STANDING ROOM ONLY : THE SRO GaME

In the “SRO Game”, playersepresent peopléving in a city neighborhood: workers, professionalspperty
owners, the unemployedndpeople who are homeless. All coexist in the samighborhoodand struggle to
survive by acquiring status, economic stability, peace of mind, and health. The game is played in arsends of
in which participants movaroundthe room to “stations’representingcommunity institutions, like arendy
restaurant, a homeless shelter, a grocery store, or a bar. At the end of the game, several people hav&ténded up
on a blanket while other peophave been able thll their wallets with status, moneyndother resources. The
debriefing afterthe game allows participants to move from their individeaperiences to sethe variety of
experiences that other people have and the ‘unwritten rules of the game’ that shape everyone’s experiences.

The SRO Game was originalteveloped by Beverlvrebo as a part of her dissertatalmout the SingldRoom
Occupancy(SRO) hotel community in San Franciscd@snderloinDistrict. SRO’s are a form ofaffordable
housing” — relatively inexpensive rooms without a private bathroom or full kitchen. Many SR@1se found in
urban communities kerethose without enough money to liamywhereelse struggle for survival on theame
streets where economically secure people attend the opera or dine at famous restaurants

The game is designed to demonstrate four main points about homelessness and poverty:

1. What you start out with, in a large part, determines what you end up with.

2. Society’s “unwritten” rules — the rules of the game about Status and Stigma — help perpetuate homelessness
and other kinds of economic injustice.

3. Everyone is playing a different game. We each develop differentthalesnake sense to us — théngs a
police officer or a social worker or a homeless person might do are not so much irrational as they are a way
of playing the game according to rules that fit the situation in which we find ourselves.

4. The struggle of the poor is not just a struggle to survive, but a struggle to retain identity and sense of self.

The SRO game is part of the Bay Area Homelessness ProgfiamslessEducatiorKit, funded bythe Evelyn and
Walter Haas, Jr. Fund in San Francisco.

The gamerequires a niimum of 15playersandhas beermplayedwith up to 80 players at ortane. Thegame
requires approximately 1 hour and 10 minutes to 1 1/2 hours total time. Included in that time is “playing time” and
a debriefing afterward.Do not play the gameunless you have at least 20minutes to debrief the
participants.

In this manual you will find:
1. Instructions for playing the game, including a script to read to the players.
2. Instructions for facilitating a debriefing of the game and reviewing major lessons from the game.
3. Instructions for Setting Up the Game.

PLAYING THE GAME

Noteto Facilitator: This section includes a sample script. All of what you should SAY to the playergeaguiar

font, including information about the game and instructions. What you should bQtalics It is suggested

that you read the script VERBATIM, slowly, demonstrating the “Stations” and “Status and

Stigma” sections for the players (see the bold-face type)Only read the script once, and do @oswer

very many questions. (Remember, the point is not what the rules are, but to play and make up some of the rules as
the game goes along.) If there is time, theilitator mayrepeatinformation in response to questionsaan close
guestions by saying, “Well, no one starts life knowing the rules. Youh@gst to learrthem or make them up as

you go along.”
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Another noteAt the end of this section is a list of questions or problems the facilitator might encounter during the
game.

Introduction :

In this game, which we will play for 35 minutes, you will take roles as residents detiderioinandtry to figure
out your own ruledor the “game oflife”. We will discuss the outcome of thgameand its meaningafterward.
What | am going to do now is briefly explain how the gamelayed (LOUDLY:) | WILL GIVE THESE
INSTRUCTIONS ONE TIME ONLY. PLEASE LISTEN CAREFULLY.

Neighborhood:

Welcome tothe Tenderloin! Aroundyou on the walls are some of thtaces inthis neighborhood(point to the
various stations...\WWhen the game starts, you will get a chance to move around in the neighborhood.

Objectives

(Point to the “Objectives of the Game” chartTihere are two objectives to this game:
1) Stay in the game
2) Preserve your reputation (get rid of stigma and gain status).

