
WiredType
Week 1: Your plans change.

Play the club communication game.
Allow 15 minutes: one to get ready, two for each round and two to close. Read the
dilemma and four DISC approaches aloud. Combine ideas into one next step.

One person hosts. Everyone can join in.
Take one minute to get ready. Read each dilemma aloud so everyone can follow along.

Give each round two minutes. Hear the four DISC approaches, then combine ideas into
one next step.

Use the last two minutes to talk about an idea you would try at your next meeting.

These are discussion prompts. Anyone can use any approach or pass. There are no
scores or personality labels.
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WiredType
Round 1 of 6

Your meeting room is locked.
Your group arrives for a meeting, but the room is locked. Sam has called the caretaker.
There is a cafe nearby.

You could start in any of these ways.
D: Consider the decision

Choose a nearby place and tell everyone
where to go.

I: Consider the possibilities

Suggest a walking conversation while you
wait for news.

C: Consider the details

Check when the room will open and whether
the cafe has space.

S: Consider the people

Check that everyone can get to another place
comfortably.

How could you keep the meeting going and help everyone stay together?
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WiredType
Round 2 of 6

The ending comes up early.
At book group, Alex starts discussing the ending. Jo says there are still a few chapters
left to read.

You could start in any of these ways.
D: Consider the decision

Agree on a stopping point for today's
discussion.

I: Consider the possibilities

Invite predictions about the ending without
revealing it.

C: Consider the details

Check which chapters everyone agreed to
read this week.

S: Consider the people

Ask Jo what would make the conversation
comfortable.

How could you make room for a good discussion today?

wiredtype.com/play/club-game Page 3 of 7

https://wiredtype.com/play/club-game


WiredType
Round 3 of 6

The last job has no volunteer.
You are planning a club event. Every job has a volunteer except cleaning up, and the
meeting is nearly over.

You could start in any of these ways.
D: Consider the decision

Suggest a short cleanup shift that everyone
can share.

I: Consider the possibilities

Ask for ideas to make cleaning up a social
part of the event.

C: Consider the details

List the cleanup tasks so everyone knows
what is involved.

S: Consider the people

Check who already has a long shift before
asking for help.

How could you agree on a cleanup plan people can keep?

The optional test has five short scenarios and takes about three minutes. This adds time to
the game. You can also continue to round four.

Ask people to scan the code over a few minutes, not all at once.

wiredtype.com/in/club-game/assessment
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WiredType
Round 4 of 6

Rain changes your picnic plans.
Your group planned a picnic. Rain is forecast, and Lee has already bought the food.
The group chat is filling with suggestions.

You could start in any of these ways.
D: Consider the decision

Set a time to choose between moving indoors
and postponing.

I: Consider the possibilities

Suggest an indoor gathering that still feels
like an occasion.

C: Consider the details

Check the forecast and the available indoor
spaces.

S: Consider the people

Ask Lee what help would make a change
easier.

What could your group decide now, and what needs checking first?
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WiredType
Round 5 of 6

A short message causes confusion.
Taylor writes, 'We need to talk about the schedule.' Morgan thinks something has gone
wrong. Taylor meant to suggest a new meeting time.

You could start in any of these ways.
D: Consider the decision

State the proposed time and the decision you
need.

I: Consider the possibilities

Add a friendly explanation of why the new
time could work.

C: Consider the details

Include the date, time and details that would
change.

S: Consider the people

Ask how the change would affect everyone's
plans.

What message could make the next conversation easier?
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WiredType
Round 6 of 6

Your event leaves supplies behind.
After a volunteer event, you have leftover paper, markers and boxes. Casey offers to
store everything, but the next event is months away.

You could start in any of these ways.
D: Consider the decision

Decide what to keep and give each remaining
job an owner.

I: Consider the possibilities

Suggest a shared craft afternoon using the
leftover supplies.

C: Consider the details

Check what you have and what the next event
might need.

S: Consider the people

Ask Casey how much space is comfortable to
offer.

How could you use the supplies and share the work fairly?

Take two minutes to close. Name one idea you would try at a future meeting. Anyone can
pass.

What would help your group hear a different approach next time?
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