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Title of game: Types of innovation

Chapter/subtopic Introduction and the basics of innovation management
Types of innovation

Timeframe 45-60 minutes

Necessary tools A paper plane sample (not the easiest one), lot of papers, pens/pen-
cils/felt-tip pens, tape measure

Group size 3-4 people/group

Learning objectives • To learn the differences between the types of innovation
• To cooperate with each other     
• To practice innovation thinking and creativity

Activity description This practical group exercise includes 4 main stages which are built on 
each other.
At the beginning of the activity, the moderator/facilitator divides the 
participants into …. groups (3-4 people/group) 
1. stage/task: The moderator/facilitator gives a model paper plane 
(they are folded in advance) to each group. Each group has 3 minutes 
to study/analyse the model.
After the three minutes, they have 5 minutes to fold as many planes as 
possible/they can.
After that, the moderator/facilitator counts how many planes the 
groups managed to fold (the quality is not important in this stage) and 
records the results.
2. stage/task: The groups have 3 minutes to discuss their processes 
of folding (now the quality is also important).
Some suggested questions and tips in order to be effective in the dis-
cussion:
• What could be done better?
• Where did you waste time and how can you improve it?
• Explore new ideas for efficiency
After the discussion, the groups have 5 minutes again. They have to 
create a new, working plane model, and fold as many planes as possib-
le.
After that, the moderator/facilitator counts how many planes the 
groups folded and records the results.
Question to be discussed: What did you improve? How was the 
teamwork? Did you have a leader? How did the tasks were divided? 
Which type of innovation was it? 
3. stage/task: Now, groups have time to analyse their model again 
and try to fold a better plane that flies farther. They have 5 minutes to 
do it.
After the folding, there is a competition. Each group can throw 3 times 
with the same or different paper planes. The goal is to make it fly as far 
as possible.
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Activity description Question to be discussed after the competition: Which type of innova-
tion was it? Is it a completely new model or an improved version of the 
original model? What were the main improvements?

4. stage/task: Now, groups have 10 minutes to develop/create an ad 
for the airplane service.
After that, each group presents their ad to the others.

Question to be discussed after the presentations: Which type of inno-
vation was it? What are the main elements of their ad? What other 
ideas were there besides this?

Introduction of the 
task to the teams

Now, we have been working at a plane manufacturing company and 
the next tasks belongs to our innovation related activities.

Recommended topics 
to discuss after the 

game

See in the ‘Game description’ section

Indicators 2. stage/task: … pieces of paper plans
3. stage/task: … centimetre
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Title of game: Innovation Challenge

Chapter/subtopic Introduction and the basics of innovation management
Introduction to Innovation

Timeframe 60 minutes 

Necessary tools Innovation Challenge Card Deck

Group size 4-6 people

Learning objectives • To experience working as a team to generate ideas and creativity 
solutions

• To explore how to develop and improve existing products and 
services      

Activity description The activity includes a set of cards. Each card describes a scenario and 
poses a question. Participants work through the card deck to brains-
torm ideas on how to develop, improve and adapt one of their organi-
sation’s products or services.  By considering the ‘What If’ statements, 
participants will consider how they can adapt and improve their pro-
duct, service, or the process.

Introduction of the 
task to the teams

Explain that one way to innovate is to look at how other organisations 
do things and to consider how their processes, ideas and approach 
could be applied to your own organisation. Often new ideas and ap-
proaches can be triggered even if they are NOT in the same sector or 
industry as your organisation.

Recommended topics 
to discuss after the 

game

• Creativity and brainstorming
• Idea adaptation and development 
• ‘Thinking outside of the box’

Indicators Did the participant(s) come up with how they could adapt and develop 
the ‘What If’ scenario to their own organisation?
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EPIC Innovation Challenge – Card Deck

WHAT IF
You could only communicate in a visual language? How could you adapt you approach?

EXAMPLE
Re-designing a company handbook or user guide to have a look and feel of comic book format 
making it easily understandable, fun and readable.

WHAT IF
How could you make your product or service (or a feature of it) add value? 

EXAMPLE
DashLane provides a one-time use password for on-line transactions which protects your identity 
and keeps your personal details safe and secure.
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EPIC Innovation Challenge – Card Deck

WHAT IF
Your product or service was so simple, a child could use it?
Think of ways that you could adapt your product or service so that no instructions or explanation 
is required when using it.

EXAMPLE
Designing an interface which is self-explanatory which requires NO training to use like self-
ordering screens in McDonald’s restaurants.

WHAT IF
You could forecast and predict customer behaviour? Think of ways to quickly answer customers’ 
needs by predicting them.

EXAMPLE
Amazon patented a system for predictive logistics: based on buying trends, your searches, and 
regional data, they send products to warehouses close to you, even before you buy them.
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EPIC Innovation Challenge – Card Deck

WHAT IF
You gave your customers something unexpected? Go the extra mile: surprise your
customers with a present, a nice message or smart packaging.

EXAMPLE
Tomorrowland, a world-famous music festival, delivers its tickets in an artsy box. Their stages 
feature detailed decors. Even their garbage collectors wear themed outfits.

WHAT IF
Everyone lived in urban areas? By 2030, 60% of the world population will be living in cities. 
Imagine how your product or service could be adapted to work best in these crowded hotspots 
known for traffic jams, apartment blocks and the Internet.

EXAMPLE
Deliveroo conveniently employs young bikers who can deliver food quickly regardless of car traffic.
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EPIC Innovation Challenge – Card Deck

WHAT IF
You used gamification? Think of ways to make using your product or service fun for customers. You 
can add levels, social rankings, rewards, awards, missions, and scores.

EXAMPLE
Nectar is a loyalty card scheme in the United Kingdom, run by Nectar 360 Ltd. The scheme is 
the largest in the United Kingdom, and comprises a number of partner companies including 
Sainsbury’s, Esso and eBay.

WHAT IF
You could reframe your service into bite-size components?

EXAMPLE
LearnWorlds provides a platform for microlearning. Microlearning deals with relatively small 
learning units and short-term learning activities. The term is used in e-learning and related fields 
in the sense of learning processes in mediated environments.

Practical_Group_Exercises3_20220712.indd   11Practical_Group_Exercises3_20220712.indd   11 2022. 07. 13.   14:29:122022. 07. 13.   14:29:12



12

This project has been funded with support from the European Commission.
This publication [communication] reflects the views only of the author, and the Commission cannot be held 
responsible for any use which may be made of the information contained therein.

EPIC Innovation Challenge – Card Deck

WHAT IF
You removed or switched off the most annoying aspect to improve the user’s experience?

