
Name Short Description
Fish Bowl The Fish Bowl method is used to stage interactive dialogues between “expert” perspectives and “regular” participants views. They are sometimes of a very lively, and other times of a more reflective nature, but always more engaging and relevant than a sequence of individual plenary presentations.

WorldCafé The World Café methodology is a simple, effective, and flexible format for hosting large group dialogue.

OpenSpace "Open Space Technology" is a large group intervention method whose primary purpose is the creation of self-managed meetings that generate high levels of ownership.

thinkDESIGNprompts thinkDESIGNprompts
provides you with tools for development projects in market innovation and transformation. Its basis is a set of cards with Design Principles. Each of those is specific enough to provoke certain questions and thoughts and at the same time generic enough to be transferred from one context to another.

Round Robin The Round Robin method surfaces the ideas and pre-existing knowledge and experiences of a group, which builds on the collective knowledge of a group of persons; analyse and “recompose” a situation/ issue/ problem/ domain of common interest, i.e. generate and consolidate an aggregated picture of it; learn about how the knowledge of other group members complements yours.

Cynics and Believers “Cynics and Believers” is an active and invigorating way to engage participants in a programme by having them assume different roles. It gives group members the opportunity to share their “true feelings”—positive and negative—about the workshop, in a low risk way;
hear their collective hopes and concerns;
get their voices into the room early;
viscerally experience different types of talking and listening; and energize themselves.

Socio-metric Constellations Socio-metrics make diversity transparent Introduce group (warm-up) or
Explore/appropriate controversial issues.

Speed Geeking Speed Geeking provides participants with an opportunity learn about each team through a short presentation which is followed by a high paced interactive dialogue, between the ‘hub guests’ and the ‘presenter’.

3Ws Helps groups reflect on a shared experience in a way that builds understanding and spurs coordinated action while avoiding unproductive conflict.
After-Action Reviews After Action Review (AAR) is a very time efficient and effective facilitation format to run a participatory evaluation of an event (e.g. a meeting, a workshop, a conference, a training). Its purpose is to analyse what was expected to happen and what did happen, as well as what worked well (highlights) and what could be improved on (and how) next time around.

TRIZ TRIZ clears space for innovation by inviting creative destruction, letting go of things we know (but rarely admit) limit our success.
Appreciative Interviews Appreciative Interviews are instruments and conversation methods that belong to the change methodology known as Appreciative Inquiry(AI), and is about the co-evolutionary search for the best in people, their organizations, and the relevant world around them.

ProAction Café The ProAction Café is a methodology for creative and inspirational conversation where participants are invited to share their questions (around projects – seed ideas etc.) and get input (deeper questions -‐knowledge -
experience) from others.

Ritual Dissent Ritual Dissent is a workshop method designed to test and enhance proposals, stories, ideas or whatever by subjecting them to ritualised dissent (challenge) or assent (positive alternatives). In all cases it is a forced listening technique, not a dialogue or discourse. It can be used on its own, or linked to Story Construction, social construction of the Cynefin framework and a broad range of methods.

Four Rooms of Change A simple model helping to understand that renewal as the goal of change and transformation as a necessity must undergo stages of confusion and disorientation. As a conclusion, one should learn how to contain and manage it rather than avoid it – since the latter is not only impossible, but an actual obstacle to change.

Forum Theatre Forum Theatre was developed by Agosto Boal, a Brazilian theatre director who was involved in political theatre. Forum theatre is also known as “Theatre of the Oppressed”.
Boal developed Theatre of the Oppressed with the idea that everyone has the capacity to act in the ‘theatre’ of their own lives- everyone is an actor and a spectator. Rather than presenting ‘finished’ theatre pieces, Boal developed the idea of authentic theatre pieces from real life experience that are never finished and provide space for different possible outcomes. This also led to the idea of breaking down the divide between the active actors on stage and the passive audience 
members/ spectators, leading to Boal coining the term ‘spect-actors’.

Improv Improv illustrates the power of improve – by asking a pair to have a conversation around an opening statement of one of them (a suggestion, plan, idea, wish, etc.) – first time around the counterpart keeps “buting” (deconstructing it) the idea – second time around “anding” (building on) it.

Soft Shoe Shuffle Provides a process whereby people select their physical position in relation to a read statement. Their variations of agreement/disagreement will place them closer or further away from the statement. They may even turn their backs away from or towards the statement. If there is sufficient safety, individuals can state their own statements, if safety is still being created, have a volunteer read anonymously given statements to the participant group.

