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List of Methods 

F E E L  P H A S E

E m p a t h y  M a p

F r a m i n g  t h e  C h a l l e n g e
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S t o r y b o a r d
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D O  p h a s e
P h y s i c a l  P r o t o t y p i n G
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Design thinking is solving problems through creativity and turning ideas into action. Its

fundamental tenet is exploration. Today, through Design Thinking, ideas are being created

rather than just shaped. It is a way to meet people's needs and desires. The role of Design

thinking in today's world is strategic and leads to innovation and new types of value. It is the

source of solutions that make a difference.

We have to grow a new mindset and foster a paradigm shift  in  education
and training systems.  These systems have to change and leave behind
their industrial structure that no longer serves the needs of the 21st-
century.  Design Thinking is  the way to do that.  Contrary to popular
views,  one doesn't  have to be a professional designer to be an active
design thinker.  To successfully implement Design Thinking,  you have to
empathise,  see the world from different v iewpoints,  and take the
'people-f irst'  approach.  Other key elements to a successful design
thinking strategy are optimism,  experimentalism,  and collaboration.    

Tra in ing and the way we interact with adult
and youth learners are chang ing . The Design
Think ing method is a way to prepare fo r th is
change and r ide the wave o f the future . 
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Design Thinking is a user-centered approach

to innovation and development. It uses

methods to match people's needs with what

is technologically feasible, and in the case of

education - learners' needs with what a viable

educational strategy could convert to

acquired skills and perceived educational

value. Applying a holistic design approach to

workshops will enable learners to perceive

their value and gain a new mindset. It models

a new behaviour in learners and helps them

overcome challenges.

When using Design Thinking methods and

tools, we should permanently preserve our

'beginners' approach' and perceive each

challenge as a learning opportunity and a step

towards increasing our strength and

resilience.

And, just as any other powerful tool, Design

Thinking should be used responsibly. When

working with learners, especially those from

groups at risk, one should have the proper

methods to put Design Thinking into action. 

- 5 -
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The current Resource Book provides a set of the most popular methods, described in an easy-to-

understand language. The simple instructions and tips will help you implement and select the

appropriate methods to facilitate group sessions and encourage learners' participation. 

Jointly used with the 'Design Thinking in Adult Education' Trainer's manual, developed by the

ACTION FOR FUTURE project consortium, this toolbox will prove to be a powerful tool for fostering

learners' personal development and enabling them to be active and turn ideas into action in a

meaningful way.

The methods are categorised into 5 different phases: Warm-ups, Feel phase, Imagine phase, Do

phase, and Share phase. These phases give the trainer a structure and easy access to instruments

according to the Design Thinking phase he/she is working in. 

This step provides practical methods to prepare learners for the process.

The second step towards posit ive  and sustainable solutions is  to be able to
visualize clearly the change to be pursued.  This  step focuses on visualizing
posit ive  change to be implemented with regard to the challenge selected.  

W A R M - U P s  

F E E L  p h a s e

The f irst step towards making change happen is  to try to understand how people
feel .  This  step focuses on observation activ it ies.

i m a g i n e  p h a s e

The third step is  making change happen.  This  step is  focused on the actual
development and implementation of the solution defined.

D O  p h a s e

The fourth step is  sharing the story of success to engage and inspire others.  It
starts with a reflection discussion among team members on their journey and
reviewing all  documentation and evidence collected.

S H A R E  p h a s e
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Warm-ups
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Wa
rm

-u
ps

Enables participants to quickly get to

know each other in a playful manner.

Quickly creates positive atmosphere in

the group.

Up to 8 participants

No materials or

equipment are needed

D E S C R I P T I O N :

3 Truths

v a l u e  o f  t h e  a c t i v i t y :
15-20 min

Each participant tells three little stories (3 truths) about oneself. Two of these stories are fibs. One is true.

The group members should vote after the end of the three stories and thus guess which story is true.

VARIATION:

Two people can also tell each other stories about themselves if speaking in front of a whole group

is difficult. Afterward, the listener tells the teller's story to the entire group, then they guess. 

This warm-up can also be used when the trainer is frustrated. Hearing stories and discovering

new sides of young people makes you wonder. It opens up space for new ideas and a better

understanding.

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

This warm-up can be used at any stage of Design Thinking. Especially when the creativity is

not present, or there are negative feelings in the group.  It encourages curiosity about the

different people you will be working with in the future and makes you wonder.

F O L L O W - U P :  

S O U R C E :  https://methodenundmehr.de/3-wahrheiten-2/

https://methodenundmehr.de/3-wahrheiten-2/


The activity enables creating a positive

atmosphere and motivation for engagement in

the group of learners. Board games, in general, are

fun and amusing, which is what warming up in

training is about. In addition, when board games

are utilised to empower participants, they lay a

solid groundwork for the specific training activities

to follow. There are numerous board games to be

used for that purpose. Our current example is of a

board game, developed under an ‘Erasmus+’

project, called Voice UP (https://voice-up.eu/) 

The game can be played in two modes: competitive and collaborative. In all cases, the game ends

when one or all participants reach the finish line, moving from 1 to 15 on the game board. 

The game is played using dice and playing cards. Each player chooses a playing token from the bag

of different objects provided by the trainer. All tokens are placed on number one of the playing fields. 

STEP 1: 
The first player to start is the one that scores highest when throwing the

dice. The other players start clockwise.

STEP 2: 
When a player throws the dice, the score determines what activity this

player will implement (1 - dance; 2 - sing; 3 - drawing; 4 - storytelling; 5 -

theatre play; 6 - choose your preferred activity). 

PROJECT NUMBER: 2020-1-DE02-KA204-007415
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STEP 3: 
The activity topic to be implemented is determined by drawing a card

from the playing field or choosing a random topic. For example: if a player

throws 1 (dance) and selects the topic: Freedom, the task will be to

perform a freedom dance).

Empowerment Board Games

v a l u e  o f  t h e  a c t i v i t y :
5-25 participants

2 sets of the board games for

a group of 12 participants. It

can be downloaded from

https://voice-up.eu/.

a bag of different objects

(tokens).

20-30 min

D E S C R I P T I O N :

WA
RM

-U
PS

https://voice-up.eu/
https://voice-up.eu/


STEP 5: 
In cooperative mode, the trainer can encourage the player to ask some of

the other players to support the implementation of the task. In that case,

all participants in the task will have to receive points. 

STEP 6: 
Following a couple of rounds, you can check participants' overall mood

and then move on.

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://voice-up.eu/

https://www.youtube.com/watch?v=aVrfg7tfqio
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As mentioned, the game is primarily for getting fun and empowering participants. Still,

depending on your objectives, it can be used as a tool along the training process to enhance

learners' self-reflection process and go deeper into the topic of the strengths and areas to

develop further. 

If you want to foster cooperation, you can invite participants to play without score numbers or

adopt the rule that the game will finish when everyone reaches the finishing line.

The principles of the game described are universal, so you are not required to use the specific

game board (Voice UP) mentioned, but you can utilise your gamified resources. For example, you

can use a deck of metaphoric cards (e.g., Dixit) for the process related to choosing topics.

The activity sets a positive atmosphere and tone for all activities to be followed. It

nurtures cooperation, which is a crucial factor for the success of all processes based on

Design Thinking.

- 10 -

STEP 4: 
The player can choose not to perform the task. In both cases (performing

or not performing), you as the trainer can give points to recognise the

right of making a choice.

https://voice-up.eu/
https://www.youtube.com/watch?v=aVrfg7tfqio


The activity’s objective is to allow learners to

connect at a deeper level by disclosing

authentic information about them. There is

extensive research that visual images (objective

or abstract) enable each person to enhance self-

awareness and bridge rational with emotional

perceptions of reality. Furthermore, warm-up

activities with photo/metaphoric cards are

proven to nurture learners' creativity and

imagination. 

STEP 1: Place the cards face up on a table in the centre of the training room.

STEP 2: 
Allow each participant enough time to look at the cards and choose the

one that represents them in the current moment.

PROJECT NUMBER: 2020-1-DE02-KA204-007415
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STEP 3: 
Invite participants to sit in a circle. Each participant shares their

arguments for choosing the given card and what feelings and thoughts

are coming from this card.

Photo / Metaphoric Cards

v a l u e  o f  t h e  a c t i v i t y : 12-15 participants

A deck of photographs or

metaphoric/abstract

pictures. 

A table in the centre of the

training room.

20-30 min

D E S C R I P T I O N :

STEP 4: 
Following the sharing round, invite each learner to choose three cards

and, looking at them, think about their strengths and qualities. 

WA
RM

-U
PS



STEP 5: 
Invite participants to form pairs and share for 5 mins each their reflections

on the selected cards.

STEP 6: 
Close the process in a circle, emphasising the idea behind the process:

connecting to each other, tapping into one's resources (strengths), and

building motivation for the subsequent activities.

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.apel-project.eu/

https://cardsoffeelings.wixsite.com/cards
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There are different types of processes when using cards. You can check a deck of cards

developed for empowering youth leadership under the APEL project (https://www.apel-

project.eu/). It is a combination of words, questions, and images. Along with using them as an

opening warm-up, cards can be utilised as accompanying tools for the whole training process.

They can be directly embedded in the imagine phase of the Design Thinking process and help

learners visualize their ideas for prospective solutions.

As mentioned above, this Card play is a universal process that can be used as an

opening activity and accompanying process. It creates a positive and meaningful

atmosphere supporting the teamwork activities to follow.

- 12 -

https://www.apel-project.eu/
https://cardsoffeelings.wixsite.com/cards
https://www.apel-project.eu/


The objective of this activity is to encourage

teamwork and creativity. It is one of the

most famous creativity exercises used by

Design Thinking trainers across the World. It

invites learners to engage in an intensive

group work challenge, which is fun and

energising.

PROJECT NUMBER: 2020-1-DE02-KA204-007415
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Marshmallow Challenge

v a l u e  o f  t h e  a c t i v i t y :

30 min

The actual process requires preparing a set of materials for each group/team of participants,

containing: 1 marshmallow, 20 spaghetti sticks, 1m of string, and 1m of masking tape

You can substitute food elements with alternatives according to your preference if you don't

like the fact that food is used 

In addition, you will need a working table for each team and enough space in the room so

that teams are not too close to each other

STEP 1: 
Invite participants to split into groups of 5 persons. Each group will have

20 mins to build the tallest possible tower from the materials provided.

STEP 2: 
During each group's work, try to avoid replying to questions and

comments of the group. The idea is to keep them under pressure and rely

only on their group's creativity. Try to encourage them not to copy ideas

from their ‘competitors.’

D E S C R I P T I O N :

STEP 3: 
When the time is up, examine the towers using a meter and announce

the winner.

15-20 (5 learners in one team) 

WA
RM

-U
PS



TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.marshmallowchallenge.com/instructions/
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The activity is very competitive. Participants might get emotional, especially when determining

who the winner is. There might be accusations of not playing fair. Remember that this is an

activity not about winning but understanding the main factors for creative work in a

group/team, which will facilitate the following Design Thinking stages. Try to remind the

participants and keep the atmosphere peaceful and positive.

The activity is connected logically to the imagine phase of Design Thinking since it

nurtures participants' creativity. You might consider planning it before engaging in

imagining phase processes.

- 14 -

STEP 4: 
Following the process, invite learners to sit in a circle and reflect on the

process and activity's result. Try to highlight the factors for success

(example: everyone's opinion was taken into consideration; the

importance of planning and model of the tower before jumping into

building it; try to think from a different perspective; try to think reversely).

https://www.marshmallowchallenge.com/instructions/


The activity helps the process of getting to

know each other. Learners will learn

interesting and fun facts about their peers.

Furthermore, it is an activity that will allow

for identifying individual talents/strengths

that might be useful when forming the

Design Thinking teams. The activity will also

create a positive and energised atmosphere.

PROJECT NUMBER: 2020-1-DE02-KA204-007415
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Human Bingo

v a l u e  o f  t h e  a c t i v i t y :
15-30 participants

30 min

You need to prepare a Bingo sheet. There are many options for the template you choose. The

idea is to have a sheet of paper with boxes on it. You can decide about the number of boxes,

but we recommend at least ten boxes. In each box, try to write a funny, unusual

characteristic/talent/hobby of a person. For example beatboxing, paper modeling, climbing,

fusion cooking, etc. 

Printed Bingo sheets and pens for all participants

STEP 1: 

Distribute the Bingo sheets among participants. Each participant will have

15 mins to go around the room and talk with at least ten people. The task

is to identify persons having the qualities on the Bingo sheet.