I'll explain more about the objectives in a second.

Wallets:

Each person has received a wallet, and who received which wallet was randomly determined. In yoyowatheig

find some of the following: Health Cards, Peace of Mind Cards, Money Cards, Status “post-its”, Stigma “post-its”
& Property Deeds.

You will also find a plastic name badge holder with a pin on the back -why don’t you put this on now..nged'’l|
it soon.

Each of the “Cards” has a point val(refer to “Exchange Value” poster) Peace oMind cards,blue --like a
tranquil ocean, are worth one point. Health Carets; like blood, are worth 2 points. Monegreen, is worth
three points. If a wallet includes a property, this means that person aésvitlee ofthat property. Whydon't you
count your cards now—see how many points you have in your wallet.

This next rule is very important: to stay in the game, you must have two cards at all times:

you must _have both a Health Card and a Peace of Mind Card with you at all times. If you run

out of one of Health Cards and Peace of Mind Cards, then you have“dropped out of the
game”, and you have to stop playing and sit or liedown on the blanket in the center of the
room for the rest of the game.

Status & Stigma
Status: This is a plain post it note. You mustaryour status so thaveryone can sdé If you have
status in your wallet, put it on now by sticking it to your name tag holder. Let's see who has lots of status... why
don’t you stand up.Wow! Look at them! Theyhavestatus. Their goal in thgame is going to be to geten
more status. Status can be bought, but it is expensive. It takes 4 points to get statem afsm get status by
going to stations that give you Status or associate with other people who have status.

Stigma: This is a post it note with sign. You must wear your stigma so teaeryone can seé |If
you have stigma, put it on now by sticking it to your name tag. Who has stigma? Stand up pleassee vets
the troublemakers will be!. Good luck getting rid of it! Anyone can get stigma by going to stations with stigma or
associating with others who have stigma. If you associate with a person who has stigma, you get stigma.

Pointing at theStatus and Stigma Rules CharfTo get status you have to land on a station that gives status
or associate with a person that has status. You get stigrmaa youland on astation that gives stigma or if you
associate with a person that has stigma.

There is onémportant thing torememberabout Statusand Stigma “Get One, Lose One.” You cannot
have Stigma and Status at the same timéDemonstrate with the “Status and Stigma Rules” chalft.you
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(select someone from the grol@ve two Stigma post-its and you get a Status post-it, thercqudd take off one
of your stigma post-its, it cancels out the Stigma(<@fect someone else from the groifigpu have a status post-
it and go somewhere or associate with someone who has stigma—you get a stigma post-it tawouldicahcel
out your status post-it! You would not get to wear any status until you can gain another status post-it.

You must wear your status or stigma post-its at all times during the game. Theolice officer
has an important job: The officer will make sure that people are getting status or stigma.

Property Owners
One more thing. Who has whipeoperty deedsin their walletsAVave your propertydeeds inthe air. Wow—
look at these property owners! Look around the room to see what station you own.

®* Property owners may stay at their station dueagh roundvithout consequencesxcept forgetting stigma or
status.

®* |If you own a station you areresponsible for it. Each station has an envelopeand you
control that envelope in addition to your own wallet. Property owners must stock their
station at the beginning of a game You have to make sure that people who visit your station do what
they are supposed to do.

® Oryou can hire another player to run your stationsbatever salarghey agreeto...then youcan go travel to
other stations. (Remember to watch out for people with stigmal—if you hire someone with stigma, you'll get
it too!)

® You are responsible for usingour own cards (Health, MoneyPeace of Mind) to conduct any transactions
on your station. If you are going to run out of cards, you can trade for necessary cards with other players or you
can go to the bank to buy the necessary cards. For example: if ysupprsed t@ive out Peace oMind in
exchange for Money, you may need to buy more Peace of d&irt$ athe bank.If you don’'t keep your
station working, the police officer can jail you! So make sure you are taking care of your station.

