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5 productivity boosting exercises, that take 10-15 
minutes each, and 2 team building warm ups. This 
boxed kit includes 4 decks of cards, 80 play cards in 
total, and 6 instructions cards. All of which help to 
increase design thinking skills in small to large groups. 
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Designercise is a brain-activating ideation toolkit for 
professional play, combining cognitive sciences and design 

thinking techniques to help anyone tackle any problem! 
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DESIGNERCISE
flexible thinking kit

DESIGNERCISE
storytelling kit

DESIGNERCISE
improvisation kit

DESIGNERCISE
design thinking kit

Learn creative problem 
solving and design 
thinking with these fun, 
short productive  
designercise exercises. g

et
 t

h
e 

d
es

ig
n

er
c

is
e 

fa
m

il
y
!

Designercise’s Design Thinking kit includes:

in
novatio

n

OBJECT
rOLE

pROBLEM

DIY
PRINT
KITYour DELUXE kit includes:

24 x game cards 
12 x decks of playing cards 
2 X ROULETTE WHEELS
1 X SPINNING TOP



© 2016 Disrupt Design© 2016 Disrupt Design

how to create
your designercise
DIY print kit it’s simple...

1.

2. 3.

4.

Make sure your 
printer is set to 
print double-sided 
pages

Flipping on the
long-edge

PRINT ‘EM CAREFULLY CUT EACH PAGE 
TO DIVIDE THE CARDS
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CUT ALONG DOTTED LINES

GAME CARDS

FUNCTIONAL FIXATIONS 2-155-10
minutes people

group
game

An object card is turned over and 
group members share the obvious 
functions that the selected object 
has.

A group discussion game designed to 
overcome the Cognitive Bias “Functional 
Fixedness,” whereby people tend to see 
only the primary function of an object 
and ignore alternative possibilities.

how 
to 

PLAY
01

the group shares all the possible 
functions they can imagine the object 
having. (e.g., a sword could be a letter 
opener.)

02

the group is THEN asked, "how could 
this object be used to save a life?" 
ideas are shared and built upon by the 
group, imagining infinite possibilities 
for the object!

03

THis GAME USES THE 
OBJECT CARD DECK

about

narrative build
Exercise Details

 › This game is all about quick-� ring narratives and the creative 
incorporation of problems into a story.
 › The combination of scenarios and problems will create tensions 

that the players have to resolve -- this should spark crazy ideas! 
 › Use a timer that sounds after 30 seconds to help play move 

along smoothly.
 › It is important to move at least 3 times.  The more times players 

move, the weirder and more elaborate stories will become! 

improves flexible and 
divergent thinking.
increases ability to 
quickly adapt to 
situations. exercises 
creative thinking, 
storytelling, and 
communication skills. 

facilitator tips
Keep up a fast pace to help challenge players to come up with 
creative ways of incorporating the problems into their storylines. 
To help the group understand the � ow, explain the game as 
speed dating for narratives. When people get stuck, help them 
along with their narratives and encourage crazy plot twists.

brain gains
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CUT ALONG DOTTED LINES

GAME CARDS

Exercise Details
 › The facilitator turns over an Object Card and directs the 

discussion through three phases: 1. What does it do? 2. What 
could it do? 3. How could it save a life?
 › Depending on the size of the group, questions can be 

answered going around the circle, or as a larger free-form 
group discussion. Creative, wacky, out of the box thinking is 
encouraged when coming up with possible uses for the object.
 › You can also play with any random object you can � nd

Flexible Design thinking 
skills, challenge 
the cognitive bias 
Functional fixedness, 
develop divergent 
thinking skills, 
overcome mental 
limitations, ideation, 
creative thought.  

Facilitator tips
Remember “saving a life” doesn’t need to be human centric, 
or direct! Think outside the box and encourage divergent 
thinking here. When someone o� ers up an impossible idea, ask 
them to talk the group through it so that they can imagine the 
possibility in � ner detail.

FUNCTIONAL FIXATIONS

brain gains

narrative build
Players stand in two lines, facing 
each other. everyone in one line has 
a scenario card while everyone in the 
other line has a problem card.

This game is like speed dating for 
storytellers! Players stand in two lines, 
face to face, and use the problem and 
scenario cards to quickly create narratives 
that grow with each partner swap. It’s 
a great way to come up with weird and 
wacky storylines!

how 
to 

PLAY
01

players with scenario cards begin 
telling a story to the person in front 
of them. the players with problem 
cards add their issues to the narratives. 
play continues back and forth, building 
on the story, until the facilitator says 
"swap" at 30 seconds.

02

To swap, everyone with a scenario card 
moves over one to the right, with the 
last person going to the front of the 
line. play continues until people have 
moved at least 3 times. at the end of 
the game, the people with the senario 
cards share their crazy stories.

03

this game requires 
scenario + probelm cards

About

4-205-10
minutes people

group
game
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CUT ALONG DOTTED LINES

GAME CARDS

A probelm card is drawn. the group 
shares their negativity bias (their own 
negative views) based on the given 
issue.

