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1. Introduction

Youth work should be boring! On trainings and youth exchanges we should make
sure that we always do the same energizers, activities, role-playing games and
evaluation exercises. Habits are important and also, it is less tiring then doing
something new. After all, we are young and we like it if nothing changes!
Agreeing with the above?
WE DIDN´T! And since you are holding this publication we are convinced you
don´t either! We believe that youth work should be exciting, inspiring, changing,
innovative and cool. We believe that it is important to keep things interesting and
that surprising youth is a good tool to do it. This guide to innovation is especially
directed at youth work. Not only will the individual young people with whom you
work change dramatically throughout their teens, but each generation will bring
their own needs, desires and challenges. This leads to us to the conclusion that
change should be an inherent part of the work we do. It is up to us to create an
approach that appeals to each young person and each generation. It is our task
to provide Non-Formal Education that motivates more young people to take part
and become the leaders of the future!
This publication is the result of the training Innovate (YE)U which took place in
Belgium in November 2014. Its main aim was to equip our member organisations
with all the necessary competences (attitudes, skills and knowledge) in order to
bring innovation to the work we do with young people. However, we don´t want
to stop at the borders of YEU and so this manual, in turn, wants to encourage you
to take a deeper look at your practice and see where you can make the innovation
in your work!

Sven Retoré
Coordinator of the Pool of trainers and organizers of YEU

2. What is innovation

a. Definitions
Innovation and creativity are concepts that can seem a bit abstract and there
isn´t always a consensus on their meaning. Below we have compiled some
definitions that outline some possible understanding of these terms.
Creativity:
•

“Creativity is defined as the tendency to generate or recognize ideas,
alternatives, or possibilities that may be useful in solving problems,
communicating with others, and entertaining ourselves and others.”1

•

Creativity is nothing more than seeing and acting on new relationships,
thereby bringing them to life.”2

•

“Creativity is the ability to generate innovative ideas and manifest them
from thought into reality. The process involves original thinking and then
producing.”3

•

“Creativity is seeing what everyone else has seen, and thinking what no one
else has thought.”4

Innovation:
•

Is the introduction of something new or a new idea, method, or device5

•

“Technically, “innovation” is defined merely as “introducing something new;”
there are no qualifiers of how ground-breaking or world-shattering that
something needs to be—only that it needs to be better than what was there
before. And that’s where the trouble starts when an organization requests
“innovation services” from a consulting firm. Exactly what are they really
requesting? The fact is, innovation means different things to different people.”6

•

Innovation is defined as “change that creates a new dimension of

1

2
3
4
5
6

Robert E. Franken, Human Motivation
Joseph V. Anderson, Weirder than fiction: the reality and myths of creativity
http://en.wikipedia.org/wiki/Creativity
Einstein, quoted in Creativity, Design and Business Performance
http://www.merriam-webster.com/dictionary/innovation
Business Week

performance“7
•

“Innovation: a creation (a new device or process) resulting from study and
experimentation; the creation of something in the mind; the act of starting
something for the first time; introducing something new“8

•

“Innovation is a process, involving multiple activities, performed by multiple
actors from one or several organizations, during which new combinations of
means and/or ends, which are new for a creating and/or adopting unit, are
developed and/or produced and/or implemented and/or transferred to old
and/or new9

•

“Any creative idea, getting implemented or realized successfully, is
Innovation.”10

b. Difference between creativity, innovation and invention
Often there is confusion about the difference between creativity, innovation and
invention. Let us start with some definitions:

7
8
9
10
11

•

Creativity is the capability or act of conceiving something original or
unusual.

•

Innovation is the implementation of something new.

•

Invention is the creation of something that has never been made before
and is recognized as the product of some unique insight.11

Peter Drucker at http://en.wikipedia.org/wiki/Innovation
Wordnet
Joerg Gemuenden at Innovation.cc
Hewaware blog
https://egyptianinnovation.wordpress.com/tag/invention/

c. OBSTACLES FOR INNOVATION12

•

Shyness, lack of self-confidence

•

Resistance towards change

•

Lack of imagination, believing you are not creative

•

Judgements

•

Risk phobia, fear of failure, focus on previous failures

•

Set in our ways

•

Short term thinking

•

Lack of ownership

•

No rewards

•

Hierarchy

•

Lack of facilitation, innovation not stimulated

•

Lack of support and structure

•

Lack of tools for innovation

•

Lack of time

•

…...

d. CONDITIONS FOR INNOVATION13
•

Be prepared to be wrong (stupid is good)

•

Create a non-judgemental environment

•

Experiment!

12
This list of obstacles was created by the participants of the training course Innovative (YE)U wich took
place in Belgium in November 2014.
13
This list of conditions was created by the participants of the training course Innovative (YE)U wich
took place in Belgium in November 2014.

•

Exchange ideas with others

•

Believe that you can innovate

•

Be open to question what exists

•

Create a culture of innovation

e. BENEFITS OF INNOVATING14

f.