Rounds:

The game has ten roundsachwill last about 2 minutes. | will stagach round bylowing a whistleand will
announce whatvill happen duringhat round. During a rounéveryone—excepthose whohavelost theirhealth

and peace of mind cards and are on the blanket-- can move around to variousatdtidmshateveryou like...you

can just walk around, you can make transactions at any stations, you can trade things or buy things from the bank.

The round ends when | blow a whistlst this point each of you has 20seconds to be touching one

of the stations. You can't loiter. You have to be touching a station and make the required
transaction. Loitering players are arrested by the police officer and spend the next round in jail. The beginning of
a new round is signaled by when | blow the whistle again.

(Note to facilitator: depending on your audience, you may want to stafimisti rounds byturning onand off the
lights, banging a drum or a gong, etc...)

Stations & Transactions:

At each station you have to do something with yoands. Eactime anyone stays at station they mustonduct
the transaction posted at the station. Property owners must make sure thaviséoqpetheir station do the right
transaction.

Let's do an example: Let's say you visited the Trendy Resta(oafacilitator may choos@anotherexample). You

have to pay 2 Monegndyou get 2Peace oMind cards and healthcardand 1 &atus card. Got it? It is the
responsibility of the property owner, or their employee or the police to make sure the transaction happens. Property
owners can get free status or stigma post-its from the bardstmck theirstations, butproperty owners have to

buy or trade their cards to make sure they have enough cards to make the right transactions.
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Police Officer

So far, I've given you a lot of rules. Who wiinforcethem? One wallet says that someone is the polfibeer.
Who is tha? (Go to theplayer who is the police officer.)You are incharge ofthe jail, and have four
responsibilities:

1. You must jail anyone who is not on a station within 20 seconds after the end of a round

2. You must be sure that everyone has at least one Health card and one Peace of Mind card at all timeatekf you
anyone who doesn't, put them on the blanket.

3. You must also make sure that people get Stigma and Status when they are supposed to.

4. You may respond to accusations of stealing or breaking the rules and penalize other players as you see fit.

NOTE: The police officer does not get Stigma for checking on people with Stigma or jailing them. But, if you go
too easy on anyonwith Stigma or are too harsh on thgdayers withStatus, Icangive you Stigma. As the
facilitator, | am the final judge when there are disagreements. Keep in mind, judges are not always fair.

SocialWorker

One wallet says that you are the Social Worker. Who is {20 the player who is theocial worker.) You are
in_chargeof all the public stationgwhich are the public hospital, the publiGbrary, the soup kitcherand the
shelter,depending orthe number of playersgndyou cangive advice toother players. That's right, you are in
charge of all of the public statiorsdhave to make surthat all of them are running. You may use taeds in
your own personal wallet if you want. Sorry, | don’t have any advice to you about how to do this work.

Banker

(Go to the banker, who is usually an assistant of the facilitatdis is the banker and s/he is available to all of you
throughout the game to exchange Health, Peace of Mind, Money, or Status according to the points on the cards. You
can trade any cards here. For example, if you have monegaythuy Peace oMind or Health orStatus. If you

have a lot of Peace of Mind you can buy Money or Health or Status. If a station or the social worker aoreeolice

more stigma or status post-its to complete a transaction, go tdatileer—these are free. On paydays for
unemployment checks or welfare, the banker also acts as the welfare/lunemployment office.

Okay, arethere anyquestions?Don’t answer very manyquestions—you can repeat parts of the
information above, but don’'t elaborate. You can sawvell, no one starts life knowing the rules. You
just have to learn them (or make them up) as you go along. Let’s start the game!

THE FACILITATOR 'SROLE DURING THE GAME

During the game, the facilitator’s job is to:

* indicate the beginning and end of each round (blowing the whistle to signal the beginning or end of a round)
® announce and initiate any events of each round

® help the police officer, especially by enforcing Stigma

® be the judge if a dispute arises and dispense punishment, but not necessarily to be fair

®* help the banker (handing out additional stigma or status post-its...helping collect cards, if necessary)

Example of how to conduct the rounds:
Facilitator announces:This is Round Number 3! Because of inner city stress, everyone loses one peace of mind card!
Each of you must give one POM card to (oeto the Banker). Blow Whistle to start the Round!

