UNO


Purpose: To illustrate the five types of power discussed in Chapter Nine.  This activity also gives the instructor an opportunity to illustrate the difference between a group and a team.  

Direction: 

· Give the directions of the activity to the students as a class (see page three).
· Place students into groups of four or five.  

· Give each student a UNO deck and a copy of the “rules for UNO” (some of the +2 and +4 cards should be removed before the decks are handed out, if not the game is impossible to finish)  

· After the groups are formed choose one person from each group to be the dealer. 

· Let the students play for about ten minutes.  If a student has not won a round, announce that the student with the least amount of points in his or her hand is the winner.  The winner is given extra credit (as this is a reward that most students want). 
· You can debrief the activity in many different ways.  I choose to debrief as I lecture about power.  

Examples of power in UNO:

· Reward

1. The instructor: He or she rewards the winner with extra credit.  It is also important to illustrate that the reward has to be something that is desired by the person receiving it.  

2. The person who plays a +2 or +4 card: He or she has the power to save one person in the group from picking up the designated amount of cards.  
· Coercive: 

1. The person playing the +2 or +4: He or she has the ability to place an undesired requirement on the other player: they have to pick up cards, which hurts their chances of winning the game.  

2. The group: If a person only has one card reminding in his or her hand and does not say UNO, any group member has the ability to say UNO.  At this time the person with the single card must pick up four additional cards (see rule 5).
· Referent:

1. The person chosen to not pick up cards after a +2 or +4 card is played has referent power.  To exaggerate this point, when forming the groups chose two groups of two that usually talk to each other.  For example I choose a pair from the left and a pair from the right side of the classroom.  The person playing the +2 or +4 card is likely to choose the person he or she normally talks to in the class.  

· Legitimate      

1. The dealer has legitimate power (See rule 6).
· Expert: 

1. People who have played UNO in the past have expert power.  Try to illustrate that there are different levels of expert power.  People who played more often and recently are likely to be more of an expert than someone who played once ten years ago.  

Possible Debrief Questions: 

a) Legitimate Power: 

i) Who had the legitimate power in this excise?

ii) Why did he/she have legitimate power? 

iii) How did they exert his / her power?

iv) Do you think the person used their power fairly?

b) Referent Power:   

i) Who had legitimate power in this exercise? 
ii) Why did you choose the person you did?  

iii) What about the other member? 
iv) What are some examples people who have referent power in real life?

v) How can referent power be missed used?  
c) Expert Power:
i) Who had expert power in this game?
ii) How does a person gain expert power?

iii) How is his power different from the other types of power?  
iv) How is having referent power an advantage?

d) Reward Power:   

i) What were some examples of reward power in this game?
ii) What if you did not like the candy I was handing out? 

(1) Perceived power
iii) How does a person gain reward power?

iv) How can you take this type of power away from a person?
e) Coercive Power: 

i) Who had coercive power in this game? 

ii) How did people use coercive power? 

(1) Were they excited or show sorrow? 

iii) What are some examples of people who have coercive power in real life?
f) General questions

i) What type of power do you think is the most beneficial to have? Why? 

ii) How does power related to group? 

iii) How does this activity illustrate the difference between groups and teams?  

Rules for UNO
Objective: To discard all of your cards first.  Your score is calculated from the cards remaining in the rest of the group member’s hands.  The first player to score 500 points wins the game.   

Set up: Each player is dealt 7 cards.  Place the remaining cards face down, to form a DRAW pile.  

Rules: 

1) Place a card down from your hand that either matches the color or number of the pervious card laid.  

2) Cards with all four colors can be played at any time.  This type of card also allows the player to change the color that will be played next.  

3) When playing a card with an arrow, reverse the order of the players.  

a) The person who went right before you would go again.  

4) When a card has either +2 or +4 all players (expect for the person who plays the card) must pick up the corresponding number of cards.  

a) +2 card = 2 cards to pick up

b) +4 card = 4 cards to pick up

5) If you forget to say, “UNO” after your second to the last card (with only one card remaining in your hand) touches the DISCARD pile, and another member catches you, you must pick up 4 cards. 

Some NEW Rules

6) One person will be the dealer for the entire game.  He or she will also be the score keeper.  He or she is responsible for making sure that everyone is playing correctly.  At the beginning of the hand the dealer gets to discard first.  

7) When playing a DRAW +2 or +4 card, the person playing the card can pick on member of your group to be exempt from the plenty.  Everyone else will have to pick up the corresponding amount of cards.  

Scoring: If you are the first to get rid of all your cards, you get points for the cards left in the other players’ hands. 

· All number cards0-9……………………….. Face value

· Draw 2……………………………………... 20 points

· Reverse…………………………………….. 20 points

· Skip………………………………………… 20 points

· Wild………………………………………... 50 points

· Wild Draw 4……………………………….. 50 points

***The person who wins the game will get Five extra credit points added to his or her grade.  