STEP 2: 
To make it more challenging, ask participants to aim to write a different

name under each box. In other words, avoid assigning qualities to only

one person and reduce the number of conversations.

D E S C R I P T I O N :

STEP 3: The first learner to fill all ten boxes is the symbolic winner.

WA
RM

-U
PS



TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://play.zogculture.com/digital-human-bingo-a-connection-
game-for-remote-working
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The original rules of Human bingo accentuate the competition. When using this process with

youth at risk, try to remodel it and encourage communication. If you see some of the learners

not participating and sitting observantly, try to support them to be more active.

It is good to plan this activity as an opening exercise for the Design Thinking

activities. As a result, learners will know each other better, and the trust-building

process will start.

- 16 -

STEP 4: 
After the game is finished, invite participants for a final reflection round,

during which emphasise the value of communication for building strong

collaboration.

https://www.coe.int/en/web/all-different-all-equal/-/human-bingo


STEP 1: 

The trainer asks the participants to walk freely around the space in silence

and explore their feelings without making eye contact with the others.

How do different parts of the area affect their feelings? Where do they feel

more comfortable? Are there parts of the room that they don’t like or

avoid? 

STEP 2: 

The trainer asks the participants to continue the walk but make eye

contact and focus on their feelings. How do I feel when I look you in the

eyes? Do you make me uncomfortable, or do I feel trusted? 

PROJECT NUMBER: 2020-1-DE02-KA204-007415
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Meeting Through Walking

D E S C R I P T I O N :

STEP 3: 
The same as in Step 2 but this time, the focus is on the others, so the

questions are: how does this person I am meeting feel at this moment? 

This exercise comes from psychodrama: an action method,

often used as psychotherapy, in which participants use

spontaneous dramatization, role-playing, and dramatic self-

presentation to investigate and gain insight into their lives. The

activity focuses on some of the main principles of Design

Thinking: the trainer is not just a provider of information or

advice and moves into the position of enabling the learners to

try to sense beyond, develop their knowledge and express

themselves. The attention of the learners focuses on their

ownership of the activity. They are being asked reflective

questions, and finding the answers will promote their self-

awareness, self-confidence, and proactivity. Furthermore,

participants are engaged in a process that explores group

dynamics and spontaneity; the emotional and behavioural

responses evoked by the exercise help them achieve a new

awareness of how they interact with others and what may be

creating challenges or limiting changes in their lives. 

v a l u e  o f  t h e  a c t i v i t y :

12-15 or even larger

groups up to 30

No materials or equipment

are needed

30-40 min, depending on the

size of the group
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TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://voice-up.eu/uploads/manual-en.pdf
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Try to create a comfortable environment: it is important for the group dynamics that the

participants feel comfortable with the training space. Some people might find it awkward to be

hugging, holding hands, or being touched. Be aware of this and plan the activity accordingly. 

This activity is suitable in the early stages of the process to nurture the right mindset

in the participants. It can be instrumental in creating a good group dynamic and

cohesion. It might be useful before beginning the ‘Feel’ phase.
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STEP 4: 
The trainer asks the participants to continue walking and making

contact but add a vocal expression: ‘Hello’, ‘Hi‘, or something else. 

STEP 5: 
The same as in Step 4, but with physical contact: handshake, a hug, or

touch some part of the body. 

STEP 6: 
The trainer asks the participants to return to their place in the circle. Then,

tells them that there are always a lot of forces between us and natural

attractions that affect our behaviour. 

The facilitator asks the participants to look at the whole group and think

about whom they met once, twice, or more times, or not at all. Finally, the

participants are asked to form a pair with the person they met the least

and talk about who they are and what they are doing in life. 

https://voice-up.eu/uploads/manual-en.pdf


These types of activities represent a

good way to warm up.  The rhythm

game's goal is to prepare the

participants for further work by

requiring them to stay focused both on

themselves and the group. It also works

on the readiness to respond to quick

changes while creating cohesion. 

STEP 1: 
CLAPPING OUR HANDS LIKE AN ORCHESTRA:  ask the participants to

form different groups. Each group is given a rhythm to play with their

hands. One person becomes the maestro and directs the orchestra. 

STEP 2: 
RHYTHM AND NAMES: the facilitator gives a rhythmical motive, and the

group follows. For example, the participants are invited to clap their hands

on their thighs two times and then their fingers two times so that the

following sequence is achieved in 4/4: thighs-thighs, fingers-fingers,

thighs-thighs, fingers-fingers, etc. Then, ask participants to repeat their

names while clapping to create a combination of voice and rhythm in the

following sequence: thighs-thighs/ my name-my name, fingers-

fingers/my name-the name of someone else in the group. The one who

hears his (her) name must continue with the game without losing the

rhythm. 

PROJECT NUMBER: 2020-1-DE02-KA204-007415
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Rhythm Games

v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :

Up to 30 participants

No materials or equipment

are needed

2-30 min 

Following is a list of rhythm games. Each one can be performed as a single exercise, but you can also

choose to perform more of the following games in a sequence depending on your goal. During the

performance, the participants should gather in a circle.
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TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.salto-youth.net/downloads/toolbox_tool_download-file-
1457/Toolkit%20TTSC.pdf
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This method of work is based on non-formal education, using games. It might be easier to start

in small groups.

This is a warm-up activity useful for creating a positive environment and group

cohesion. It might be helpful before beginning the first steps and before starting

a discussion in an ‘Imagine phase’ or practical activities as in the ‘Do’ phase.

- 20 -

STEP 4: 
ONE-TWENTY: the aim of the game is for the team to count from 1 to 20

without two people speaking together. If two or more voices are heard

together, the game starts from the beginning. The game aims at

concentration and introduces the idea of ‘giving space’ to others. You may

want to ask participants to close their eyes while playing the game.

STEP 3: 
ZIP-ZAP-ZOP: the word ‘Zip’ passes around the circle from one to the

other. The voice is accompanied by a movement of the head and the

hands. I take the ‘Zip’ from the one that stands on my left and passes it

quickly to the one on my right. We are free to change the flow of the circle,

by saying the word ‘Zap’ to the one that stands on our left. So, for example,

I may give ‘Zip’ to the one standing on my right, and they may reverse the

circle flow by giving me back a ‘Zap.’ If someone wants to stop the flow,

they say, ‘Zop.’ Then, we can either change the flow of the circle or insist

until the ‘Zop’ becomes either a ‘Zip’ or a ‘Zap.’ This game is quick and

aims to maintain a continuous rhythm with rapid changes. 

https://www.salto-youth.net/downloads/toolbox_tool_download-file-1457/Toolkit%20TTSC.pdf


This activity represents an excellent way to

warm up before theatrical activities. It helps

learners gain awareness of their bodies in space

and their interaction with other people. It

makes them feel safe in the group promoting

both self-awareness and collaboration. It allows

them to achieve a high level of improvisation

and expressivity while creating cohesion with

the others. It also works on the readiness to

respond to constant change, and on the ability

to feel comfortable and take risks mentally,

emotionally, and physically. 

STEP 1: 
WALKING:  everybody walks forward, backward, around, slowly, with

interruptions, sideways, to and from, step high, low, heavy, pause and stay

in stillness, allow patterns to develop, run fast, apply sudden changes of

direction, everywhere in the room, between two points. While the

participants are walking, the facilitator can ask them to note the light,

shadows, smell, and temperature of the room, listen to the sounds, in or

out of the room, gather in groups, empty parts of the space, etc.

STEP 2: 
INSTRUCTIONS: the facilitator gives instructions to touch something

yellow, go down to the floor, touch someone with your elbow, put four

heads together, make a circle with five people, touch someone’s foot, with

one hand touch someone’s knee, and with the other touch someone else’s

head, etc. 

PROJECT NUMBER: 2020-1-DE02-KA204-007415
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Body Improvisation

v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :

Up to 30 participants

Preferably a large room for

the participants to move

freely

2-30 min 

Here is a sequence of body improvisations performed while moving around the room. According to

your goals, you can choose to perform them in the sequence described or perform just some of

them.
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TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.salto-youth.net/downloads/toolbox_tool_download-file-
1457/Toolkit%20TTSC.pdf
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This work method is based on non-formal education, using games, open spaces, and team-

building activities. It is important to have adequate space for everybody to move at liberty.

This is a warm-up activity useful for creating a positive environment of self-

expression and group cohesion. It might be helpful before beginning a ‘Feel’ phase

as it works on the awareness of ourselves and of others.

- 22 -

STEP 4: 
SOURCING: allow yourself to be influenced. Choose your own space in the

room. Start from resting and gradually start following any impulse. Let one

action flow into the next (be prepared to do nothing). Allow the activity of

others on the periphery of your vision to influence what you are doing.

STEP 3: 
FOLLOW A LEADER: begin with walking, then, at any point, choose your

leader and follow any aspect of their activity, anticipate them, imitate

them, set up a related activity in harmony with what is going on, obstruct

their activity, etc. Meanwhile, someone else may be following you. 

https://www.salto-youth.net/downloads/toolbox_tool_download-file-1457/Toolkit%20TTSC.pdf


This activity represents a good way to warm up,

gain self-awareness and boost cohesion and

trust within the group. Its goal is to prepare

participants for further work: it requires the

learners to be focused and allows them to

achieve a high level of improvisation and

expressivity while promoting collaboration with

others. Working on the ability to change

movement pathways constantly, also promotes

the readiness to respond and take risks mentally,

emotionally, and physically. 

STEP 1: 
TEMPO AND SPEED:  you can move in slow motion, at normal speed, or

fast. Play with these three variations, create sudden changes, and surprise

yourself. Find a simple sequence of movements and try to give a different

speed to each action. 

STEP 2: 
SIT-STAND-WALK-RUN: improvise in groups of six using these four simple

actions concerning time/space/the others. See the landscape and the

relations that can be created. 
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Mixing Rhythm Games and
Body Improvisations

v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :

Up to 30 participants

Preferably a large room for

the participants to move

freely

2-30 min 

Here is a sequence of body improvisations performed while moving around the room at varying

tempo and speed. According to your goals, you can choose to perform them in the sequence

described or perform just some of them.

STEP 3: 
RHYTHM AND DYNAMICS: we separate in pairs; we find a movement or a

sequence that creates a simple story. We present our story, trying to apply

different rhythms and dynamics to our actions, making one movement

very slow, for example, and then repeating it very fast. See how our story

changes by changing our rhythm. We try to keep the face neutral and

emphasise the body’s role and not the facial expression. 
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TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.salto-youth.net/downloads/toolbox_tool_download-file-
1457/Toolkit%20TTSC.pdf

PR
OJ

EC
T N

UM
BE

R: 
20

20
-1-

DE
02

-K
A2

04
-0

07
41

5

This work method is based on non-formal education, using games, open spaces, and team-

building activities. It is important to have adequate space for everybody to move at liberty. Some

people might feel uncomfortable or shy, try to set up a relaxed, informal environment. You might

start the exercise yourself or give the participants structured instructions at the beginning, and

then, after an initial warm-up, the exercise will slowly become more improvised.  

This is a warm-up activity useful for creating a positive environment of self-awareness,

self-expression, and group cohesion. 

- 24 -

STEP 4: 
IN PAIRS: create a body dialog. Act and react to what your partner’s body

says. Again, we can play with dynamics and rhythm, the quality of the

movement, the use of space, and the speed. 

STEP 5: 
IN PAIRS:  create a body dialog with opposites. Focus on short body

phrases. One does the opposite of what their partner does. ‘Opposite’ may

refer to the quality, the shape, the speed. 

STEP 6: 
CHORUS WORK: Walk as one. Separate in groups; try to move in the space

as if you were one person. When you repeat the improvisation, set a

leader. Each time the direction of the leader changes, the direction of the

group changes too. The leader can play with the rhythm and dynamics of

the walk, and the walk’s level (move across the floor, move by walking like

an animal, move by jumping, etc.). The leader may also play with sounds

and voices while walking. The group has to follow as a chorus. The group

has to go from chaos and become an ensemble.

https://www.salto-youth.net/downloads/toolbox_tool_download-file-1457/Toolkit%20TTSC.pdf


This activity represents a useful warm-up tool for

the participant's minds and bodies in

preparation for creative sessions. It is

instrumental for practicing and developing one’s

creativity and innovation skills and a problem-

solving mentality. Most notably, it is suitable for

any type and any age of creative teams, for

educational purposes with children and youth as

well as for professionals. It can serve as an

energizer and icebreaker before beginning other

activities. 

STEP 1: 
All the participants are divided into small groups of 3-4 people. Each

group is given a sheet of paper and a pencil.