After 2-3 minutes, blow the whistle émdthe round. Everyone must be touching a statiatithin 20 seconds
(except for the police officer). If there are people not touching a station, the police officer takes them to jail. Then
announce the next round.....

Rounds of the Game:

1. There is no evenitet people get used to the game.
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2. No eventLet people play the game

3. Facilitator startsround by announcing thabecause oiner city stresseveryoneloses 1Peace oMind Card
(give to the bank).

4. Facilitator starts round by announcing thatstorm hits. Everyone loses 1 Health Card (give to the bank).

Facilitator announcesPay Day for unemployment/welfare paymefs.this point thebanker can change hats

and give out money as the welfare officglve 2 money cards and one stigma card to each player who is not an
employee nor a property owner. Choose 3 people at random and do not pay them saying that tietytriesve
hard enough to get a job.

6. No event. (social wker is out to lunch—all public stations actosed: the library, the hospital, the soup
kitchen, the shelter)

7. Lottery. Facilitator has players write their name on earg, collect all from people who want to plagitaw a
winner, and give that person all the cards collec{gile cards to thdankerwho puts them itis/her hat and
draws the winner)

8. Facilitator announces tha major crime occurs in the neighborhood. Everyone loses 1 Peace of Mind Card. Pay
to the bank.

9. Pay daySame as earlier
10. No event. Last round.

You mightchoose alternativeoundssuch as aound in which everyone has to geat (all players must go to an
eating station “Go buy lunch."—the corner store, the tremdstaurant,the soup kitchen, the fafiod joint, or the
grocery outlet) or a round in which everyone has to sleep (must go to a sleeping stati@R&ttéotel, theGrand
Hotel, the Shelter, or the Alley). Or you might want to start a rountiaifme see youcards—tomake sure that
everyone has 1 Health card and one Peace of Mind card.

Some problems you might encounter during play time:

®* |t seems really chaotic and people don’t know what they are doing!!! That's ok...don’t ruphactend let the
round keep going a little. Chaos during rounds is normal!

® People are stealing. This is okay as long ado#@snot get so out of hand that no one is really playing the
game.

®* The police officer or the banker is corrupt. This is okay, do not worry about it unless it really gets out of hand.
Then suggest they tone it down.

®* Anyone, but especially the police officer, starts “playing Rdtdaod,” —that is, givingfavors to people with
Stigma or trying to take away status through any other means than by giving Stigma. Jahduve them
Stigma.

® People are “dropping out of the game” too fast. This is okay. Their frustration will help the discussion later. If
you think too many people are dying before the game is really going, make the pay day round come sooner.

®* No one is “dropping out of the game”. Usually only 1-3 peajptsp out of any game. If no one @ropping,
have fewer paydays, and only mymepeople. Tell the others that they do not deserbedauseahey have not
been trying hard enough to get a job.

® People ask too many questions. Repeat the instructions if you have time, but do not give advicenBwenot
the questions by those who do so persistently.

®* Noise gets out of hand. Have an extra long “night"—the time between the end of the round and the beginning of
a new round-- and speak quietly as you explain the event for that round.

®* The social worker will run out of cards. Give them moree ortwice, but therrefuse. Announce loudly that
“there is a federal budget deficit and extra resources cannot be spatied farblic stationsAnyone who wants
to donate money or resources to the public station may do so.”

®* People willhaveboth StatusandStigma. This is nosupposed to b@ossible, sotake away both post-its,
while explaining the rule.

®* People will be out of the game and not noticeCheck folks’ wallets as you waliround and if they do not
have one Peace of Mind card AND one Health card, put them on the blanket—they are out of the game.
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I NSTRUCTIONS FOR DEBRIEFING THE GAME

As important as playing the game is debriefing the game in group discussion. The purpose is to move people from
their individual experiences to see the variety of experiences other people had and to help the pamtialpaatthe
message of the game. THesigners othe gamehadfour points to make, which yooantry to bring out in the
discussion:

1. What you start out with, in a large part, determines what you end up with.

2. Society’s “unwritten” rules — the rules of the game I#tatusand Stigma —perpetuatdhomelessness and
other kinds of economic injustice.