•

You will not get bored so fast

•

You can involve more people

•

Your work will be new and attractive

•

You will be more efficient

•

You can create a domino effect (innovation fosters more
innovation)

•

You can adapt to changing needs

•

You have personal development possibilities

•

You will feel more exited about what you do

•

You will be different from the rest

RISKS OF NOT INNOVATING IN YOUTH WORK15
•

Your work will be boring

•

Your membership will decrease

•

There will be no improvement

•

You will have uninterested members

•

You might experience lack of inclusion

14
This list of benefits s was created by the participants of the training course Innovative (YE)U wich took
place in Belgium in November 2014.
15
This list of risks of not innovating was created by the participants of the training course Innovative
(YE)U wich took place in Belgium in November 2014.

•

Your work will be not adapted to current needs

•

Other organisations will be better than you

•

You will always do the same

3. Our brain and creativity
For a long time it was thought that being creative is something you are or
something you are not. However, if we look at creativity as something you can
learn, our brain plays a crucial role in it. In order to understand the impact of our
brain on being more creative, we should have a basic understanding of how it
works.
Our brain is a combination of many different storages and antennas that deal
with the information that we receive through our 5 senses. The „hub“ of all this
information are the neurons. There are over 100 billion neurons in our brain that
are already there when we are born. During our lifespan we can add a few new
neurons to our brain.
Apart from neurons there are axons that function more as strings that deliver
signals to our limbs. There is no much use in them for creativity thinking. Luckily,
there are dendrites, which we can see as the antennas of our brain. They transfer
signals between neurons and „communicate“ with each other. They create a
network of pathways where the information is traveling from one hub to another.
They play a crucial role in being creative. The good thing is that we are able to
create new connections by building/growing new dendrites. Every time we learn
something new and practice it a lot, a strong pathway will be build making it
easier to do this task the next time (think about how difficult it was to tie your
shoe laces the first time and how easy it goes now). The bigger network we have,
the more options and combinations we can create.
As you can understand, we benefit from a strong and stable pattern of habits
and thus it is not easy to break these pathways and replace them with new ones.
In other words, creative thinking isn´t treated in a preferential way by nature.16
In addition, our school system focuses mainly on creating stable pathways and
doesn´t really teach us how to break them. Reproducing something that already
exists is seen as a priority over creating something new.
However, our brain can do much more that just focus on the existing pathways.
Here is what Lev Vygotsky, a famous Russian psychologist had to say about that:
16

Byttebier, I & Vullings M., Creativity Today, p. 21

„The brain is not only the organ that stores and retrieves our previous experience,
it is also the organ that combines and creatively reworks elements of this past
experience and uses them to generate new propositions and new behavior”
French psychologist Théodule-Armand Ribot also says that:
“Every invention, whether large or small, before being implemented, embodied in
reality, was held together by the imagination alone. It was a structure erected in
the mind through the agency of new combinations and relationships.”
In their perspective, all of us are capable to create new products, content,
ideas. There is one important condition: we can use only the information that
has been planted in our brain, meaning that we can not create things that we
have never seen before or do not understand. All our imaginations are based
on our previous experience and nothing alien and unknown can be part of our
imagination. Creativity then doesn´t come like a big Eureka-moment. Often it is
a combination of smaller ideas and information that have been appearing over
time from yourself or what you have heard from others. Steven Johnson has also
put this idea forward in his famous TED-talk: Where good ideas come from.
Think about your dreams. Have you ever seen in your dream an object or a
creature that you could not identify? For sure it was something you were able
to comprehend and explain. It’s because it was a product of your brain, though
uncontrollable, using the information that had been stored there earlier. The same
happens when we intentionally try to come up with something innovative – we
only have access to the pieces of information that exists in our brain and these
are the resources we can rely on. The great advantage is that we all have seen,
read, heard and experienced a lot of things so all of us have a huge database to
use in our creativity process. The challenge is to reorganize those things so they
can form something new, creative or innovative.
Take a look at those things that were created for the first time. Their creation is
indeed based on many other small or big inventions that were made before. It
was not possible to invent a pen in prehistoric times because there was no ink
or plastic, paper you can write with a pen on or even alphabet for that matter.
Basically, there was no sufficient information for the pen to appear. As you take a
look at the pen’s history you will see a long bumpy journey before we got to it as
we know ittoday.
„Creativity is present, in actuality, not only when great historical works are born
but also whenever a person imagines, combines, alters, and creates something
new, no matter how small a drop in the bucket this new thing appears compared

to the works of geniuses. When we consider the phenomenon of collective
creativity, which combines all these drops of individual creativity that frequently
are insignificant in themselves, we readily understand what an enormous
percentage of what has been created by humanity is a product of the anonymous
collective creative work of unknown inventors.” L.Vygotsky.
Considering what has been said we may say that it´s important to build new
connections in your brain ´cause this is how you can boost the creativity capacity.
How you can do this? Well, there is a variety of possibilities that you can exercise
in your daily life, from discovering new routes in your city and meeting new people
to learning and doing new things. You will build new connections by having new
experiences in your brain and eventually at one of these „crossroads“ you may
come up with a genius idea.
So go out there, leave the paths you have walked every day, get out of your
comfort zone, do something new every day and you will see, being creative and
innovative is within everybody’s reach!
4. How the creative process works
a. Difference traditional and creative approach

Traditional approach			Creative approach
Traditional approach

Creative approach

Selective		
moves only when there is a direction
analytical
sequential
needs to be correct every step
excludes irrelevant
category thinking
follows most likely path
finite process		

Generative
move creates a direction
provocative
makes jumps
can make “mistakes” on the way
includes everything
free associations
follows most unlikely path
probabilistic

Different stages of the creative process
A creative process can run in 4 different stages. Each stage is crucial for the
success of the overall process so take your time and enjoy the flow!

