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Abstract 

Creative thinking is a key skill in almost every domain. Creativity is required to innovate, develop new 
ideas, get deeper insights, address challenges and resolve conflicts.  This paper presents patterns of 
basic techniques. These habits can be become part of everyday life as well as routines in a systematic 
innovation process. The patterns are part of a larger pattern language for creative thinking and 
innovation. Each pattern is supported by specific examples of how one can change habits towards a 
more creative way of thinking. Moreover, the paper links to digital tools that can support these habits. 

 

Introduction 

Innovation has always been a driving force, both in society and business. There are many collections 
of creativity methods, techniques and tools: Lateral Thinking (De Bono, 1970), Thinkertoys 
(Michalko, 2006), How to get Ideas (Foster, 2007), or 101 Design Methods (Kumar, 2013), to name 
just a few. While these are all helpful collections many of the methods overlap. A pattern language can 
help to organize the various methods in a more coherent way. Moreover, patterns do no only describe 
the steps of a method but also capture the appropriate context of its application, the reasons for the 
general structure in terms of forces, and the consequences of choosing one way of doing things. 
Instead of just describing a method, patterns also explain why a method should be selected and why it 
works. As such, patterns can integrate research on how the creative mind works and link these 
principles to specific techniques. 

The goal is a pattern language on innovating and finding new ideas. Each pattern will be very brief in 
order to provide a quick entry into the world of innovation. As the patterns are high level, there are 
certainly many more specific patterns that can be discussed in future papers. 

This paper adds to a body of patterns on creative thinking from the same author published on past 
*PLoPs, including: 

 Patterns for Creative Thinking / PLoP 2012 (Kohls, 2012) 
 Dream teams and the right place / EuroPLoP 2014 (Kohls, 2014) 
 Patterns for Creative Thinking - Idea Generation / EuroPLoP 2015 (Kohls, 2015a) 
 The Magic 5 of Innovation / PLoP 2015 (Kohls, 2015b) 
 Creativity patterns – 5 Habits / VikingPLoP 2016 
 The Magic 5 of innovation – Judgement Patterns / EuroPLoP 2016 

 
This paper will cover five basic techniques: 

BRAINSTORMING is about free association of ideas without judgement during the collection phase. 
ATTRIBUTE LISTING is about finding the attributes and properties of a concept, problem or solution. 
Mind Maps help to externalize thought structures and map out the relation between concepts. 
REFRAMING creates new meaning by putting things into new contexts. 
EXTREME COLLABORATION is about involving a group intensely, allowing parallel contributions. 

 

 

 

 

 



Like the five techniques, there are basic tools, habits and environmental factors that can foster 

creative thinking and innovation processes in general. These patterns are useful in many situations. 

In particular, each of them is applicable in the different phases of a systematic innovation process. 

 

There are five basic habits for creative thinking:  
INCUBATION: You are more likely to generate good ideas if you are relaxed and in a positive mood. 
CHALLENGE ASSUMPTIONS: Challenge assumptions, conventions and rules. Feel free to put everything 
upside down. 
DIVE INTO OTHER WORLDS: Transfer ideas and concepts from other domains to your own projects. 
VISUAL THINKING: Visual thinking supports your expression of ideas as it creates images, shows 
relations and provides and holistic overview. 
BE FUNNY AND PLAYFUL: Humor is a source for creative thinking as it builds on playing with concepts, 
violates conventions, acts on the moment of surprise and puts you into a positive and free‐minded 
mood. 
 

The creative thinker can be supported by five basic tools: 

PERSONAL JOURNALS keep track of ideas and thoughts when they pop up. 

STICKY NOTES help to quickly rearrange concepts and create new relations and combinations. 

THOUGHT TRIGGERS push our thoughts into new directions, escaping conventional thinking. 

TEMPLATES integrate multiple Thought Triggers in a visual design to support methods. 