3. Everyone is playing a different game. We each develop differentthalesnake sense to us — théngs a
police officer or a social worker or a homeless person might do are not so much irrational as they are a way
of playing the game according to rules that fit the situation in which we find ourselves.

4. The struggle of the poor is not just a struggle to survive, but a struggle to retain identity and sense of self.

The following is a list of suggested questions and exercises that you can ask everyone to bring out the above points.

1. What you start out with determines what you end up with: Havethe participantsadd up the

contents of their walletand compare it towhat they started with (whickhould be written on the outside of the

envelope already).

® Who had the highest score? Who had the lowest score?

® |et's figure out what thisgame means... Howlid it feel whenyou realizedthat yourenvelope wadlifferent
from other people’s? In real life is your envelope different from others? Daeyoember wheryou found that
out? Does it matter that we don’t have a “level playing field” in this country?

® Did you start and end with the same amount in your wallet? Who ended up better than wistartdd3 Why
do you think that happened?

® Who ended up “leaving the game” or on the blanket? Why do you thinlhdppened? Howlid those of you
who had to leave the game feel? Did those of you who stayed in the game notice those pebpbdwpped
out?

* Did it matter if you were a woman or a man? Does that reflect real life? Would it mattenifeyewaperson of
color or elderly or had a disability?

® Who stayed in the game, but feels like they did not achieve “success”? What happened to you?

® Could any of the things that happened in this game happen in real life? What are some examples?

2. _Society’s “unwritten” rules — the rules of the game like Status and Stigma — perpetuate

homelessnessand other kinds of economic injustice.

® How hard or easy was it to get Status? Stigma?

®* How did other players react to you if you had Stigma? If you had Status?

®* |nreal life, how do you know someone has status? Or how do you know someone has stigmiafidvdihat
things might give you stigma in real life?

® What about stigma contamination? Can you give me an example of this in real life?

® For those of you on the blanket, how did you get there? How did it feel to be out of the game?

®* Did anyone beg?

® For those of you who were able to stay in the gaditkyou notice the people on the blanket? Wilidtyou
think about them? How did it feel to walk over or around the people who were on the blanket?

® |sittrue that status costs more than health or peace of mind? Are there things that matter more than money and
health? What are they? What kindtbfngs mighthappen in redlife that tell you people value thoskings
more than money or healtl{fou are looking, in part, for some of theeasonswhy people whocan't have
success in the game might turn to drugs or alcohol...)
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3.

Everyone is playing a different game and struggles to hold onto their identity. We each

develop different rules that make senseto us — the things a police officer or a social worker

or_a homeless person might do are not so much irrational as they are a way of playing the

game according to rules that fit the situation in which we find ourselves._

What were the social worlds people traveled in? What were the rules that each social world had?

How did it feel to be the social worker? What happened to you? ditbiv feel to bethe policeofficer? What
happened to you?

Do you agree that this point system reflagtal life? Is status reallyworth more than money? Is healtnally

worth less? Are there things that matter more than money or health? What are they? WhatHiimgks ahight

happen in real life that tell you people value those things more than money or health? (You are looking, in part,
for some of the reasons why people who cannot have success in thengarhéurn todrugs oralcohol. This

is what many homeless people describe as necessary peace of mind.)

Did anyone cheat? Describe what you did. Did the cheating get you ahead? Is there a real life parallel to this type
of cheating? In real life do people get ahead by cheating? (Take somieetinethe answers Yesnd Noboth

apply — ask why and for who?)

Did anyone think about giving away their money?

What other things did you notice thiaappened irthe gameand wererealistic? What wasot realistic?Why?
How is it really?