STEP 2: 
A trainer gives the participants two keywords: the first word represents the

‘departure point’ and the second the ‘destination point.’  

PROJECT NUMBER: 2020-1-DE02-KA204-007415
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Creativity Game
v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :

Several small groups of

3-4 people

No particular equipment is

needed: just some paper and

pencils

5-15 min

STEP 3: 
The participants should create an association chain between those 2

points, using as many additional words as needed.  The association

between every consecutive keyword following the first one should be clear

and defined. The goal is to use the minimum number of ‘points’: as few as

you can.

H e r e  a r e  s o m e  e x a m p l e s  o f  ‘d e p a r t u r e  p o i n t s’  a n d
‘d e s t i n a t i o n  p o i n t s’  p a i r s :

a kettle -  a  gambit
an athlete -  a  planet
a virus -  a  love 

a cloud -  a  flywheel
a watch -  a  smile
a plateau -  a  peacemaker
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TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.salto-youth.net/tools/toolbox/tool/norwegian-highway-the-creativity-
development-game-by-a-burnosenka.1642/
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This can be a fun and creative activity, try to create a positive atmosphere and invite the

participants to be collaborative and non-judgmental. Everybody should feel free to express their

ideas. To avoid discussions, you could suggest that any time somebody proposes a new word, it

should only be accepted if the majority of the group can easily identify the association with the

previous word without any explanation from the proponent.

This activity has been experimented with in training, ‘development of creativity'

workshops, and creative sessions. It can be used before starting any creative phase

during the Design Thinking process. It can be used as an icebreaker during the warm-

up and before beginning creative activities.

- 26 -

https://www.salto-youth.net/tools/toolbox/tool/norwegian-highway-the-creativity-development-game-by-a-burnosenka.1642/


This is a valuable warm-up activity: it is

useful to help the learners to feel free to

express themselves freely in front of the

whole group. Moreover, it empowers the

participants with the idea that by

changing and adapting themselves, they

can, in turn, bring change to their

communities, be it a small change or a

significant one. 

STEP 1: 
Gather the participants into a circle and instruct them to create a

movement representing themselves as individuals, with their names and

personality. Everyone, in turn, will perform in front of the group and then

go back into the circle. This process should only take 5 minutes or so. This

first step shows how an individual can survive on their own, alone.

STEP 2: 
Ask the participants to divide into pairs. They will have to blend their

movement as if they were one person and, in the end, create a new

movement, a short action representing the two people. Ask them to

perform in front of the whole group and then go back into the circle. The

step should take up to 10 minutes. This step represents a small

community, for example, a family.

PROJECT NUMBER: 2020-1-DE02-KA204-007415
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Adapting to Change

v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :

WA
RM

-U
PS

12-24 participants

No particular equipment is

needed: just a roomy space

to accommodate all the

participants

35-45 min

STEP 3: 
Pull together two pairs into the same group, thus making a four-person

group, and then get them to merge their movements and create one for

the four of them. Ask them to perform this in front of everyone and then

to go back into the circle. Give them 15 minutes to complete this task. This

step portrays a larger group of people, for example, a school or a work

environment.



TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.salto-youth.net/downloads/toolbox_tool_download-file-
1457/Toolkit%20TTSC.pdf
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This can be a fun and creative activity. Try to create a positive atmosphere and invite the

participants to be collaborative. They are encouraged to listen to their partners’ ideas and merge

them with their own. The sense of urgency could make them focus more on the goal and less on

conflicts.

This activity can be used as an icebreaker during the warm-up, especially before

starting any phase during the Design Thinking process that will require collaboration

and merging of ideas.

- 28 -

STEP 4: 
Create one single group: merge all of the groups and have the participants

put all of these movements into one giant movement that’s alive. Only

give them a short amount of time to simulate the sense of urgency that

might happen in a community and how everyone has to adapt and work

together to fix a problem. You should only give 5 minutes to your group to

accomplish this task to create pressure. Whether they are ready or not,

you should ask them to perform.

STEP 5: 
Have the participants sit down and ask what they thought the exercise

might have been about. You will only listen to their ideas; your

explanations will be given in the next debriefing step. 

STEP 6: 
Debriefing: you will highlight that this exercise focuses on several

concepts: first of all, it shows that we can survive independently. Still, it

also shows the importance of communicating and working together to

carry on our progress. The most prominent goal is to show that we, as

people, throughout history have thrived with other people by working

together and adapting. 

https://www.salto-youth.net/downloads/toolbox_tool_download-file-1457/Toolkit%20TTSC.pdf


This activity will allow participants to

activate all their senses, which will

provide a strong boost to their

creativity when engaged in the Design

Thinking process. They are inspired by

the mind fitness concept of the positive

intelligence school of Shirzad Chamine.

STEP 1: 
Invite participants to a short check-in on the topic of where are our

creative forces.

STEP 2: 
Following the discussion invite them to do a series of short exercises for

opening up their creativity.

PROJECT NUMBER: 2020-1-DE02-KA204-007415
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Creative forces

v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :
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Depending on your

context, these activities

can be implemented

with small and big

groups

No particular equipment is

needed: just a roomy space

to accommodate all the

participants and also provide

relaxed and calm

atmosphere

10-15 min 

STEP 3: 
The first exercise is about breathing. Invite participants to close their eyes

and focus on their breathing. Check, whether it is slow or fast, just

experience it. In 2-3 mins invite them to open their eyes. Explore how they

feel about this activity.

STEP 4: 
Now, invite them to close their eyes and focus on their hearing. Try to

catch the most distant sound. What is this sound? Then slowly come back

and try to hear your body sounds (breathing, heartbeat, etc.). Explore how

they feel about this activity.



TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.positiveintelligence.com/
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Some participants might feel uncomfortable closing their eyes. Be gentle and always remind

them they have the choice not to participate. 

This activity can be used as an opening activity for all other exercises and at the

beginning of every “serious” Design Thinking process. 

- 30 -

STEP 5: 
Now, stand up and go around the room. Ideally, go to the window and

take a look outside. Try to focus on one object that attracts your attention.

Please try to spot all details. In 2-3 mins come back to the room. 

STEP 6: Explore how they feel about the whole combination of exercises. 

https://www.positiveintelligence.com/
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Feel
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This activity allows for setting the

starting point of a Design Thinking

process. Participants are invited to

establish their entry motivation

and idea for a problem they would

like to address. 

12-15 participants

Writing aids, 4-5 tables

for group work (in case

of online training: 4-5

virtual rooms

D E S C R I P T I O N :

STEP 1: 
Make a brief introduction to the Design Thinking process, emphasising

that it is very interactive and will allow for participants to be actively

engaged. 

STEP 2: 
Explain that the starting point in this process is identifying a challenge,

which will motivate finding effective solutions at a later stage. 

Framing the Challenge

v a l u e  o f  t h e  a c t i v i t y :

60-90 min

STEP 3: 
Invite participants to split into 4 to 5 groups. You can ask them to do it at

random, or you can use a short activity to divide them into groups. When

the groups/teams are set, you can provide the instructions for the activity.

STEP 4: 
Each group is invited to discuss and reply to a list of questions you will

provide them to frame the challenge they will be working on. The time

for this step is up to 60 mins. You can use the following sample list of

questions: 

- 32 -

1 .  What is  the problem you are trying to solve? (helping
question -  How Might we decrease v iolence in the
neighbourhood?)
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STEP 5: In the time left for this activity, invite each group to present their result. 

STEP 6: 
Conclude the activity by emphasising that this is just the beginning of the

process. Their understanding of the challenge and vision for possible

solutions will change through the following activities planned when they

start exploring the field addressed and interacting with diverse

stakeholders. 

F O L L O W - U P :  

S O U R C E :  https://www.designkit.org/methods/frame-your-design-challenge

When engaging with learners coming from a disadvantaged background, you might face

resistance to engaging in this activity, refusing to name a challenge. To avoid this, you can

introduce an additional preparatory session during which you provide the groups with a

concrete challenge and invite them to walk through the process. You can encourage them to

try mapping a challenge themselves at the next stage. Furthermore, you can prepare a set of

replies to the list of questions as an example to demonstrate the logic of the work. 

This activity lays the foundation of the 'Feel' phase of Design Thinking, also known as

identifying the challenge. It is directly linked to activities such as empathy maps,

interviews, and desk research, which will give participants more knowledge and insight

into the field addressed. If you feel that the activity is too complex for your learners, you

can first start with an empathy map and other more interactive activities and then

come back to framing the challenge. 

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

5.  Ask yourself:  is  the original question st ill  the most
suitable? If  not,  start again at  1 .  

4 .  What are some possible solutions to your problem?

3.  What is  the context/constraints you are facing? 

2 .  Now,  state the ult imate impact you’re trying to have
(the key outcome you would l ike to achieve)

https://www.designkit.org/methods/frame-your-design-challenge
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Its main objective is to provide an

opportunity for learners to connect more

strongly with the persons linked to the

challenge they would like to address. The

empathy map offers a chance to look

through the other person's perspective

and get deeper insights into the roots of

the challenge and ideas for possible

solutions. 

12-15 participants

Writing aids, materials for

creative work, 4-5 tables

for group work

(alternatively, virtual rooms

and online board for group

work), templates of

empathy maps (A3 format)

D E S C R I P T I O N :

STEP 1: 
Congratulate participants for successfully mapping their initial challenge

during the Frame the Challenge activity. Make a short introduction on the

importance of having all people’s perspectives when trying to find a

positive solution to any problem. The empathy map activity will allow

participants to discuss and describe one or more representatives of target

groups/stakeholders linked to the challenge identified.

STEP 2: 

Present the template of an empathy map. There are different models in

the Design Thinking world. In the current resource book, we invite you to

use the model Persona map, containing the following key elements:

Empathy Map

v a l u e  o f  t h e  a c t i v i t y :
60-90 min

- 34 -

1 .  PERSON:  Provide a quick sketch/drawing of the person.  

2 .  IDENTITY:  Who is  the person? What are h is/her main
characterist ics?

3.  BEHAVIOUR:  What is  this  person doing typically daily? What
does one day of this  person look l ike?

4.  ATTITUDE (VALUES) :  What is  h is/her general att itude towards
things? What is  h is/her general att itude towards the issue at
hand?

5.  PERSONAL GOALS:  What are h is/her personal goals?
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STEP 3: 

Split participants into groups (4-5) and set 50 mins to work on the

empathy maps. Each group should create a map of one target group

representative linked with the challenge. Provide them with one A3

template to use. Encourage them, along with writing aids, to use creative

materials when designing their maps. They can turn the A3 sheet of paper

into a poster.

STEP 4: 

Each group sticks the designed map on the wall or a whiteboard so that

all other groups can see it and quickly presents their work. The audience is

encouraged to ask questions, allowing new insights about the persona

presented.

F O L L O W - U P :  

S O U R C E :  https://www.eu-patient.eu/globalassets/library/epf_toolkit_on_empowering_leadership.pdf
 

Some participants might be unwilling to participate and hide behind the group process. To

avoid this, you can split participants into small groups, maximum of 4 participants. When

providing instructions, emphasise that they need to spend time on precise role distribution

(e.g., taking notes, searching for information online, leading the process, using the creative

materials, presenting in front of others, etc.).

This activity aims to expand the group's insights into the different perspectives on their

challenge, but it remains an internal classroom activity. It provides a bridge to activities,

envisaging live interaction with target groups and the external environment. When

concluding the empathy map activity, you can make a short statement that it is time to

go outside to be fully convinced of the root causes of our challenge and potential

solutions.     

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

6.  QUOTES:   What are h is/her most typical statements and or
sayings?

STEP 5: 

Walk around the room and provide additional explanations and support, if

needed.

When all empathy maps are on the wall and are presented, you can

encourage reflection on the added value from each work and their

interconnectedness.

STEP 6: 

https://www.eu-patient.eu/globalassets/library/epf_toolkit_on_empowering_leadership.pdf
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This activity allows participants to experience a conscious change of perspective by

immersing themselves in other peoples’ lives. The value of the activity is for

participants to better understand other individuals or different communities, the way

they work, and the things that are important to them. Being empathetic and

understanding other peoples’ opinions and ideas allows for more fruitful and

cooperative relationships. One way to achieve this is by explaining the difference

between perception/observation and judgment/interpretation to youngsters. If

youngsters can adopt an immersive mindset, they will experience that trying to

understand other people can positively impact their relationships with other people. 