EXAMPLE
Life360 enables family and friends to stay connected. It’s Family Locator alerts users when family 
and friends have arrived a location and using GPS sensors in smartphones, is able notify you if 
someone is running late or has arrived. It now includes the option to deactivate certain settings as 
they can be annoying with a bleep noise alerting you to someone’s arrival.

WHAT IF
Your customers moved to a new country every week – how would your business cope with this?

EXAMPLE
SecurionPay provides companies engaged in multi-border transactions to trade in local currencies 
through its multi-currency payment processing solution at rates lower than most other solutions.
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EPIC Innovation Challenge – Card Deck

WHAT IF
You could offer full customisation? Imagine new ways of letting your customers customise their 
favourite product or service and producing or delivering that customisation cheaply.

EXAMPLE
The Nike iD online store allows users to completely customise the look and feel of their shoes.

WHAT IF
You could only interact with customers through voice? Imagine you had no possibility of adding 
visual cues, how would you adapt your product or service?

EXAMPLE
The rise of smart assistants such as Alexa (Amazon), Google Assistant (Google), and Siri (Apple) 
only interact with users via voice.
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EPIC Innovation Challenge – Card Deck

WHAT IF
You used your user’s social DNA (demographic and buying profile) to customise your products and 
services. How could you use your customer’s social DNA to help your service or product deliver 
more personalised offers?

EXAMPLE
Spotify released a new feature that personalises playlists that reflect the cultural music of 
customer’s heritage, based on their DNA test provided by the partner Ancestry.

WHAT IF
You could use artificial intelligence (AI)? No business can avoid being disrupted by artificial 
intelligence, so how can your business use AI?

EXAMPLE
WeBuyAnyCar.com enables users to enter their car registration and to receive a valuation of the 
value of their car within 60 seconds.
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EPIC Innovation Challenge – Card Deck

WHAT IF
No staff was required to deliver your product or service – how would this benefit your business 
and customers?

EXAMPLE
PARTTEAM multimedia kiosks provide self-check-in and check-out terminals at hotels meaning no 
reception personnel are required.

WHAT IF
You used biometrics for identification? Imagine using fingerprints, iris scans or a person’s 
heartbeat to make identification secure and convenient.

EXAMPLE
Citibank uses voice biometrics to automatically identify customers as they explain their issues to 
customer representatives over the phone.
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EPIC Innovation Challenge – Card Deck

WHAT IF
Your products ‘learned’ each time one of your products or services was used – how could you use 
this information to improve your product or service?

EXAMPLE
Facebook learns about your preferences every time you use it and then pulls new and relevant 
content for you to review.

WHAT IF
Your products could become a customer research network? Imagine your service or product 
becoming smarter the more it is used - how could you use this to improve your product and 
service and to adapt them to identify new customer needs?

EXAMPLE
Walmart Shopping & Grocery app not only helps you to shop, but it provides suggestions on what 
to buy and generates research data for Walmart to better understand its customer’s preferences.
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EPIC Innovation Challenge – Card Deck

WHAT IF
You helped your customers to reduce their use of technology? Imagine ways to help your 
customers use your product less through improvements and efficiencies.

EXAMPLE
Apple now includes a Screen Time function to their devices, giving users an overview of how much 
time spent on the device, on which apps, and allows users set limits on their usage.

WHAT IF
Everyone had a virtual assistant. How could you provide your customers with digital assistants 
such as chatbots or talking interfaces that solve their issues and complete small tasks on a user’s 
behalf?

EXAMPLE
Google Duplex is a new technology that can make simple phone calls on your behalf, like booking 
a restaurant and buying movie tickets on the Internet.
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EPIC Innovation Challenge – Card Deck

WHAT IF
Customers shared your product or service offer rather than owning it. How could you adapt your 
product or service so that they access an asset when they need it without owning it?

EXAMPLE
Mobike is the biggest shared bicycle operator by number of bikes, making Shanghai the world’s 
largest bike share city. Like most platforms, bikes are activated by downloading a QR code via the 
company’s app.

WHAT IF
You decrease quality slightly to significantly decrease price. Is there a way to make your product a 
lot cheaper without ruining the whole experience with the aim of selling a lot more product?

EXAMPLE
Freemium is a pricing strategy used by many companies by which a basic product or service is 
provided free of charge to capture new customers – fees are then made for additional features, 
services, or virtual or physical goods that expand the functionality of the free version of the 
software.
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EPIC Innovation Challenge – Card Deck

WHAT IF
You owned nothing but delivered everything. Many on-line retailers do not own stock but sell it 
on behalf of manufacturers who ship products direct to customers – how could your company do 
this?

EXAMPLE
Rappi is an on-demand delivery mobile app that allows users to shop for groceries and other 
goods and send items through a courier service – the courier service can deliver everything on 
demand, from groceries, to cash from the ATM, or even dog walking sessions.

WHAT IF
You could lower the barriers to the use of your product or service?

EXAMPLE
GrabTaxi is a smartphone-based taxi booking and dispatching service. The app’s vision is to 
revamp the taxi industry, making it a safer and more efficient means of transport.
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EPIC Innovation Challenge – Card Deck

WHAT IF
Your product or service had a premium option? Imagine adding a premium option to what you 
already provide. How can you increase value by adding an extra feature or removing a hassle of 
your service?

EXAMPLE
LinkedIn is an on-line professional networking tool which includes special functionality for its 
Premium members.

WHAT IF
Direct advertising was forbidden? Imagine a world without any form of advertising, how would 
you promote your products and services using brand management techniques? Brand lovers 
would need to share their experiences.

EXAMPLE
Costco saves an estimated 2 per cent a year in costs by not advertising, allowing the company to 
lower prices for loyal members.
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EPIC Innovation Challenge – Card Deck

WHAT IF
You turned from B2C to B2B (or vice versa). How could you benefit and exploit new market 
opportunities?

EXAMPLE
Airbnb only designed a service for B2C. Later, they added B2B services, with Airbnb offering new 
standards for business travellers.

WHAT IF
You allowed external providers into your service. Imagine ways to let other companies integrate 
their services into your service.

EXAMPLE
Slack allows third-party extensions into its communication platform.
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EPIC Innovation Challenge – Card Deck

WHAT IF
Your company had only two employees. Imagine ways to offer your products and services with a 
small team.

EXAMPLE
Keap combines CRM, advanced sales and marketing automation, and a powerful e-commerce 
option to help drive sales growth and customer retention without the need for a large sales and 
marketing team.
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Title of game: Innovation Check-in

Chapter/subtopic Introduction and the basics of innovation management
Innovation Check-in

Timeframe 20 minutes 

Necessary tools Innovation Check-in

Group size Individually or in a group

Learning objectives • To take stock of your organisation’s approach to innovation
• To identify areas where you can improve your organisation’s 

approach to innovation      

Activity description The activity involves discussing a set of practical actions and strategies 
that you already undertake or need to consider undertaking. On comp-
letion of the activity, you will know where to direct your organisation’s 
focus and resources to improve how you innovate.

