
 

Deal With It 

 

In the middle of difficulty lies opportunity 

Albert Einstein 

The card game 'Deal With It' was originally designed for younger learners 

at school or at home, and aims to promote discussion, resilience, and a 

growth mindset by engaging them in authentic social scenarios. It uses a 

dialogic approach to discussion, which means it uses open-ended 

questions and interactive dialogue. This dialogic approach also 

encourages critical thinking and reasoned responses and fosters a deeper 

understanding and reflection on the scenarios presented. By encouraging 

open conversation and reflection, Deal With It supports thinking about 

essential skills for navigating life's challenges at school age while fostering 

a deeper understanding of the concepts explored so far. 

To run the game, it is important to be at least familiar with the concepts 

discussed earlier – on complexity, resilience, growth mindset, and 

gratitude – in order to get the most out of this activity. By having a deeper 

understanding of complexity, you will have more options as an educator 

to maximise learning, especially in a group context. 



 

The scenarios in the game are based on real-life situations experienced 

by learners aged 8-16 in UK primary and secondary schools. As a result, 

they provide valuable, authentic, and relatable contexts for engaging in 

meaningful discussions and reflections. 

Preparing for the activity 

Familiarise yourself with the cards: browse through them and select 

appropriate scenarios and prepare the focus of discussion. You might 

want to establish a thematic link between the cards. While reviewing the 

cards, think about the responses your learners might make and the 

reasons behind them. Consult the Learning Agents handout (HANDOUT 

A) for support. 

Possible ways to structure the game 

Deal With It can be used as a printed card game, projected for the whole 

class, or used on devices. Here are some ideas for organising the activity: 

● Small groups or pairs work with one pack by taking turns flipping 
cards over. 

● Learners look through the cards and select scenarios that are more 
meaningful or relevant to them as an individual or in groups. 

● Learners choose cards for each other. 

● Learners pick the worst or most difficult scenarios for themselves 
or each other. 

● Learners choose the worst or most difficult scenario for the class. 



 

● In groups or pairs, learners can shuffle the pack, place them face 
down, and take turns picking up a card. 

● Choose an activity card to display to the whole group or class and 
ask smaller groups to discuss their responses. 

● The displayed card could be used to invite individual responses. 

● A random card could be chosen by a learner for a whole-class 
discussion (the chooser could then decide the best response). 

DISCUSSION IDEAS 

Getting Started  

Initiating a discussion can be challenging, so here are a few suggestions: 

● Grab initial attention – give a surprising fact or pose a surprising 
question. 

● Tell an engaging story. 

● Display a picture or video clip related to a scenario to elicit reactions 
or opinions. 

● Bring in and reveal an object connected to a scenario. 

● Play music with themes or lyrics relevant to one of the scenarios. 

● Share a scenario from the media that they can relate to; ask for 
their opinions. 

● Share a personal experience and ask what they would have done 
in your position. 

 



 

Purposefulness  

Always clearly communicate the expected outcomes. For example, having 

learners reach a consensus and/or report back to the class within a 

specific time frame ensures better focus and engagement. 

The Game 

There are many ways the cards can be used, but here are some 

suggestions which have worked previously for groups: 

1. When a card is selected, one person reads it out loud twice to their 

group or the whole class, depending on your chosen grouping 

method. Encourage players to re-read the card if needed. 

2. Set a time limit for focused discussion; 4-5 minutes per card is a 

good guideline. 

3. Players discuss the scenario, ensuring they address the questions 

on each card. 

4. Players can debate whose response is the best and explain why. 

5. Once finished, ask each learner to write down precisely what they 

would say or do, along with any details around when and where if 

required (this maximises their likelihood of remembering and acting 

in the future). 

6. Encourage players to share their responses with the class. 

7. Optionally, introduce competition by voting on or scoring the 

responses. 



 

Learning  

Learners should be encouraged to explore and discuss psychological and 

emotional complexity, identify new or emergent behaviour or ideas, 

enhance their problem-solving abilities, and expand their understanding of 

the world, themselves and others. At the same time, we should support 

their language as a tool for constructing knowledge. Consider the following 

approaches: 

For each scenario, add a focus on friendship: 

● How could your friendship network support you? 

● How would your friends respond to or handle this situation? 

● Write down the BEST or most positive outcome of this – include 

TIME, PLACE, and DETAILS, such as NAMES. 

● What words or phrases would you use? Write them down. 

Questions 

Skilful questioning also plays a crucial role in eliciting meaningful 

responses and maximising the learning potential of each scenario. To help 

create effective discussions, we’ve provided a list of guiding questions 

designed to encourage deeper exploration and reflection among learners. 

● Ask open-ended questions (those which avoid "yes/no" as possible 
answers). 

● Ask "What if?" questions and offer hypothetical alternatives to 
challenge ideas. 

● Probe potentially bad or unwise responses to the scenario. 



 

● Ask what prompted a player to respond in a certain way – question 
whether they have done or said that before. 

● Ask if they have witnessed this situation before or know someone 
who has. 

● Ask why they consider something 'good' or 'bad', 'right' or 'wrong'. 

● Ask 'why' and 'how' questions. 

