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PRACTICAL INFORMATION
Learning group requirements
• Minimum of 4, maximum of 8 participants per group
• You can divide participants in groups to avoid groups that are too big
• There are no age limits to participate in this activity; if some aspects are
too complicated for the age group of your students, you can adapt
them to ensure they can follow them.
• There should be enough space to limit hearing the conversation
between groups
Time
• The game should be completed in one class. It should not be divided
among different class hours, to avoid participants looking for external
help between classes. Time Required: 20-30 minutes.
Organisation requirements
• This exercise requires a certain knowledge of the theory learnt
regarding adaptability/flexibility. However, it can be used to put into
practice theory learnt from other academic subjects.
• If decided to use the scenario to help in practicing what has been learnt
in other subjects, it would be convenient to do it after all the theory or
appropriate explanation has been given
• The exercise can be adapted to match the requirements of each class.
However, if repeated, it would be good to change the groups.

SCENARIO
I NT R O DU C T I O N
The following scenario is called "Playing for Real Teams". This adaptation exercise
requires only a few simple tools, including large sheets of paper, writing sheets, pens
and markers. In this exercise, participants are divided into groups of four to eight and
are instructed to share with the group their individual strengths and positive attributes
that they believe can contribute to the group's success.
Give each team one large sheet of paper, some writing sheets, markers, and a pen or
pencil. Instruct the group to form the "perfect team member" by combining all their
best qualities into one imaginary character. They have to give this "person" a name and
draw it on a large sheet of paper, marking their various attributes. The group then has
"The European Commission's support for the production of this publication does not
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to write a story about that character. The story should highlight all the fantastic things
an imaginary person can do, taking into account all the wonderful qualities that have
been given to it. Finally, give the groups time in the forum to introduce their character
and read their story.
Time Required: 20-30 minutes

S C E N A RI O
The facilitator divides the participants into groups of four or eight. Groups are given all
the materials required to complete the activities on the list they are given.
The facilitator instructs the participants to share with the group their individual
strengths and positive attributes that they believe can contribute to the group's success.
They are to write these characteristics and attributes on a piece of paper. After
discussing in the group, each team receives one large sheet of paper, some writing
sheets, markers and a pen. The groups will then be instructed to form the "perfect team
member" by combining the strengths and positive attributes of each team member into
one imaginary character. The "person" should also have a name, a graphic form on the
drawing, and all their attributes should be marked. The group should also write a story
about the character, highlighting all the things an imaginary person can do, taking into
account all of their wonderful qualities. At the end of the exercise, each group
introduces their character to the forum and reads their story.

E V A L U AT I ON

O F T H E S C E N A RI O

At the end of the whole task, the group will conduct a joint evaluation, during which it
will provide its opinion on the exercise and what aspects of problem solving it considers
more useful for the implementation of the tasks in the group. During discussions, you
could use the following questions to start with: If one person had all your best qualities,
would they be much better than anyone in the group? What contribution can you make
as a team member? How does teamwork make life easier for each person? What can be
done as a team that cannot be done alone? What other attributes do you think would
contribute to the team that are not mentioned in your story? What other attributes do
people in the group have that are not mentioned in the story?
While it is recommended to carry out the evaluation on the same day as the scenario is
used, if there is not enough time, it can be done in the next class. However, chances are
that participants' opinions will lose credibility over time.
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LEARNING OBJECTIVES
This exercise will help participants adapt to a weakness that they or a team member
may have by understanding that as a group they may have more strengths and positive
attributes than individually. Each person shares with the group their individual strengths
and positive qualities that contribute to the overall success of the group.

MATERIALS
Materials required to carry out this scenario are following:
-

Large sheet of paper
Writing paper
Pens or pencils
Marking pens
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PRACTICAL INFORMATION
Learning group requirements
• Groups of 5
• There are no age limits to participate in this activity; if some aspects are
too complicated for the age group of your students, you can adapt
them to ensure they can follow them.
• There should be enough space to limit hearing the conversation
between groups
Time
• The game should be completed in one class. It should not be divided
among different class hours, to avoid participants looking for external
help between classes
• 40 minutes and then spent a few extra discussing the outcome
Organisation requirements
• This exercise requires a certain knowledge of the theory learnt
regarding adaptability/flexibility. However, it can be used to put into
practice theory learnt from other academic subjects.
• If decided to use the scenario to help in practicing what has been learnt
in other subjects, it would be convenient to do it after all the theory or
appropriate explanation has been given
• The exercise can be adapted to match the requirements of each class.
However, if repeated, it would be good to change the groups

SCENARIO
I NT R O DU C T I O N
"Most often, we do not look for roles, but receive them. We also usually don't associate
work with a team. Highly developed teamwork is, however, one of the most effective
ways to accomplish tasks and accomplish missions, writes Meredith Belbin, a British
theoretician specializing in team management. Belbin is the author of the theory of eight
team roles, taking into account the personality factor in creating a well-functioning
team. A similar concept, based on team roles distinguished by Belbin, was proposed by
Peter Honey. He reduced the number of roles performed in the team to five:
•

leader - ensures that the team has clear goals and ensures the commitment of
each member;
"The European Commission's support for the production of this publication does not
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•
•
•
•

challenger - questions the effectiveness so far, presses for improvement and
better results;
doer - urges the team to get to work and perform practical tasks;
thinker - carefully creates his ideas, assesses and improves the ideas of others;
supporter - relieves tension and maintains team harmony.