Introduction of the 
task to the teams

This checklist of actions and strategies is based on the practices adop-
ted by organisations that innovate and have an innovation culture. Use 
the activity to identify what you already do and what other strategies 
and actions you could implement to develop your own innovation 
culture.

Recommended topics 
to discuss after the 

game

• Discussion and consensus
• Systems and innovation processes 
• Developing an organisation-wide innovation culture

Indicators What actions and processes already exist and what new ones need to 
be developed?
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Innovation Check-in - Do you really innovate?

Complete this checklist either on your own or with your team. Where you select ‘YES’, explain 
you answer in detail. Where you select ‘NO’, this is an area to work on!

Do you regard innovation-led growth as critical, and do you have cascaded targets that 
reflect this?
Yes, then describe … NO

Do you invest a coherent, time-and risk-balanced portfolio of initiatives with sufficient 
resources to win?
Yes, then describe … NO

Do you have differentiated business, market and technology insights that translate into 
winning value propositions?
Yes, then describe … NO

Do you have systems and processes in place to support innovation?

Yes, then describe … NO

Do you have clear budgets and resources set aside for innovation?

Yes, then describe … NO

Do you create new business models that provide defensible and scalable profit sources?

Yes, then describe … NO

Do you beat the competition by developing and launching innovations quickly and 
effectively?
Yes, then describe … NO

Do you launch innovations at the right scale in the relevant markets and segments?

Yes, then describe … NO

Do you win by creating and capitalising on external networks?

Yes, then describe … NO

Are your people motivated, rewarded, and organised to innovate repeatedly?

Yes, then describe … NO
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Title of game: Innovation Project Management Exercise – Part 1: 
Innovation Project Concept

Chapter/subtopic Management: Innovation Project Management 

Timeframe 30-45 minutes

Necessary tools Papers, pens

Group size 2-6 people/group

Learning objectives • To work in as team
• To practice communication 
• To brainstorm new ideas 
• To develop an Innovation Project summary 
• To practice the basics of Project Planning

Activity description The task is to brainstorm and come up with an Innovation Project idea 
within a given timeframe (30min).
Teams should get together and:
1. Identify a problem/gap/opportunity in a field
2. Brainstorm possible Project Ideas
3. Decide on the project objectives
4. Decide on the project deliverables
5. Decide on the project duration
6. Create an indicative Gantt Chart with project activities
Time extension may be given if necessary and if the schedule allows it.

Introduction of the 
task to the teams

Innovation Projects, just like any other project begin with the identifica-
tion of a problem/gap/opportunity in an organisation/market.
In your groups, discuss and identify one of the above and come up with 
creative solutions that can be realised in the context of a project. Each 
group should decide on 1-3 deliverables (products) that will lead to the 
achievement of the project objectives.
At the 30 min mark, each group can present their results to the rest in 
order to receive feedback and comments.

Recommended topics 
to discuss after the 

game

• How did you come up with the Project Idea?
• How will the deliverables lead to the achievement of the objec-

tives?
• How have you allocated your time resource?
• Was the cooperation between team members effective?
• Did the team have a leader? Did you come up with other roles?
• Did everyone contribute to the activity?
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Indicators 1. Completed brainstorming session
2. Decided a set of project objectives
3. Decided on 1-3 project deliverables
4. Decided on project activities/action plan
5. Indicative Gantt Chart
6. Successful Presentation of Results
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Title of game: Innovation Project Management Exercise – Part 2: 
Innovation Project Risk Management

Chapter/subtopic Management: Innovation Project Management 

Timeframe 25-30 minutes

Necessary tools Risk Register, Probability and Impact Matrix (these are available in the 
Guide), pens

Group size 2-6 people/group

Learning objectives • To work in as team
• To practice communication 
• To practice Risk Analysis and Management  
• To practice using Risk Management Tools

Activity description The task is to carry out Risk Analysis and complete a Risk Register (25 - 
30 min).
Teams should get together and:
1. To identify existing risks to the project
2. To identify existing measures to combat risk
3. To identify potential risks to the project
4. To practice using Risk Management Tools
5. To complete a Risk Register, formulating a Risk Management 

Strategy
Time extension may be given if necessary and if the schedule allows it.

Introduction of the 
task to the teams

All Projects are subject to different risks.
In your groups, discuss and identify existing and potential risks that 
may affect your Innovation project. In this activity, you should use the 
Risk Management Tools included in the chapter.
Key Tools to Use: Risk Register, Probability and Impact Matrix

At the 25 min mark, each group can present their findings to the rest in 
order to receive feedback and comments.

Recommended topics 
to discuss after the 

game

• What are highest priority risks you have identified?
• Have you experienced any of the identified issues in the past?
• Was the cooperation between team members effective? Did the 

team have a leader? Did you come up with other roles?
• Did everyone contribute to the activity?

Indicators 1. Completed Risk Register
2. Completed Probability and Impact Matrix
3. Successful Presentation of Results

Practical_Group_Exercises3_20220712.indd   28Practical_Group_Exercises3_20220712.indd   28 2022. 07. 13.   14:29:172022. 07. 13.   14:29:17



29

This project has been funded with support from the European Commission.
This publication [communication] reflects the views only of the author, and the Commission cannot be held 
responsible for any use which may be made of the information contained therein.

Title of game: Innovation Project Management Exercise – Part 3: 
Innovation Project Management Plan

Chapter/subtopic Management: Innovation Project Management 

Timeframe 30-45 minutes

Necessary tools Papers, pens

Group size 2-6 people/group

Learning objectives • To work in as team
• To practice communication 
• To think though a more elaborate Project Management Plan   
• To outline a Project Management Handbook

Activity description The task is to discuss in groups and develop a more elaborate plan for 
your Project, in the form the Project Management Handbook.
Teams should get together and:
1. Finalise the project title
2. Identify elaborate on their project description; list issue to be 

addressed, project objectives, project deliverables
3. List project participants and potential roles/responsibilities 

(coordinator and task leaders)
4. List tasks and activities that will lead to project deliverables (add to 

Gantt Chart)
5. List project Key Performance Indicators
6. Incorporate a Risk Assessment sheet
7. Incorporate a Gantt Chart
Time extension may be given if necessary and if the schedule allows it.

Introduction of the 
task to the teams

A Project Management Handbook contains all information that 
participants will need in order to operate within the confines of the 
project.
At the 30 min mark, each group can present their results to the rest in 
order to receive feedback and comments.