Five things in the environment can largely influence the creative thinking: 

ECOSYSTEM OF WORKPLACES is about matching up the workplace with different ways of thinking and 

collaboration. 

DREAM TEAMS is about interdisciplinary teams with internal and external members. 

MAGIC OF THE CITY is about a network of experts and innovators in the communal area. 

TOOL ACCESS is about enabling creative thinking where ever you are. 

SOCIALIZING CENTERS is about informal communication and inspiration at social meeting points such as 

the coffee machine. 

 

To make innovative ideas happen there are five different process phases (which are not linear but 

intertwined): 

DEEP UNDERSTANDING is about deep understanding of the subject. 

RESEARCH is about getting missing information and involving key players. 

IDEATION is about developing new ideas. 

JUDGEMENT is about deciding which ideas are most important and should be implemented. 

IMPLEMENTATION is about making ideas happen by executing the required actions progress towards a 

shippable innovation. 



For each phase, there are more patterns. The process starts with deep understanding and research. 

Once you have good understanding of the domain and its problem space, you can move on to 

ideations. After generating many ideas it is important to select the best once. Thus, one needs to 

judge ideas. The best ideas should be implemented. While there is some logical order in these phases 

(one has to understand the problem and research facts to generate fitting ideas, one needs ideas 

before one can select and implement them), the reality certainly is not a linear process. Rather the 

phases are deeply intertwined. For example, once an idea was selected there may be the need for 

further research or create follow‐up ideas. Moreover, the implementation will bring up new 

problems or show that some ideas do not work as expected. Hence, one has to jump back in the 

phases.  

 

To find an innovative solution, you first have to understand the problem: 
5W1H (WHAT? WHO? WHEN? WHERE? WHY? HOW?)  asks investigative questions about the problem domain. 
DIVIDE AND CONQUER MAKES macro problems manageable by dividing it into smaller micro problems.  
STAKEHOLDER ANALYSIS ensures that you understand which interests, requirements and expectations come 
from different personas. 
CHANGE OF VIEW broadens the understanding of the problem domain by tackling it from different angles.  
STORYTELLING supports the understanding of desirable outcomes by telling meaningful user stories. 
 
There are five patterns that can help to get a deeper understanding of the problem: 
OBSERVATION UNREVEALS typical behavior patterns of persons and shines light on both challenges and 
opportunities. An observer can see issues that actors are not even aware of. 
ASKING QUESTIONS (SURVEYS AND INTERVIEWS) helps to get first-hand views and attitudes from stakeholders. 
While answers might be biased it is still better ask real people rather than speculating. 
PARTICIPATION (ETHNOGRAPHY) enables the designer to experience the troubles and joys of the actors.  
SEARCH makes use of existing data and information by browsing the web, going to libraries, using 
professional databases, etc. 
AGGREGATION is about integrating the observations, survey results, notes and findings into a holistic big 
picture. 
 

Ideation starts when the problem is understood and the goals are set. 

COMBINATION creates something new out of existing solutions.  
MODIFICATION creates something new by changing an existing solution. 
RANDOM IMPULSE creates new thought patterns by forcing us to connect unrelated concepts. 
PROGRESSIVE ABSTRACTION helps to find alternatives by concentrating on the original purpose of a solution. 
PROVOCATION kicks thoughts into unexpected directions. 

To follow up the most promising ideas, you have to judge their potential. 
CLUSTERING helps you identify similar or related ideas.  
VOTING supports your decision making. 
PRIORITIES help you to identify which ideas to tackle first.  
THE JURY reflects on the selected and prioritized ideas.  
REALITY CHECK is the final gate before you actually start working on your ideas.  
 
Implementation is supported by:  
IMAGINE THE FUTURE motivates you by having a clear goal and vision. 
JUST DO IT! reminds you that each long journey starts with a first step. 
NEXT ACTION is about planning in a way that makes progress more likely. 
SIMPLE PROJECT ORGANIZATION ensures that you are not overwhelmed and get lost in to many activities. 
PROTOTYPES check whether you are on the right track as they can practically show what works and what 
needs refinement. 
 