CONCLUDING POINTS

What do you think the lesson is? What is the moral of this story? The designersgdrtighad four main points
to communicate:

What you start out with, in a large part, determines what you end upwith. We do nothave a
level playing field in this country. If you are born without wealth, it is difficult to obtain it. Do you tiak
is true? How do you know? The way we distributed propamtymoney in envelopes was actually muwmtter
than reality. In reality, over 50% of the families in this country have no wealth — that isdebésexceed the
value of their asset©ver 70% of the wealth iowned by justl0% of the families in théJ.S. Can you
imagine what it would look like if we made the envelopes show this reality?

Society’s “unwritten” rules — the rules of the game like Status and Stigma - perpetuate
homelessness and other kinds o&conomic injustice. So, for example, our unwritten rules against
dealing with people who have Stigma prevent those people from getting access to opportunities. Can you think
of some examples from the game rerl life to illustrate this? (Examples: the unfairness of police, the
unwillingness to talk to a homeless person — remember, most jobs are gotten through personal contacts, women
get stigma and lose peace of mind more than men.) We do not talk about status andestjgofien,but they

motivate us. The pain of stigm#&gr example,can drive us to danany things. Can you think odny?
(Examples: drugs, alcohol, violence in revenge.)

Everyone is playing adifferent game We each develop differemtiles that make sense to us — the
things a police officer or a social worker or a homeless person might do are not so much irrational as they are a
way of playing the game according to rules that fit the situation in whicfindle@urselves. Is thatrue? Can

you think of a way in which living under a bridge instead of in a shelter mighatlmmal? Can youhink of a

way in which making people stand in line for hours to get a meal mighatiomal? One definition of justice

might be when we can all play the same game.

There is a struggle on the streets not just to survive but to retaindentity and a sense of

self. Look at the property owners who have money but still have stigma. Whtalgeled? “The homeless”
obscures the identity of a person.

This game is not designed to make you feel hopeless. It is designed to make you more aware of how people start out
with different envelopes, deslop different‘rules of thegame” or strategies tplay the gameand ofthe way that

stigma and status plays out in our society to perpetuate poverty. It's really important for evebaaeaeof all

the dynamicsthat thisgame illustrates so that veanbuild lasting and appropriatepolicies and actions to end
homelessness and build community without stigma and hopelessness.
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SETTING UP THE GAME

The game requires a minimum of 10 and a maximum of 30 players. It takes approximatelyahdhbdminutes

to 1 and a half hours. Including “playing time” and a discussion afterwidodnot play the game if there is
no time to debrief the game with participants. If there is less time available, you may “short” the wallets
so that players run out of cards sooner and the number of rounds may be cut.

Model Agenda

Read aloud “Playing the Game” Mlinutes

Answer questions/clarify points 5 minutes

“Playing Time” 35 minutes (10 rounds of 2 minutes each and extra time between rounds)
Debriefing and processing 20-30 minutes

NOTE: There are two options for preparing for the SRO Game:

1. Purchase the SRO game box from the Bay Area Homelessness Program. This game box contapisced the
and posters needed for almost instant preparation

2. Use the Templates provided on the Bay Area Homelessness Program web-site to create your own posters, charts,
transactioncards,etc... Thiswill includeusing a photocopier tenlargethe station posterand charts, and
make copies of the transaction cards. Estimated additional preparation time: 2-3 hours.

Playing Pieces Provided (in_box or astemplatedrom the website):

15 Station posters

3 Flip charts — Objectives of the Game, Exchange Values of the Cards, Status and Stigma Rules
Peace of Mind, Health, and Money Cards

9 Property Deeds

Labels for the Wallets and for Station Envelopes

S

Playing Pieces You Needto Gather & Create:

1. Several packets of Post-its notes— half of the post-its shaudall drawn on it torepresenStigma the
clean post-its represegtatus

2. Plastic namedugeholderswith pins on theback (one foreach player) -these are reenmendedfor easily
attaching the Status and Stigma Post-its to players during the game

3. Masking tape

4. Two badges —one each for the police officer and the social worker.

5. “Wallets” for eachplayer — A regulasmall envelope —one foeach player-will serve as a “wallet” for the
player. Pre-stuff these “wallets” according to the “SETTING UP THE WALLETS"” chitlude one plastic
name badge per wallet. These badges will make it easy to stick status or stigma post-its on players.