“Negativity Bias,” is the tendency to only 
notice negative aspects of something. This 
game subverts the act of focusing on the 
negative as a means to get to the positive. 
After unpacking the negative side of an issue, 
players work to build out positive solutions. 

how 
to 

PLAY
01

the intervention spinner wheel is 
spun to select a product, service, 
system or campaign 

02

the group uses Whatever approach the 
spinner (or facilitator) selects as a 
framework to come up with different 
ways of reframing and solving the 
problem. 

03

THis GAME USES a problem CARD DECK + 
the intervention spinner wheel

About

4-165-10
minutes people

group
gamethe naysayer

2-155-10
minutes people

group
gamei think of...

a category card is turned over and 
Everyone begins to share the first 
things that come to mind, explaining 
how their reactions were triggered.

This is like a word association game, but 
in this case the category card is used 
to trigger � rst-thought responses. By 
working through the deck, players get to 
� ex their mental schemas and challenge 
the way our brains associate things with 
feelings.

how 
to 

PLAY
01

this is repeated with a few more 
category cards and then the group 
does the same with probelm cards. (it's 
worth noting how the mind triggers 
different responses to the problem 
cards and catergory cards.)  

02

both a category and problem card are 
turned over, together, at random, and 
the sharing process repeats. players 
say "i think of.." and complete the 
sentence with whatever their minds 
conjures up based on the two card 
combinations 

03

THis GAME USES THE category +  
problem CARD  dECKs

About
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CUT ALONG DOTTED LINES

GAME CARDS

Exercise Details
 › The beginning of this game intentionally focuses on the 

negative side of things, to get those perspectives out in the open. 
When the players later consider ways to address the problem, the 
negative perspectives will help inspire ideas for solutions.
 › The role of the Naysayer, the person who only sees the bad, is 

intentionality exaggerated in this activity. 

understanding negativity 
bias, experiencing a 
negative-focused frame, 
building solutions, 
busting stereotypes, 
perspective shifting, 
empathy and solution 
building. 

facilitator tips
 In the beginning, people will naturally drift towards considering 
the positive aspects and trying to solve the problems. Really push 
people to think about the negative stu� -- this will help to re� ect 
afterwards. After playing, discuss how it was challenging and how 
these negative thinking patterns can emerge in other areas. 

brain gains

the naysayer

Exercise Details
 › This game works with schemas, the mental models our brains 

create to quickly reference the things we encounter around us.
 › The trick to this game is to allow for quick responses that 

are triggered by the card. This uncovers cognitive biases and 
demonstrates the ways in which our brains associate things for us. 
 › It’s interesting how each deck triggers a di� erent type of word 

response, such as an emotive feeling vs. a practical tool.

Experience how your 
own schemas work 
and observe those of 
others, bust through 
stereotypes, understand 
brain connections 
and visual triggers. 
work on building new 
associations.

Variations
You can play this game with almost any of the card types, 
combining di� erent decks to create di� erent experiences. For 
example, playing with the Role or Category decks often triggers 
stereotypes. This game can also be played in pairs or smaller 
groups. 

brain gains

I think of...
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GAME CARDS

2-155-10
minutes people

group
gameride the riddle

on the table, Scatter all of the answer 
cards, face up so all the words can 
be seen. deal all of the question 
cards out evenly to the players. 

This game involves answering riddles 
which are statements, questions or 
phrases that carry a double or veiled 
meaning. Players compete to be the 
quickest person to � nd the correct answer 
card.

how 
to 

PLAY
01

players take turns in reading one 
question card aloud whilst the 
rest of the group tries to grab the 
correct answer card from the table.

02

The first person to touch the correct 
answer card keeps it (which counts 
for one point). play continues untill 
there are no cards left and the 
person with the most ANSWER cards at 
the end wins.

03

THis GAME USES THE question + 
answer CARD DECKs

About

Story Arc

In this group storytelling game, everyone 
takes a random card and helps build a 
narrative, going around the circle, with 
each player adding to the story based on 
their card. Players only reveal their card 
after contributing their part to the story. 

how 
to 

PLAY
01

02

03

this game uses all available 
cards 

About

2-155-10
minutes people

group
game

Everyone in the group takes a card 
at random, making sure that nobody 
else can see it. one person starts the 
story, using their card as inspiration 
for the narrative.

The storyteller only reveals their 
card after contributing. (E.g., 
someone with the lawyer card starts 
a story about a lovesick lawyer 
named penelope. They only show their  
"LAWYEr" card when ready to pass the 
story on to the next person.)

play continues with each person 
incorporating their card into the 
narrative, revealing it, and passing 
the story on to the next person. the 
last person to go finishes the story, 
ending the game.
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CUT ALONG DOTTED LINES

GAME CARDS

Exercise Details
 › Usually enigmas or conundrums, riddles are statements, 

questions or phrases that carry double or veiled meanings. 
 › Enigmas tend to be expressed in metaphorical or allegorical 

language, requiring ingenuity and � exible thinking to solve them.
 › Conundrums are questions that rely on puns and double 

meanings in either the question or the answer.
 › Riddles are crafted to make you think of the most obvious � rst!

lateral thinking, 
understanding 
and applying the 
preconceptions and 
stereotypes that 
an object, person, 
scenario etc contains. 
Working in teams, 
cultural conditioning 
and associations with 
language. 