Brainstorming 

You are searching for potential solutions, features, requirements, goals etc. for a given situation. You 
want to collect many different ideas, views, thoughts, pre-existing knowledge, feelings, or suggestions 
without any constraints to the contributions. You want to collect whatever comes into your mind or into 
the minds of a team.  

Many ideas are never expressed since they are not considered worthy or people fear that they are 
criticized for their thoughts. 

When we are looking for new ideas it is not possible to judge in advance whether one thought is relevant 
or not. As we are looking for new ways of thinking, we may find that a fact that is irrelevant in the old 
conceptual thinking is quite relevant and beneficial within a new solution structure. There are two main 
problems with holding back any thoughts. First, good creative ideas are often unconventional. So 
filtering out strange ideas is dangerous since the strange ideas could be the good ones. The second 
problem is that filtering and evaluating ideas stops the flow of ideas. A flow of ideas means that new 
thoughts should be triggered rather than attacked. One thought often leads to another thought. So each 
captured idea will trigger more thoughts and associations. Even if an idea is not a good one it could 
trigger another thought that directly leads to the solution!   

Therefore, allow a free storm of ideas. Capture each proposed idea without any comment, 
judgement, or critique. Quantity is more important than quality. The more ideas you get the more 
likely one of them is a good one. The judgment of ideas must be done after the free flow of 
spontaneous ideas. All ideas must be captured in order to spark new thoughts, allow combination 
of ideas and foster divergent thinking. 

1. State the topic or goal of the brainstorming.  

2. Everyone can contribute an idea at any time. Write down each idea and make it visible to all 
other participants. 

3. Do not filter any ideas! Even if they seem unrelated to your stated topic, write them down! They 
can spark new ideas. They can even be the best ideas because they are testament to a new way 
of thinking. You will evaluate the contributions after the brainstorming. Suspend judgment!  

4. Do not stop the brainstorming after the first wave of ideas has been uttered. Participants need 
time to find deeper and non-obvious ideas. They also need time to use the existing contributions 
as stimulus. Wait for a second wave of ideas because these ideas are often more elaborate. 
Encourage participants to combine ideas or find alternatives or specializations to the stated 
ideas. Set an idea quota you want to reach. 

5. After the second wave of ideas stop the brainstorming. You are not done yet. Because we did 
not judge any ideas during the brainstorming, it is very important to judge the ideas afterwards. 
You can prioritize ideas, rate ideas, vote on ideas etc. 

Brainstorming might be the best known creativity technique and many people claim to run it very often. 
It was originally developed by Alex Osborn (1948). However, in many cases it is not executed properly. 
Once you allow judgement during the “storming” phase, it is no longer an open flow of ideas. If you 
want to discuss contributions right away, you might be better off with an ATTRIBUTE LISTING. The idea 
of a “brainstorming”, however, is the free flow of ideas without any judgment! This also means you 
shouldn’t run a brainstorming session if you need a dialectic discourse to find a solution. Brainstorming 
works best if the general direction of thought is not yet set. 

The Five Golden Rules for brainstormings are: 

1. State a goal or topic 

2. Withhold judgement 

3. Quantity is better than quality 

4. Everyone can contribute 

5. Discuss the contributions after the brainstorming 



You can run a brainstorming alone or in groups. If a group gets too large there is a danger that not every 
participant gets the chance to contribute. Therefore, you can divide the large group into smaller groups, 
each running their own brainstorming session. A group size of 4-6 is adequate. The following sections 
discuss variations of this pattern. Each technique is its own pattern; but they all address the same 
problem. The particular contexts and consequences are discussed directly in the subsections. 