6. Envelopes for eacttation—Eachstation musthaveits own envelopesstuffed according tahe SETTING UP

THE STATIONS chart.

Blanket (for players who “drop out of the game” to sit on)

Whistle or a party favor that makes noise

Bag or box for a lottery drawing

0. Banker'shat (andother hats that you are able to collect....a facilitatbe§ severalhats for participants...it

makes the game even more fun!)

B oo~

GAME PREPARATION

1. Prepare the stations posters. Attached to this list of instructionssaries of “stations” templates which are
photos with the name of the station and the transaction instructions. Photocopy them onto 11 péper 17
so that they can be easily read. If you are unable to use the templates, create your own station posters using the
chart below toinclude transactioinstructions. You may choose to laminate these station pdsiefature
use.
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2. Prepare transaction & deed cards, and the 3 charts--all based on the templates.
Transaction and deed cards can be photocopied onto cardstock paper

® Peace of Mind cards blue stock 20 sheets for 30 players
® Health cards red stock Zheets for 30 players
® Money cards green 1Gsheets for 30 players
® Deeds white one sheet for each deed

3. Prepare the three charts. Photocopy the Chart Templates onto 11 1/2 x 17 paper soc¢hatlibessily read.
If you are unable to use the templates, create your own charts with the following text:

® Chart #1.Exchange Values of Cards

Peace of Mind Joint
Health 2points
Money 3points
Status 4 points

® Chart #2 Reputation Policy
® To Increase Status (LoseStigma): Land on aStation that gives Status, or
Associate with another person that has status
®* To Lose Status (IncreaseStigma): Land on aStation that gives Stigma, or
Associate with another person that has stigma
® Chart # 3. Game Objectives
1. To Stay in the Game (You must have 1 Peace of Mind & 1 Health Card at
all times)
2. To acquire Status & to avoid Stigma

The Day Before

1. Choose a room large enough to comfortably hold all the playersspéite fothem to walkaround andor a
blanket to beplaced inthe middle. Chairsandtables should belearedfrom the room or seasidealong the
walls.

2. Stuff andlabel player wallets—one wallet per player. Each player's “wallet” (envelope) is stuffedth
Status or Stigma post-its, one name badge holder, the appropriate property deeds, and rReaberai¥lind,
Health, or Money Cards that cespondswith that wallet. Use the “Setting Up the Wallets” chart. Each
player’s wallet should be labeled with its contents so dhoaing the discussion playersan compare what they
started out with to what they end with. The SRO Game Box contains the labels for 30 players’ wallets.

3. Stuff station envelopes Usethe"SettingUp the Stations” chartto determine how many Stations yuuill
set up. Each Station has one envelope and that envelope will storecdssargransaction stigmand status
for that station. Public stations will alseave transactiocards. Use the “Setting up the Stationshart to
determinehow to stuff the station envelopesThe SRO Game Box containshe labels foreach station
envelope.)

4. Make surghat thethree game chart@Reputation Policy, Exchange Policgnd Game Objectives) argeady.
(The SRO Game Box contains these charts.)

30 _Minutes Before the Game
1. Set up stations (tape up the station posters and firmly tape the station envelope beside the corresponding station)

2. Put up charts for instructions
3. Set up the bank with several dozen money, peace of mind, health cards, plus stigma and status cards.

4. Set aside props for facilitator (whistle, lottery drawing bag)
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5. Put down blanket in the center for people who “leave the game” to sit on

5 Minutes Before the Game
1. Give wallets to participants

2. Decide if you want to pre-select the players who will be a police officésocial worker. If you want to pre-
select thoseandgive them their walletand badgegotherwise, these rolesan be randomlyselected by the
wallets)

SETTING UP THE STATIONS

1. DETERMINE HOW MANY STATIONS you will need to play the game. The number of statiependsipon
the number of players in the ganielow is a suggested chart fahich stations to use. Remember gost the
stations around the room at eye level. Group the stations in theawmding tohow one mightfind them in a
urban neighborhood. For example, municigadl social servicesnay belocated inclose proximity. Onewould
not find a shelter next to a Grand Hotel.