The following exercise refers to team roles according to Honey, develops team work
skills, improves self-assessment ability to engage in team work and the results achieved
by it.

S C E N A RI O
Make a presentation about team roles. Divide the students into teams of 5. Each of them
should receive a set of construction straws. Present tasks:
1) Build the highest tower. You may not use any other materials for this task.
2) The team that builds the highest structure that will stand alone for a minute wins.
3) After completing your work, write what do you think the team role did you take during
your work and evaluate your contribution to its final effect.

E V A L U AT I ON
-

O F T H E S C E N A RI O

Talk to the group about the exercise. Ask questions:
How did you work in the group?
What roles did you play?
Why do you think you played this role?
Does anyone think the role has been imposed on him?
What is the advantage of being L, C, D, T, S, and what is a disadvantage?
What can be done to make L, C, D, T, S work more effectively?

LEARNING OBJECTIVES
-

Developing team work skills and joint problem solving;
Learning team roles and improving self-evaluation skills;
Building mutual understanding in the team of different ways of acting,
communication and problem solving.

MATERIALS
Materials required to carry out this scenario will are:
-

constructional straws or industrial straws.
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PRACTICAL INFORMATION
Learning group requirements
• Minimum of 4, maximum of 6 participants per group
• You can divide participants in groups to avoid groups that are too big
• There are no age limits to participate in this activity; if some aspects are
too complicated for the age group of your students, you can adapt
them to ensure they can follow them.
• There should be enough space to limit hearing the conversation
between groups
Time
• The game should be completed in one class. It should not be divided
among different class hours, to avoid participants looking for external
help between classes
Organisation requirements
• This exercise requires a certain knowledge of the theory learnt
regarding comunication. However, it can be used to put into practice
theory learnt from other academic subjects.
• If decided to use the scenario to help in practicing what has been learnt
in other subjects, it would be convenient to do it after all the theory or
appropriate explanation has been given
• The exercise can be adapted to match the requirements of each class.
However, if repeated, it would be good to change the groups

SCENARIO
I NT R O DU C T I O N
In the scenario we propose to you, related to Communication, all the exposed elements
are to find the most efficient ways of communication, ways to transmit and receive
information on the meaning of each of the participants in the communication.
During this game there will be certain communication barriers that can be overcome if
each of the participating groups will choose those elements that will help them in their
exercise, from all the exposed elements.
The team that manages to find the key to communication as soon as possible will be
considered an example of good communication for all other teams.
"The European Commission's support for the production of this publication does not
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S C E N A RI O
The teacher will divide the learners in groups of 4 to 6 learners.
The teacher will explain the rules of the game. In this game it will be explained to the
groups that we want to know each other better, which is why each group and each
participant in the game will be guided to think about their favorite color.
After that, under the guidance of the teacher, who will trigger the communication start
by using a counter (example: 1, 2, start!), and then each game participant will
communicate aloud his favorite color. In addition, in order to be able to communicate,
everyone will only speak when it is their turn.
After that each participant will write down his/ her favorite color and the favorite color
of the other learners from their own group and even from other groups.
Then the teacher evaluates how many of the participants in the game managed to hear
the preferred color of the group colleagues or those in the immediate vicinity.
It will be carefully observed how many will know the answer to this question.
This aspect will highlight how much they are concerned only with transmitting their own
information and how much they are attentive to what others say, highlighting the level
of listening.
This little game explains very well the participants that for a good communication it is
necessary to talk, but also to listen.

E V A L U AT I ON

O F T H E S C E N A RI O

From this game each participant learns how important it is to communicate but also
how important it is to listen.
In this game it will be evaluated how many participants from each team have heard what
the favourite colours of their colleagues are, beyond communicating their own favourite
colour. This game highlights the ability to communicate but also the ability to listen
which is essential in communication.

LEARNING OBJECTIVES
The main learning objectives expected on this scenario are:
1. The ability to listen to what the interlocutors say
2. Interpersonal communication skills
This game helps to learn how important interpersonal communication is, but also
listening to those around us, for effective communication.
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MATERIALS
The game: favourite colours
Using as base the list included in this document, the following materials would be
necessary:
-

Paper and pen

ANNEXES: REQUIRED MATERIALS FOR PROPOSED ACTIVITIES

COMMUNICATION GAME: FAVORITE COLOUR
My favourite colour is:
My colleagues favourite colours are:
-
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PRACTICAL INFORMATION
Learning group requirements
• Minimum of 4, maximum of 6 participants per group
• You can divide participants in groups to avoid groups that are too big
• There are no age limits to participate in this activity; if some aspects are
too complicated for the age group of your students, you can adapt
them to ensure they can follow them.
• There should be enough space to limit hearing the conversation
between groups
Time
• The game should be completed in one class. It should not be divided
among different class hours, to avoid participants looking for external
help between classes
Organisation requirements
• This exercise requires a certain knowledge of the theory learnt
regarding comunication. However, it can be used to put into practice
theory learnt from other academic subjects.
• If decided to use the scenario to help in practicing what has been learnt
in other subjects, it would be convenient to do it after all the theory or
appropriate explanation has been given
• The exercise can be adapted to match the requirements of each class.
However, if repeated, it would be good to change the groups

