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APPENDIX B

Club Session Log Date:

Incidents of Conflict Involving Raised Voices or Personal Insult:
Time Conflict Type and Resolution Adult
involved?

34

Game Table 1:

Severity of observable conflict this session (scaled 0-10, where 0 means none and 10 means
extreme):

0 1 2 3 4 5 6 7 8 9 10

Most common means of conflict resolution:

GM/Player grade levels:
Overall student self-management observed (scaled 0-10, where 0 means none and 10 means
extensive):

0 1 2 3 4 5 6 7 8 9 10
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Game Table 2:

Severity of observable conflict this session (scaled 0-10, where 0 means none and 10 means
extreme):

0 1 2 3 4 5 6 7 8 9 10

Most common means of conflict resolution:

GM/Player grade levels:
Overall student self-management observed (scaled 0-10, where 0 means none and 10 means
extensive):

0 1 2 3 4 5 6 7 8 9 10

Game Table 3:

Severity of observable conflict this session (scaled 0-10, where 0 means none and 10 means
extreme):

0 1 2 3 4 5 6 7 8 9 10

Most common means of conflict resolution:

GM/Player grade levels:
Overall student self-management observed (scaled 0-10, where 0 means none and 10 means
extensive):

0 1 2 3 4 5 6 7 8 9 10
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APPENDIX C

Game Table Today’s Date

How do you feel this game session went? (Check one.)
__ Really great
____Good
_ Alright
____Could have been better
__Awful

How do you feel about your participation as a player in today’s game? (Check one.)
__Really great
____Good
_Alright
____Could have been better
__Awful

How much fighting between players did you notice? (Check one.)
____Aggreat deal
____Some
__Atinybit
____None

How did this fighting affect the game? (Check one.)
____It made things more fun.
__Itwas not good or bad.
__ It made things less fun.
___There was no fighting.

What was your favorite moment in today’s game?

What things did you learn in today’s game that you would like to apply to everyday life?

How “real” did today’s adventure feel to you? (Ignoring the magical parts.)
Very real
Somewhat real
Not real at all
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APPENDIX D
Group Discussion Guiding Questions
1) When you play imaginative games in a group, what makes that game fun?

2) When you play those same games, what makes the game less fun?

3) What makes the game successful? What makes the game unsuccessful?

4) What do you think of games where the players are on the same “team?”

5) Is it challenging to work together? Why?

6) Do you feel you behave differently when you participate in role-playing games? How so?

7) Can you describe your favorite role-playing moments? What makes them your favorite?
8) Most of the time, do you think you role-play characters that are similar or different from
your real self?
9) When do you think about your role-playing game experiences outside of Games Club?
10) How do you feel about role-playing in general? How useful do you think it is?
Child responses that need clarification will be encouraged with:

Could you say more about that?
Could you explain what you mean by ?
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APPENDIX E

Student Game Leader Discussion Questions

e Did you enjoy leading a game table? Why or why not?

e Did you feel that the players respected your time and energy?

e What was most challenging about being in charge of the game?

e What was fun about being a game master?

e What did you learn from your work before, during, and after the game?

e What would you do differently the next time you game master?

e What were some of the feelings you experienced during the game?

e Do you think that games club children’s behavior changed during this period of student-

run-games? How did it change?