Recommended topics 
to discuss after the 

game

• What are the roles and responsibilities of each participant in the 
context of the project? Why?

• Was the cooperation between team members effective?
• Did everyone contribute to the activity?

Indicators 1. Completed draft of a Project Management Handbook
2. Finalised Gantt Chart
3. Successful Presentation of Results
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MMOODDUULLEE  33..  
CCrreeaattiivviittyy  aanndd  IIddeeaa  MMaannaaggeemmeenntt

Title of game: : Re-designed Monopoly

Chapter/subtopic Creative thinking & Idea Management

Timeframe 50 minutes

Necessary tools Coloured felt-tipped pens, thick card, thin card, paper, sticky labels, 
glue and sellotape

Group size 5-8 people/group

Learning objectives • To envision something being different and demonstrate out of the 
box thinking

• To generate ideas 
• To manage ideas
• To listen and be open to other people’s ideas
• To avoid rejecting ideas without exploring them
• To achieve consensus on how to move forward
• To work collectively
• To create a prototype of the new version

Activity description Players will be given a board game such as Monopoly. The Game 
encourages players to compete against each other and buy as many 
streets and houses as possible. 
Their task is to reinvent it as a collaborative game in which people work 
together to develop a sustainable, socially responsible environment. 
They will be given small stickers to stick on anyone who reacts 
negatively to an idea before it is fully explored.

Introduction of the 
task to the teams

Dear Players,
The world needs to deal with its problems collectively, collaboratively, 
sustainably and with a focus on caring for the vulnerable.
Monopoly is a very popular game, played in many families all over 
the world. We would like you to re-design it in a way that reflects the 
above needs.
Feel free to re-design the rules, board and nature of the properties 
built. 
We will provide you with materials to make a prototype of your game. 
(Coloured felt-tipped pens, thick card, thin card, paper, sticky labels, 
glue and sellotape.) You may also add in small amounts of your own 
materials. 
This is an urgent project so you only have 45 minutes to complete the 
task. 
Success depends on being open to new ideas. In our meetings we find 
it insightful to put tiny stickers on anyone who rejects an idea without 
fully exploring it. Please do the same. 
Thank you for your input. We wish you all creative success.

Working for Tomorrow’s World Organization.
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Recommended topics 
to discuss after the 

game

Who contributed? Was everyone listened to?
How were your ideas received? (Any fast and negative reactions?) How 
open minded were people?
How easy was it to envision ‘different’?
How did you create ideas? 
How did you record ideas? 
How did you evaluate ideas?
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Title of game: The „random photo challenge”

Chapter/subtopic Creative thinking & Idea Management

Timeframe 45 minutes (excluding final debrief)

Necessary tools Mobile phone cameras, laptops for making ppt/ or large sheets of 
paper. Small red cards or tiny stickers.

Group size 5-8 people/group

Learning objectives • To demonstrate out of the box thinking and consider a problem or 
solution from a different point of view

• To generate ideas and present them well  
• To manage ideas
• To listen and be open to other people’s ideas
• To avoid rejecting ideas without exploring them (and get feedback 

if it happens)
• To achieve consensus on how to move forward
• To work collectively

Activity description Players will take 3 photos of inanimate objects on their cell phones. 
They will receive no guidance other than ‘something you find 
interesting or pleasant’.
As a group, they then share their photos and choose the 1 photo they 
like best.
They are then given the topic. E.g. ‘Why are customers not happy with 
our service?’ or ‘What can we do to improve our service?’ or ‘Why 
doesn’t the FRX4 sell as we expected it to?’
Then, using the selected photo, they have to come up with 10 ideas 
that are directly inspired by the photo. If possible, have them make a 
Ppt slide for easy presentation to the big group. If not, a large sheet of 
paper will do and they can send their photo to people’s phones or to 
the instructor to be displayed.

Introduction of the 
task to the teams

Dear Team,
I would like to introduce you to a fun activity that will prove itself 
useful.
I will give you the instructions in instalments, so please accept that the 
‘big picture’ will become clear as you go along.

Step 1 is this:
Individually, and without discussing it, please take 3 photos from the 
environment around you, of any non-human object or view. No faces 
or people, please. You have 5 minutes for this. Then come back and I 
will give you the next instruction :)
______________________________________________
Step 2:
In your assigned groups, please share your photos as a group and 
choose the 1 you like best. You have 10’
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Introduction of the 
task to the teams

____________________________________________
Step 3:
Your task now is to come up with ideas on the topic:
e.g. ‘Why doesn’t FRX4 sell as well as expected?’ that are directly 
inspired by the photo.
(N.B. Share an example slide with comments. E.g. photo of a simple 
chair with a couple of comments such as it’s conventional, there’s 
nothing new about it, it’s not really user friendly, it’s not flexible, it’s 
boring etc.)
You have 20 minutes to come up with 10 ideas minimum! The best 
ideas are usually not the obvious ones!  You have red cards (or 
tiny stickers) to use when someone squashes an idea without fully 
exploring it. Raise the card when it happens, or put a sticker on them!
____________________________________________
Step 4:
Share your thoughts with the large group.

Recommended topics 
to discuss after the 

game

Step 2 debrief

Have groups show their selected photo and say why they chose it. 
Then ask: 
1. Which behaviours helped people support their ideas effectively? 
2. Which behaviours were not effective? 
3. How open were people to other suggestions? How was this 

demonstrated?
------------------------------------------------------------------
Step 3 debrief

1. How were your ideas received? E.g. Any fast and negative 
reactions?

2. How open minded were people?
3. How easy was it to make the links? Did it get easier after a while?
------------------------------------------------------------------------
 Step 4 debrief 

1. What criteria will we use to evaluate the ideas?
2. What points do we have in common?
3. Which ideas do you think are the most insightful/interesting?
4. How will we use these insights and ideas?
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Title of game: : 30 circles in the light of innovation and creative   
thinking

Chapter/subtopic Creative thinking & Idea Management

Timeframe 3 minutes plus and 15- 20 minutes debrief 

Necessary tools 1 pre-printed sheet with 30 circles per person coloured (thin nibs) pens 
or pencils, plain paper flip chart size preferably or A3 per small group

Group size Individual initially, then small groups of 3-4

Learning objectives • To experience the restrictions people place on their own creative 
thinking

• To stop self-censoring and censoring others   
• To experience the power of developing the skill of creative thinking
• To experience the benefit of working collectively

Activity description Each participant receives a pre-printed sheet of 30 circles and is asked 
to turn them all into recognizable objects in 3 minutes. One example 
can be given, such as ‘a sun’. No further instructions or rules are given.

(Note: participants can be asked to use a specific theme, e.g.  feelings, 
cities… As a second step, they can be assigned a work linked topic and 
work on the 30 circles in small groups.)