10-15 participants

Handout with guidelines for learners

Flipchart and pens for brainstorming and discussion activities

Practical examples

D E S C R I P T I O N :

Immersion
v a l u e  o f  t h e  a c t i v i t y :

This activity is suitable to be implemented either as a workshop or in two 

consecutive days

2 hours for preparatory work (Step 1 to Step 3)

2 – 3 hours for implementing core activity (Step 4 and Step 5)

1 – 2 hours for discussion of findings (Step 6 and Step 7)

- 36 -

STEP 1: 

Prepare yourself for the activity by researching the difference between

perception/observation and judgment/interpretation. Think about

example situations that convey this difference. This will ensure that you

can adequately explain the two concepts to your learners. 

STEP 2: 
Introduce your learners to the activity by having an open discussion on

why people interpret things differently. This will support learners in

raising their awareness of the immersion activity. You can use the

following guiding questions to initiate a discussion:

Why do we interpret the world around us in a specif ic  way? 



PROJECT NUMBER: 2020-1-DE02-KA204-007415

- 37 -

STEP 3: Shadowing.

What is  the d ifference between perception/observation and
judgment/interpretation?

What influences are there?

How are our opinions about other people and our
surroundings formed?

You can give practical examples that you have already researched in

Step 1.

Explain to learners the concept of  immersion.  Ask them about
their opinions on the value of putt ing oneself into other
people’s shoes.  

Introduce them to the concept of  ‘shadowing.’  Tell  them that
‘shadowing’  is  a  technique that allows you to better
understand other people.  ‘Shadowing’  means to spend a
specif ic  amount of t ime with other people,  observing them and
their behaviour in their natural habitat and taking notes of
what you observe about them.  ‘Shadowing’  is  also about
asking other people detailed questions,  such as how they
arrive at  decisions,  and how they socialise,  work,  or relax.
Simply put,  ‘shadowing’  means to receive a clear p icture of
someone else.

STEP 4: 

Now that learners have grasped the difference between

perception/observation and judgment/interpretation and understand the

concept of ‘shadowing’, you can introduce them to the core activity: 

The core activ ity  is  for learners to ‘shadow’  a  classmate/a
friend,  etc. ,  for a designated t ime (e .g . ,  a  few hours/an
afternoon,  depending on your learners’  t imeframe)  and to
note down all  observations made.  The task is  to pay special
attention to a person’s surroundings,  and the way they act
towards their surroundings ( i .e . ,  s ituations,  other people,
challenges,  etc.) .  
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STEP 6: 
After the exercise is completed, encourage participants to share their

‘shadowing’ experience. Ask them what they’ve learned by doing the

exercise. 

STEP 7: Point out the value of the activity to learners and summarise the results. 

F O L L O W - U P :  

S O U R C E :  www.designkit.org/methods/immersion

It is recommended to implement this exercise with learners who are already familiar with each

other. This activity might be a completely new experience to learners and requires them to

step out of their comfort zone, which is why it is important that everybody feels comfortable

enough. Explain the value of the activity to learners and why they can benefit from it. You can

mention a personal example that highlights just that.

This activity is connected with all phases of Design Thinking since they encourage

learners to intentionally seek the diversity of views. 

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

Provide learners with a handout that summarises the most
important details of  the task.

STEP 5: 

Assign learners randomly into pairs (e.g., write every learner’s name on a

piece of paper, put them in a box, every learner then draws a name).

http://www.designkit.org/methods/immersion


This is a fundamental knowledge

game to explore and establish a

mutual collaboration climate within

the working group. It can be used at

the beginning to create a positive

atmosphere and immediately

encourage the exaltation of individual

differences. 

STEP 1: Each member of the group is randomly handed a lemon. 

STEP 2: 
Everyone must carefully and scrupulously observe their fruit by listing all

the distinctive features such as the shape, the colour tone, the texture of

the skin, etc.
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Lemons

v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :

FE
EL

Various

Enough lemons for

everybody in the group and a

carrier bag

30 min

STEP 3: 
Each person must list as many characteristics of their lemon as possible:

the aim is to personify the fruit. At the end of the process (about 5

minutes), each lemon must be given a name.

STEP 4: 
Once the time is over, the trainer collects all the lemons, places them

inside a shopping bag, and shakes the bag to mix them.

STEP 5: 
The participants are positioned in a circle and the lemons are accidentally

overturned in the group's centre.



TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.salto-youth.net/tools/toolbox/tool/lemons.278/
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To make the best use of this game, you need to ease all participants by creating a serene and

collaborative environment to work successfully.

This activity introduces the concept of personal identity: it allows us to understand that

each of us has different characteristics that distinguish us from others, making us

unique and unmistakable. It also allows us to value and reflect on the differences

between people who belong to different cultures, races, and gender.

- 40 -

STEP 6: 
Now, ask each participant to recognise and collect their lemon. If two or

more participants claim the same fruit, the tutor can help them identify

theirs. However, if no agreement is found, the disputed lemon is set aside

as unidentified. 

STEP 7: 
At the end of the game, the tutor should introduce and encourage

discussion among the participants. Ask what led them to recognise their

lemon in the group and examine the differences between these fruits:

colour, shape, skin, etc.

https://www.salto-youth.net/tools/toolbox/tool/lemons.278/


We learn to understand a person through a

photo story better. It is also a means to

empower individuals to tell their stories. This is

because photos are a particular form of

visualisation, containing lots of information

about a person’s life. They help receive a clearer

picture of a person’s character, and the context

someone finds him/herself in (e.g., different

systems, such as communities and social

systems). They also help connect and can lay

the ground for a discussion.

This method helps to understand better a person's character, thoughts, social systems, and people

therein. It also serves to understand a person’s actions and how someone deals with situations. Photo

stories are helpful when preparing for interviews or one-on-one talks as they usually contain many

prompts/keywords for discussion. Thus, they are in a way evidence-based and can inspire learners’

search for solutions. 
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Photo Stories

v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :

FE
EL

10-12 (number of

participants can be

flexible, depending on

your context)

Camera (smartphone,

Polaroid, disposable camera)

2 to 7 days

STEP 1: 
This activity needs to be regarded as a process that focuses on laying out

the dynamics of a person’s everyday life. It, therefore, takes time. Thus,

ensure that you allocate a couple of days for the activity to flourish. 

STEP 2: 
Provide participants with a camera (if they don’t have one) and an

assignment containing information on which topic they should do a

photo story. For example, when training is about financial topics, you

might ask them to take pictures of everyone who influences their financial

decisions. Or you could ask them to take a picture of all the places they

make financial transactions. 

STEP 3: 
Once the participants have taken the photos, they send them to you in

advance before you initiate the discussion with them.



TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.designkit.org/methods/photojournal

https://www.interaction-design.org/literature/article/stage-1-in-the-design-thinking-
process-empathise-with-your-users
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Remember that when they take their photos, you don’t interfere or influence the participants

with your presence, even though they will adapt their usual behaviour slightly, as they know that

you will view the stories later.

In the case of learners who seem shy and resistant to engage in the activity, try to emphasise

that there is no right nor wrong; photos are a good way to learn about a person's life or

challenges, particularly if they are taken by learners themselves.

Once learners’ ability to observe and understand their behaviour gets better, they

might be encouraged to imagine different scenarios for their own lives or to think

about visions, ideas, and goals that they might have.
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STEP 4: 
Based on the information the photos provide, develop a few questions

that you want to ask the learners the following day/next time you see

them. 

STEP 5: 

Ask participants the questions you have prepared based on the photos

they took. Ask them why they focused on particular things. This will

prompt them to explain why they took that photo, its value for them, etc. 

https://www.designkit.org/methods/photojournal
https://www.interaction-design.org/literature/article/stage-1-in-the-design-thinking-process-empathise-with-your-users


This activity is designed to raise learners’

awareness of a problem or situation. Gaining a

common basic understanding of a given

problem situation helps learners understand

that problems are often rooted in a place one

might have originally not suspected. By

implementing this exercise, learners can see

the bigger picture and understand what

needs to change for processes to work.  

The ‘5 Why’ method serves to discover the origin of a problem. It is based on a simple interview

technique, in which you ask specific questions to find out more about a problem situation. 
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WHYs

v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :

FE
EL

This exercise can be

implemented with

either smaller or larger

groups

Whiteboard or flip chart

30-60 min

STEP 1: 

Before implementing with your learners, you can do a brainstorming

session, in which they agree on a problem they are interested in solving.

Ask your learners how they would frame the problem. Or you can either

frame a problem situation for your learners or present it to them. It

depends on the context and the learners’ needs. 

STEP 2: 
Next, you ask learners the ‘why?’ questions. Depending on your context

and learners’ needs, you can answer questions together, supporting them

where necessary. 

STEP 3: 

To achieve an answer that is agreeable to everyone, the participants can

agree on it in a group discussion, or each group member formulates an

answer, and the group agrees on one of them.

STEP 4: 
Write the answer in a complete sentence on the whiteboard or flipchart

and for each answer ask "why" up to 4 times.



TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.designthinking-methods.com/en/1Empathie/5-warum.html
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Raising learners’ awareness of systemic and analytical thinking is not easy. Therefore, this kind of

exercise requires practice. Ensure that you support your learners, providing them with useful

hints or remarks that ignite their capability of solution-oriented thinking. In this regard, try to ask

open questions (e.g., How do you think the people involved in this situation feel?) and avoid

asking closed questions (e.g., Are the people involved feeling fine?). 

If someone is reluctant to participate/showing resistance, try to find common grounds,

understanding what his or her concerns might be.

This activity might further encourage learners to think about ways to deal with

problem situations. 
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STEP 5: 
You can repeat this cycle as many times you see fit or until the

background of the problem gets identified. 

STEP 6: 
Next, you may want to facilitate a group discussion. This way, participants

are given the opportunity to reflect on the process and clarify open

questions.

Close the exercise by emphasising the significance of understanding that an apparent cause of a

problem may not always be its actual cause but just an expression of some other problem or chain of

problems. 

https://www.designthinking-methods.com/en/1Empathie/5-warum.html


This activity wants to create an opportunity for genuine

human connection. Silence is amazing and an

underestimated part of human interaction. To slow down

and allow for silence while you are fully present with another

person is a wonderful way to communicate. Efficiency and

doing are more valued than stillness in today's society. It

takes courage to sit face to face with another person in

silence and look into each other's eyes. It might be

uncomfortable at first. But to give another human being

your total attention and see them is maybe the greatest gift

you can give someone. Some trainers worry that for

participants with specific needs would be challenging to be

kept silent. Here the skills of the trainer/facilitator to

moderate the situation will come into play.

To prepare for the activity, check this YouTube video ‘A Minute of Silence’:

https://www.youtube.com/watch?v=mEcqoqvlxPY  
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Together in Silence
v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :

FE
EL

5-6 participants

PC, beamer

30-60 min

STEP 1: 
Watch the video ‘A Minute of Silence’ by Artist Marina Abramovic on

YouTube. It will help set the right mood, and it is truly beautiful. (4 min)

STEP 2: 
The trainer guides the participants through a short meditation practice.

Finding a guided meditation online is also a good option. The important

thing is to be relaxed and at ease together. (15 min)

STEP 3: 
Two and two people sit in chairs facing each other. They start by taking a

few seconds to look each other directly in the eyes silently. (1 min)

STEP 4: 
One person begins to share something important to him or her, only one

or two sentences. They then sit in total silence for another 10-15 seconds

before the other person responds. 

https://www.youtube.com/watch?v=mEcqoqvlxPY


TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.courage-skills.eu/outputs
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Sharing silence can be profound, intimate, and a little bit scary. It is essential to ‘set the right

mood’ and make everybody feel comfortable.

This activity is connected with all phases of Design Thinking because the participants

will feel encouraged to keep exploring silent spaces, alone and together, knowing that

reflection in silence is important to human development and connection.  
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STEP 5: 
After going back and forth like this for a few minutes, we shift so that

person 2 is sharing and person 1 is responding. (5 min)

STEP 6: 

Depending on how much time you have available, half of the participants

can move to another chair, and share/respond with another person. (10

min)

STEP 7: 
When the activity is done, you might find that commenting or asking

questions will seem a little out of place. The silence itself is the learning

outcome. And hopefully, the value of it is felt or sensed by the participants.

Just say, ‘Thank you for being brave and participating.’

https://www.courage-skills.eu/outputs
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Imagine
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This activity enables participants to

systematically take different positions on a

question and thus play through different

ways of thinking, making it much easier to

find solutions to problems or ideas. It will

allow the participants to see an idea from

different perspectives and embrace one of

the most important principles of Design

Thinking related to implementing as diverse

perspectives as possible. 