SCENARIO
I NT R O DU C T I O N
In the scenario we propose to you, related to Communication, the purpose of the
exercise is to find the most efficient ways of communication, ways to transmit and
receive information on the meaning of each of the participants in the communication.
During this game there will be certain communication barriers that can be overcome if
each of the participating groups will choose those elements that will help them in their
exercise, from all the exposed elements.
The team that manages to find the key to communication as soon as possible will be
considered an example of good communication for all other teams.
"The European Commission's support for the production of this publication does not
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S C E N A RI O
Each of us has four areas from which we communicate or avoid communicating. These
are: the open area, the blind area, the hidden area and the unknown area.
Any person can be regarded as having multiple levels in which he "gathers„ information
about himself and the world around him: open area, hidden area, blind area, unknown
area.
•
•

•
•

The open area - whose content we are aware of and which we are willing to reveal
to others: memories, common knowledge.
The hidden area-whose content we are aware of, but which we deliberately do not
want to reveal to others: feelings, reactions, impulses that we regard as antisocial,
events in which we acted otherwise than according to our own standards, or with
those of the group.
The blind zone - whose content we are not aware of, but which is part of us and
others can see it, only we are "blind": feelings and traits that we do not recognize as
ours.
The unknown area - contains data that neither we nor the others are aware of:
strongly repressed feelings, tendencies and impulses, potentially completely
unknown talents, characteristic reactions that only occur in critical, special
situations; "Outfits" and” shades” that we are not aware of.

2. The teacher will divide the learners in groups of 4 to 6 people, and will explain the
rules of the game.
In this game it will be necessary to choose one or two correct variants, from the given
ones, to move on to the next phase of the game, and then the learners will make a list
with the elements to be desired in communication and another list with the elements
to be avoided in communication.
3. Once you have chosen the starting area: open area, hidden area, blind area, unknown
area; you have several elements with which to orient yourself towards the second
communication area, choose two elements with which to start on the road from the
following list: talking about yourself, talking about others, giving and receiving feedback,
making puns.
4. Once in the second area to travel to the next area, you will need to choose one item
to help you in this, from the following list: selfish orientation, trust, mistrust,
disagreement, lack of communication.
5. Now you can get to the third area by choosing one item from the following list: avoid
sharing lesser known things about yourself, share lesser known things about yourself,
share only the experience of others, avoid any discussion.
6. In the end, those in the groups chose 5 elements from all those exposed. Now is the
time to relate that figure to the four areas again and write in each quadrant which is the
element or elements that will make that area more open, using the already chosen
"The European Commission's support for the production of this publication does not
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elements, the 5 ones (talking about yourself, talking about others, giving and receiving
feedback, making puns).
7. Now you can make a list of the elements that you think it would be good to limit, in
order to have an effective communication.

E V A L U AT I ON

O F T H E S C E N A RI O

After each point, each team showed the teacher the choice made to make sure it was in
the right direction. It can be considered that no direction is wrong but it is only necessary
to choose, for a good communication, the right elements, so that in each area we use
those elements that will help us to be better understood and better known. The more
we manage to make ourselves better known in front of others, of the dialogue partners,
the more open they will be, managing to go beyond their comfort zones, towards us.

LEARNING OBJECTIVES
The main learning objectives expected on this scenario are:
1. The ability to be aware of the area from which you communicate
2. Finding a way to improve communication with others
3. Ability to communicate interpersonal
Also, after the first game they will know how important it is:
-

To talk about yourself openly, to give and receive feedback thus managing to
cross the blind spot;
Have and trust, knowing that trust is in turn made up of three important
elements, namely: credibility - that is, those elements that can be verified,
responsibility - that is what is said and ensuring a safe environment around, for
those close to you.

MATERIALS
Materials required to carry out this scenario will depend on the tasks included in the list.
Using as base the list included in this document, the following materials would be
necessary:
-

Working sheets, exemplified bellow,
Paper and pen.

"The European Commission's support for the production of this publication does not
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ANNEXES: REQUIRED MATERIALS FOR PROPOSED ACTIVITIES

What do you think is the area from which you need to start to start effective
communication?

Open area

Blind area

Hidden area

Unknown area
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PRACTICAL INFORMATION
Learning group requirements
• Minimum of 4, maximum of 8 participants per group;
• You can divide participants in groups to avoid groups that are too big;
• There are no age limits to participate in this activity;
• There should be enough space to limit hearing the conversation
between groups;
• School staff must be informed by teachers that students will move
within the school (in predefined spaces and times), e.g. in the
classroom, in the adjacent corridor, in the main hall.
Time
• The game must be completed in a week at most, during the lesson time
of the subject chosen for the implementation of this game (the teacher
will choose a topic).
• Students will be informed of the environments they can use.
Organisation requirements
• This exercise requires some knowledge of the theory learned about
creative thinking.
• It can be used to put into practice the theory learned from school
subjects. To do this, it is necessary to adequately explain the chosen
topic (for example for the subject "history", the French revolution)
combined with the theory of creative thinking.
• The exercise can be adapted to meet the requirements of each class
and to learn any school topic.