Brainwriting. An alternative to brainstorming is “brainwriting”. In this variant participants write down 
their contributions and share them with other participants. A participant can write down an idea on paper 
and put it back on a stack (“brainwriting pool”). Other participants draw from the stack and get inspired 
from the ideas already written on the paper. The participant adds more ideas and puts the paper back on 
the stack. Another variant is the 6-3-5 method: Six participants write down three ideas within five 
minutes. That means you need six papers with tables of six rows and three columns. Each participant 
adds ideas to the cells of the first row. Then, after five minutes, the papers are handed to the neighboring 
participant who reads the all the ideas on the sheet and adds three new ideas to the next row. Each sheet 
will have 6 x 3 = 18 cells for ideas. Since you use six sheets that rotate, you will have 6 x 18 = 108 ideas 
generated in a period of 30 minutes. You can alter the number of participants, the number of cells per 
row and the time each round takes. 

ABC Brainstorming. Another variant of the classic brainstorming is an ABC brainstorming. The first 
contributions have to start with the letter A, the next contributions have to start with a letter B, and so 
on. It might be counterintuitive that constraining the words stimulates more creativity. But it is actually 
easier to think of words that start with “A” than thinking about words that start with any letter. In our 
brain, words are associated with starting letters as well. Hence, a starting letter sometimes triggers more 
words than free choice of words (Birkenbihl, 2002). Exercise: Write down 26 things that you can bring 
to the next birthday party. It’s easier to find them if each starts with another letter of the alphabet. 

Set artificial constraints. You can add other constraints such as finding words with only 5 letters or 
words that rhyme. ABC works because it focusses on a smaller set of options (e.g. only words that start 
with A). Stronger constraints further reduce the options of traditional thoughts. It might be easy to come 
up with a theme for a dinner party (it’s likely you will remember some costume parties you attended 
yourself). But if you constraint the theme to words with 12 letters...Well, think about it! This technique 
is frequently applied by writers (RPG). You are forced to dig deeper and escape cliché and idioms. This 
also works when you are designing artefacts: if you have fewer materials available you may invent new 
ways of using the elements you have. 

Flashing Light Rounds. If you run a brainstorming in a group and people are too shy to contribute, you 
can start with a flashing light round. Instead of allowing people to shout out their ideas at any time, you 
ask participants one by one to express their idea(s). A downside of brainstorming sessions is that writing 
down the contributions takes time. In a vivid group there might be many more ideas that can be captured. 
If you use STICKY NOTES each participant can write down their own ideas and stick them to a wall or 
on the table. This parallelism of work leads to EXTREME COLLABORATION. It is important that other 
participants can see the contributions if you want to use the ideas as stimulation for further ideas. 
However, in some groups the ideas might be to homogenous and convergent when people orient their 
own ideas towards already given thoughts (Stephen, Zubcsek & Goldenberg, 2015). You could also ask 
people to write down 3-5 ideas and then stick them to a wall. Let people read all ideas on the wall and 
add further ideas inspired by the existing contributions. 

  

               

Gamestorming app ABC brainstorming app    ABC brainstorming template for SMART Boards 

The IdeasBlitz app sets 
an Idea Quota of nine 
ideas to be found within 
two minutes. 



Attribute Listings 

In order to DIVIDE AND CONQUER you want to identify key elements of a concept. Once you have 
identified the key elements you can discuss each element, rearrange and re-combine the elements, and 
evaluate each single element. 

There is a huge number of attributes that can be identified for each object or situation. 

It is easy to focus on smaller parts than all the details. You can improve parts nearly independently. 
You can create new wholes by re-combining smaller wholes. You can replace single parts. You can 
improve single parts or focus on specific aspects. You need a list of parts that are relevant. 

Therefore, take an existing object or situation and break it into parts by listing the core 
attributes about that object or situation. List only attributes that are important to that topic.  

1. Choose a topic and use it as a headline for the attribute list. The topic defines a specific 
category, a particular question, or a perspective. 