12 - 15 participants

Creative and drawing

materials for designing

and producing 6

coloured hats

D E S C R I P T I O N :

STEP 1: 
Emphasise that before jumping into serious challenges and working on

the design of solutions, we will make a couple of warm-up activities to

wake up our superpowers. One of these activities is called ‘6-Hats.’

STEP 2: 
Split participants into 6 groups and invite them to create coloured hats

(white, yellow, black, red, green, and blue) using the provided materials. 

6 Hats
v a l u e  o f  t h e  a c t i v i t y :

15-20 min

STEP 3: 
Each group presents its artistic work. Congratulate the groups for the

effort. Present the symbolic meaning of each colour, using the following

descriptions:

White  stands for objectiv ity  and neutrality .  W ithout
evaluating,  information,  facts,  and f igures are collected.
Personal opinions,  emotions,  and judgments are left  out.

Yellow shows all  objective posit ive  qualit ies.

Black names all  objective arguments,  doubts,  concerns,  and
risks,  but no negative feel ings.

Red symbolises personal feel ings and subjective opinions.
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STEP 4: 
Each group will have to formulate an opinion from the perspective of

their hat on a challenge you will provide them with. Before that,

demonstrate quickly through an example how the different hats are

working when talking about a problem.

This activity is connected with all phases of Design Thinking since they are encouraging

learners to seek the diversity of views intentionally. 
F O L L O W - U P :  

S O U R C E :  https://www.partizipativ-innovativ.de/kreativitaets-und-moderationstechniken
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In the case of learners who seem shy and resistant to engage, try to emphasise that this is a fun

and creative activity, and there is no right and wrong. You can create a positive atmosphere by

making fun of yourself at the very beginning to reduce the group's tension (e.g., wearing a

funny paper hat that you have designed for yourself).

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

Green stands for creativ ity  and alternatives and symbolises
thinking beyond the previous.

Blue looks at the overall process from a h igher level and
brings the indiv idual results together.

STEP 5: 
Present the official challenge (e.g., How to make training more

interesting) and provide each group with 5-10 mins to reflect from the

perspective of their hat. You can print the characteristics of each hat and

provide them to each group for reference. 

STEP 6: 
Each group presents its statement. Encourage clapping following each

presentation. 

STEP 7: 

Close the process by emphasising the importance of diversity of views

and perspectives when addressing a challenge, especially when this

challenge is relevant to different target groups. 

https://www.partizipativ-innovativ.de/kreativitaets-und-moderationstechniken
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Its main objective is to host large group

dialogue. The activity offers an

opportunity to brainstorm ideas in a

large group by dividing and organising

the discussion into smaller 4-6 people

subgroups. The method allows

structuring the ideas and clustering

them into concrete proposals.

25 to 100 participants

4-5 tables for group

work, flipchart,

projector, markers, post

its, some decorations to

provide the group with

a café-like atmosphere

D E S C R I P T I O N :

STEP 1: 
Create a ‘special’ environment, most often modeled after a café, i.e., small

round tables covered with a checkered or white linen tablecloth, butcher

block paper, colored pens, a vase of flowers, and an optional ‘talking stick’

item. There should be four chairs at each table (optimally) – and no more

than five.

STEP 2: 
The host begins with a warm welcome and an introduction to the World

Café process, setting the context, sharing the Café Etiquette, and putting

participants at ease.

World Café

v a l u e  o f  t h e  a c t i v i t y :

90-120 min

STEP 3: 
The process begins with the first of three or more twenty-minute rounds

of conversation for small groups of four (five maximum) people seated

around a table. At the end of the twenty minutes, each group member

moves to a different new table. They may or may not choose to leave one

person as the ‘table host’ for the next round, who welcomes the next

group and briefly fills them in on what happened in the previous round.

STEP 4: 
Each round is prefaced with a question specially crafted for the specific

context and desired purpose of the World Café. The same questions can

be used for more than one round, or they may build upon each other to

focus the conversation or guide its direction.
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STEP 5: 
Following the small groups (and/or in between rounds, as needed),

participants are invited to share insights or other results with the rest of

the large group. These results are reflected visually in various ways, most

often using graphic recording or a presentation in the front of the room.

This activity gives a comprehensive overview of everyone’s point of view and can connect

ideas and differences in the process. The World Café is also a useful metaphor for noticing

how we learn, share knowledge, create meaning, and co-evolve our futures through the

living networks of conversation in which we participate.

F O L L O W - U P :  

S O U R C E :  https://www.worldcafe.eu/
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It is important to have previously prepared needs analysis of the target group whose

problems/challenges the world café will address. 

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

https://www.worldcafe.eu/
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The interview is a great way to explore

your target group's hopes, dreams, and

fears. That is the goal.

Contextual interviews aim to gather

holistic information. Through appropriate

questioning and detailed answers from

the interviewees, detailed and contextual

information is obtained. 

10-15 participants

Interview questions and

discussion topics

Notebook or computer

Dictaphone

Video camera

Confidentiality agreement

D E S C R I P T I O N :

STEP 1: 

Think in advance about the topics you want to address and the questions

that need to be answered. Put yourself in the user's shoes and think about

what is on their mind.

STEP 2: Avoid closed and pre-formulated questions.

Interview
v a l u e  o f  t h e  a c t i v i t y :

5-120 min

STEP 3: 
Invite the interviewee(s) to the interview. Individual interviews are

particularly recommended.

STEP 4: 
During the interview, orientate yourself on your questions and maintain

the conversation's natural flow.

STEP 5: 
Listen carefully to your interviewee. Ask about the background to their

statements.

STEP 6: Record the information and answers during the interview.



PROJECT NUMBER: 2020-1-DE02-KA204-007415 STEP 7: 
Process the information collected after the interview. Identify the most

interesting findings and statements.

As already described in the Tips section, it makes sense to perform a preparatory role-play to

familiarise yourself with the unfamiliar situation of the interview.
F O L L O W - U P :  

S O U R C E :  https://www.designthinking-methods.com/2Definition/interviews.html
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The quality of the interview requires the selection of the right interview partners. Select users

from the mainstream as well as ‘extreme’ users with unique characteristics. It is also important

to act as a neutral interviewee and not judge the interview's topics and answers.

Take time to prepare a guide, so young people at risk know what to ask. Often, excitement

plays a big issue, so it is also useful to rehearse the situation in a role-play before an interview

with an expert.

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

https://www.designthinking-methods.com/2Definition/interviews.html
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Group interviews are helpful for

the design process when you

need to get an overview of a

community and its interactions in

living together. 

At least 2 members of

the design team, 7-10

interviewees

Pens, paper, camera or

Dictaphone

D E S C R I P T I O N :

STEP 1: 
Identify the sort of group you want to interview. If you’re trying to learn

something specific, organize the group so that you have the best chance

of hearing it.

STEP 2: 
Convene the Group Interview on neutral ground, perhaps a shared

community space that people of all ages, races, and genders will have

access to.

Group Interview

v a l u e  o f  t h e  a c t i v i t y :

90-120 min

STEP 3: 
In a Group Interview, be sure to have one person asking the questions

and other team members taking notes and capturing what the group is

saying.

STEP 4: 
Come prepared with a strategy to engage the quieter members of the

group. This can mean asking them questions directly or finding ways to

make them more vocal group members recede for the moment.
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If the group interview reveals that a person has other ideas and views that are helpful for the

Design Thinking process, you can ask about them in more depth in a one-on-one interview.
F O L L O W - U P :  

S O U R C E :  https://www.designkit.org/methods/group-interview
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The distribution of tasks must be clear at the beginning of the interview so that everyone

knows their role. It is recommended to provide the moderator with a person as support for

difficult situations. Here, too, a role-play with the young people is recommended for

preparation.

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

https://www.designkit.org/methods/group-interview
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This activity should make each

participant aware of their own values.

What matters most to you? What

issues would you focus on if you knew

your words would receive national

attention? This assignment is an

opportunity to discover what really

engages your heart and

consciousness. 

3-12 participants

PC, beamer

D E S C R I P T I O N :

STEP 1: 
The trainer gives the assignment. „Imagine that you are prime minister,

president / Queen / King of your country. Everyone living in your country

will, in about an hour, listen to what you have to say. You can talk for 2-5

minutes. What will you choose to focus on?“

It can be fun to prepare a rostrum where the speeches will be held. And

maybe a toy or paper crown for effects and fun? Little things like that can

help remove some of the seriousness from the situation and make it more

playful.

Emphasize that it is voluntary to share/give a speech.

STEP 2: The learners prepare their speech, 30-45 minutes.

If I Was a King or a Queen

v a l u e  o f  t h e  a c t i v i t y :

5-60 min, depending on

how many learners are

participating

STEP 3: 
The trainer might advise on public speaking and how to deliver their

message in a good way.
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STEP 4: 
The learners give their speeches in front of the group. Thank them for

their courage and contribution and provide positive feedback. Invite the

other learners to contribute with feedback as well. 

- 57 -

This activity relates to all phases of Design Thinking because it intends to make each

participant aware of their values, which is important for the creative process.
F O L L O W - U P :  

S O U R C E :  https://www.courage-skills.eu/outputs

For some, talking in front of a group of people seems very scary. It is essential that we

emphasise that it is entirely voluntary if you want to give a speech in front of the group.

Alternatively, the trainer or one of the other participants can read the address. Experience

shows that if one or two in the group give a speech, it will inspire more people to find the

courage to read aloud.

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

https://www.courage-skills.eu/outputs
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The aim here is to develop different

ideas for solving a problem within a

short period of time in a team of 6

people. 

1 moderator

6-12 participants. The

number of participants

may vary

6 sheets with empty

table (3 columns of 6

rows each)

D E S C R I P T I O N :

STEP 1: Phrase the problem you are dealing with in a concise sentence.

STEP 2: 
Each participant receives a sheet of paper with an empty table (3

columns with 6 rows each).

6-3-5 Method

v a l u e  o f  t h e  a c t i v i t y :

20-30 min

STEP 3: 
For the first line, each participant writes down 3 ideas to solve the

problem.

STEP 4: After 3 minutes, the sheets are passed clockwise to the next person.

STEP 5: 
Everyone now tries to develop the existing ideas and write down 3 new

ideas.

STEP 6: Steps 4 and 5 are run until all lines are filled.
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STEP 7: The group analyses, evaluates, and discusses the results together.

- 59 -

Уou can use the answers for creating a mind map.F O L L O W - U P :  

S O U R C E :  https://www.designthinking-methods.com/3Ideenfindung/6-3-5.html

Remember that the start of the exercise can be difficult in this method. Be prepared to assist

the young people at risk if needed. Once initial ideas are on the sheets, they usually lend

themselves well to further development. In case of discriminatory remarks, please intervene

right away. No idea is worth more or less.

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

https://www.designthinking-methods.com/3Ideenfindung/6-3-5.html
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In this method, ideas collected in

advance are evaluated according to

their feasibility and originality. 

Up to 5 participants

Flipchart

Markers

Large stickers

D E S C R I P T I O N :

STEP 1: Draw 3 big squares. Mark the squares as Now, How, and Wow.

STEP 2: 

Assign the available ideas to the individual squares. HOW refers to not

feasible at the moment, but original, WOW to innovative and possible,

NOW to normal and easy ideas.

How-Wow-Now Matrix

v a l u e  o f  t h e  a c t i v i t y :
10-40 min

STEP 3: 
Look at or discuss the result with the team. ‘Now’ ideas should be

implemented directly or kept as a reserve. ‘How’ ideas should be further

elaborated to find a way to implement them. ‘Wow’ ideas should be

tackled immediately, and the necessary steps should be discussed. Ideas

that do not fit into one of these three squares can be discarded. 
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This method can be used very well according to the 6-3-5 method to check the ideas for

their feasibility.
F O L L O W - U P :  

S O U R C E :  https://www.designthinking-methods.com/3Ideenfindung/how-wow-now.html

Make sure that there is no competition among the young people as to who has named the

best idea. Ideas that come out of the Design Thinking process are usually collaborative efforts.

If remarks or comments are made in the group, it is the task of the trainer to intervene.

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

https://www.designthinking-methods.com/3Ideenfindung/how-wow-now.html
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With bodystorming, you get new

ideas through physical activity.

3 -12 participants

Sticky note pads, pens,

board, enough space to

move

D E S C R I P T I O N :

STEP 1: 
Post a brainstorming question on a wall, so it is clearly visible and legible.

Each participant receives a sticky note pad and a pen.

STEP 2: 
Now it's time to get moving: Run, walk, hop - whatever works best for you.

When you get past the wall with the brainstorming question, you need to

write an idea on a sticky note and post it there.