Participants complete what they can during the time. (Few people 
complete more than half)

After 3 minutes results are compared.

Introduction of the 
task to the teams

Please turn the 30 circles into objects or icons associated with creative 
thinking and innovation

Recommended topics 
to discuss after the 

game

Ask: What did participants assume? 

E.g.: that each circle had to be completed and had to be different. 

Ask: How do assumptions impact our creative thinking and our ability 
to innovate?

Answer: Assumptions that we are not creative, that things cannot 
change or have no solution are negative. Any assumptions about how 
people/users feel or think MUST be validated by them.

Did they combine any circles to produce something recognisable – e.g. 
cogs connected to each other?

Ask: Why not?
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Recommended topics 
to discuss after the 

game

Ask: How worried about your drawing skills were you? Did focusing 
on quality, perfection slow you down? How much time did you spend 
thinking if other people would be able to tell what it was? Or if your 
ideas would be seen as boring or clever? What’s the learning here?

You were given only one rule. What others did you impose on 
yourselves?

Ask: How did this impact your creativity? 

If running this live – divide them into groups and ask them to flip 
chart their answers. If virtually, put them in breakout rooms and ask 
someone to act as scribe and collect the answers, either in ppt, word or 
on paper.

Debrief – link to creative thinking at work

Ask: Did you get stuck? What helped you keep going – or what kept you 
stuck? (Flipchart/record answers)

How many different designs did you come up with as a group? What 
is the learning there? How does this apply to creative thinking and 
innovation in your work situations?

Originally developed by Bob McKim of the Stanford Design Program,

MMOODDUULLEE  44..  
IInnnnoovvaattiioonn  aanndd  TThhiinnkkiinngg
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Title of game: Re-purposed product

Chapter/subtopic Innovative thinking, design thinking, critical thinking 
Principles of design thinking

Timeframe 20 - 30 minutes

Necessary tools Office supplies (e.g.: 3 pieces of paper, stapler, staples, stackers, 
adhesive tape, and various pictures), promotional materials, business 
cards, stacking boxes, etc.

Group size 3 - in the case of individual exercises 
6 - during group exercises (3 members of the group)

Learning objectives • To increase creativity in employees
• To encourage design thinking for key employees, especially in 

stagnation in the development of new products that are attractive 
to customers

Activity description Ask the group, „What else can I do about it?”
We look at most objects, products, and materials through the lens 
of custom. With this exercise, we fight against the tendency of the 
mind to assume that something can only work in a known way. We 
are looking for possibilities of what we could do with a given product/
material, how to change them so that it leads us to new discoveries 
and ideas.

Exercises can be used for both individuals and groups. In the case of 
group work, teamwork and brainstorming support are also encouraged.

Introduction of the 
task to the teams

The participants of the exercise have at their disposal common office 
supplies - e.g., 3 pieces of paper, stapler, staples, stackers, adhesive 
tape, and various pictures - promotional materials, business cards, 
stacking boxes, etc.

The main task is to create from the given common office materials 
and products something that will be usable or will serve as a design 
product.

Participants in groups have 15 minutes, in the case of  individuals 20 
minutes to solve the task.

Participants cannot exchange assigned products and materials; they 
must really create a product from the allocated material.
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Recommended topics 
to discuss after the 

game

• If you created a design or usable product, what features did you 
observe when creating it?

• If you compare your results in terms of uniqueness, ingenuity, and 
practicality, how would you rate them - how satisfied are you?

• If you worked in a group, how did you agree to use specific 
components?

Indicators How did exercise time affect you? (from 0 -3)
How did your colleagues affect you in time? (from 0-3)
Are you satisfied with the final product? (from 0-3)
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Title of game: Paper clip test

Chapter/subtopic Innovative thinking, design thinking, critical thinking 
Creative techniques

Timeframe 15 minutes

Necessary tools Paper, pens, a box with staples

Group size A group of key employees (maximum 5)
The exercise can be realized in small groups (e.g. 3 groups of 2 
participants, 6 participants in total)

Learning objectives • To increase the number of original ideas about using a standard 
office tool

• In subsequent implementation, it may lead to an increase in the 
number of original ideas about work projects     

Activity description Many times, we look at practical products from only one point of view 
of its usefulness and one use. But when supporting creative thinking, 
we can use this fact to support creative thinking with the participants.

Within the circular economy, there are many products that can be used 
at the end of their service life for other purposes (e.g. the drum from 
the automatic washing machine, when it is removed and one part of 
the door is removed and it is tilted to the lying position, it can serve as 
a boundary of the fireplace when starting a fire in nature). This exercise 
can be used by the employer so that the product produced can be used 
in other sectors and for other purposes.

Introduction of the 
task to the teams

A group of 6 participants (3 groups of 2 participants) or 5 individuals 
has a box with staples. Within 15 minutes, the participants of the 
exercise must create/suggest another use of staples (other than 
clamping the paper).

Individuals as well as groups can write down their ideas to be able 
to explain their suggestions more in detail. They can also practically 
demonstrate them.

Recommended topics 
to discuss after the 

game

• Were the participants of the exercise surprised by their proposals? 
Would they use them, for example, in crisis situations, or in 
situations where their lives would be endangered?

• In the case of group activities, did both members of the group 
participate equally in the ideas, or one guided and the other 
members produced ideas?

Indicators How did you feel with the resulting suggestions? (0-3)
Would you use some suggestions from colleagues in practice? (0-3)
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Title of game: Paper clip test

Chapter/subtopic Innovative thinking, design thinking, critical thinking 
Driving Forces of Innovative Thinking/Thought Sorting Techniques

Timeframe 20-30 minutes

Necessary tools Papers, pens

Group size Individual method - max 3 participants of the exercise

Learning objectives • To bring new solutions to a problem or project
• To immerse yourself in the depth of problem solving or project      
• To use the problem-solving task or project in an unexpected way     

Activity description S.C.A.M.P.E.R is essentially a process of disseminating and improving 
ideas by testing and questioning from different angles. For each letter 
of the acronym word, ask a related question about your project or 
problem at your disposal.

Introduction of the 
task to the teams

The mentor should choose a small group of employees who are 
working on a defined project but can also invite someone who is not so 
involved in the project.
The mentor then asks the participants of the exercise various types of 
questions that are related to the following activities performed on the 
project.
The abbreviation of the exercise is created based on the first letters of 
individual activities.
Substitute: What would happen to the project if we exchanged X for Y?
Combine: What would happen to the project if we combined X and Y?
Adapt: What changes would need to be made to adapt this project to a 
different context?
Modify: What could we modify to create more value for this project?
Put to another use: What other uses or applications can this project 
have?
Eliminate: What we could remove from the project to make it easier?
Reverse: How could we reorganize this project to make it more 
efficient?
The mentor is responsible for writing down the information. With each 
question the participants of the exercise delve deeper into the issue 
and consider new possibilities.