SCENARIO
I NT R O DU C T I O N
The following scenario is called "learning by creating." Its main objective is to make sure
that the participants (who will be divided into groups) are able to present a school topic
in a creative way, so that they learn the topic.
According to Edward De Bono's theory, to generate creative ideas in a group, starting
from the creation of the working group, the roles are established of each member of the
group, each exposes his idea of realization of the final product (each idea can be
"The European Commission's support for the production of this publication does not
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stimulating for the creation of other ideas, each idea can be integrated with that of
others), any form of judgment is interrupted towards one's own and other people's
ideas, the idea or ideas that bring all the participants together to create the product are
brought to life.
To do this, therefore, it is also necessary to have good communication and teamwork
skills. This scenario will also be useful for working on these skills.
During this activity, participants will be provided with the text explaining the theory (e.g.
the French revolution). The aim of the game is to create a video / photo / billboard
product that exposes the chosen topic. For example, students will be able to recite or
create a photo album or a billboard that allows them to exhibit the theme of the French
revolution.
The teacher can choose whether to give all groups the same topic or different topics.
The works can be displayed during a school or class assembly and the members of the
school or class will choose the winning group that will get a prize (not having to do their
homework, the maximum score in a question, a trophy ...). This helps motivate students
to do their best to win.
This interactive learning mode will allow students to learn while having fun and faster,
as well as to unite the class group more closely.
In summary the aims are:

- stimulate collaboration;
- stimulate students to use creative thinking;
- involve students in exchanges and opinions to resolve conflicts;
- involve students in group work activities;
learn how to present a topic effectively.

S C E N A RI O
The teacher will divide the students into groups of 4 to 8 people. The groups will be
provided with the material necessary to carry out the activities (for the products created
with videos or photos, students' mobile phones can be used).
When all the teams are ready to start working, the teacher will provide the text with the
activities to be carried out and with the theory of the chosen topic.
The teacher will be able to provide students with an example of a product to be made.
After the groups complete their work, one representative from each group will present
the work to the teacher and class group (or to a school assembly).
"The European Commission's support for the production of this publication does not
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The most creative work will be voted on and an award ceremony will be held.

E V A L U AT I ON

O F T H E S C E N A RI O

The scenario will be assessed at the end of the entire activity.
Not only the final product will be evaluated; in fact, each participant of each group will
give their opinion on the activity. Participants will say how they worked in the first
brainstorming phase, if there were conflicts, if they felt part of a group.
They will also say which aspects of creative thinking they believe have been most helpful
in completing teamwork. Listeners or teachers will be able to ask some questions, for
example to better understand the mood of the participants or how they got to the
realization of the product.
It is recommended to carry out the evaluation on the same day on which the works were
submitted.

LEARNING OBJECTIVES
The main learning objectives expected on this scenario are:
• stimulate collaboration;
• stimulate students to use creative thinking;
• involve students in exchanges and opinions to resolve conflicts;
• involve students in group work activities;
• learn how to present a topic effectively;
• learn specific scholastic topics
• work using different skills in a transversal way: hard skills (scholastic topics) and
soft skills, such as creative thinking, communication and ability to work in a
team.

MATERIALS
The materials needed to create this scenario will be:
•

Paper and pen;

•

text document with explanation of the theory;

•

Coloured billboards;

•

Video camera and camera (alternatively students' cell phones can be used);

•

Computer for editing video or photographic materials.

•

projector;

•

tables and chairs.

"The European Commission's support for the production of this publication does not
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PRACTICAL INFORMATION
Learning group requirements
• Member of a class;
• The participants will be divide in groups, based on the tasks entrusted;
• suitable for first and second grade high schools;
• participants will be able to carry out the activities in the classroom or in
the computer room.
Time

• The activity must be completed 10 meetings of 2 hours.
Organisation requirements
• This exercise requires some knowledge of the theory learned about
creative thinking.
• Students will have to learn how to manage an individual and group IT
space, digitize, reproduce and organize their content and promote it
online through Social Networks.
• you can choose to reduce the number of meetings, turning this activity
into fun homework.

SCENARIO
I NT R O DU C T I O N
The following scenario is called “language creativity: blog - magazine on line.” Through
this scenario it will be possible for teachers to propose thematic paths, connected to the
development of narrative, creative and divergent thinking.
Language is an extraordinary medium of the relationship between man and the world;
Through this it is possible to express and communicate one's symbolic elaborations in a
multiplicity of codes that expand and diversify the expressive and cognitive potential
(Minerva & Vinella, 2012).
This laboratory will encourage communication writing skills (in particular distance
communication), knowledge of blog creation, management and updating techniques; it
will allow you to explore the main IT sharing tools in use.

"The European Commission's support for the production of this publication does not
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During this activity, participants will be instructed on building a blog - magazine and
writing articles. The teacher can help students in assigning each participant's roles (and
tasks). The activity can be carried out in class or, after a preliminary phase, it can be
carried out at home as homework. This interactive learning mode will allow students to
inquire while having fun.

S C E N A RI O
The scenario consists of creating a workshop of some 2-hour meetings in which students
are invited to communicate, express themselves and share information through a blog.
The meetings can be aimed at creating an online educational-playful blog-magazine.
This laboratory will allow you to develop creative thinking, as students will not have a
track from teachers in which it is required to write what they have studied in a
"convergent" way, but will have to deepen, develop and organize content by expressing
their point of view, using pleasant language, therefore using divergent, or rather
creative thinking. In fact, students will have to combine existing elements with new
connections that are useful.
They will therefore create an original and useful assembly by associating pre-existing
elements with their own point of view

E V A L U AT I ON

O F T H E S C E N A RI O

The class group will be evaluated once the product has been made.The teacher will give
an overall mark for the activity, so that everyone will contribute to making the product
pleasant and so that everyone will stimulate the laziest classmates.
All published articles will be subject to evaluation by the students and teachers of the
school. The author of the article with the most preferences will receive a prize, which
may be a high mark, a day in the local newspaper or a plaque.

