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Objective: Continue idea generation and action planning around work issues.

Tool: Flip chart paper and the issues identified in the event. You can also use participant workbook page 11.


	TIME:
	DESCRIPTION:

	2 min

	Setup:
Ask the facilitator for the issues that were generated during the training event. If you do not have them, follow instructions below.

Opening:
Tell participants they will be coming up with ideas around issues that need some juice or innovation so that your work can be more fun and engaging. Tell them that you will be following the same format as they did in the training event—Playstorming.
Reiterate ground rules:
· Crazy ideas.
· And lots of them!

	2 min






5 min





4 min






5 min









10 min







20-25 min
	Playstorm:
1. Describe Playstorm:
· Like a brainstorm on steroids! 
· Only two rules: Crazy ideas and lots of them! 
· It can be helpful to give an example. Review the video example. Play: Playstorm 

2. Ask a volunteer to select an issue out of the fishbowl.  
· Have a flip chart page drawn for each 
table like the example to the right, and 
tell groups to write the issue in the 
inner circle.

3. Challenge groups to come up with potential solutions to the issue that was selected. Ask them to Playstorm ideas for four minutes and write them on the outer ring of the circle. 
· Encourage ridiculous ideas—the wilder and more imaginative, the better. Tell them to feel free to write down “Three day work week for everyone” or “Have a TV soap opera hour.”

4. After the Playstorm, ask each table to share their favorite “crazy” ideas with the larger group. (Participants can jot notes and ideas on workbook page 11.)
· When you hear ideas that provoke a strong or enthusiastic reaction, ask, “What feeling does that crazy idea generate?” Maybe the idea would make their job easier or more enjoyable, or allow them to do things they never had permission to try before. Maybe the idea just sounds like fun.


5. Using that crazy idea as a launching pad, ask: “What realistic idea could you try that would give you the same feeling as the crazy idea?”(Focusing on that feeling is key. The main difference between what we consider Play and work is the feeling we bring to the activity.) Have the group write its “realistic” ideas on the inner circle of the flip chart. Ask the group to implement at least one of its ideas.


6. Depending on the amount of time, Playstorm around the other issues in the fishbowl.


	2 min


	Wrap Up:
Thank team for their ideas and enthusiasm and set a follow-up date for actions and ideas that will be implemented.



		©MMVIII ChartHouse Learning. All Rights Reserved.
image1.jpeg