Recommended topics 
to discuss after the 

game

Did you need to respond to the information said by your colleague/
participant? Did you need to comment or negate his information?

Indicators How do you think you would manage to set up a new project in the 
future? (0-3)
Do you feel that you have set it and prepared it for the future from all 
perspectives? (0-3)
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Title of game: Storyboarding

Chapter/subtopic Innovative thinking, design thinking, critical thinking 
Implementation of innovative thinking

Timeframe 20-30 minutes

Necessary tools Whiteboard, flash cards or sticky notes

Group size The exercise is carried out as a group. The group consisting of 
a team would like to introduce a new procedure or improve an 
existing process. An important role in this exercise is played by the 
trainer / mentor who guides the whole process, and, in the end, it is 
recommended that one of the participants summarizes what the team 
has achieved.

Learning objectives • Identification of new procedures
• To improve existing processes

Activity description The exercise is classified as a visual activity. If it needs to design a new 
process or improve it, storyboarding can help identify where your 
collective understanding of the problem is supported or inconsistent 
with the proposed solution and where more thinking/research is 
needed.
By creating a visual story to explore the problem, the team will be able 
to see how ideas interact and come together to create a solution.

Introduction of the 
task to the teams

It is best to have a whiteboard, flash cards or sticky notes. It is 
important that each team writes their ideas as individual notes. It 
doesn’t have to be complete thoughts. Physically attaching quotes, 
pictures, information can help see new relationships between different 
components.
Once you have a group of sticky labels you want to work on, start 
saving them to the whiteboard as a sequence: first this, then 
that. Organizing ideas as continuous series will help you see new 
connections and eliminate unimportant information that does not 
support your goal.
You can change the process, and you can use drawings of pictures 
instead of pieces of paper, and you can write each step in a series of 
small boxes like a comic.
By using the game of Storyboarding, you can discover a useful or a 
brand-new step-in process you haven’t thought about yet.

Recommended topics 
to discuss after the 

game

How do you see the final output (new or improved procedure) in terms 
of implementation in practice?

Indicators How do you evaluate the activity of colleagues from the team in 
participating in the exercise? (0-3)

MMOODDUULLEE  55..  
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Title of game: “Greek Island” negotiation contest

Chapter/subtopic Communication

Timeframe 60 minutes

Necessary tools Handout

Group size 3-9 people

Learning objectives • To develop negotiation and influencing skills
• To incentivise strategic thinking  
• To practice effective communication    
• To raise awareness about various interest levels in innovation

Activity description The following role-play exercise can be played between teams or 
individuals. The teams shouldn’t have more than 3 members, or exceed 
4 teams. In case individuals play, minimum 2 and maximum 4 people 
should participate.
Each team will represent an important stakeholder of an innovation 
project. The goal is to reach your team’s no.1 innovation objective, but 
you also have to respect the very best interest of the company. 
The moderator of the play will distribute the below innovation projects 
among the participating teams, randomly. Each team should receive 
only one project idea (in an envelope), and they should not show it to 
the other teams.
SITUATION:
Happy Cow is a large dairy product producer company. The   CEO 
announced an inspiring innovation contest this year. Any team that 
comes up with a feasible innovation project, will receive a 1-week extra, 
paid holiday to a Greek island.
 Four teams, from different departments present ideas: engineers, 
marketing, HR and research lab.

 – Engineers came up with a product innovation idea to create an 
instant yoghurt powder. They would use the technology that Happy 
Cow already uses in milk powder production. The new product is 
easy to conservate and requires no investment. They would like 
to sell the product in abroad and to specific target groups (Africa, 
Alaska, hikers, army, etc.) Innovation objective: new markets and 
cost reduction.

 – Colleagues from the research lab suggests a new vegan yoghurt 
rich in vitamins, based on almond and coconut. This would be the 
first vegan product of the company, and it would mean a new 
market segment and a new target group. Yet, it would require 
some technological investment and considerable marketing effort. 
Innovation objective: more diversified product range and new 
target group.
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Activity description  – The marketing department suggests a new type of marketing 
campaign, embracing CSR. Costumers could create a profile in 
the company’s site and dedicate a % of the purchase value to 
raise Happy Cows. (Green lands, spacious fields, love and caring 
environment). Customers can visit these animals and consider them 
as their “adopted pets”. The products containing milk from “happy 
cows” will cost more and the margin will be spent on improving the 
wellbeing of dairy cattle in the supplier farms. Innovation objective: 
strengthen customer loyalty and customer relations. 

 – HR colleagues suggests an open innovation project which aims to 
involve end users in green/eco-conscious product development, 
through a gamified online platform. Costumers could receive 
honorary FB badges for their cooperation. “Today I contributed 
to build a better world”. Innovation objective: improve the brand 
image and scout new innovation ideas.

Each project team will have to use the best negotiation and 
communication skills to convince the CEO (moderator) and the other 
departments about the priority of their own project, highlighting its 
meaningfulness from the point of view of the company and other 
stakeholders, too.
Choose and build up your negotiation tactics consciously. Read more 
about this in the Epic training material’s Communication Chapter, 
under negotiation strategies. (Anchoring, nudging, authority, risk 
aversion strategy). Option/suggestion: The moderator can print out the 
description of these strategies from the handbook and give it to the 
teams at the beginning of the roleplay.
Negotiation rules:

1. The 4 teams have to arrive to a univocal, common decision about 
the project(s) that the company is going to realize this year.

2. Remember, without accomplishing your team’s goal, you can’t 
win, but you also have to keep in mind the best interest of the 
company.

3. It is possible to combine two or more project ideas. In this case 
the prize distribution will have to be rearranged carefully, by 
negotiation.

4. The project ideas can be further developed along the 
negotiations.

Reasoning should include indicators, such as: risk rate, investment 
intensity, return on investment, PR/CSR value, market position, supply 
chain, innovation ethics.

Introduction of the 
task to the teams

Innovation is the fruit of many people’s joint effort. Professionals from 
departments, organisations, areas and decision-making ranks have to 
cooperate. This essentially requires effective communication and good 
negotiation skills. Even if success is a common goal, the way people 
interpretate it or wish to reach it, can be very different, if not opposing.

This exercise is a role-play, where everyone is challenged to reach a 
desired goal, applying effective negotiation skills. Should it turn into 
competition or cooperation, will depend on you. Remember, “effective 
negotiation is 90% attitude and 10% technique”.
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Introduction of the 
task to the teams

Regardless of the negotiation strategy that you choose, you will have to 
keep within the boundaries of assertive communication and treat each 
other respectfully.