1.

Starting point: It is important to define a clear starting point for your creative
process. This starting point can be a problem you are dealing with, but it
can also be an opportunity. When setting your starting point make sure you
phrase it in an easy (1 sentence) and attractive way. Also, identify who this
solution should impact and how.

2.

Diverge: A very important step in the creative process is “diverging”. The
goal of divergent thinking is to generate many different ideas about a topic
in a short period of time. It involves breaking a topic down into its various
component parts in order to gain insight into the various aspects of the topic.
Divergent thinking can occur in a spontaneous, free-flowing manner, such
that the ideas are generated in a random, unorganized fashion. You can also
stimulate divergent thinking using different brainstorming methods.

3.

Enjoy the block: During a creative process, it happens quite often that you
get stuck and the creative ideas are not really flowing. This feeling of being
“blocked” can sometimes be overcome by having an incubation period.
Incubation is a temporary break from creative problem solving that can result
in insight.17 Use it do some sport, do an energizer, go for a walk or a drink or
just take a good rest.

4.

Converge: Once you have collected a lot of ideas through the diverging phase
it is important to limit. As always, choosing is losing, so it might be difficult
to say goodbye to some of your ideas. However, in order to be effective it is
crucial that you choose to continue with only a few of the ideas that came
out of the brainstorm. It is with the choosing of these ideas that there is the
tendency to go back to the uncreative, standards solutions. However, in order
to make the creative process a success it is key to look for ideas that are
innovative and implementable.

ENJOY YOUR PROCESS!!!!!

17
Smith, S. M. (2011). “Incubation”. In M. A. Runco & S. R. Pritzker. Encyclopedia of Creativity Volume I (2nd ed.). Academic Press. pp. 653–657.

5. Tools
Below you can find a number of tools that might be useful in your quest for
innovation in your organisation, trainings, youth exchanges or other youth events
you might be organizing. The table below shows if they are suitable for diverging
or converging (see above).

Tool

Why use it?
To diverge
To converge

a. Scamper

x

b. Appreciative Inquiry
c. Six Thinking Hats

x

d. Trend vision

X

e. Tool Dice

X

f. Wise Crowds

X

g. Direct Analogy

X

Page

x
x

h. COCD-box

x

a. SCAMPER18
It can often be difficult to come up with new ideas when you’re trying to develop
or improve a product or service.
This is where creative brainstorming techniques like SCAMPER can help. This
tool helps you generate ideas for new products and services by encouraging you
to think about how you could improve existing ones.
About the Tool
SCAMPER is a mnemonic that stands for:
• Substitute.
• Combine.
18

Explenation taken from www.mindtools.com

• Adapt.
• Modify.
• Put to another use.
• Eliminate.
• Reverse.
You use the tool by asking questions about existing products, using each of the
seven prompts above. These questions help you to come up with creative ideas
for developing new products, and for improving current ones.
Alex Osborn, credited by many as the originator of brainstorming, originally came
up with many of the questions used in the technique. However, it was Bob Eberle,
an education administrator and author, who organized these questions into the
SCAMPER mnemonic.

Note:
Remember that the word “products” doesn’t only refer to physical goods. Products
can also include processes, services, and even people. You can therefore adapt
this technique to a wide range of situations.
How to Use the Tool
SCAMPER is really easy to use.
First, take an existing product or service. This could be one that you want to
improve, one that you’re currently having problems with, or one that you think
could be a good starting point for future development.
Then, ask questions about the product you identified, using the mnemonic to
guide you. Brainstorm as many questions and answers as you can. (We’ve
included some example questions, below.)
Finally, look at the answers that you came up with. Do any stand out as viable
solutions? Could you use any of them to create a new product, or develop an
existing one? If any of your ideas seem viable, then you can explore them further.
Example Questions
Let’s look at some of the questions you could ask for each letter of the mnemonic:
Substitute

• What materials or resources can you substitute or swap to improve the
product?
• What other product or process could you use?
• What rules could you substitute?
• Can you use this product somewhere else, or as a substitute for something
else?
• What will happen if you change your feelings or attitude toward this product?

Combine
• What would happen if you combine this product with another, to create
something new?
• What if you combine purposes or objectives?
• What could you combine to maximize the uses of this product?
• How could you combine talent and resources to create a new approach to this
product?

Adapt
• How could you adapt or readjust this product to serve another purpose or use?
• What else is the product like?
• Who or what could you emulate to adapt this product?
• What else is like your product?
• What other context could you put your product into?
• What other products or ideas could you use for inspiration?

Modify
• How could you change the shape, look, or feel of your product?

• What could you add to modify this product?
• What could you emphasize or highlight to create more value?
• What element of this product could you strengthen to create something new?