Bodystorming

v a l u e  o f  t h e  a c t i v i t y :
15 min

STEP 3: Look at the results together and discuss them briefly.

STEP 4: Repeat the bodystorming.

STEP 5: Discuss the results again: What do you find particularly exciting? Which

thoughts inspire and excite you?

STEP 6: Decide together which approach you want to pursue further.
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You can connect the method with the ‘How-Wow-Now Matrix’ or a Mind map.F O L L O W - U P :  

S O U R C E :  https://www.zukunftsinstitut-workshop.de/methoden/alle/bodystorming/

In this exercise, the young people can move freely around the room, which encourages new

ideas. They can also participate further, for example, by choosing music to play during the

exercise. 

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

https://www.zukunftsinstitut-workshop.de/methoden/alle/bodystorming/
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Mind mapping is an effective

technique for capturing thoughts and

connections. They are memorable and

inspire creative ideas and associations

by visualising knowledge and

information. Mind-mapping is

particularly suitable for problem

analysis, planning, and the overview of

a topic. 

The whole team (up to

5 participants)

Sheet of paper, at least

A4 and at best unlined

Writing utensils and

different coloured pens

D E S C R I P T I O N :

STEP 1: 
Define your topic. First, define your topic. To do this, think of a central

term, symbol, or image for this topic. Now write this down in the middle of

the sheet. The sheet should be in landscape format in front of you.

STEP 2: 
Collect key terms. Now collect all key terms that you associate with the

central topic of the mind map. For sub-headings and deeper thoughts,

write down an appropriate key term and write it on a line. Connect this

line with the superordinate concept. The lines serve to structure and order

the key concepts. An analogy for mind maps is a tree. The central topic

corresponds to the trunk. Various branches branch off from this trunk.

These branches correspond to the concepts and terms you associate with

the topic. Branches can also branch off from this trunk and so on.

Mind Map
v a l u e  o f  t h e  a c t i v i t y :

30-90 min

STEP 3: 
Work out your mind map. The point here is to identify and visualize

relationships between the concepts you have collected. Don't be limited

by the form: you can now group, highlight and add terms as you like. A

mind map, like a tree, is organic, and you should continue to reshape the

mind map until you have fully committed your thoughts to paper.

The mind map is  f inished as soon as you can't  think of
anything else.  
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Mind maps are a great way to bring structure to creative chaos. Especially after

brainstorming ideas that are very broad (e.g., the 6-3-5 Method or the Bodystorming),

an order can be created with the help of the mind map.

F O L L O W - U P :  

S O U R C E :  https://xn--kreativittstechniken-jzb.info/problem-verstehen/mindmapping/

At the beginning of the exercise, a facilitator and a person who draws can be chosen. Large

paper and bright colors invite creative design.

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

https://xn--kreativittstechniken-jzb.info/problem-verstehen/mindmapping/
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Role-play is a suitable method to ignite

learners’ creativity. Learners get the chance

to learn by changing their perspective, and

putting themselves in the shoes of other

people with different backgrounds. This

way, they better understand people’s

actions and motives, and ultimately, they

widen their horizons by looking at

alternative possibilities. 

Recommended to

implement with

smaller groups of

learners

Notebook; Camera;

Props

D E S C R I P T I O N :

STEP 1: 
Think about a situation, service, person, or product relevant to your

learners to study. 

Role Play
v a l u e  o f  t h e  a c t i v i t y :

1 hour to 1 day

STEP 2: 
Then, determine the setting and the roles involved. Ensure to provide

learners with adequate contextual and background information to

engage authentically with the role-play scenario. 

One or more learners portray the interaction with a service, a person, or a product. Each of them is

assigned a character. Those learners in the audience will gain a realistic insight into the user experience

with the specified product or service. 

STEP 3: Learners must understand their role before acting it out.

STEP 4: 
The actors are selected, and roles are assigned. Ensure that everybody

feels comfortable with their assigned role. 

STEP 5: If available, you can use props or ask learners to visualise the props.
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STEP 6: 
Learners carry out the role-play, trying to absorb their character’s

personality. 

- 67 -

A suitable follow-up activity can be found in the 'Feel' phase, in which learners practice

immersing themselves in someone else’s shoes. It helps them to understand causes,

implications, and interrelations better. 

F O L L O W - U P :  

S O U R C E :  https://www.designthinking-methods.com/4Prototypen/rollenspiel.html

It is important that learners can behave as naturally and realistically as possible when in their

roles. Roleplay, albeit being a fun and playful way of learning, is not everybody’s cup of tea.

Therefore, learners wanting to participate voluntarily is a prerequisite to making this exercise

work. 

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

STEP 7: 
After the role-play is over, facilitate a group discussion. Ask learners how

they felt in their role? What did they learn from their character?

Highlight important feedback. 

https://www.designthinking-methods.com/4Prototypen/rollenspiel.html
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This methodology is similar to brainstorming but can be a valid alternative in groups

in which all or some participants feel: under pressure, fear rejecting their ideas, or

fail to express themselves as shy and introverted. In these cases, brainwriting allows

you to generate new ideas and creative solutions, giving everyone equal

opportunities and allowing them to express themselves freely. 

Each participant can communicate their idea without overlapping and/or creating

‘noise’. Brainwriting also avoids that shy players can be influenced by others and

limit themselves in expressing their ideas. Brainwriting also allows you to develop

associative thinking - one idea of others can trigger one of mine, and so on. Using

the thoughts of others broadens the horizons of anyone, thus avoiding getting

trapped in our thought structures. 

10-15 participants

Paper and pen for each participant. A moderator. A blackboard/whiteboard/flipchart

for the moment of sharing ideas

D E S C R I P T I O N :

Brainwriting
v a l u e  o f  t h e  a c t i v i t y :

15-60 min, depending on the difficulty of the analysed problem and the motivation of

the group

- 68 -

STEP 1: 
Gather the group and let them sit at a table with a pen and sheet of paper.

The group moderator will have to formulate the question in the mode

‘how can we....’; and explain that you have to create a friendly and serene

atmosphere where anyone can feel free to express their opinion.

No one must write their name on the sheet and must therefore remain

anonymous. 

STEP 2: 
Leave the group for about 5 minutes so each participant can think and

write three possible ideas on how to solve the problem. They should

neither elaborate nor structure their ideas but write them in a simple

way.

im
ag
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e
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STEP 3: 
Collect the sheets, mix, and distribute one per person. Everyone will have

to improve more and more the initial idea that is written on the sheet:

you cannot change it or write discordant options.

- 69 -

It is a useful methodology in those group activities where some participants are too

extroverted and tend to centralise any discussion or try to belittle the ideas of others. Still, it

is also effective when there are introverted people in the group who fear the judgment of

others. Therefore, in another way, they would simply listen to the ideas of others without

ever intervening in any way.

F O L L O W - U P :  

S O U R C E :  https://www.designthinking-methods.com/en/3Ideenfindung/brainwriting.html

https://www.interaction-design.org/literature/article/learn-how-to-use-the-best-ideation-
methods-brainstorming-braindumping-brainwriting-and-brainwalking

The participants must have a clear understanding of the problem to be remedied, therefore

the moderator must define it in a detailed and accurate way, and the participants must be

aware of it and have experience in the field that concerns the problem.

Throughout the process, you have to aim for as many ideas as possible. The more ideas

generated, the greater the chances of finding an effective solution. Brainstorming celebrates

the maxim ‘quantity breeds quality.’

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

STEP 4: 
When the rounds are finished (it is the moderator who decides the

number, five are sufficient, for example), all the sheets are collected.

STEP 5: 
The ideas are now shared with the rest of the group by writing them on

the blackboard so that everyone can see them. The evaluation and

discussion phase begins.

https://www.designthinking-methods.com/en/3Ideenfindung/brainwriting.html
https://www.interaction-design.org/literature/article/learn-how-to-use-the-best-ideation-methods-brainstorming-braindumping-brainwriting-and-brainwalking
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Sketching has often been linked to doodling and other record-making modes

such as writing, calligraphy, lettering, and scribbling. As a form of drawing,

sketching can be simple, detailed, and layered to explore, communicate, study,

notate, record, think, and reflect on a subject. Sketching is a way to make quick

marks or studies to solve a problem or work out a visual solution. The term

‘sketching’ comes from the Greek word ‘schedios’, which means done extempore,

or without planning; done at the moment. It is an essential tool for some to

communicate with their team and/or clients, while for others, sketching is

ubiquitous and disposable. 

10-12 participants

Paper and pen for each participant. A moderator. A blackboard/whiteboard/flipchart

for the moment of sharing ideas

D E S C R I P T I O N :

Sketching
v a l u e  o f  t h e  a c t i v i t y :

8 minutes for each participant to sketch 8 different ideas. The purpose of this exercise

is to generate a wide range of solutions in a short period of time. So, the exercise

could be repeated if needed

- 70 -

STEP 1: 
Gather the group and let them sit at a table with a pen and sheet of paper.

The moderator should explain the problem as all participants should clearly

understand what the problem is and why it’s important to solve. 

STEP 2: 
Participants are asked to take their sheet and fold the paper in half four

times to create 8 sections. Set eight 1-minute timers. Sketch 1 idea per

minute in each section. 
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STEP 3: 
Sharing and discussing the ideas. When you’ve completed your

sketches, take a picture, and attach the image directly to your working

design document. This way, you can quickly reference what decisions led

to which outcomes without having to search for them.
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If you are running this exercise as part of a design sprint, coming up with a new idea

every minute will likely feel rushed. These sketches help you think through your ideas

without being influenced by other people. You also don’t need to share any of these

sketches. The next phase in a sprint would require you to look back at your sketches

and pitch your best solution.

F O L L O W - U P :  

S O U R C E :  https://marvelapp.com/blog/sketching-techniques-improve-design-process/

Write Feedback Next to Your Sketches - writing down common areas of confusion or ideas to

explore further can take some pressure off and help the participants gain self-confidence and

express themselves.

Give Your Sketches a Name - it’s fun sometimes to give an idea or project a clever name. It

helps to bring people on board when you kick start a project. 

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

https://marvelapp.com/blog/sketching-techniques-improve-design-process/
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Fishbowl is a strategy for organizing medium- to large-group discussions.

Learners are separated into an inner and outer circle. In the inner circle or

fishbowl, learners have a discussion; learners in the outer circle listen to the

discussion and take notes. This engaging and student-centered strategy builds

comprehension of complex texts/ideas while developing group discussion skills. In

the “fishbowl,” learners practice responding to multiple viewpoints. Observations

from learners in the outer circle provide insight into what makes for effective

small-group discussions.

12-15 participants

Room with enough space to have two circles of chairs (internal and external)

D E S C R I P T I O N :

Fishbowl
v a l u e  o f  t h e  a c t i v i t y :

Depending on the topic or trainer’s objective

- 72 -

STEP 1: 
Choose a central topic or text. Develop an open-ended question to start the

discussion. If using a text, learners may read the text beforehand.

STEP 2: 
Ask for or select 4-5 volunteers to be in the “fishbowl.” Only the learners

in the fishbowl are allowed to talk. 
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STEP 3: 
Instruct the outer circle to remain quiet, observe and take notes on the

content and process of the inner circle’s discussion.

STEP 4: 
The first few times, play the role of the facilitator yourself. Once the

process is familiar, select a student facilitator. The facilitator does not

participate in the discussion but poses questions along the way to

prompt deeper discussion and to ask sure everyone inside the fishbowl

has a chance to talk.
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STEP 5: 
Allow the conversation to progress where learners take it. Rotate learners

in and out of the fishbowl throughout the course of the discussion. Set

up a procedure ahead of time, so learners know to expect this rotation.

Allow the fishbowl discussion to continue for at least 15- 20 minutes,

depending on the learners’ age.

- 73 -

This activity is connected with all phases of Design Thinking because it creates open space

for reflection and peer-to-peer feedback. 
F O L L O W - U P :  

S O U R C E :  https://www.learningforjustice.org/

For some, talking in front of a group of people seems very scary. It is essential that we

emphasise that it is entirely voluntary to participate. 

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

STEP 6: 
After all of the learners have rotated through the fishbowl, divide the

group into small groups and invite learners to debrief. Learners can use

their observations from the outer circle to highlight the strengths of the

discussion and make suggestions for ways to engage each other more

meaningfully. The following discussion starters may facilitate the

conversations:

What did  you observe during the d iscussion of the text?
What is  one thing you heard that is  s imilar to your point of  v iew?
What is  one thing with which you disagree?
How did  you feel  while  on the outside of  the f ishbowl?
How did  you feel  while  on the inside of  the f ishbowl?

Wrap up the process with a full class discussion about the discussion.

