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I am not what happened to me… 
I am what I choose to become.     

Carl Jung
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Fear & uncertainty  
Who’s Driving?


You are stood in the pouring rain on moonlit strip of tarmac, the headlights growing with 
velocity as the vehicle hurtles towards you. What will you do? 

Will you freeze like a startled rabbit? Will you throw yourself out of the way just n the nick 
of time? Or will you have made your assessment of the situation and move calmly to one 
side, certain in the knowledge that you are only in immediate danger if you delay. 


At times of uncertainty and anxiety, especially when the risk is acute, we can adopt all 
kinds of unhelpful behaviours. This is because when we are under pressure behavioural 
drivers (Berne 1964) take over. These drivers deeply embedded in our psyche and we 
engage with them with very little control. In day to day activity, these drivers actually help 
us go about our business in the ways that we have become accustomed to. We operate 
to known narratives and our behaviour is appropriate. 


However, when the narrative changes, especially if it changes suddenly as with COVID-19 
and the subsequent social restrictions, we can find ourselves floundering. The immediate 
response is to try and carry on as normal, to keep engaging our familiar behaviours and 
hope that they will work.

But when the narrative changes, we need to adapt to that reality as effectively as 
possible. 


Narrative Pattering has been developed using the knowledge and tools of academic, 
creative and therapeutic disciplines. Narrative Pattering utilises concepts such as cultural 
responsiveness (Iwama 2006) and occupational performance (Jacobs & Jacobs 2004) 
from Occupational Therapy, as well as core plot structures as outlined by Christopher 
Booker (2004) to both create and assess activities designed to improve:


Clarity 

To recognise the narrative emerging and understand its implications.


Purpose

To promote team functionality and ensure everyone is invested in the emerging narrative. 


Direction

To make effective plans that will both mange and leverage the emerging narrative. 
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What is Narrative Patterning? 
Creative Edge has developed the online entity Strategic Edge to address these issues. By 
drawing on creative writing, narrative theory and  occupational therapy, Strategic Edge 
provides individual and team based interventions to identify current narrative trends in 
both organisations and their customers, before providing fully immersive story and game 
based exercises to devise new strategies.  

With the assistance of our partner agency, Strategic Advantage, these strategies are then 
stress tested using accredited processes and delivered by experts in the field of ‘Red 
Teaming.’ 

Features

• A sandboxed environment in which to develop new plans and strategies. 
• A unique tool to create a common communication framework.  
• Opportunities for team building and one to one coaching. 
• Ownership of process and a non prescriptive approach so that learning sticks more 

effectively.  
• Incorporation of professionally delivered  Red Teaming process to stress test plans.  
• Opportunities for inclusion in quarterly business online publication.  
• Understanding of the Kawa Model  tool as a common communication framework.  
• Introduction to and use of the Five behaviours (Lencioni 2002) 

An integrated system of development

There is a principle in the field of Theatre Studies known as the ‘Efficacy & Entertainment 
Dichotomy.’ The structure of this phenomena is described by Sidebottom (2018) via the following:


Traditionally it has been understood that while ritual performances are theatrical, they are not 
“theatre”, and while the performing arts have their fair share of rituals, dramatic performances are 

not themselves “rituals”. 

In the original work by Schechner (1914), ritual and theatrical performance are identified 
by values such as purpose, temporal aspects, audience expectations and world views. At 
one extreme the sole role of theatre is to entertain and nothing more. However, in 
ritualistic performance the purpose is to achieve a desired outcome. Ritual performance is 
often associated with shamanic practice for example, where identification of a social or 
cultural imbalance is identified as the causal factor to an individual’s concerns. (Capra 
1988) Put simply, theatre is fun, ritual is learning. Narrative Pattering uses the Efficacy 
Entertainment Dichotomy to promote engagement, learning, interaction and immersion in 
the process.  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The Principles of Shared 
Narratives 
Business leaders are more aware than ever before about the importance of adopting 
useful cultures over imposing working regulations (Breuer & Lüdeke-Freund 2017). Agile, 
as a set of values and principles, has a strong cultural presence, but it is not the only 
values bound aspect of a business. This variance of culturally identities within one 
organisation poses a threat of miscommunication across cultural paradigms. 