2. Each station will have an enveldppedto thewall besideit. The chart below indicates how many ezfchtype
of card should be in the station’s enveldygdore the game startsThereshould be at least 15 “status OR stigma
post-its in each station as described in the chart.

For up to 15 Players, use these 7 stations:

Station Peace| Health |Money Cards| Reputation Transaction
of Cards Post-its Required
Mind (20 each)
(POM)
Pay Receive
City Jail 0 0 0 Stigma POM (male), 1 Stigma
2 POM (female
Public Hospital 20 25 0 Stigma Nothing 1 POM, 1 Heqth,
1 Stigma
Public Library 20 0 0 Stigma Nothing 1 POM, 1 stigma
Corner Store 0 0 0 0 1 money 1 health
Trendy Restaurang 0 0 0 Status 2 money 2 POM, 1 healfh,
1 status
SRO Hotel 0 0 0 Stigma Woney 1 Health, 1 Stigna
Bar/Cocktails 0 0 0 Stigma 1Health, 2 POM,
1 Money 1 stigma (male),
2 stigma (female
For 15 to 25 players, use the 7 stations above and add these 3 stations:
Soup Kitchen 0 20 0 Stigma Nothing 1 health, 1 stigmhp
Fast Food 0 0 0 0 1 Money 1 Health
Grand Hotel 0 0 0 Status 3 money 2 POM, 2 health
2 status
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For 25 or more players, use the 10 stations above and add these 5 stations:

Symphony Hall 20 0 0 Status 2 money 1 POM, 1 Status
Shelter 0 0 0 Stigma 1 health, 1 POM 1 stigma
(H
Porno Palace 0 0 0 Stigma 1money 1 POM,
1 stigma (male),
2 stigma (femalg
The Alley 0 0 0 Stigma 1 health, 1 stigma
1 POM (male),
2 POM (female
Grocery Outlet 0 0 0 0 ioney 1 health

Setting Up the Wallets

Below is a suggested guide for filling the wallets. For example, wallet number 3 should include 10 Health Cards, 8
Peace of Mind Cards, 1 Money Card, and a property deed for the SRO Hotel. These contents should be written on the
outside of the envelope for the players’ reference during the discussion. The roles of police officer and social worker
may be predetermined by the facilitator or left to chance assignment by the wallets. Note: if you have more than 30
people, make sure to add another police officer and social waxkee: the owners of property control both the

property envelope, located at their stations, and their personal wallet.

Player [Health Cardd Peace of Money |Reputatio | Property Deed/

# Mind Cards n Role
1 16 8 2 1 Status Corner Store
2 1 3 2 Bar
3 10 8 1 SRO Hotel
4 2 1 2 1 Stigma| Police Officer
5 2 2 1
6 4 2 2 1 Stigma
7 1 6 2 2 Status
8 1 1 2
9 5 3 5 2 Stigma
10 2 4 2
11 2 1 12 2 Stigma | Social Worker
12 1 2 1 1 Stigma
13 10 7 3 2 Status | Trendy Restaurart
14 8 4 2 1 Status
15 4 2 2 2 Stigma
16 1 2 1
17 1 1 2
18 12 6 1 1 Stigma Fast Food
19 3 2 3 2 Stigma
20 2 3 1 1 Stigma
21 8 8 3 Grand Hotel
22 2 3 1 1 Stigma
23 1 3 2 2 Status
24 2 1 2 1 Stigma
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25 12 6 3 1 Status Grocery Outlet
26 6 4 2 2 Stigma Porno Palace
27 2 5 4 1 Status | Symphony Hall
28 1 3 1 1 Stigma

29 1 2 0 1 Status

30 6 3 4
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