LEARNING OBJECTIVES
The main learning objectives expected on this scenario are:

-

stimulate collaboration;
stimulate students to use creative thinking;
stimulate students to express their opinion and their point of view;
involve students in group work activities;
learn how to write articles;
learn how to build a blog - magazine;
encourage knowledge of blog creation, management and updating techniques
stimulate information
improve writing and communication skills
"The European Commission's support for the production of this publication does not
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- explore the main IT sharing tools in use
- learn how to manage an individual and group IT space, digitize, reproduce and
organize their content and promote it online through Social Networks.

MATERIALS
The materials needed to create this scenario will be:

- Paper and pen;
- newspapers;
- Computer;
Video camera and camera (alternatively students' cell phones can be used), if they
wants; projector.

"The European Commission's support for the production of this publication does not
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PRACTICAL INFORMATION
Learning group requirements
• Minimum of 4, maximum of 6 participants per group
• You can divide participants in groups to avoid groups that are too big
• There are no age limits to participate in this activity; if some aspects are
too complicated for the age group of your students, you can adapt
them to ensure they can follow them.
• There should be enough space to limit hearing the conversation
between groups
Time
• The game should be completed in one class. It should not be divided
among different class hours, to avoid participants looking for external
help between classes
Organisation requirements
• This exercise requires a certain knowledge of the theory learnt
regarding problem solving. However, it can be used to put into practice
theory learnt from other academic subjects.
• If decided to use the scenario to help in practicing what has been learnt
in other subjects, it would be convenient to do it after all the theory or
appropriate explanation has been given
• The exercise can be adapted to match the requirements of each class.
However, if repeated, it would be good to change the groups

SCENARIO
I NT R O DU C T I O N
The following scenario is called “Scavenger Hunt of Problem Solving”. Its main aim is to
make sure that the participants (which will be divided in groups) are able to come up
with solutions to different “problems” through a common understanding. For this
reason, this scenario will also be useful to work on the participants’ teamwork and
communication skills.
During this activity, participants will be provided with a list of tasks, the “problems”.
They will have to solve those problems in order to obtain access to different pieces,
which will be considered the “treasure”. The first team to carry out all the tasks correctly
will be considered the “Scavenger Hunters”.
"The European Commission's support for the production of this publication does not
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Although it is not necessary, a good way to encourage the groups into trying to win is to
provide an actual “treasure” they may see attractive. For example, not having to do a
certain homework activity, a small trophy…

S C E N A RI O
The teacher will divide the learners in groups of 4 to 6 people. Groups will be provided
with all required materials to carry out the activities included in the list they will be
provided with.
Once all teams are ready to start working, the teacher will provide the list of tasks to
accomplish. An example of said list is provided in this scenario, although it is up to the
teacher to decide whether to use the example of to create a new one based on the
template provided.
After each task has been solved by the team, a representative will present it to the
teacher, making sure the rest of the teams do not see the final result. Another option to
avoid any potential “cheating”, another option is to create different lists, but it is not
recommended as participants would not be dealing with the same “problems”. If the
result given to the problem is correct, the teacher will provide the team with a piece of
a puzzle.
The first team to correctly complete all tasks and finish the puzzle will win the
competition.

E V A L U AT I ON

O F T H E S C E N A RI O

The evaluation of the scenario will be done in both parts: during the game and at the
end of the game.
During the game, each team will have to receive a short feedback for each activity
finished and depending on the feedback and the correct solution they will be able to
carry on with the list of activities.
Also, at the end of the whole activity, the group will make a common evaluation of the
game, in which they will comment their opinion on the activity, and what aspects of
problem solving they believe have been more useful to them to successfully complete
the tasks as a group. In this discussion, some questions that would be useful to open a
debate include: “how did you feel with the pressure of having to solve problems before
others?”; “how did you feel solving problems as a group?”; “did you use any of the steps
taught during the theory?”. However, it would be interesting to also let students show
their opinions freely, without having to commit to concrete questions that may leave
out of the conversation other worries the students may have.
Although it is recommended to carry out the evaluation the same day that the scenario
is used in class, if there is no time left it can be done at the following class. However,
there are chances that the opinion of the students has faded for not having it so close
in time.
"The European Commission's support for the production of this publication does not
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LEARNING OBJECTIVES
The main learning objectives expected on this scenario are:
1.
2.
3.
4.
5.

Look for alternatives options to solve a problem
Work in teams to solve a problem
Communicate effectively to solve a problem
Learn how to manage time to accomplish all tasks
Work under pressure

Furthermore, there are specific learning objectives that can be accomplished in this
scenario, depending on the tasks included in the list provided to the groups.

