

Facebook Workplace Video Conferencing

All Round Feedback
In conclusion to this IO4 module there should be a joint gathering of all its active
participant members, mentor and social psychologist team for a group comparison
of feedback and data collated.

Compare group feedback and collated data from
participants and the mentor / social psychologist team.
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Some of the key points to cover during the discussion should be as follows:
• What was the preferred scenario?
• Did you find yourself more comfortable with Similars or Dissimilars?
• What did you learn from the experiences / each unit?
• Which scenario taught you the most?

LEI IO4

Conclusive Report
Based on the feedback and results of this conclusive meeting, the mentor & social
psychologist team should produce a final written report that catalogs the module’s
progress, stumble blocks and data correlation.

CONCLUSION
UNIT 3

|

Conclusion: Introduction to SEL
TIME (MINS)

60 - 90

RESOURCES

Facebook Workplace Video Conferencing

What is Social & Emotional Learning?
Social and emotional learning (SEL) is the process through which children and
adults acquire and effectively apply the knowledge, attitudes, and skills necessary
to understand and manage emotions, set and achieve positive goals, feel and
show empathy for others, establish and maintain positive relationships and make
responsible decisions. The SEL module encompasses the following five areas:
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Self Awareness
The ability to accurately recognize one’s own emotions, thoughts, and values and
how they influence behavior. The ability to accurately assess one’s strengths and
limitations, with a well-grounded sense of confidence, optimism, and a growth
mindset.
• Identifying emotions
• Accurate self-perception
• Recognizing strengths
• Self-confidence
• Self-efficacy.
Self Management
The ability to successfully regulate one’s emotions, thoughts, and behaviors in
different situations — effectively managing stress, controlling impulses, and self

LEI IO4

motivation. The ability to set and work toward personal and academic goals.
• Impulse control
• Stress management
• Self-discipline
• Self-motivation
• Goal-setting
• Organizational skills

TIME (MINS)

60 - 90

RESOURCES

Facebook Workplace Video Conferencing

UNIT 3
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SOCIAL & EMOTIONAL LEARNING

Conclusion: Introduction to SEL

Social Awareness
The ability to take the perspective of and empathize with others, including those
from diverse backgrounds and cultures. The ability to understand social and ethical
norms for behavior and to recognize family, school, and community resources and
supports.
• Perspective-taking
• Empathy
• Appreciating diversity
• Respect for others
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Relationship Management
The ability to establish and maintain healthy and rewarding relationships with
diverse individuals and groups. The ability to communicate clearly, listen well,
cooperate with others, resist inappropriate social pressure, negotiate conflict
constructively, and seek and offer help when needed.
• Communication
• Social engagement
• Relationship-building
• Teamwork
Responsible Decision Making
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The ability to make constructive choices about personal behavior and social
interactions based on ethical standards, safety concerns, and social norms. The
realistic evaluation of consequences of various actions, and a consideration of the
well-being of oneself and others.
• Identifying problems
• Analyzing situations
• Solving problems
• Evaluating
• Reflecting
• Ethical responsibility
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