Recommended topics 
to discuss after the 

game

• How was the general negotiation attitude? How did it make you 
feel?

• What negotiation strategy did your team use? (Anchoring, nudging, 
authority or risk aversion.) What negotiation strategy did the other 
teams use?

• What were the weak and the strong points of your strategy?
• Did you recognise any specific negotiation style in you or in others 

(dealer, tough, number or warm style)?

Indicators In reasoning and decision making: 
1. risk rate, investment intensity, return on investment, PR/CSR value, 

market position, supply chain, innovation ethics. 

In negotiation: 

2. number of win-win negotiation attempts
3. number of dirty negotiation tricks discovered/used
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Title of game: Blue Planet communication campaign

Chapter/subtopic Communication

Timeframe 60 minutes

Necessary tools Handout

Group size 3 teams, with minimum 1 and maximum 5 people

Learning objectives • To sensitisation about communication tasks surrounding innovation 
and change management

• To practice effective communication   
• To raise awareness about the complexity of an effective 

communication campaign     
• To enhance influencing and motivation skills

Activity description The moderator introduces the exercise by reading up the overarching 
storyline.

STORYLINE:
“You are a team of communication experts contracted by the Blue 
Planet public water company.

Blue Planet has decided to introduce new i4.0 technology into the 
company’s integrated management system. Last year they created a 
detailed, up to date digital map of all the areas where they provide 
services, including all the technical, infrastructural, chronological and 
customer related data. The new i4.0 system will allow better and faster 
services, improve the preventive and reactive capacities. The system 
and ready to launch, but its introduction to the company’s workdays 
still has a bottle neck… The process innovation requires upskilling of 
the fieldworker employees (who deal with the manual tasks, such as 
plumbing, installations, interventions, reparations, etc). They will have 
to acquire user-level IT skills and knowledge of specific software.”

The wind of change provokes different reactions in the stakeholders…

 – The fieldworker employees show considerable resistance against 
these changes, which feeds from fear of losing their jobs or having 
much more tasks, and prejudice regarding the new technology and 
its usefulness. Most of them is middle aged or older, male, with 
vocational educational background. 

 – The top management doesn’t want to lose these employees, since 
it would be difficult and expensive to replace them. There is a lack 
of such experts on the market. The management’s instruction is to 
keep all the manual worker crew.
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Activity description  – It is on the shoulders of the team leaders to convince the crew 
to go with the flow. Most of the team leaders are younger than 
the fieldworker team members, they have IT literacy and higher 
education. Due to these differences, they have difficulty in gaining 
their teams’ trust and respect. 

 – The HR should support the change, provide trainings and incentives.

Your task is to create a 3- level communication strategy targeted to 
reach the overall goal: smooth transition to i4.0 without considerable 
fluctuation.

You will work in small teams. Each team will have to elaborate only one 
level of the communication campaign.

1.  Top management’s communication towards stakeholders 
(workers and team leaders)

2.  Team leaders’ communication towards the team members
3.  HR communication towards the stakeholders (workers and team 

leaders)

Each team should receive 2 printed handouts, one with the 
moderator’s introduction (above written with italics), and another 
containing the principles of win-win negotiations (from Epic training 
material’s Communication Chapter, win-win negotiations).

The teams can either choose which level of the campaign will the work 
out, or the moderator delegates the levels to the teams, randomly.  The 
communication strategy should be strategical and influencing. Win-win 
type of solutions represent higher value. (30 min)

Each team will present its communication campaign, explaining the 
strategic considerations and highlight the main message that they 
would like to give to the target group(s). (5 min/team)

The exercise closes with a round table talk among all the teams, sharing 
opinions about the overall results and the working process. (15 min)

Introduction of the 
task to the teams

In this interactive communication exercise, you will practice strategic 
communication. You will work in teams; each team will be responsible 
for the development of a part of an in-house communication campaign. 
To do your job well, you will have to put yourself in the target group’s 
shoes. Think like them, understand them, empathise with them, and 
form the communication accordingly.

Recommended topics 
to discuss after the 

game

• What was main strategic consideration behind your campaign?

• What did you enjoy most along the process?

• What was the most challenging part of creating your 
communication plan?
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Title of game: “Blue banana” negotiation

Chapter/subtopic Negotiation

Timeframe 60 minutes (20 minutes preparation; 40 minutes negotiation)

Necessary tools Handout

Group size 2 groups 3 – 6 people/group; 1-1 negotiator

Learning objectives • To develop negotiation and influencing skills
• To practicing preparation for negotiation    
• Best alternative to a negotiated agreement (BATNA)     
• To practice effective communication

Activity description The following role-play exercise can be played between two people as 
negotiators and each negotiator supported by a team (max 6 people).

Each team will represent an important pharmaceutical company with 
an ongoing development project. The goal is to reach an agreement 
with the other team negotiator. 

The team instructions should be handed out in an envelope to each 
team for discussion and preparation for the negotiation. 

The moderator of the play will observe the negotiation and if it is 
possible recording it for analyzing.

SITUATION:

The two teams are a negotiation team of a huge and successful 
pharmaceutical company. Both teams had a breakthrough in the 
development of a medicine, treating cancer.  The main component of 
both medicines is blue banana. Blue banana is a rare fruit, growing in 
Africa and the annual amount of fruit is 2000 kg. Blue Banana INC owns 
the fruit and always selling for the best offer. But this year these two 
companies made the best but same offer and since they have the same 
honorable mission, the Blue Banana INC informed them, both sides 
must reach an agreement together. If not, the Blue Banana INC will sell 
the fruit to a third party.

Instructions for the teams:

Team 1: Your company has discovered a medicine which is able to 
treat any type of cancer effectively which develops in childhood. The 
medicine has passed all of the medical tests and trials, ready for 
using and saving lives. The development of the medicine already has 
cost a lot of money and the company investors are very impatient. 
The method of the medicine manufacturing and its ingredients are 
confidential and your negotiation partner is in the same business. 
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Activity description What you know about the ingredients is the chemical engineers have 
found the main component of the medicine, which is “congradaxilon” 
in the blue banana peel. Blue banana is a rare fruit, growing in Africa 
and the annual amount of fruit is 2000 kg. To start the production, your 
company needs minimum 1750 kgs of blue banana and the negotiator 
of the company must get it. Also, you have 1 million dollars to offer to 
your partner for stepping back and signing the agreement. Your company 
already has announced in the media that, they are so close to be able to 
save those children’s life who are dealing with cancer.