Put to Another Use
• Can you use this product somewhere else, perhaps in another industry?
• Who else could use this product?
• How would this product behave differently in another setting?
• Could you recycle the waste from this product to make something new?

Eliminate
• How could you streamline or simplify this product?
• What features, parts, or rules could you eliminate?
• What could you understate or tone down?
• How could you make it smaller, faster, lighter, or more fun?
• What would happen if you took away part of this product? What would you
have in its place?
Reverse
• What would happen if you reversed this process or sequenced things
differently?
• What if you try to do the exact opposite of what you’re trying to do now?
• What components could you substitute to change the order of this product?
• What roles could you reverse or swap?
• How could you reorganize this product?

Tip 1:
Some ideas that you generate using the tool may be impractical or may not suit
your circumstances. Don’t worry about this – the aim is to generate as many
ideas as you can.

Tip 2:
To get the greatest benefit, use SCAMPER alongside other creative brainstorming
and lateral thinking techniques such as Random Input, Provocation, Reversal,
and Metaphorical Thinking.
Key Points
SCAMPER helps you develop new products and services. Many of the questions
it uses were created by Alec Osborn, but Bob Eberle developed the mnemonic.
SCAMPER stands for:
• Substitute.
• Combine.
• Adapt.
• Modify.
• Put to another use.
• Eliminate.
• Reverse.
To use SCAMPER, you simply go down the list and ask questions regarding each
element. Remember, not every idea you generate will be viable; however, you can
take good ideas and explore them further.

b. APPRECIATIVE INQUIRY19
Solving Problems by Looking at What’s Going Right
19

Explenation taken from www.mindtools.com

Imagine that your organization’s order book is full, and you’re desperate to expand
your business – but you just can’t find the staff you need. What’s worse, cash is
tight, your recruitment budget is stretched to breaking point, and you strongly
suspect that some of the approaches you’re using just aren’t working.
One approach here is to focus on the things that aren’t working, and think about
how you can fix them. This is the conventional approach to problem-solving. In
many cases it’s the right one to use. However in others, all it does is bring you up
to the same bland level as everyone else.
Another approach is to shift to a positive perspective, look at the things that
are working, and build on them. In some situations this can be very powerful
because, by focusing on positives, you can build the unique strengths which
bring real success.
This is the premise behind “Appreciative Inquiry”, a method of problem solving
that was pioneered by David Cooperrider of Case Western Reserve University in
the mid 1980s.
To understand the basis of Appreciative Inquiry it is useful to look at the meaning
of the two words in context.
•

Appreciation means to recognize and value the contributions or attributes
of things and people around us.

•

Inquiry means to explore and discover, in the spirit of seeking to better
understand, and being open to new possibilities.

When combined, this means that by appreciating what is good and valuable in
the present situation, we can discover and learn about ways to effect positive
change for the future.

Using Appreciative Inquiry: The 5D Approach
To apply Appreciative Inquiry to a problem solving situation, it’s important to
focus on positives. A positive energy approach helps you build on your strengths,
just as conventional problem-solving can help you manage or eliminate your
weaknesses.
The first step of the process is to identify and describe the problem you’re trying
to solve. From there you go on to look at the issue in four phases: Discovery,
Dream, Design and Deliver. This approach is described in the 5 steps below.

Tip 1:
Appreciative Inquiry is often explained using four Ds: “Discovery”, “Dream”,
“Design” and “Deliver”/”Destiny”. We like to put a fifth D (“Define”) in as the
first step.

Step 1. “Define” the Problem
Before you can analyze a situation, you need to define what it is you are looking
at.
And, just as your decision to look at the positives will move you in a positive
direction, defining your topic positively will help you look at its positive aspects.
So, rather than seeking “Ways to Fix Recruitment Problems”, for example, you’ll
choose “Ways to Accelerate Recruitment.” This subtle change in wording can
have huge implications for what you focus on.
Also, make sure that your topic does not unduly constrain you: You want to
explore many possibilities and avenues for change so keep your topic broad.

Step 2. “Discovery” Phase
Here you need to look for the best of what has happened in the past, and what is
currently working well. Involve as many people as sensibly possible, and design
your questions to get people talking and telling stories about what they find is
most valuable (or appreciated), and what works particularly well.
Using the example from the first stage, a good way to do this would be to get new
recruits to interview one another, focusing on getting to the core of what they liked
about the job before they joined, and what they’ve enjoyed about the organization
since joining. In this situation, the following might be good discovery questions:
•

When you think back to when you decided to join the company, what was
the thing that most attracted you?

•

Tell me a story about a time when you were very enthusiastic about your
work.

•

What do you think is most important for success at the company?

•

Tell me about the time you felt proudest about the company.