2. You can also define several categories at the same time. Create a table with several headlines 

(e.g. Pro | Contra, Suppliers | Customers |Internal Departments)  
3. All contributions must fit the given headline or topic. You are allowed to discuss whether 

something should be added to the list or not. This is different to BRAINSTORMING because 
contributions are evaluated right away. If you don’t want to lose interesting thoughts that do 
not fit given categories, you can have an additional list for parked items. 

4. Try to make each list as complete as possible. 
5. Use identified attributes for systematic ideations, including COMBINATION, MODIFICATION, 

RANDOM IMPULSE, change of PERSPECTIVES, PROVOCATIONS, or replacement of attributes. 

You can also use the identified attributes as headlines for new attribute lists. For example, you could 
first list all involved stakeholders. Then you use each stakeholder as the headline for a new attribute 
list in which you collect the interests and expectations of each stakeholder. 

Finding all attributes for a specific question is somewhat similar to a categorized BRAINSTORMING. 
However, unlike a brainstorming this approach does not allow a free storm of ideas. Rather you should 
focus on the given question and directly discuss which attributes are relevant, which partition is 
adequate etc. For example you could list all components of a car. You could also list all cost factors or 
all production steps. You could list all marketing options. You could list all sales area etc.  

Very often so-called brainstorming sessions are rather attempts to find attribute lists. There is a big 
difference: a BRAINSTORMING (by definition) allows all kind of thoughts, and encourages including 
strange or seemingly unrelated ideas. Judgement is suspended and quantity is king. For an ATTRIBUTE 

LISTING the opposite is true. Only attributes that fit the questions should be added. Quality is more 
important than quantity. The list should be complete but not include speculations. You can create 
several attribute lists at the same time. For example, if you collect all positive and negative aspects of 
a design decision, you are creating effectively two attribute lists. In this context it makes perfect sense 
to directly discuss in a group whether one aspect is considered to be positive or negative.  

Once an attribute list seems to have exhausted all attributes of a subject, one should further explore 
what these attributes mean. Thus, analyzing a whole and exploring its parts become intertwined. One 
can challenge each attribute (see CHALLENGE ASSUMPTIONS), change attributes (MODIFICATION of 
ideas), re-combine attributes (COMBINATION of ideas), and evaluate each attribute.  

Superficially the process or BRAINSTROMING and creating an ATTRIBUTE LIST are similar – you create 
a list of items. But the rules and mindset are quite different. Both approaches have their own context of 
use. BRAINSTORMINGS are explorative and divergent; the identified ideas are analyzed and categorized 
after the brainstorming. Attribute lists are analytical and focused; further meaning of the existing 



attributes are explored after setting up the list. In practice, an individual or a group can rapidly switch 
between both types of thinking.  

 

Examples 

1. List all parts of a product 
2. List all potential markets 
3. List all noted properties about suspects in a crime to find emerging patterns  
4. List all potentials and risks of a new product 
5. List all areas of application for a new strategy 

 

Digital tools 

 

Oda is a very powerful list app. It allows hierarchical and non-hierarchical organization, tagging, sorting, and categorization. 

 

 

The conceptmaker app integrates several lists into idea folders. 

 

 

 

   



Mind Mapping 

You are working on a complex challenge and you need to organize your thoughts and ideas in a 
structured way. 

It is hard to organize your thoughts if they are getting complex. It is even harder to communicate 
the thoughts to others. 

Visual representation helps to capture a large number of thoughts. Many ideas are related to others –
these relations are often hierarchical. There are associations between terms and ideas. These associations 
often exist in your brain but they are hard to state explicitly and to express them for yourself and to 
others. It is important that in a group of people all share the same picture. You want to reduce complex 
topics by naming the most important concepts and keywords. The relation between topics and concepts 
needs to be clear and should support the order, organization, and structure of complex areas. Visual 
representations can help to make relations easier to grasp. It enables us to mentally switch between 
overview and detail.  

