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Summary
 
By reviewing this paper some of the key things that will become 
obvious are, that by canning workplace stories you: 
 

•  Record valuable workplace experiences which may 
otherwise be lost 

•  Create an organizational repository of experiences and 
anecdotes  
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A Case for Stories 
 
Can you think of a story that you read, saw or heard and from which you did not 
learn anything at all? A little difficult, isn’t it? Regardless of the objective with 
which a story is created or told, it does help us all to learn something. When the 
purpose is not education, we learn about people, places, cultures and traditions, 
and morals and beliefs. When it is designed to impart knowledge and 
understanding, it helps us to learn about best practices, and appropriate and 
inappropriate actions and behaviors in a specific context.  
 
The art of teaching through stories transcends time and place. It is also probably 
one of the most effective methods of disseminating knowledge to any age group, 
be it children or adults. Stories are used to teach children; stories are also used for 
workplace training. In fact, regardless of the audience profile, stories attract 
people instantly and keep them hooked on till the end.  

Stories make you think, reflect and introspect. They inspire you to change your 
behavior. They gently persuade you to shed old inappropriate behaviors and adopt 
new appropriate ones. In short, they contain elements that appeal both to an 
individual’s heart and head---probably the reason for their popularity. 

 
Workplace Stories – gems waiting to be mined 
 
Most learning in the workplace occurs in the context of its people and the situation 
that they find themselves in at different points in time. It is the response to these 
situations and the impact of those responses (correct or incorrect), that result in 
generalizations and learning. It must be noted however that different people may 
respond differently to the same situation and this adds to the organization’s 
repository of learning, which if captured can really impact the organization. 
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Using the typical workplace learning cycle mentioned above, Knowledge Platform 
has created the story-based learning model depicted below. Notice that it maps to 
the workplace learning cycle described above. 
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This is the second and final stage in the two-step Analysis phase. In this stage, we 
interview a few key people and record incidents, events, experiences and 
anecdotes. These anecdotes form the basis for designing the plot and creating 
conflicting situations within the story. For this activity too, we use the Anecdote 
Recording template to elicit the most relevant and crucial information in the least 
time. These anecdotes help us to design appropriate and real-world situations.  
 
 
Step 3 - Decoding Anecdotes 
 
After capturing the context and recording the anecdotes, the Design Phase begins. 
This phase is further divided into three stages. In the first stage of this phase, the 
anecdotes are decoded to identify the main components that will form the story. 
These are: 
 

•  situation/plot 
•  issue/conflict 
•  decision/consequence 
•  correct action/mistake 
•  rationale for the mistake 

 
 
Step 4 - Creating Characters 
 
“Beneath the surface of characterization, regardless of appearances, who is this 
person? At the heart of his humanity, what will we find? Is he loving or cruel? 
Generous or selfish? Strong or weak? Truthful or a liar? Courageous or cowardly? 
The only way to know the truth is to witness him make choices under pressure to 
take one action or another in the pursuit of his desire. As he chooses, he is.” --- 
Robert McKee, Hollywood’s master of story writing - in the book, Story. 
 
People, by and large, can be categorized into a few personality types in the real 
world. Similarly, in the workplace too, you can categorize employees on the basis 
of their personality traits, their approach to work and how they react to specific 
situations. For instance, an employee could be very meticulous, careful and 
organized all the time, while another could be a fire-fighter whose abilities come 
to fore under pressure or in a crisis situation. It is this personality in conjunction to 
the role within the organization that determines how an employee reacts to a 
specific situation.  
 
The information derived from Steps 2 and 3 help us to identify protagonists and 
create their character sketches, which then forms the basis of characterization for 
the story being developed. 
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Step 5 - Developing the Story 
 
“As a story develops, you must willingly entertain opposite, even repugnant ideas. 
The finest writers have dialectical, flexible minds that easily shift points of view. 
They see the positive, the negative, and all shades of irony, seeking the truth of 
these views honestly and convincingly.” 
 
Story development involves the design of a series of events over time that lead 
into a plot. The climax can be the conflicting situation, where the protagonist is 
faced with making a decision that will then lead to some sort of consequence---
positive or negative. 
  
The information derived from Step 4 becomes the input for this final step. During 
this phase, the story is conceptualized completely and includes a description of the 
following: 
 

•  Protagonist 
•  Plot/Conflict 
•  Options 
•  Decision 
•  Feedback (for correct and incorrect actions) 
•  Key Message 

 
 
Key Benefits 
 
By canning workplace stories you: 
 

•  Record valuable workplace experiences which may otherwise be lost 
•  Create an organizational repository of experiences and anecdotes  

 
As mentioned, every stage in the Analysis and Design phase is supported with 
templates specifically designed for gathering and deconstructing information. 
These templates offer the following benefits: 
 

•  Quickly capture relevant and critical information 
•  Design and present the information in an interesting and engaging way 
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Knowledge Platform  is a leading provider of innovative knowledge solutions to help companies
succeed in the knowledge economy.  By providing services such as E-Learning content, 
instructional design, training solutions, and E-Learning technology consulting, Knowledge
Platform helps its clients to increase their learning efficiency.  To learn more about Knowledge
Platform please visit www.knowledgeplatform.com 
 
How do I make it happen? 
As mentioned, every stage in the Analysis and Design phase is supported with templates 
specifically designed for gathering and deconstructing information. For the tools and templates 
and for any support to can your workplace stories, contact Knowledge Platform at 
info@knowledgeplatform.com   
 
 
Knowledge Platform 
19 China Street 
# 03-02 Far East Square 
Singapore 049561 
Tel :  65-6236 7681 
Fax:  65-6220 7031 
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