Another approach to solving this problem could be to look at the different
approaches you use to recruit people, and identify the ones that bring the greatest
volume of good recruits.
When you’ve gathered enough raw information, you need to analyze the data
and identify the factors that most contributed to the team or organization’s past
successes. What is most valued? What did people find most motivating or fun?
What instills the greatest pride? And so on.
Step 3. “Dream” Phase
In this phase, you and your team dream of “what might be”. Think about how you
can take the positives you identified in the Discovery phase, and reinforce them
to build real strengths.
The way forward may be obvious from the results of the Discovery Phase. If it’s
not, a useful approach is to bring a diverse group of stakeholders together and
brainstorm creative and innovative ideas of what the organization and team
could accomplish.
In our example, you might choose to enhance and build the good points that
everyone likes about the organization, and use this as a strong message to
attract potential candidates during the recruitment process. You may also stop
doing the things that aren’t working, and use the money saved to reinforce the
things that are.
Once you have agreed upon your dream or vision, you can take it to the Design
phase.

Step 4. “Design” Phase
Building on the Dream, this phase looks at the practicalities needed to support
the vision. Here you start to drill down the types of systems, processes, and
strategies that will enable the dream to be realized.

Step 5. “Deliver” Phase
Sometimes called the Destiny phase, the last of the Ds is the implementation
phase and it requires a great deal of planning and preparation. The key to
successful delivery is ensuring that the Dream (vision) is the focal point. While
the various parts of the team will typically have their own processes to complete,

the overall result is a raft of changes that occur simultaneously throughout the
organization, that all serve to support and sustain the dream.
Tip 2:
The real strength of this technique comes from steps 1 and 2. Steps 3 to 5 are
just standard implementation steps. If you have your own preferred approach
for implementation, use this.

Tip 3:
In this article, we’re looking at Appreciative Inquiry as a problem-solving
technique. You can also use it powerfully either as an organizational strategy
tool or for personal development. In these contexts, you can simply focus on
what you do well, and divert your efforts towards this, and away from the things
you’re not good at.
Key Points
When faced with your next challenge or problem, take a step back and look at if
from the standpoint of what is good and is currently working well. This positive
perspective brings about a whole new set of positive solutions you and your team
may not have previously discovered. Use this process to get your organization
looking at itself in unique and positive ways.
The Deliver phase of the cycle is not so much an end but a place to start to
re-evaluate and continue the process of Appreciative Inquiry to continuously
improve. Once you embrace the idea of positive change you can apply the cycle
over and over again to various aspects of your team or organization, and enjoy
the positive outcomes that positive thinking brings.

c. 6 Thinking Hats20
Looking at a Decision From All Points of View
‘Six Thinking Hats’ is an important and powerful technique. It is used to look at
decisions from a number of important perspectives. This forces you to move
outside your habitual thinking style, and helps you to get a more rounded view of
a situation.
20

Explenation taken from www.mindtools.com

This tool was created by Edward de Bono in his book ‘6 Thinking Hats’.
Many successful people think from a very rational, positive viewpoint. This is
part of the reason that they are successful. Often, though, they may fail to look at
a problem from an emotional, intuitive, creative or negative viewpoint. This can
mean that they underestimate resistance to plans, fail to make creative leaps and
do not make essential contingency plans.
Similarly, pessimists may be excessively defensive, and more emotional people
may fail to look at decisions calmly and rationally.
If you look at a problem with the ‘Six Thinking Hats’ technique, then you will
solve it using all approaches. Your decisions and plans will mix ambition, skill in
execution, public sensitivity, creativity and good contingency planning.
How to Use the Tool
You can use Six Thinking Hats in meetings or on your own. In meetings it has the
benefit of blocking the confrontations that happen when people with different
thinking styles discuss the same problem.
Each ‘Thinking Hat’ is a different style of thinking. These are explained below:

• White Hat: With this thinking hat you focus on the data available. Look at
the information you have, and see what you can learn from it. Look for
gaps in your knowledge, and either try to fill them or take account of
them. This is where you analyze past trends, and try to extrapolate from
historical data.
• Red Hat: ‘Wearing’ the red hat, you look at problems using intuition, gut reaction,
and emotion. Also try to think how other people will react emotionally.
Try to understand the responses of people who do not fully know your
reasoning.
• Black Hat: Using black hat thinking, look at all the bad points of the decision.
Look at it cautiously and defensively. Try to see why it might not work.
This is important because it highlights the weak points in a plan. It
allows you to eliminate them, alter them, or prepare contingency plans to
counter them. Black Hat thinking helps to make your plans ‘tougher’ and
more resilient. It can also help you to spot fatal flaws and risks before
you embark on a course of action. Black Hat thinking is one of the real
benefits of this technique, as many successful people get so used to
thinking positively that often they cannot see problems in advance. This

leaves them under-prepared for difficulties.
• Yellow Hat: The yellow hat helps you to think positively. It is the optimistic
viewpoint that helps you to see all the benefits of the decision and the
value in it. Yellow Hat thinking helps you to keep going when everything
looks gloomy and difficult.
• Green Hat: The Green Hat stands for creativity. This is where you can develop
creative solutions to a problem. It is a freewheeling way of thinking, in
which there is little criticism of ideas. A whole range of creativity tools
can help you here.
• Blue Hat: The Blue Hat stands for process control. This is the hat worn by
people chairing meetings. When running into difficulties because ideas
are running dry, they may direct activity into Green Hat thinking. When
contingency plans are needed, they will ask for Black Hat thinking, etc.
A variant of this technique is to look at problems from the point of view of
different professionals (e.g. doctors, architects, sales directors, etc.) or different
customers.