Therefore, develop mind maps or concept maps that represent logical structures of a topic. Both 
maps express our internal thought structures visually. They organize our thinking and make it 
easy to share our thoughts with others. A mind map is a hierarchical structure that starts with a 
central tropic and adds branches to divide the concept into different parts, aspects or views. 
Concept maps are non-hierarchical networks. That means each topic can relate to several other 
topics without implying any hierarchy. 

1. Write the central topic in the middle of a paper or whiteboard. Draw a circle around the core 
topic. 

2. Add important associative aspects to the central topics as branches.  

3. You can annotate the branch directly or write a subtopic at the end of the branch. 

4. You can add more branches to each branch. Hence, each thought can be added in an ordered 
way.  

5. Use only keywords instead of elaborate statements. The map provides only an overview. 
Details can be captured in separate documents. 

 
In its original form a mind map is strictly hierarchical (Buzan, 1974). It is a tool to order and categorize 
your thoughts, starting with a central branch. Each branch is some sort of a headline and it triggers 
further thoughts (Buzan, 2006). For example, if the core concept is “car”, then new branches could be 
“advantages” and “disadvantages”. Each branch leads to several more sub branches that list all the 
advantages and disadvantages. But you could also have branches such as “components”, “models”, or 
“suppliers”.  

Concept maps extend the idea of mind maps by allowing non-hierarchical networks (Novak, 1998). 
There is no specific central point and each node can relate to several other nodes. 

The branches can express many different kinds of relationships: Whole-part relations (contains, has-a, 
is-part-of), explanations (that means, for example, see also), specializations (is-a, belongs to, special 
case of), analogies (is similar to, equals), causal relations (causes, leads to, influences, increases, 
decreases), time (first, high priority, next, pre-requisite for), activities (works for, researches), tasks 
(controls, monitors, delivers) or different views (strength-weaknesses, pro-cons). 

The spatial configuration of topics and branches has semantic implications – either intended or by 
accident. If you use a software to create mind or concept maps you should ensure that it is you, the user, 
who defines the spatial arrangement and not the software! Things that belong to each other should be 
placed close to each other. Direction of flow or priorities can be expressed in horizontal or vertical order. 
Important topics can be highlighted with thick lines. 

Mind maps are a great tool to organize your own thoughts. However, it is often difficult for others to 
understand and agree to the structure of a map since it is a very individual product. If you want to use 



mind maps in a team it is important to create them collaboratively. In this case the group can discuss the 
meaning or the hierarchical structure and harmonize their thoughts. 

 

Digital tools 

          
MindMeister      iMindMap HD 
allows collaborative editing of Mind Maps  has a very natural representation of Mind Maps 

 

 

 

Inspiration comes with many templates which can trigger new thoughts 

 

 
Mindly Plus has a unique kind of structuring thoughts around circles 

 

 



 

 

Reframing 

You are an expert in the field yet you see only the obvious. You want to get new answers based on the 
facts you have. 

Perception plays us a trick when it relies too much on past experiences. We see what we want to 
see or what we are used to see. But there is always more to a situation than the obvious facts. 

Perception is not a passive process (Michalko, 2011). We see only what we expect. Old habits and ways 
of thinking put us into a cave because we filter out all things that do not fit to our expectation. 
Assimilation is the process of ignoring all sensual data that does not fit to our established thought 
patterns. We make the sensed data fit to our expectations rather than seeing things for what they are.  

Meaning emerges from context. Once we change the context or the way we look at things we will 
actually change the meaning. In many cases discovery means to see relations that have been there all 
along but have not been recognized before. If you ask different questions you will get different answers. 

We see patterns everywhere but very often we construct false or inadequate patterns. We may direct our 
attention to wrong details. If we start to explore the problem at the wrong end, our view will be obscured 
because we focus on the wrong features (DeBono, 1970). The first impressions that we get of a situation 
influences our thought processes and biases our approach (Michalko, 2011). Prejudice makes our 
everyday life more convenient but closes the doors to new discoveries. We should always expect the 
unexpected. Because attention is a passive process we will not re-focus our attention automatically. 