Iwama (2006) describes culture as “overlapping spheres of shared experience placed in 
space and time.” By adopting this definition we understand shared narratives to hold 
cultural relevance for all those involved. NP is an environment where collective experience 
of a specific narrative or narratives becomes an opportunity to acquire knowledge, 
experience and make effective plans in a manner responsive to the cultural 
distinctiveness of the team.


To construct this environment we have blended tools and knowledge from the performing 
arts, narrative theory and the profession of Occupational Therapy. In doing so ‘players’ 
are able to craft the tools they require for collective and individual development, deep 
learning and organisational alignment. In this way we provide a client determined process 
where outcomes have greater value and relevance, rather than the provision of ready 
made tools which demand that Team and/or organisation moulds itself to something 
which may not fully align with the cultural complexity of those entities.


Three Guiding Values 
You will find many things in the world of Narrative Pattering incorporate numerical 
meaning: rule of three and seven plots for example. To follow this pattern we have 
established three clear principles which will help provide the most authentic and useful 
experience. It may be tempting to try and ‘improve’ or ‘refine’ some processes by 
avoiding the guiding values, but this would detract from some of the more creative and 
esoteric elements of the process. 


Exploration 
There are no right or wrong answers. The purpose of the exercise is learning and 
exploration to provide a sufficient saturation of information to solve a specified problem. 


Collaboration 
Players will work together at all times, even if operating solo their focus is on the progress 
of the team. Part of the role of the Navigator is to weed out ego and hidden agenda. 


Reflection 
Within the NP world there are ‘Waypoints.’ These are safe spaces to reflect and gather 
resources.
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Why Problem Based Learning (PBL)?


PBL is an approach to learning which is widely used in the health care sector. It uses case 
scenarios to embed learning opportunities. These scenarios are then analysed and evaluated by a 
team of mixed professions . (Wood 2003) We have chosen PBL as a learning style as it correlates 1

well with expressions of the four Agile values. 


1. RELATIONSHIPS - PBL takes place in team environments where identification of strengths 
and skills sets is important. 


2. DELIVERABLES - The quality and depth of learning is identified by the final presentation which 
is also a part of the learning process. 


3. INTERACTION - Learning teams must share, analyse and disseminate information together 
and identify the best way of presenting their findings. 


4. ADAPTIVE - As the teams gather information they may have to alter their approach according 
to the information they uncover.


Problem Based Learning has seven distinct stages:


1. Understanding - The Team is presented with a scenario and a required outcome by 
the ‘Navigator.’ This scenario will relate to the narrative that they are exploring. 


2. Definition - The Team will appoint a scribe who will be responsible for recording all 
data and progress. The Team will then identify and record all aspects of the scenario 
that they understand. 


3. Hypothesising - The Team will construct a working hypothesis to solve the problem. 

4. Review - The scribe will read back everything they have so far collated. If there are 

discrepancies then they can be corrected at this point. 

5. Tasks and learning objectives will be set for the Team and individuals. 

6. The Team will now break down to private study, or where the activity is physical they 

will work in pairs. The Team will be allocated a time frame to work to and at the end 
of this time frame come back together to collate their findings. 


7. The Team will be given a new time frame in which to create a presentation to 
demonstrate learning. 


What is Top Down Learning?

Top down assessment is used in the profession of Occupational Therapy to promote the 
acquisition of new skills by engaging with meaningful activities. Top Down Learning works 
to the principle of the humanistic paradigm rather than the mechanistic. Hocking (2001) 
cited in Brown & Chien 2010, explores the usefulness of the therapist’s ability to “focus on 
their clients' abilities to do what they want and need to do and to carry out meaningful 
occupation rather than evaluating the components underlying occupational performance 
problems.” 


This is the opposite of bottom up learning where individual components and systems of 
an activity are analysed individually to construct an overall impression of the client 
experience. 


 A Multi Disciplinary Team or MDT. 1
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The benefits of top 
down learning and 
assessment are 
three fold: 

1. Context is 
considered to 
be a critical part 
of the activity. 

2. The results/
evaluation have 
greater 
relevance to the 
learner(s)  

3. Activities can be 
adapted to suit 
the needs of the 
learner(s) 

Why the Theatrics?