MATERIALS
There are two items that will be necessary to carry out this scenario: the list of tasks and
the puzzle to complete.
Materials required to carry out this scenario will depend on the taks included in the list.
Using as base the list included in this document, the following materials would be
necessary:
-

Paper and pen
A crossword puzzle included in this document
Case study provided in this document

"The European Commission's support for the production of this publication does not
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ANNEXES: REQUIRED MATERIALS FOR PROPOSED ACTIVITIES
PUZZLE:
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SCAVENGER HUNT LIST:

SCAVENGER HUNT LIST
The following paper contains a list of all the tasks you will need to carry out if you want
to be the owner of the Treasure hid in this Scavenger Hunt!
Remember the rules: you need to complete this list one item at a time. To ensure you
are not tempted to cheat, you will not be provided with materials for the following task
in the list until you have not completed the previous one. After you have fulfilled a task
in the list, show the teacher to get it evaluated and decide if you can carry out with your
list. Good luck!
1. Come up with 4 sources of data gathering and analysis to use when analyzing
how to solve a problem.
2. Write a five-verse poem explaining why everybody should buy in your t-shirts
company.
3. Look for the different parts of problem solving included in the theory in this
crossword puzzle.
4. Come up with a common agreement on the provided case study.

CROSSWORD:

NEEDSIDENTIFICATION KGJNWGPNEAPGNHWHNBMAGN
ABNSDNBABADKBBNKBNSFNLSBNLSFMSG MNKGNADBLS
BWFBFWBVABNDNAKNEGIHGQEGBVVFQH EJBDVKJADB
VDATAGATHERING AFBKADJVBAKEJVDBKVM DADVBAKJB
QJGLEAVBLAVALJDBV PRIORITIZATIONFAJKB INVLABVLA
BVAJDBVSEDBLJGBQELG PRIORITIZATION DLBASVBALSV
BALDVNFQGKAENGBKANDBKSDNBLNBKLSNBL TKSDNBLK
SDNVMNVSMDBLS PLANNING DBFNBLKSNBLKD INBVLAK
VAMMDAVLKADNGALKGNLAKNVLAKVNQOIEH OQEUOG
QUIERYQOIEGHOIVGUOWQFGQIYEFGOUGBOU GNGVHO
EQIGHIWHGFPWQIGHQEPI DISCUSSIONQENGRHWTJME
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CASE STUDY:
Your group has been left in an abandoned island with the following objects:
Lighter

Blue pen

Oil

Water bottle

Protein bars

Gun

Knife

Curtain

Oxygen tank

Book

Your group will have to decide which four of these objects would be necessary to survive
in the island until someone finds you and rescues you. You will all have to agree in the
final decision and be able to properly explain why each of the objects has been selected;
to do so, each object will be presented as chosen by a different person of the team.
Only if you reach a common agreement you will be able to survive!
Notes for the teacher: the final selection of objects is not important; there is no right
choice. The important aspect of this exercise is that the group is able to come up with a
common solution and all the partners in the group collaborate in the decision, fomenting
mediation, discussion and decision making, which are important steps of problem
solving.
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PRACTICAL INFORMATION
Learning group requirements
• Groups of 6 to 8 people
• There are no age limits to participate in this activity; if some aspects are
too complicated for the age group of your students, you can adapt
them to ensure they can follow them.
• There should be enough space to limit hearing the conversation
between groups

Time
• The game should be completed in one class. It should not be divided
among different class hours, to avoid participants looking for external
help between classes

Organisation requirements
• The exercise requires the players knowing what is the deck of cards
composed of (stacks of 4 different figures, 13 cards in each).
• It is necessary for the players to know about the theory regarding
problem solving.
• The game can be adapted to include more difficult aspects related to
problem solving, such as parts of the theory.

SCENARIO
I NT R O DU C T I O N
The following scenario is called “Card Mix-up”; the main aim of this game is to order the
cards composing a deck. The type of cards used do not matter, as long as all the groups
use the same type of cards.
The team will have to coordinate to solve the problem presented through the cards
without talking to each other, with the adding problem that the instructions provided
will be changing during the course of the activity; this means, they will have to adapt the
step they are using in each of the groups.

S C E N A RI O
"The European Commission's support for the production of this publication does not
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The teacher will provide each of the groups with two mixed decks. The team players will
then have to start ordering both decks, with the difficulty of not being able to talk
between them.
However, once a few minutes have passed, the teacher will order each team to change
the way they are ordering the cards. This means, if one group is ordering the cards
according to their number (obtaining at the end four stacks), they will have to start
ordering in groups of cards with the same number and different figure (obtaining 13
stacks). You can ask them to change the method as many times as you want, depending
on how long you want the exercise to be.
An alternative way of playing this game is by blindfolding half the team; this way, the
team players seeing the cards will have to command the blindfolded people, without
being able to touch the cards. And the blindfolded players will be able to touch the cards,
but they will have to trust their teammates because they will not be able to see the
cards.
Once all the groups have managed to finish ordering the decks, you will ask them to
analyse the way they behaved during the game, and which part of it corresponded to
each part of the theory included in the problem solving theory.

E V A L U AT I ON

O F T H E S C E N A RI O

The main evaluation of the scenario will come at the end of the game. Each group will
have to explain how they applied each step of the theory during the game. This way, it
will be possible to see if students are able to see how the problem-solving method can
be applied at a wide range of actions.
It will also be useful to see if students properly understood the theory and steps behind
problem solving, and if they are capable of seeing all of them, or if they miss some steps
when trying to solve a problem.
Another interesting debate that can be proposed at the end of the game is which team
they believed followed a more efficient problem-solving technique when ordering the
decks, and if there is any step inside problem-solving they believe is not necessary.