Example
The directors of a property company are looking at whether they should construct
a new office building. The economy is doing well, and the amount of vacant
office space is reducing sharply. As part of their decision they decide to use the 6
Thinking Hats technique during a planning meeting.
Looking at the problem with the White Hat, they analyze the data they have. They
examine the trend in vacant office space, which shows a sharp reduction. They
anticipate that by the time the office block would be completed, that there will be
a severe shortage of office space. Current government projections show steady
economic growth for at least the construction period.
With Red Hat thinking, some of the directors think the proposed building looks
quite ugly. While it would be highly cost-effective, they worry that people would
not like to work in it.
When they think with the Black Hat, they worry that government projections may
be wrong. The economy may be about to enter a ‘cyclical downturn’, in which
case the office building may be empty for a long time. If the building is not
attractive, then companies will choose to work in another better-looking building
at the same rent.

With the Yellow Hat, however, if the economy holds up and their projections are
correct, the company stands to make a great deal of money. If they are lucky,
maybe they could sell the building before the next downturn, or rent to tenants on
long-term leases that will last through any recession.
With Green Hat thinking they consider whether they should change the design to
make the building more pleasant. Perhaps they could build prestige offices that
people would want to rent in any economic climate. Alternatively, maybe they
should invest the money in the short term to buy up property at a low cost when
a recession comes.
The Blue Hat has been used by the meeting’s Chair to move among the different
thinking styles. He or she may have needed to keep other members of the team
from switching styles, or from criticizing other peoples’ points.
It is well worth reading Edward de Bono’s book 6 Thinking Hats for more
information on this technique.

Key Points
Six Thinking Hats is a good technique for looking at the effects of a decision from
a number of different points of view.
It allows necessary emotion and skepticism to be brought into what would
otherwise be purely rational decisions. It opens up the opportunity for creativity
within Decision Making. The technique also helps, for example, persistently
pessimistic people to be positive and creative.
Plans developed using the ‘6 Thinking Hats’ technique will be sounder and more
resilient than would otherwise be the case. It may also help you to avoid public
relations mistakes, and spot good reasons not to follow a course of action before
you have committed to it.

d. Trend Vision
In 75 minutes participates apprehend the idea of trends and its duality (positive
and negative). Through definition of the trends they find in their life they will be
able to combine some of them and create new products, generate new ideas or
come up with new solutions.

1st part: What is the trend?
- Definition of trends in the group
(discussion in a group with a purpose to define: what is a trend? What are its
features?)
- Looking for trends in old paintings
(an exercise to practice the „trend hunt“. Participants are looking for any ideas in
art paintings that they might relate to nowadays and that can be perceived as a
trend)
- Looking at a combination of two trends and the products that could be created
based on those trends (stickers, social web-pages)
Note: there is no specific definition for positive and negative trends, it´s more
about how people see them.

2nd part: Meditation
In a dark room with slow music, the narrator tells a story about how participants
will come home and will see... (narrator can decide what it could be; better to
relate to the topic´s training) 10-15 minutes
- The participants draw the things they see with closed eyes
(The quality of the pictures is not important. So ask them to concentrate on
their vision rather then on how they draw it.)
- After the meditation, the participants try to define trends that they could see in
their story and drawings
(The point of the exercise is to define the trends in your life and certain
situations they have seen in their meditation session)
- Now having a list of personal trends from their life, participants are prepared to
combine them and come up with new products/solutions
(This task is based on the exercise that was done in the part 1 when
participants could relate existing products with the trends)’

Materials:
-

beemer for presentation of old paintings (or print them out before;
better in color)

-

loudspeakers and computer (for the meditation part)

-

stickers, flipchart, markers/pens

-

the meditation part is better to conduct in a dark room.

e. Tool Dice
A tool for trainers that stimulates creativity and invention in tool development.
In 75 minutes the participants have to come up with a tool, apply the tool and
adapt the tool to new circumstances.
Part 1: Create a tool. The participants work in pairs (or alone, depending on the
amount and kind of participants). Each pair rolls the dice for the theme of the
tool, and grabbles an object that is the material they have to use for the tool.
They have 10 min to come up with a tool that is applicable here.
After 10 min the group comes together and each pair shares its tool in 1
minute. The trainer counts from 3 to 1 and at ‘go’ the participants point towards
the pair who presented the tool they would like to start with. This tool is the
basis for the rest of the game.
Part 2: Implementation and improvisation
The first pair has 5 minutes to prepare the tool, explain it to the others and to
make sure they are able to implement the tool.
Round 1: Pair 1 applies the tool, the others are participants
After 3-5 minutes: roll the dice! (circumstances)
Let the trainers deal with the new circumstances, then change trainers.
Round 2: pair 2 takes over, continues the process where pair 1 stopped (so still
using the same tool)
Roll the dice! (challenge circumstances / participants)
Round 3: pair 3 takes over, continues
Roll the dice! (circumstances / participants)
Depending on the flow of the process, another pair takes over or pair 3 brings