We use the Efficacy & Entertainment Dichotomy within NP. The learning is embedded in the 
narrative structure of the process, and there are many ritual elements to it. Some of these are 
practical and contemporary, such as the Problem Based Learning Process. Some of them are 
arcane and ‘theatrical’ in nature (sorry no spoilers.) The majority of the theatricality is in the 
delivery of the NP process. Because the process is adaptive to each Team, it is impossible to 
state exactly what those vehicles and devices might be, although metaphor, pops, costume, 
games and   will be constants in the process. 


One other constant is the Navigator. He is the facilitator and will be introduced out of character 
initially. Once the team are engaged in the NP process, the Navigator character will take over. The 
Navigator is in essence ‘The Fool.’ He is a Jungian archetype and plays a vital role in guiding the 
team through the process. 


The Navigator can be both supportive and disruptive, attentive and disinterested. He is there to 
explore some very human elements of the Team. However, there are certain ‘hacks’ to interacting 
with the Navigator, and these can be used tot he team’s advantage should they take the time to 
reflect on the Navigator at one of the three ways stations. 


Ultimately though, the Navigator is there to help, but this hope might not arrive in the way you 
expect. 


Page  of 9 16

https://medium.com/swlh/the-importance-of-metaphors-in-programming-philosophy-and-trading-a0030ed176b6


The Journey  2

Preparation


Initial Evaluation

We conduct an initial assessment to ensure that you and your team will benefit from Narrative 
Pattering. 

Time: One hour 

Orientation to the Game

This is a complex, multi-layered narrative environment where problem and game based learning 
are key. To be full immersive, Narrative Pattering has been developed with its own set of values 
and terms. Orientation will introduce the concepts and also set safeguards in place. 

Time: Two Hours 

Preparing for the Journey

This is the beginning of the ‘game.’ The players are introduced to the Navigator and begin 
assimilating themselves into the Narrative Pattering world. 

Time: One day 

Delivery


Engaging with the Concept

The Journey begins. This part of the process is linear and introduces some of the basic tools. 
Think of it as the tutorial on a computer game. This is also the stage at which we will identify any 
resistance to learning within the Team. 

Time: Scaelable 

Deeper Learning

At a point of divergence called the Pleidies (The Seven Sisters/seven virtues/seven basic plots) 
the Team will be forced to make choices as to which narrative or narratives they want to explore 
as problem solving devices. Some narratives will require a minimum of people and restrict the 
number of narratives they can simultaneously explore. No Team can explore more than three 
narratives on any one journey. Of course the more narratives are explored, the less Team cohesion 

 Reviews are made at 6 weeks and 3 months. These provide opportunities for any adjustments, 2

identify other areas where NP can be of value and enable Creative Edge to continually improve 
the service by gathering longitudinal data. 
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there is, so only very well established Teams will have the capacity for exploring multiple 
narratives. 

Time: Scaleable 

Strategising, Planning & Learning Outcomes


When the Team emerges from the deep learning, they will have the opportunity to use the 
Problem Based Learning process to collate, analyse, hypothesise and create a solution to 
the problem they are facing. They will also create a presentation.

Time: One day 

Stress Testing, Refining & Exiting the Game


The presentation is made to relevant individuals (stakeholders, customers, mangers, 
external agencies) and recorded for future reference. Any adjustments needed are made 
and if all happy with the solution the sign off is given. 

Time: One day 

End Game Process


Debrief & Team Sign Off


Narrative Patterning has been designed in such a way that players will engage 
intellectually, physically and emotionally in specific virtual and live environments. This 
process has the potential to trigger all kinds of psycho-social responses and this is the 
opportunity to debrief in a safe space with the facilitator. Furthermore, NP is a complex 
environment where other learning may occur that is not related to the specified problem. 
This is also an opportunity to identify other learning and opportunities for further 
development. 

Time: half day 

6 week & 3 month follow up & Organisational Sign Off


• Creative Edge provides follow up work as a matter of course for three reasons:


• To reduce learning fade and ensure that key learning points have been embedded. 


• To Explore opportunities for further collaboration & 
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Initial Evaluation 
This completes the introductory brochure for Narrative Pattering for Agile. 


If you would like to take this further and explore the opportunities that await, please go 
ahead and complete the online Initial Evaluation. 


Once this has been completed in full and submitted we will analyse the data provided and 
email you with a booking link within 5 working days. 


Thank you for taking time to read this brochure, we look forward to our next encounter. 
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Open the Online Form

https://www.cognitoforms.com/DavidNixon/NarrativePatteringEntry
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