LEARNING OBJECTIVES
The main learning objectives expected on this scenario are:
1.
2.
3.
4.

Be aware of how the different steps of problem-solving are used in any situation
Work in teams to solve a problem
Communicate effectively to solve a problem
Learn how to adapt your problem-solving focus when a change in the
environment occurs
5. Work under pressure
"The European Commission's support for the production of this publication does not
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Furthermore, this scenario can be helpful to work in other competences, such as
teamwork, flexibility and communication.

MATERIALS
The only required material for this scenario is card decks. There should be two card
decks per group playing the game.
However, if the teacher considers necessary providing students with extra help when
ordering to which part of the theory corresponded each of the actions they made during
the game, it is possible to give them the list of steps in problem solving.
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PRACTICAL INFORMATION
Learning group requirements
• This activity is a classical team building exercise that is usually
implemented in the frame of outdoor activities by human resources
professionals in order to test / increase the team spirit. However, it can
be perfectly organised by students from any age in a classroom context.
Ideally, the activity should be performed with a group of about 10-15
people. In case of larger size group, you can divide the group and make
it in parallel.
Time
• The activity takes about 30 minutes + time for feedback on
performance. The analyse of the achievement will help the participants
to understand the results achieved and how they can improve.
• You will need about 5 minutes for the preparation phase, 3 minutes for
the explanations + 5 minutes for mixing people. Then, you should let
about 10-15 minutes for people to go back to their initial position. You
can decide to shorten or increase the time according to their
performance.
Organisation requirements
• No particular skills are required to participate to this activity, not even
talking the same language, as being able to understand each other is
part of the challenge.
• As for the material, you will need a large rope, about 50 meters, and a
sleeping mask or any accessory to blind the participants.

SCENARIO
I NT R O DU C T I O N
In this scenario, each participant gets his two hands tights to a large rope shaping a large
circle. There should be about 5 meters of distance between each participant placed in
this circle.
After a short introduction, the monitor of this activity will blind each participant, making
sure that they are unable to see anything. And then, the monitor (with the help of some
other external support) will mix all the participants together so as to make a big nope.
Each time they move some one (carefully), they will make sure to make the person have
several turns around him/herself so as to lose orientation.
"The European Commission's support for the production of this publication does not
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This is it, now the monitor asks everyone to go back his original position, with a limited
time.
The aim is to oblige the group to act as a team to find back their position, as this exercise
is impossible to achieve without collective dialogue, trust and coordination.
At the end of the activity, the monitor should organise a circle with the participants and
ask them to feedback about their feelings during the activities, if they are happy with
the results, how they think that they could have done it better. It is important, during
this feedback, that the monitor highlight the importance of thinking for the benefit of
the group in this context. It is probable that some participants will go toward their
position without considering that there are other people in the middle, and they should
take care about others as they care about themselves.

S C E N A RI O
This scenario can be a one-shot activity organised for instance at the beginning of the
course to create a collaborative atmosphere within the group, or be implemented in a
larger project focused on behaviours in working contexts.
It required the high participation and involvement of all participants. In this activity,
nobody can be left behind, otherwise the entire group fails. Also, if some people are
struggling with the nope, it is the responsibility of other participants to help them.

E V A L U AT I ON

O F T H E S C E N A RI O

The evaluation of this activity can be performed on several level:
-

-

-

Observation of the monitor, who will detect the first instinctive behaviours of
participants (do they try to talk, do they act without taking care, do they support
each other’s, do they try to coordinate their actions…?) The monitor will be able
to detect if there are natural leader and followers in the group, and will be able
to get an idea of the dynamic that move this particular group of students.
Self-evaluation of participants. At the end of the activity, participants will have
achieved or failed to go back to their position. It is important to explain that there
is no other alternative. If everybody but one find their position, the entire group
fail. Also, participants are invited to share their feeling and what was missing to
be more performant.
Feedback of the monitor: at the end, the monitor should explain to the students
what the keys for success in this activity are, being the collective memory,
coordination, dialogue and communication, trust, empathy, teamwork. At last,
the parallel should be made with working in a professional context as a team
member, so students understand how their individual behaviours impact the
group and get aware of the importance of teamwork.
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LEARNING OBJECTIVES
In this activity, all participants must collaborate to achieve a common objective, find
their place back where they were. If any of them fail, the entire group fail. Also, this
activity works on several learning objectives, among which:
-

-

Collective memory (each one can remember his initial position, who were his
neighbors, and the position of other participants)
Be able to go out of the comfort zone: people are blind in a quite unusual
situation that they need to solve together
Coordination: People need to take care about coordinating their movements and
take care about other participants next to them, as each one movement might
unbalance someone else.
Trust: As people are blind, they have no other choice than trusting people next
to them
Empathy: people should try to understand first in which position are their peers
to intend finding a solution
Dialogue: probably the most important part of this exercise; people should talk
together to analyse the situation and seek for a solution together, finding what
specific movement each one should do to find his place in the group.

MATERIALS
Materials for organizing the scenario will be
-

-

Space: If your indoor space is not big enough to trace a large circle, we
recommend you perform this activity outdoor, in an open space without major
obstacles, to prevent falls.
a large rope (about 50 meters you can join several ropes if needed to adapt the
size of the rope to the number of participants)
Masks or any accessory to blind the participants, one per member of the team
Optional: paperboard or blackboard and something to write so to make written
feedback on results.