Therefore, reframe your perception of a given situation by asking different questions, pay 
attention to other details, and look at it from different perspectives. Change the context in order 
to create new meaning. Restructure your perception to create new solution patterns. 

1. Identify the most dominant feature of your current situation or solution. Ignore that feature 
completely! 

2. Turn all positive aspects into negative ones and vice versa. 

3. Shift your area of attention again and again. Zoom in and out. Focus on different parts of data. 
Choose different entry points. 

4. Jump into different roles and look at the problem from different PERSPECTIVES. 

5. Look at the same phenomenon but find different interpretations. 

You need to actively shift your attention to discover new structures. (De Bono, 1970). Discovery means 
that you see something that was obscured before. By looking at things differently you will get new 
insights (von Oech, 2008). The choice of attention will have a big impact on how a situation is 
interpreted (DeBono, 1970). Defamiliarization breaks apart old associations (Gabriel, 2012). You should 
look for experimental configurations and explore new possibilities in your mind.  

      

SMART Board templates to trigger new views. 

  

Looking at problems with the ideas from different personas. The “Show Swapper” gamer game from the  “Business 
Playground” Creativity App for iOS. 



Parallel contribution (aka No one left out) 

You are working in group and need to generate a lot of ideas rapidly. Each participant should have the 
same chance and responsibility to contribute.  

Collecting contributions sequentially takes a lot of time and important contributions are not 
captured because participants get frustrated or forget ideas while others talk. 

Working sequentially is less productive than working in parallel. If contributions are given in a sequence 
it is very likely that it takes too much time. Participants might get bored, forget their own ideas, or do 
not come up with new ideas unless they have voiced their current idea. If contributions are captured one 
by one, then some participants might be more dominant by uttering idea after idea. But people who are 
less extroverted have equally good ideas that are unheard if not stated. On the other hand if there are 
enough participants who say something, other participants might get lazy and let others do the work by 
sneaking under the radar of the moderator. Sometimes it is frustrating if two or more people have the 
same original idea but only the first person who names it gets the credit. Another source of frustration 
arises if some ideas are simply not captured because there is not enough time to write them down. More 
time is spent to collect the ideas rather than discussing and organizing them. 

Therefore, foster extreme collaboration by enabling parallel contribution of ideas. Each 
participant has the same rights as others to contribute ideas at the same time. Participants write 
or visualize their thoughts individually in their private workspace (a sticky-note or their personal 
device) and share them on a public workspace (a magnet wall, whiteboard, or a large interactive 
screen). 

1. State the topic for expected contributions. Optionally you can set a minimum and/or maximum 
of contributions for each participant. 

2. Each participant draws or writes their ideas on cards or sticky notes. Participants work in 
parallel. 

3. Contributions are continuously added to a large shared work space. Similar ideas can be 
contributed several times if two or more participants have written down the same ideas. 

4. The large work space enables others to see which contributions have already been made (and 
use them as inspirations). Optionally, a facilitator can monitor the number of contributions and 
check that all participants have added some ideas.  

5. If all participants have added their contributions, you can start to discuss and organize the ideas.  

 

Instead of using cards or STICKY NOTES you can use personal devices (e.g., smartphones) to create the 
contributions and send them to a large screen. There are several software packages that offer this feature. 
Make sure that participants can easily join without registration. Participants should have their personal 
workspace to create and edit new contributions without being observed by others. Once a contribution 
is sent it should be visible to others. 

 

   



Digital Tools 

  

Collaborative use of sticky notes with LinoIt. 

 

 

 

Collaborative sticky notes and whiteboard drawing with Mural.ly 

 

 

 

SMART Shout Out It Out allows students to send ideas and images to an interactive whitboard from their mobile phones. 

 

 
Padlet.com allows users to instantly collaborate on an idea wall without registration.   
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