the exercise to an end. We can then start with a new pair and a new tool, and
repeat the process with new pairs of trainers.
Wrap-up:
How was it for you to do this? Take a moment for yourself and think about what
you did well, with what you felt comfortable and what you are insecure of. What
specific skills were asked from you in this game? You do not have to share this,
this is for your personal development as a trainer.
Based on this experience and your self-reflection, what skills are asked from a
trainer?
How could you develop these skills?
In what way could this tool help you in your work as a trainer?
Preparations:
Prepare sheets with numbers (1-6). On the backside add:
1) Themes (e.g. environment, political participation, sexual harassment, how to
fail, etc.)
2) Challenges concerning circumstances (e.g. outside and raining, loud music,
leaking roof, power cur, no chairs, etc.)
3) Challenges concerning participants (e.g. participants with other expectations,
asking questions all the time, talking off-topic, disappearing, passive
participants, etc.)
Or clue these challenges on a dice directly.
Prepare a grab bag with materials they can use (e.g. scissors, tape, balls, rope,
candles, plates, etc).
Materials: big dice + see preparations

f.

Wise Crowds21

Wise Crowds make it possible to instantly engage a small or large group of
people in helping one another. You can set up a Wise Crowds consultation with
one small group of four or five people or with many small groups simultaneously
or, during a larger gathering, with a group as big as one hundred or more people.
Individuals, referred to as “clients,” can ask for help and get it in a short time from
all the other group members. Each individual consultation taps the expertise and
inventiveness of everyone in the group simultaneously. Individuals gain more
clarity and increase their capacity for self-correction and self-understanding.
Wise Crowds develop people’s ability to ask for help. They deepen inquiry and
consulting skills. Supportive relationships form very quickly. During a Wise
Crowds session, the series of individual consultations makes the learning
cumulative as each participant benefits not only from being a client but also from
21
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being a consultant several times in a row. Wise Crowds consultations make it
easy to achieve transparency. Together, a group can outperform the expert!
Five Structural Elements – Min Specs for Small Wise Crowds
1. Structuring Invitation
•

Ask each participant when his or her turn comes to be the “client” to
briefly describe his or her challenge and ask others for help.

•

Ask the other participants to act as a group of “consultants” whose task
it is to help the “client” clarify his or her challenge and to offer advice or
recommendations.

2. How Space Is Arranged and Materials Needed
•

Groups of 4 or 5 chairs arranged around small tables or in circles
without tables

•

Paper for participants to take notes

3. How Participation Is Distributed
•

Everyone is included

•

Everyone has an equal amount of time to ask for and get help

•

Everyone has an equal opportunity to offer help

4. How Groups Are Configured
•

Groups of 4 to 5 people

•

Mixed groups across functions, levels, and disciplines are ideal

•

The person asking for help, the “client,” turns his or her back on the
consultants after the consultation question has been clarified.

5. Sequence of Steps and Time Allocation
Each person requesting a consult (the client) gets fifteen minutes broken down
as follows:
•

The client presents the challenge and request for help. 2 min.

•

The consultants ask the client clarifying questions. 3 min.

•

The client turns his or her back to the consultants and gets ready to
take notes

•

The consultants ask questions and offer advice, and recommendations,
working as a team, while the client has his or her back turned. 8 min.

•

The client provides feedback to the consultants: what was useful and
what he or she takes away. 2 min.

WHY? Purposes
•

Generate results that are enduring because each individual and the
group produced them together without “outside expertise”

•

Refine skills in giving, receiving, and asking for help

•

Tap the intelligence of a whole group without time-consuming up and
sideways presentations

•

Liberate the wisdom and creativity that exists across disciplines and
functional silos

•

Replace boring briefings and updates with an effective and useful
alternative

•

Actively build trust through mutual support and peer connections

•

Practice listening without defending

g. Direct analogy22
Direct analogy is a technique, which uses so-called analogies or brain patterns.
These analogies are connections people make between different objects. You
will be using two objects, one inside the problem context and one outside the
problem context. You can use the connections between these objects to come
up with lots of new and surprising ideas.
How to do it:

22

•

Choose the objective of your exercise

•

Find an object that you can use to make the analogy with the following
conditions:
I. Byttebier & Ramon Vullings, Creativity today, p. 88

o

concrete term

o

far removed from the subject

o

inspiring

•

Write down features from your initial object, from the analogon and write
down the common features

•

Re-associate: use the features of the analogon to reinvent your original
subject.

Example
Coming up with a new idea for a youth exchange.
•

Subject: youth exchange

•

Analogon: Ferrari (car for rich people, fast, horse-logo, nice design, red,...)

•

Idea: A youth exchange where times goes twice as fast and so you
actually have 2 days in 1.

h. COCD BOX23
This box was developed by the COCD (Center for Development of Creative
Thinking). The COCD-box helps you to select the most promising ideas from a
brainstorm with less restraints from the feasibility. The Box has two axes: the
originality of the idea and its ease of implementation. Original but not (yet)
feasible are placed in the yellow square, original and feasible are placed in the red
square, the feasible and already known ideas should be placed in the blue square.
Ideally participants should be encouraged to think about unfeasible ideas
connected to their dreams or future possibilities in the idea generation taking
place before the selection process. This allows new “out of the box” ideas to
blossom.