Pose a final question and give everyone an opportunity to talk to a

partner. After this discussion, you may have the learners do a quick write

answering the guiding question. 

STEP 7: 

https://www.learningforjustice.org/
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- 74 -

Do



Physical Prototyping

A prototype is a simple experimental model of

a proposed solution used to test or validate

ideas, design assumptions, and other aspects of

its conceptualisation quickly and cheaply so

that the designer/s involved can make

appropriate refinements or possible changes.

Prototyping is getting ideas and explorations

out of your head and into the physical world. A

prototype can be anything that takes a physical

form – be it a wall of post-it notes, a role-playing

activity, a space, an object, an interface, or even

a storyboard. 

STEP 1: 

Create a detailed concept sketch or diagram. Your objective should be to

capture as many ideas as possible visually. Ideally, you should have two

concept sketches:

STEP 2: 
It’s the funniest part, as the group physically creates the idea. How you

build your first proof of concept will depend on several things. The proof of

concept doesn’t have to look good or even resemble the final product. It

simply has to work. You can even use common household products to

create this early-stage model.

PROJECT NUMBER: 2020-1-DE02-KA204-007415

- 75 -

v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :

Do
 

10-15 participants

Empower participants to be

creative and free to use what

they prefer

Depending on the group size

and the design task, it can take

up to several hours or several

days

A design sketch showing how the product might appear
upon completion.

A technical sketch showing the product’s dimensions,
materials 

You can use a digital tool to do this, but pen and paperwork are better.

Feel free to experiment and be creative in this step: don’t be afraid to try

new things.



TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.ecwid.com/blog/how-to-create-a-product-prototype.html

https://static1.squarespace.com/static/57c6b79629687fde090a0fdd/t/58890239db29d6c
c6c3338f7/1485374014340/METHODCARDS-v3-slim.pdf
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To help learners in the prototyping process, suggest to them to keep in mind:

NEED TO HAVE:  What kind of features the product needs to have? 

GOOD TO HAVE: Which kind of features would help the product stand out but aren’t essential

for its functioning?

NOT NEEDED: Which features are superfluous to the product and don’t add much in the way of

appeal or utility?

Traditionally prototyping is perceived as a way to test functionality. In the context of

working with groups at risk, it can be related to the opportunity of encouraging

creativity.

- 76 -

https://www.ecwid.com/blog/how-to-create-a-product-prototype.html
https://static1.squarespace.com/static/57c6b79629687fde090a0fdd/t/58890239db29d6cc6c3338f7/1485374014340/METHODCARDS-v3-slim.pdf


Roadmap/Activity Plan

This activity is designed for learners to create their

roadmap/activity plan. This is of value to them, as

they get the chance to reflect on an idea, project,

or topic that is important to them and to be able

to make a concrete plan of how they want to

implement it. By developing a roadmap, learners

are prompted to gather specific information on

their idea/project. They will learn how to

determine essential milestones, get a feel for

different stages of implementation, and learn

how to keep solution-oriented. These are all

crucial pillars in the Design Thinking process. 

STEP 1: 

Preparation phase: Print out a calendar for your learners, covering the

time span of the following year or 18 months. The calendar serves for

learners to map out what needs to happen at which point in time to

accomplish their idea/project. Have coloured post-its ready for your

learners to mark important dates or milestones during the core activity.

For your learners to not get lost during the task, they must start thinking

about their calendar in chunks. You can provide them with guiding

questions:

STEP 2: 

PROJECT NUMBER: 2020-1-DE02-KA204-007415
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v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :

Do

10-15 (the number of

participants depends

on your context)

Calendars (see:

https://wallpaperaccess.com/

2022-calendar)

Coloured Post-it

Flipchart and Pens

2-3 hours

What needs to happen in the next month,  4  months,  etc.?

What are your most important milestones?

When does it  make sense to set  a deadline for a specif ic  task?

Introduce learners to the task by highlighting its value. What can they

learn from the task? You can give a personal or practical example to

illustrate its importance. Allocate enough time for learners to ask their

questions.

https://wallpaperaccess.com/2022-calendar


TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.courage-skills.eu/outputs
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The more convinced you are by this activity/method, the more your learners will engage in

designing their roadmap. Therefore, it is helpful to highlight the specific value of the activity. You

could present some practical examples of success stories or success stories of famous people

that recommend this method.

Although the activity is connected to all stages of the Design Thinking process, it is

beneficial to implement after learners have already grasped the FEEL and IMAGINE

stage concept since this activity has a goal-oriented focus.

- 78 -

STEP 3: 
Give learners some time to think about an idea, project, or goal they would

like to implement or achieve. Think about some examples beforehand

that could inspire learners. This reflection process can also be done in pairs

or small groups. 

STEP 4: 
Then, together with learners, define the functions of each coloured post-it.

What does it signify (i.e., which milestone, etc.)? Then, hand out the

calendars and coloured post-it. Using the post-it, learners identify the

various tracks of work that will need to take place at a certain point in

time. They shall also think about the resources/support they need at a

specific point in time.

STEP 5: 
For each major milestone, learners shall also think about what success

looks like at that moment. How can learners determine whether they have

reached the goal at that point in time? How can this be measured?

Support learners in developing suitable criteria to measure the outcome.

STEP 6: 
Learners voluntarily present their roadmap in front of the class, while the

others listen carefully and give feedback.

https://www.courage-skills.eu/outputs


Smart Goals

This activity is designed to support learners in

setting SMART goals. It helps them understand the

process of what it takes to achieve a goal. This way,

learners are more able to define a timeframe or time

limit for their goal, which helps them avoid

procrastination.

SMART goal setting is all about finding out:

STEP 1: 
Learners are invited to introduce themselves with the SMART criteria, as

follows:

SPECIFIC & PRECISE: clearly define and outline the goal desired, keep it

simple and clear.

MEASURABLE: criteria to be applied that enable outcome measuring.

ACCEPTABLE & MOTIVATING: solely use positive wording (‘I want to...’

instead of ‘I do not want to...’).

REALISTIC: focus on realistic goals that are attainable with available

resources.

TIMELY: set a schedule with fixed dates and milestones.
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v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :
Do

10-12 (the number of

participants can be

flexible and adapted to

your context)

Flipchart or whiteboard

Worksheets with SMART criteria

Pens 

Assorted magazines, newspapers, and calendars with images, (for vision board

creation in Step 6) 

Glue sticks, tape, or pins to affix images

4-6 hours

What matters to me?

What do I  want to achieve (professionally
or personally)?  

SMART is an acronym that stands for Specific, Measurable, Achievable, Relevant, and Time-bound. This

framework makes it easier for people to achieve their goals, helping them visualise set goals within a

specified timeframe. The design of the method is such that it focuses on positive aspects, such as

personal and professional development, rather than on problems. It can be used for brainstorming,

discussion in plenum, small groups, and individual work.
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STEP 2: 
To familiarise participants with this activity, you can provide some

practical examples or a personal example. Then, a brainstorming session

will be facilitated about the importance of setting goals. Collect learners’

ideas and write them down on the flipchart. This can be followed by a

group discussion about what goal alignment is and why it is important.

STEP 3: 
Learners are invited to work in small groups and exchange ideas: 

STEP 4: 
Each team presents findings to the group. Learners talk about how they

developed their individual goals and what they experienced along the

process (e.g., What was easy? Difficult? Why?). 

Think about what constitutes a personal goal?

Create a poster with achievable goals using the SMART
criteria.
 

Reality check of own goals,  planning of steps needed,
thinking of real-l ife  examples.

STEP 5: 
Then, learners create vision boards. They serve to visualise the direction

you want your life to take, professionally and personally. Vision boards are

a collage of pictures, statements, keywords, drawings - anything that

supports learners to visualise their idea and thus make it tangible to them.

It also boosts motivation to achieve set goals. To create the vision boards,

use various materials (pictures, cards, magazines, etc.). 

STEP 6: 
Learners choose images and symbols from the visual materials that best

illustrate their goal. The images chosen are placed on their boards with

glue sticks, tape, or pins. 

STEP 7: 
Vision boards are placed on walls in the training room. A group discussion

will be facilitated to allow participants to reflect on the process and clarify

open questions.
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A follow-up activity of the Share phase can be of value, as it allows learners to reflect on their

story of success and to inspire other people to engage in goal setting and positive change.
F O L L O W - U P :  

S O U R C E :  https://www.voice-up.eu/manual.html

This activity empowers young adults to reflect on their personal goals and discover their

potential. It helps them realise what they need to achieve a goal. 

Be aware that reflecting on personal goals might be a new experience for learners, and they

might need more support than one would guess at first. Therefore, visualisation is an

important step. It activates creative thinking in learners and helps them to focus their attention

on the things that matter to them. 

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

https://www.voice-up.eu/manual.html
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D E S C R I P T I O N :

The Edge

- 82 -

STEP 1: 
Each group member prepares at least four suggestions for solving a

particular problem, writing them on separate cards. To improve the specific

advantage of the company (hence the name of the game), suggestions

could be made such as ‘developing a global vision for the future’, ‘constant

change for improvement,’ or ‘focusing on the needs of consumers.’

STEP 2: 
These and other pre-prepared cards are shuffled and three are given to

each participant. Participants rank them in order of preference. The

remaining cards are placed on a table in the back. Without making too

much noise, the participants may discard and pick up new cards to

exchange at least one card with one of their partners. In this way, they

may prefer not their own but someone else's offer.

DO

STEP 3: 
Groups are formed for which there are no prior restrictions on the

minimum and the maximum number of members. However, each

group can keep only three cards-all other cards must be discarded.

STEP 4: 
Each group is then required to produce a drawing or poster describing

the suggestions in their hands. This forces the groups to define broad

meaning statements and translate them into something specific to the

issue at hand. This also helps the members of the different groups to

agree on the meaning of the phrases. The posters are presented to the

other members of the general group, explaining any ambiguities that

arise.

This activity is designed to support

learners in the decision-making

process focusing on the problem-

solving topic.

10-12 participants

Flip chart or

whiteboard; pens

v a l u e  o f  t h e  a c t i v i t y :
60-90 min
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Any activity can follow the methods to further develop the main ideas and conclusions.F O L L O W - U P :  

S O U R C E :  The activity has been based on project partners’ expertise as trainers and compilation of
different sources. 

This activity empowers young adults to reflect on their ideas and gives them a way to prioritise

them. The visual element gives the opportunity to have the activity accessible to all types of

learners.

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

STEP 5: 
Finally, a jury external to the group decides the winner in terms of the

complementarity and consistency of the three applications, the

completeness of the poster's message, and how well the images fit the

ideas proposed.

https://www.courage-skills.eu/outputs
https://www.courage-skills.eu/outputs
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D E S C R I P T I O N :

Save the Granny

- 84 -

DO

STEP 1: 
Mix the playing cards with the different occupations and place them

face down on a table. Explain to the group the play case and the

scenario. Make sure that you always have two cards from the same

profession.

STEP 2: 
Every participant draws a card and finds his teammate (the one with the

same card). Each team should sit together and start developing

solutions for the people in the village.

Within this activity, we want the

participants to find positive solutions

for the collective in a stressful situation

by taking courageous and altruistic

action.

6-20 participants

For preparing this print out the

supporting material: profession-

cards

Depending on the trainer's

creativity, he could draw the play

case on the whiteboard

v a l u e  o f  t h e  a c t i v i t y : 30-90 min, depending on

how many learners are

participating

The play case is a critical situation (feel free to choose your own apocalypse scenario): A village or small

town is closed to the outside world. There was a big snowstorm, and all streets, as well as all houses, are

now covered in a lot of snow and ice. Ordinary people are living in the village: children, seniors, young

people, people with disabilities, etc. And there are people with different professions: doctors, priests,

whalers (it is a Norwegian village), police officers, waiters, dance teachers, bus drivers, etc. 

It is a role-playing game in which the participants have to take on a professional role and work with

their partners to develop a strategy on how to solve the critical situation best for the benefit of all. How

can they contribute positively to this critical situation with their profession? The group should consist of

at least ten participants. Everyone draws a hidden profession card (the occupations mentioned above).

After everyone has drawn a card, the participants must find their partners who have drawn the same

profession. It is important that the teams are random and the players don´t know each other too well.  
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This activity is connected with all phases of Design Thinking because this activity intends to

make each participant aware of their own values, which is important for a creative process.
F O L L O W - U P :  

S O U R C E :  https://www.courage-skills.eu/outputs

Acting in front of a group of people could seem very scary for some. It is important that we

emphasise that it is entirely voluntary. Alternatively, the trainer or one of the other participants

can present the emergency solutions. 