● Question whether a response would always be true – can they think 
of a situation in which their response wouldn't work? 

● Ask whether all participants agree or disagree, and why. 

● Request explanations for differing opinions. 

● Challenge their thinking if a response contains logical argument 
words such as 'because', 'therefore', or 'so'. 

● Examine initial or instinctive reactions – why did they say that? 

● Ask about the physical feelings learners might experience and why. 

● Observe and ask how learners prioritise solutions, and why. 

● Invite comments on each other's views. 

● Ask how someone knows something is true. 

● Wait for all opinions, then summarise to advance the discussion. 

● Ask them to reach an agreement. 

● Ask how an agreement was or can be achieved. 

● Ask learners which learning agents they could use to improve their 
responses and how they are connected. 

● Focus on key concepts of change and continuity, similarity and 
difference, and cause and effect in learner responses. 



 

Enhancing the Game Experience: Supplementary Questionnaires 

We’ve also included an optional questionnaire designed to enhance the 

focus on complexity, emergence, growth mindset, and resilience. The 

questionnaire comes in two versions: one tailored for educators or 

parents, and another specifically designed for older learners. Each can be 

adapted. The learner version includes a scoring system, allowing them to 

concentrate on the quality of learning and the intricacies of their 

relationship to the scenarios. The questionnaire can be used alongside the 

game to optimise learning, help with feedback, and ensure the learners 

can get involved in the game but also understand more about themselves 

in that process. All activities and worksheets are available at 

www.youngresilience.com. 

 

  



 

Deal With It: Questionnaire 1 – Educator | Parent             

Question Response 

How did the ideas and new behaviours 

you saw contribute to the overall 

success or outcome of the activity? 

 

In what ways did networks (e.g., social 

connections, resources, or information) 

influence the outcomes? 

 

 

How did evidence of learners’ thinking 

evolve or adapt throughout the activity? 

What factors contributed to this? 

 

 

Were there any unexpected outcomes 

or discoveries during the activity? How 

did they impact the direction and 

outcome? 

 

 

Can you identify any moments where 

interactions (e.g., between learners, 

relationships, resources, or ideas) led to 

the emergence of new solutions or 

strategies? Why was this? 

 

 



 

Deal With It: Questionnaire 1 – Educator | Parent  

Question Response 

How did the complexity (e.g., agents, 

networks, emergent behaviour) of the 

activity affect the decision-making 

process? 

 

What parts of the activity contributed to the 

overall sense of complexity? Were there 

any specific moments or interactions that 

stood out to you? Why? 

 

 

 

What did you learn about complexity and 

emergent behaviour from this activity that 

could be applied to future activities? 

 

 

 

How can you use this experience to further 

develop your understanding and to 

navigate complexity and emergence in the 

learning process? 

 

 

 

 

 



 

Deal With It: Questionnaire 2 – Learner          

The score is on a scale of 1 to 5, where 1 means the least important or smallest 

change, and 5 means the most important or biggest change. By adding up your 

scores, you can see how complex the activity was. 

Question Answer/Score 

Did you have any new thoughts or learn 

anything new during the activity? (1-5) 
 

 

 

How much did these ideas or thoughts 

help you? (1-5) 
 

 

 

Did friends, family, or other people play a 

part in the activity? What other 

connections did you make with people or 

things (1-5) 

 

 

 

Did your ideas or thoughts change during 

the activity? (1-5) 
 

 

 



 

Deal With It: Questionnaire 2 – Learner       

Question Response 

Did anything surprising happen? (1-5)  

 

Did talking or working with others lead to 

new ideas? How? (1-5) 
 

 

Was it hard to make choices because of 

the activity? Why? (1-5) 
 

 

What was it about the activity that made it 

more complicated? (1-5) 
 

 

Do you know what you learned from the 

activity? If so, what? (1-5) 
 

 

How will this activity help you in the future 

when things are complex or difficult? (1-5) 
 

 



 

Prioritising Safety During Discussions 

While stretching learners is important for their growth, it is also important 

to make sure they feel confident in tackling situations and challenges 

without excessive risk. As a facilitator, you will need to create a supportive 

environment that encourages experimentation, while maintaining an 

overall tone that is sensitive and non-judgmental. 

Ask learners if the scenarios spark their curiosity, who they might 

consult for advice, remind them to recall their supporting relationships and 

networks, how determined they might be in their response to these 

situations and scenarios, and what they imagine might happen. Don’t 

forget to explore their observations and any risks they might identify in the 

scenarios. Encourage them to reflect on whether they are drawing from 

previous experiences and why. Discuss the reliability of such experiences 

and how they can influence the learners' perspectives. 

Focus on the learners’ behaviour, emotions, and thoughts, as well as 

their attitude towards the learning or discussion. Invite them to share their 

insights with the group when appropriate. Remember, complex learning is 

not solely about open-ended discussions; it also involves attending to and 

optimising the various mental, emotional, and physical attitudes, 

connections, and responses within the learning environment. 

But above all, enjoy it. 

 

 

 



 

 



 

 



 

 



 

 



 

 



 

 



 

 



 



 

 



 

  



 

 



 

 



 

 