23

I. Byttebier & Ramon Vullings, Creativity today, p. 168.

6. What if you are not creative?
Everybody can be creative
but if you don´t believe you can be creative,
you will never be!

7. Find your own innovation challenge

Now that you have some background on innovation we would like to encourage
you to do the following test and to identify your own innovation challenge.

1. Reflect in your organisation how it would look like when it was the
most innovative organisation in the world. How would you work with
volunteers? What kind of activities do you do? ….

2. Reflect in your organisation on what you don´t do so well regarding
innovation. What are your Fuck Up stories? Write them down here…

3. Reflect in your organisation on what you already do well regarding
innovation. What are your superhero stories? Write them down
here…

4. Take a look at the ideal situation and then at the reality (what you
are good and what you are not so good at). The difference between
those two is your learning agenda. Write down at least 5 objectives
you have in your organisation regarding innovation.

8. Recourses

1. Books:
•

Bob Eberle: “Scamper: Creative Games and Activities for Imagination
Development.”

•

Edward De Bono: “Six Thinking Hats.”

•

Edward De Bono: “Lateral Thinking: Creativity Step by Step.”

•

Dave Gray & Sunni Brown: “Gamestorming: A Playbook for Innovators,
Rulebreakers, and Changemakers.”

•

David L Cooperrider and Diana Whitney: “Appreciative Inquiry: A Positive
Revolution in Change.”

•

Igor Byttebier & Ramon Vullings: “Creativity Today.”

•

Mary Scannell and Mike Mulvilhill: “Big Book of Brainstorming Games:
Quick, Effective Activities that Encourage Out-of-the-Box Thinking,
Improve Collaboration.”

•

Michael Michalko: “Thinkertoys”

•

Luke Hohmann: “Innovation Games: Creating Breakthrough Products
Through Collaborative Play.”

•

Steven Johnson; “Where good ideas come from.”

2. Articles
•

L.Vygotsky; Imagination and Creativity in Childhood.

•

Barry M. Staw; Why no one really wants creativity.

•

Ken Robinson; All our futures: Creativity, culture and education.

3. Websites:

•

http://www.mindtools.com

•

http://www.creativetallis.com

•

http://www.slideshare.net/ramonvullings/27-creativity-innovation-toolsfinal

•

http://appreciativeinquiry.case.edu

•

http://www.debonogroup.com/six_thinking_hats.php

•

https://www.ted.com/topics/creativity

•

http://www.liberatingstructures.com

•

http://www.forbes.com/sites/theyec/2012/12/31/6-ideas-to-promoteinnovation-in-your-workplace-this-year/

9. YEU - Youth for Exchange and Understanding
Youth for Exchange and Understanding (YEU) was founded in Strasbourg in
1986 by a group of 120 young people from 11 different countries. In 1989 we
were recognized as a member association of the European Coordination Bureau
(E.C.B.). Today we are a member of the European Youth Forum which is the
independent platform for INGYOs and NYCs in Europe. We have young people
from over 30 countries from across Europe and Africa involved in our activities.
As an international network, we are the representative body of our members in
contacts with the institutions and partners in the youth field.
YEU is run by young people for young people by means of a democratic structure
and our members are mainly working on a voluntary base. The limit age to
participate in our activities is 30 years but the majority of participants are under
the age of 25. It is young people who decide about activities of the organisation,
define the strategies and implement the action plans, run the organization and
ultimately evaluate it. It is important to note that most young people in YEU
are actively involved in other aspects of civil society, frequently establishing
links between the Member Organizations and the local, regional and national
institutions, other youth organisations and the community in general, extending
the participation in the international organisation to the local dimension.

OUR MISSION
Youth for Exchange and Understanding works to promote peace, understanding
and co-operation between the young people of the world, in a spirit of respect
for human rights.

OUR AIMS
To realise youth activities to foster closer co-operation and better
understanding among the young people of the world, both between and within
continents, particularly by encouraging the exchange of information, ideas and
opinions;
•

To promote co-operation and mutual aid in the developed and the
developing countries for cultural, educational and social purposes;

•

To work towards resolving conflicts and promotion of peaceful
societies through recognition and respect for others.

•

To improve the relationships and promote tolerance among young
people of different cultural or political realities;

•

To work together on issues related to protection of the environment
and sustainability.

•

To support and promote the health and well being of young people in
order to improve quality of life.

•

To encourage the active involvement of all young people in society
without distinction because of race, social status, educational levels or
any other disadvantage.

OUR METHOD
YEU uses non-formal education methods to increase tolerance and awareness
between young people from different countries, cultures and traditions. Using a
Global Education dimension and Intercultural Learning activities we promote a
greater level of comprehension and active citizenship through the development of
quality youth exchanges, seminars, conventions, meetings, study visits, training
courses, and the production of Non Formal education resources.

“With the support of the Erasmus + Programme of the European Union”
“This project has been funded with support from the European Commission.
This publication reflects the views only of the author, and the Commission
cannot be held responsible for any use which may be made of the information
contained therein.”