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

STEP 3: 
After an agreed time, the teams present their approaches to how they

(concerning their profession) can help in this critical situation. The trainer

should not interrupt in this step.

STEP 4: 
The group is discussing and evaluating the situation. The trainer can

support the discussion with questions: What did you feel? What do you

think was the meaning of this exercise?

https://www.courage-skills.eu/outputs
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Share



Journey Presentation

This activity provides learners with the chance to

share their personal stories with others and let

others know what they have learned along their

journey. This activity fosters a sense of

connectedness and is designed to empower

youngsters in pursuing their goals. By presenting

one’s individual story, learners can highlight to

their peers how they have mastered their journey

through life – in this respect, youngsters serve as

role models for each other, which is the core value

of this activity. 

STEP 1: 
Introduce youngsters to the activity. Point out the benefits of sharing one’s

individual story. Provide learners with a practical example, preferably a

personal example that depicts your journey through life. This will help to

establish a connection with learners. 
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v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :

sH
AR

E

10-15 (the number of

participants can be

flexible and adapted to

your context)

Whiteboard or flipchart, pens

Posters

Guiding questions

2-3 hours

STEP 2: 
Next, you can present your journey on a lifeline (e.g., draw a simple lifeline

on the whiteboard). You can map dates and most important milestones and

turning points in your life on the timeline. Verbalise to learners why you are

doing this: this method helps us become more aware of our inner resources,

strengths, and competencies. It helps to realise the setbacks and

roadblocks one has successfully overcome in life. Sometimes, people tend

to forget their individual success stories, which is why this activity can

empower learners to reconnect with their inner potential.

STEP 3: 
Then, you can hand out a poster to learners, to draw their personal lifeline.

Allocate enough time for them to think about the most important

milestones in their life journey. If youngsters prefer, they can also support

each other in mapping the lifeline together (e.g., by asking questions, giving

hints, and pointing out accomplishments. If you decide on doing so, you

might want to prepare some guiding questions, which you can provide

them with).



TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.interaction-design.org/literature/article/stage-1-in-the-design-thinking-
process-empathise-with-your-users

It is recommended to implement this exercise with learners who know each other well enough

to share personal details about their lives. For learners to feel comfortable with the exercise, you

can tell them that they only share whatever they are willing to share. Ensure that the

atmosphere and mood in class are positive for implementing this exercise.

This activity can be implemented to strengthen learners’ ability of self-efficacy or

whenever you feel that learners would benefit from reconnecting to their inner

resources and with each other.
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STEP 4: 
Youngsters voluntarily present their individual stories to the other

learners.

STEP 5: Most important findings are summarised and discussed in class.

STEP 6: 
Ask learners what they think about the exercise. What did they learn from

it? Which value do they see in the exercise? Highlight that by actively

listening and being willing to learn from each other, we can practice

empathy.

https://www.interaction-design.org/literature/article/stage-1-in-the-design-thinking-process-empathise-with-your-users


Bridging

Through this activity, we aim for the participants

to experience various ways of solving relevant civic

issues that they face and to develop collaborative

skills allowing them to interact with different

people to achieve a common goal. Participants

will learn to appreciate the importance of building

bridges, display flexibility in their approach, adjust

their speech, and exhibit tolerance for other

people’s opinions, even those divergent from

theirs, but keep their focus on what matters. 

STEP 1: 
Setup two sub-groups, relatively equal in size: Each participant occupies a

seat either in the inner circle or the outer circle. The trainer will allow

participants the freedom to choose their place or organise two subgroups

using various fun criteria.
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- 89 -

v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :
sH

AR
E

10-15 participants 

To set out this activity, the trainer prepares different cases, which will be handed out

progressively with limited time available for debate by the participants

Еnough written materials so each participant will receive their own instructions for each

work step

Enough space to arrange 6-7 tables in a circle. The participants will sit face to face so that

one group represents the inner circle, and another group represents the outer circle. The

space should permit easy movement of participants in the outer circle

A flipchart in the centre of or outside the circle, in a position that does not obstruct

participants’ movement

60 min

STEP 2: 
Presentation and explanation of the problem. The trainer asks participants

to read the case for 10 minutes and explains the importance of solving each.



TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

F O L L O W - U P :  

S O U R C E :  https://www.courage-skills.eu/outputs

For some, talking in front of a group of people seems very scary. It is essential that we emphasise

that it is entirely voluntary.

This activity is connected with all phases of Design Thinking because the participants

will be able to identify appropriate solutions to various problems.
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Working in pairs: trainer addresses a question from a previously prepared

scenario, and participants will communicate their ideas to the trainer, who

will write them down on the flip chart. Then the trainer addresses another

question and asks participants from the outer circle to shift their place to

the right and work on the next question with another participant in the

inner circle. The game ends when the initial partners meet again, or the

questions are completed. 

STEP 3: 

STEP 4: 
Elaborate an analysis of ideas and conclusions: The ideas noted on the flip

chart will be discussed in the wider plenary group. The trainer, together

with the participants, will create a diagram of the conclusions. 

STEP 5: If time allows, the activity is resumed for another case. 

https://www.courage-skills.eu/outputs


Elevator Pitch

The elevator pitch method is a tool to enrich

learners’ communication skills. This method

supports learners in focusing on positive aspects

of their lives, such as new goals. This tool is

designed to provide learners with a step-by-step

methodology to enable them to communicate in

a concise, transparent, and positive way. It further

strengthens learners’ ability to make convincing

and interesting arguments, consequently

contributing to increased self-confidence. 

STEP 1: 
Start by facilitating a group discussion: What do you usually do/or did you

do to convince someone of your own opinion, a great idea or proposal that

you have in mind (e.g., family members, friends, other people, etc.)? How did

you communicate? What would you say was convincing about your way of

argumentation? If you couldn’t convince someone successfully, why do you

think that happened? Take some notes on the flipchart.
PROJECT NUMBER: 2020-1-DE02-KA204-007415
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v a l u e  o f  t h e  a c t i v i t y :

D E S C R I P T I O N :

sH
AR

E

10-12 (you can adapt

the number of

participants, according

to your context)

Pens and paper

If you would like to deepen

this practice, learners’

elevator pitch can be

recorded and analysed

afterwards. You will need to

ask learners for their

consent

2-3 hours

STEP 2: 
Then, present the essence of the elevator pitch:  

What is an Elevator Pitch? (Definition)

An elevator pitch, also called ‘elevator speech’ or ‘elevator statement’, is a

method to present ideas briefly and concisely. The idea behind the ‘elevator

pitch’ is based on the scenario of meeting an important person in an

elevator and using that time to then convince them of the value of an idea

that you have in mind. Present your idea for the duration of being in an

elevator, hence the name ‘elevator pitch.’

If the idea has been presented convincingly enough, the conversation is

continued, or a further meeting can be arranged.
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Advantages: 

STEP 3: 
The trainer invites learners to write an appealing, interesting Elevator Pitch

(3-minute self-presentation) on a topic of their liking. The pitch should

contain the following elements: 

a) Information about yourself and why this topic is important to you.

b) Information about something you are passionate about and why you

want to develop further. 

STEP 4: 
Each learner prepares and delivers an elevator pitch. For each elevator

pitch, learners are asked to provide one another with feedback.  

The challenge with creating an elevator p itch is  to be precise,
reducing your idea to the benefits and presenting it  that way
to other people.

It  also means that you are completely clear about what you
envision with your idea.

Practic ing this  activ ity  strengthens learners’  communication
skills.

How to create an Elevator Pitch? Structure in terms of the AIDA model.

An elevator pitch is basically nothing other than a short presentation. It,

therefore, requires research and planning. As a guideline for creating an

elevator pitch, you can use the AIDA model. AIDA stands for Attention,

Interest, Desire, and Action.

YOUR ELEVATOR PITCH IS  SUCCESSFUL IF  IT :

Catches the ATTENTION of your audience.

Increases INTEREST in your idea.  

Creates DESIRE in the audience to contribute to your idea.

Encourages ACTION of support for your idea on behalf of  the
audience.
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This activity is connected with all phases of Design Thinking since they are linked to

encouraging learners to question their situation and challenges, achieve a basic

understanding of them and look for alternative approaches to solving them.

F O L L O W - U P :  

S O U R C E :  https://www.voice-up.eu/manual.html

Highlight to learners that they should put themselves in the shoes of the audience’s

perspective when designing the elevator pitch. If learners are reluctant, shy, or resistant to

engage in the activity, try to emphasise that there is no right or wrong. 

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

https://www.voice-up.eu/manual.html
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D E S C R I P T I O N :

The Net

- 94 -

SH
AR

E

STEP 1: 
The trainer throws the ball of string to one of the participants to start the

exercise. Taking the string, he/she briefly discusses the received prior to

the exercise issue and identifies a relevant player in the room (as per the

roles mentioned on each participant’s card), and passes the ball of string

further while keeping one end of the string. At this point, the trainer

throws a few balls of various sizes inside the circle of participants.

Certainly, the balls will fall on the floor.

STEP 2: 
The Second participant will take the string and continue with the

analysis, identifying the next relevant stakeholder to be involved and

passing the string again, while still holding a part of it. This sequence will

continue until all relevant stakeholders have been identified and a net of

strings is formed in the circle.

Through this activity, we discover together

interdependencies and connections

between different actors/social factors that

could play a role in solving many important

problems in society. Participants will realise

that coordinated action is necessary

between these actors to solve the problem.

Trainees will learn how to identify potential

issues in any situation and find ways to

cooperate to find common solutions to the

problems. 

4-15 participants

Written materials for each

participant, 1 or more balls

of string, 5-6 balls of

different sizes, large labels

for the roles, space for 10-12

people stranding

v a l u e  o f  t h e  a c t i v i t y :

2 hours

Participants will form a circle standing up and will be given certain labels identifying their roles

(participants, institutions, relevant stakeholders that could potentially get involved in the situation) and

displayed visibly for others to see. 

Each participant will receive written material with outlined issues, not reading it until they receive the

instructions for the task. Before starting the activity, the educator must be clear about the task and

make sure that everyone understands it. 
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This activity is connected with all phases of Design Thinking because through this activity

participants will be motivated to develop institutional and civil networks to always be able to

intervene to solve societal problems.

F O L L O W - U P :  

S O U R C E :  https://www.courage-skills.eu/outputs

It is important to ‘set the right mood’ and make everybody feel comfortable.

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

STEP 3: 
The group will be allowed enough time to analyse all the prior received

issues (approx. 40 min), and the exercise in the meantime will ensure a

dense string net among the participants, enough to support several

larger balls without letting them fall on the ground through the string.

The trainer asks participants to stretch the wires left loose and try to

command a few steps in different directions suggested. Note the way

the teams are interacting together. 

STEP 4: 
The participants can sit on chairs or on the floor, keeping the circle

arrangement for the debriefing session. Analyse the exercise and say

what conclusions can be drawn about the importance of networks of

relevant actors in solving some of the civic problems. The trainer can

guide the discussion by asking questions.

https://www.courage-skills.eu/outputs
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D E S C R I P T I O N :

Storyboard

- 96 -

SH
AR

E

STEP 1: Specify the theme and message you want to express through the story.

The storyboard should depict user

experiences in their holistic context and

make them comprehensible. It should

provoke discussions about possible

weak points or possibilities for

improvement. Storyboards make it

possible to visualise the user's

perspective and, if necessary, to obtain

valuable feedback. 

The whole Design

Team (up to 5)

Pens and paper

Digital camera

Storyboard templates

v a l u e  o f  t h e  a c t i v i t y :

1 hour - 1 day

STEP 2: Determine the actors in your story.

STEP 3: Write down the whole story in a script.

STEP 4: Divide the story into sections (scenes).

STEP 5: Decide on a suitable graphic representation (drawing, photos).

STEP 6: Take a picture for each scene.

STEP 7: Limit yourself to 6 to 12 pictures.
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A storyboard is particularly useful also in the early prototyping phase for presenting solutions

in their context and making them comprehensible to others. This method is transferable to

be used in the do phase.

F O L L O W - U P :  

S O U R C E :  https://www.designthinking-methods.com/4Prototypen/storyboard.html

This method works well with young people at risk, who can design creatively and present a

logical sequence. If the group of young people finds it challenging to keep the thread, it needs

the support of the trainers to be successful.

TIPS AND TRICKS WHEN USING THE ACTIVITY WITH GROUPS AT RISK:

STEP 8: Use the storyboard to tell your story efficiently and effectively.

https://www.designthinking-methods.com/4Prototypen/storyboard.html




THANK YOU!