"The European Commission's support for the production of this publication does not
constitute an endorsement of the contents, which reflect the views only of the authors,
and the Commission cannot be held responsible for any use which may be made of the
information contained therein."

31

2018-1-RO01-KA202-049112

PRACTICAL INFORMATION
Learning group requirements
• Minimum of 4, maximum of 6 participants per group
• You can divide participants in groups to avoid groups that are too big
• There are no age limits to participate in this activity; if some aspects are
too complicated for the age group of your students, you can adapt
them to ensure they can follow them.
• There should be enough space to limit hearing the conversation
between groups
• E.g. number of participants, ways to adapt the scenario to different
number of participants; proposed age of users

Time
• The game should be completed in one class. It should not be divided
among different class hours, to avoid participants looking for external
help between classese scenario

Organisation requirements
• This exercise requires a certain knowledge of the theory learnt
regarding problem solving. However, it can be used to put into practice
theory learnt from other academic subjects.
• If decided to use the scenario to help in practicing what has been learnt
in other subjects, it would be convenient to do it after all the theory or
appropriate explanation has been given
• The exercise can be adapted to match the requirements of each class.
However, if repeated, it would be good to change the groups

SCENARIO
I NT R O DU C T I O N
The mark of any good manager is being able to make the right decision at the right time,
even in less-than-ideal circumstances. Regardless of sector and industry, it’s an
important element of any management role, having the potential to impact employees
as well as the direction a company might take going forward.
"The European Commission's support for the production of this publication does not
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SCENARIO
The scenario will begin with an analysis of the situation and the student’s feelings. The
teacher will teach the SWOT Analysis Method to the students.
As a facilitator in decision-making, the teacher should explain students that:
•
•
•
•
•
•

Students need to collect accurate information from many sources to inform their
decisions
Students need to identify their feelings and values as these can influence options
and choices before accurate assessment of a situation can be made
Both are them are possible; for a decision to have positive and negative
outcomes and that predicting outcomes can be difficult
Before a choice is made, they are responsible for their actions
To learn, how to make more accurate predictions only comes with practice
It can be a need to re-evaluate the decision they make and adapt this to new
situations.

The following steps will be carried out:
1. Provide the 'Decision-making model' template to use in the decision-making process.
2. Please ask to identify the problem and write this in the model.
3. Please ask to identify and discuss their feelings about the problem.
4. Then gather information to identify the range of possible options.
•

Students can go to others for information can assist their decision-making,
especially when a difficult decision is to be made. But they need to balance their
own views with the views of others.

5. They will write the options they have identified on the model.
6. They will consider the consequences (both positive and negative) to evaluate each
option. When considering the results ensure students check out the various types (i.e.
physical, social, emotional, financial and legal). The impact of the consequences on self,
family friends and the community in the short-term and long-term also needs to be
examined.,
7. They discuss the feelings associated with these consequences and then justify their
choice.

E V A L U AT I ON

O F T H E S C E N A RI O

The evaluation of the scenario will be done in both parts: during the game and at the
end of the game.
During the game, after each point, each team showed the teacher the choice made to
make sure it was in the right direction.
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LEARNING OBJECTIVES
They taught there are six key steps to the practice of thoughtful decision making:
1. Framing – to identify the problem and to learn how it can be framed as a choice.
(Decision Making Model)
2. Objectives – to learn to analysis the things that could be affected by this decision.
(SWOT Analysis)
3. Alternatives – to learn determining the alternatives.
4. Consequences – to identify the likely consequences of different courses of action.
5. Preferences – to clarify the feelings about the tradeoffs. To realize, what we like best,
when we consider all things.
6. Adapting – To learn finding out the trigger of us to reconsider; to re-assess, or to adapt
our behaviors.
This strategy will help students to:
•
•

consider their own beliefs about their ability to view situations and events and
solve problems
share reasons for making a decision with others.

MATERIALS
Materials required to carry out this scenario will be:
•

Paper and pen

•

Empty Templates
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ANNEXES: REQUIRED MATERIALS FOR PROPOSED ACTIVITIES
ANNEX 1: DECISION-MAKING TEMPLATE
Decision Making Model Templates

Problem
What
is
the Choices?
problem and how
do I feel?

Positive things that
Might happen

Negative
things
that might happen

I would ..........................................
_________________________________________________________________________
_________
ANNEX 2: SWOT ANALYSIS TEMPLATE
"The European Commission's support for the production of this publication does not
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Strengths
1.
2.
3.
4.

Opportunities
1.
2.
3.

Weaknesses
1.
2.
3.

Threats
1.
2.
3.
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ANNEX 3: EXAMPLES
Example: Making good choices
Discuss rights and responsibilities, and power in relationships.
Provide each student with a set of scenarios. Using the decision making model, students
work through the scenarios to determine possible solutions, consequences and resulting
feelings.
Students can share their model with a peer and reflect on the best possible solution to the
problem.
Implementation- Problem box
Cut a slot in a small box (e.g. photocopy paper box) and place this in the classroom. When
students are faced with a problem and need advice or guidance, they can write the problem
on paper and place it in the box. The problems should remain anonymous. Work through
the problems using a decision-making model either as a class or in small groups.
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