Dotmocracy Dotmocracy provides participants with a tool to give indivdiual feedback on an idea suggested by others in the group. Feedback is sought via dots indiciating degree and range of agreement, disagreement with the idea as well as providing specific feedback relating to the range selected.

Anecdote
Circles

An anecdote circle is a gathering (physical or virtual) whose purpose is to generate and collect anecdotes about some issue or topic. Usually the anecdotes gathered will be used later in some sort of sense-making, and they may be placed in a narrative database for sense-making and as a knowledge repository.

Model Building Studio The purpose of a Model Building Studio is to process ideas and insights on a systemic intervention in a small group, to iterate the idea and learn from the different models that are created. The process encourages participants to think beyond the immediately obvious or their first ideas and to “overcome” those for the sake of an improved version.

Collective Mind Map Surface the wealth of perspectives, perceptions, experiences or ideas within a group on a specific topic, issue, task or sub-set thereof. Participants learn about each other’s perspectives and views and can build on those, complement or contradict.

Dynamic Facilitation Dynamic facilitation is an emergent approach to facilitating that helps people address difficult issues creatively and collaboratively, where "shifts" and breakthroughs are the natural result.
Collegial Team Coaching (Peer Assists) It is a process in which two or more professional

colleagues work together for a specific, predetermined purpose in order that professional
performance can be improved as well as validated

RTSC RTSC is a participative, structured and organized process for involving a whole system in planning together, simultaneously and at one place, the strategy of a company or organization. The goal of RTSC is to formulate a new vision and/or strategic direction of the organization and to obtain major improvements in key financial, quality, cost, and other performance measures.

Story Telling This method takes personal stories told by participants, in the moment, and turns them into compelling theatre.
Six Thinking Hats The purpose is to (1) gain a holistic view on an issue by looking at it from all sides; (2) avoid one-sided perspectives; (3) overcome roles and attitudes to which each individual is naturally inclined; and (4) make use of diversified judgements (as a form of suspension in a “shifting” way).

The Six Thinking Hats can be used to assess from all perspectives (1) the effect/consequences of a decision, project or venture before undertaking it, or (2) a past activity/project after completion.

Collective Timelines Making use of collective timelines enables the capturing of notable events (positive and negative impact) across different teams (this could be across functional teams within a country, or across country teams within a region), each particpants is enabled to capture across the collective timelines events of influence, and learn from each other. After all inputs have been added by participants, timelines can be displayed together, and further patterns across timelines can be identified and 
explored together if appropriate.

Dialogue Circle Dialogue circles are gatherings in which all participants sit in a circle facing each other to facilitate open, direct communication. Dialogue circles provide a safe, supportive space where all school community members can talk about sensitive topics, work through differences, and build consensus.

Future Search Future Search facilitation is a task-focused, future planning conference that helps people transform their capability for action very quickly. In a Future Search, 30-64 diverse stakeholders — a cross-section of people concerned with the activities of the Organisation or community undertaking the search, collaborate on their common future.

Rapid Prototyping The idea of rapid prototyping as it applies to instructional design, is to develop learning experiences in a continual design-evaluation cycle that continues throughout the life of the project.

Wicked Questions Wicked Questions engage everyone in sharper strategic thinking by revealing entangled challenges and possibilities that are not intuitively obvious.
Iceberg model The Iceberg model is a systems thinking tool designed to help an individual or group discover the patterns of behaviour, supporting structures, and mental models that underlie a particular event.

Silent Conversation This discussion strategy uses writing and silence as tools to help explore a topic in depth. This process slows down thinking and gives an opportunity to focus on the views of others. It also creates a visual record of thoughts and questions that you can refer to later. This strategy can be used both to engage people who are not as likely to participate in a verbal discussion and to help make sure that those who are eager to talk and listen carefully to the ideas of others.
Case Clinic A Theory U small group process using deep and generative listening to provide peer support to a member in the group. One person is a case giver providing the situational context, their challenge, and others take on the role of 'coach' listening and sharing emergent reflections without giving advise. These emergent responses ignite new opportuities, possibilities for the case at hand.
Prouds & Sorries With problem situations of high social complexity—when there are many actors and stakeholders with different points

of view on a particular issue, who not only can’t agree on a solution, but who may not even agree on what the actual
problem is—it’s sometimes helpful to develop a shared understanding within sub-groups of stakeholders as to what
their impact has been on the issue and then share that perspective with the others.