Team 2:  Your company has discovered a medicine which is able to treat 
any type of cancer effectively which develops in adulthood. The medicine 
has passed all of the medical tests and trials, ready for using and saving 
lives. The development of the medicine already has cost a lot of money 
and the company investors are very impatient. The method of the medicine 
manufacturing and its ingredients are confidential and your negotiation 
partner is in the same business. What you know about the ingredients is 
that, chemical engineers have found the main component of the medicine, 
which is “butumadaxilon” in the blue banana fruit. Blue banana is a 
rare fruit, growing in Africa and the annual amount of fruit is 2000 kg. 
To start the production, your company needs minimum 1750 kgs of blue 
banana and the negotiator of the company must get it. Also, you have 1 
million dollars to offer to your partner for stepping back and signing the 
agreement. Your company already has announced in the media that, they 
are so close to be able to save those adult people’s life who are dealing 
with cancer.

Each project team will have to use the best negotiation and 
communication skills to get the deal.  

Prepare yourself for the negotiation, know your BATNA. Choose and build 
up your negotiation tactics consciously. Read more about this in the Epic 
training material’s Communication Chapter, under negotiation strategies. 
(Anchoring, nudging, authority, risk aversion strategy). Option/suggestion: 
The moderator can print out the description of these strategies from 
the handbook and give it to the teams at the beginning of the role 
play. Choose wisely your team negotiator, considering negotiation and 
communication skills. 

Negotiation rules:

1. You must reach an agreement with the result of getting your 1750kgs 
of blue banana.

2. You can offer money for the blue banana, which can’t be more than 1 
million dollars but also try to use less money.

3. It is possible to trade off the rest of 250kgs of blue banana or offer it 
for free to the negotiation partner.

Practical_Group_Exercises3_20220712.indd   50Practical_Group_Exercises3_20220712.indd   50 2022. 07. 13.   14:29:182022. 07. 13.   14:29:18



51

This project has been funded with support from the European Commission.
This publication [communication] reflects the views only of the author, and the Commission cannot be held 
responsible for any use which may be made of the information contained therein.

Introduction of the 
task to the teams

One of the most important tasks in negotiation is preparation for it. Big 
part of the success depends on how the negotiator is prepared and how 
the BATNA has set up.

Know your product and try to see what your negotiation partner needs. 

Regardless of the negotiation strategy that you choose, you will have to 
keep within the boundaries of assertive communication and treat each 
other respectfully.

Recommended 
topics to discuss 

after the game

• Was the provided information enough for a good preparation?

• Did you feel under pressure?

• Was it difficult to get to know what your negotiation partner needs?

• How did you set up your main message?

• What was the main body of your communication?

Result The two teams can easily agree, as one team needs the banana peel and 
the other team needs the banana fruit.
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Title of game: Art as a digital game

Chapter/subtopic Digitalization
Innovation Check-in

Timeframe 10-15 minutes 

Necessary tools Tablets with the drawing app, “prize

Group size Unlimited or limited to the number of seats, tables, room size, etc.

Learning objectives • To learn to detach from everyday routine
• To accept new challenges   
• To integrate digital gadgets in the art activity   
• To gamify the idea creation process 
• Skills: creativity, self-expression, self-reflection 

Activity description A certain topic must be chosen from a set of objects/concepts (e.g.: 
drawing of buildings, geometrical shapes, emotional states, landscapes, 
etc.)

Everybody takes a tablet with the drawing app opened and a stylus.
Everybody must draw from imagination or memories their own 
representation for the chosen topic.

A winner is chosen by secret polling or public recognition and gets a 
prize (“chocolate”).

Introduction of the 
task to the teams

The materials must be ready (charged tablet, stylus).

Drawing app installed like Sketchbook or equivalent.   

If game is played online, then a stable internet connections and 
conference app is required.

Recommended topics 
to discuss after the 

game

• How do you feel after this relaxing moment?
• What would you improve in the game?

Indicators How long was the applause at the end of the activity/show off?
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Title of game: Online quiz

Chapter/subtopic Digitalization
Software quiz (online)

Timeframe 5-10 minutes 

Necessary tools Tablets/Smart phone

Group size Unlimited 

Learning objectives • To work under pressure
• Skills: active listening, focus and critical thinking, true or false 

detection 

Activity description The organizer elaborates a quiz in a certain topic and shares the game 
pin with the participants. 

Participants connect to the game via game app or directly on the 
website www.kahoot.it by using the pin from the organizer. 

Each participant defines his/her nickname. 

Game mechanics: 

• Each player must answer as quickly as possible to every quiz 
question.

• There is a limited time frame per question in which the answers are 
considered as valid. 

• The faster correct answer is given the most points of a round. 

After answering all the questions, the system displays the top 3 places

Introduction of the 
task to the teams

Kahoot app must be installed or good internet connection to access via 
online page.

Recommended topics 
to discuss after the 

game

• Did you have fun?
• How difficult were the questions?
• Did it improve the overall knowledge on the topic?
• Did you play it before? Would you consider it for future activities?

Indicators Leaderboard -> Record time
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Title of game: Electrical Treasure hunt

Chapter/subtopic Digitalization
Hardware solutions

Timeframe 15-20 minutes 

Necessary tools Electrical diagram with QR codes, electrical diagram with symbols, 
smart phone, QR code app, pens

Group size Teams of 2. Two teams compete against one another  

Learning objectives • To learn electrical symbols
• Learning to use QR scanning
• To have fun
• To work under pressure and teamwork
• Skills: communication, active listening, focus and critical thinking, 

cooperation, true or false detection 

Activity description  Each team is formed by 2 people. One stands in front of the electrical 
diagram with QR codes (player 1), one in front of the electrical diagram 
with symbols (player 2). 

Game mechanics:
• Player 1 takes the “map” with labels and w/o QR codes.
• Player 2 takes the “map” with QR codes and w/o labels. 
• Player 2 scans the START QR code in order to obtain the 1st hint. 
• Player 2 asks player 1 where is the next hint using the current scan 

result (1st hint).
• Player 1 searches the hint in his map and gives directions to the 

player 2 where to scan for next hint.
• Player 1 & 2 identify together the correct device name for the 

current hint and writes down in the corresponding crossword 
column. If no prior experience in electrical field, they can consult 
the symbol legend.

• After these steps are followed several times (E.g.: 10 times in 
current example) the 10th hint becomes final step.

• Total time is counted and compared to the time of a 2nd team 
playing in parallel.

Introduction of the 
task to the teams

QR code app must be installed. 

Electrical documentation must be present (cabinet layout and symbol 
legend).

Recommended topics 
to discuss after the 

game

• How did it feel to use the QR code scanning up?
• Did you find it too simple? Too complicated??
• How would you improve the game?

Indicators Leaderboard -> Record time
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