Brainstorming A quick method to capture a high number of ideas, bold, courageous and out-of-the-box thinking. With clear guidelines to avoid qualifying ideas too soon, the focus is on generating quantity before curating the quality of the ideas suggested. Ideas spark further ideas.
Individual Journaling A reflective tool to encourage deeper thinking on a thematic topic or indidual learning and growth, typically following a divergent dialogue and before moving into more concrete action identification.

Scenario Thinking Scenarios are hypotheses, not predictions, that are created and used in sets of multiple stories-usually three or four that capture a range of future possibilities : good and bad, expected and surprising. They are designed to stretch our thinking about the opportunities and threats that the future might hold, and to weigh those opportunities and threats carefully when making both short- and long-term decisions.

Inputs (conventional presentations) The conventional presentation is the delivery of a presentation on a particular topic. It may be a general or in-depth presentation.

Structured Q&A Structured questions rely on closed-ended categories pre-selected by the one asking the questions. They require a lower cognitive load on the respondent, and this generally leads to higher response and more accurate data. They are also easier for the researcher to code and analyze.

15% Solutions 15% Solutions show that there is no reason to wait around, feel powerless, or fearful. They help people pick it up a level. They get individuals and the group to focus on what is within their discretion instead of what they cannot change. With a very simple question, you can flip the conversation to what can be done and find solutions to big problems that are often distributed widely in places not known in advance. Shifting a few grains of sand may trigger a landslide and change the whole 
landscape.

Personal Object Stories Personal Object Stories is a method to create a personal connection between different participants. Before the event, every participant is asked to bring a personal object to the event, that has special meaning to them (you can further instructions like a link to the topic, the team/organisation or so).
In small groups, participants take turn, introducing the object to each other and share the meaning or a small anecdote.
Once everybody has spoken, the group looks out for certain themes, commonalities or patterns.

People Bingo People Bingo is an icebreaker that helps people learn interesting facts about each other. People walk around the room and mingle until they find people that match the facts listed on a bingo-style sheet or card.

Panels (Davos-style) This discussion format is “Davos-style” where each speaker makes a 10 minute introduction followed by discussion in the panel and with the audience. No power point presentations or formal speeches are necessary. The idea is to foster an open debate and lively interaction.

Pecha Kucha Pecha Kucha is a presentation form of 20 images for 20 seconds. The slides change automatically and the speaker must synchronise their speech with the images. It’s sometimes also called a 20×20 presentation. So the entire presentation always lasts for exactly 6 minutes and 40 seconds.

Future Backwards The Future, Backwards method was created to aid in widening the range of perspectives a group of people can take on understanding their past and the possibilities of their future. As a workshop tool the Future Backwards method can be used to generate prompts for anecdotes, or its data points can be used in a contextualisation exercise such as …the butterfly stamped.
Perception Games Perception games help groups think about how perception influences attitudes. They also illustrate that people lok at things from a different point of view.
Persona Building Personas are fictional characters, which you create based upon your research in order to represent the different user types that might use your service, product, site, or brand in a similar way. Creating personas will help you to understand your users' needs, experiences, behaviours and goals.

Online voting & rating Online voting & rating is a quick and easy to create a poll for any occasion and then share it amongst your colleagues or participants. Once complete, you can easily view the results of your online voting system to make any additions or edit your original content.

Online Q&A Online forums are discussion boards that carry conversations on various topics. Users can create new topics and reply to others through threaded comments. ... Question and answer (Q&A) communities provide a place for users to ask specific questions and receive direct answers.

Sad-Glad-Mad Mad Sad Glad is a classic exercise that you can use in agile retrospectives. It helps teams to look for things that make them happy, sad, or drive them mad, and to decide how they want to address these things working together as a team.

Dot voting Dot-voting (also known as dotmocracy or voting with dots is an established facilitation method used to describe voting with dot stickers or marks with a marker pen. In dot-voting participants vote on their chosen options using a limited number of stickers or marks with pens — dot stickers being the most common. This sticker voting approach is a form of cumulative voting.
Action Planning The Action Planning method is used to develop a coordinated project workplan where team members have ownership and responsibility to implement it.
Stakeholder Interviews Stakeholder Interviews are used to gather viewpoints and thoughts on the context and hopes for
ARE IN Formula Marvin Weisbord and Sandra Janoff have developed the ARE IN formula, that helps considering who should BE IN a meeting, i.e. who should participate.
<D(E)C> Design Pattern The divergence-emergence-convergence pattern can be used as a blueprint to design a change process, which stretches over a few weeks or even months.
Hopes and Expectations Participants articulate and make transparent their hopes and expectations