Answers

brain gains

ri�e t�e ri��le

 › Storytelling is all about creating intrigue and building the hero’s 
journey. In this game, the � rst person to go should always name a 
character and explain his/her predicament-- this creates a strong 
foundation for the narrative to build on. 
 › This game is a great icebreaker or warm-up game as it 

incorporates everyone equally and tends to be funny. 
 › Play continues until everyone has had a turn. The story shifts 

along the way to respond to the cards that have been selected!

Storytelling, group 
bonding, narrative 
progression, 
collaboration skills, 
rapid thinking, adaptive 
thinking, creative 
communication

FAcilitator tips
Whoever starts o�  the game sets the tone of where the story 
goes. If you start the story, go into detail and add fun elements, 
going beyond just what is on your card. Making up a character 
name is critical to building the foundation of the story. 

brain gains

Exercise Details

Story Arc

2-155-10
minutes people

group
gameride the riddle

on the table, Scatter all of the answer 
cards, face up so all the words can 
be seen. deal all of the question 
cards out evenly to the players. 

This game involves answering riddles 
which are statements, questions or 
phrases that carry a double or veiled 
meaning. Players compete to be the 
quickest person to � nd the correct answer 
card.

how 
to 

PLAY
01

players take turns in reading one 
question card aloud whilst the 
rest of the group tries to grab the 
correct answer card from the table.

02

The first person to touch the correct 
answer card keeps it (which counts 
for one point). play continues untill 
there are no cards left and the 
person with the most ANSWER cards at 
the end wins.

03

THis GAME USES THE question + 
answer CARD DECKs

About
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Existential Crisis

An object card is drawn and everyone 
is split into two groups. one half 
becomes "the designer" and the other 
half becomes "the product." 

In this game, to understand the design 
decisions behind everyday objects, one group 
personi� es an object and the other group 
takes on the role of its creator/designer. The 
“object” asks its “designer” big life questions 
about its existence, uncovering strange and 
poignant reasons for why things are made 
and how they exist.

how 
to 

PLAY
01

assuming the persona of the object, 
the object group starts to ask the 
designer group questions about its 
existance. E.g.: why was i made? who 
uses me? do I have a greater purpose? 
what will happen to me when i die?

02

The designer group has to come up 
with an answer for each question. 
the groups establish key functions 
and motivations behind the object's 
designs, and consider the possible 
end of life options available to it.

03

THis GAME USES THE 
OBJECT CARD DECK

About

2-155-10group
game minutes people

but/so roadblock

Everyone in the group takes a 
scenario card. In this game, Each 
person plays their turn one at a time. 

Based on popular improvisation 
techniques, this game challenges players 
to overcome barriers and obstacles. To 
succeed, the player has to think quickly 
and respond to challenges on the � y. The 
player wins when they successfully talk 
their scenario through to completion, or 
fails if the group outsmarts them! 

how 
to 

PLAY
01

The player who begins, starts to 
tell a story based on their card, 
but after each sentence the rest of 
the group can jump in with a 'But' 
statement, interrupting and blocking 
the progression of the story. The 
storyteller then has to try and 
continue the story   

02

In order to accomplish their 
scenario, the storyteller has to 
respond to each interruption with 
"So I…" and attempt to overcome the 
barriers thrown at them by the group. 

03

THis GAME USES THE 
Scenario CARD DECK

About

4-205-10group
game minutes people
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 › In this game, players explore why something was made and try 
to imagine some of the design decisions that went into creating it. 
 › It’s a great game for understanding how and why some products 

exist as well as what end of life options are available for them (e.g.: 
if something could be recycled or remade into something else).
 › After each round, swap sides so that each team gets to play from 

the other perspective. 

perspective shifting, 
design thinking, 
motivation analysis, role 
playing, critical thinking 
creative questions 
and approaches, 
sustainable design 
choices, understanding 
functionality and design 
criticality. 

variations
This game can be played as a guessing game, wherein one 
person is not shown the object card and has to � gure out what it 
is based on the designer team’s answers. In larger groups, this can 
be played in pairs, with each pair using a di� erent object card. 

brain gains

Exercise Details

Existential Crisis

 › In this individual vs. group game, the group’s “but” roadblocks 
force the storyteller to quickly think of alternative ways to 
accomplish their scenario. As the storyteller continues to get 
around the “but” roadblocks with “so” explanations, the rest of 
the group continues to throw more “but”  barriers in the way.
 › “But”/“So” dialogue goes back and forth until the storyteller 

has clearly succeeded or failed to (verbally) achieve their task. 
Play then moves on and the next person in the group assumes 
the storyteller’s role, attempting to achieve their given scenario.

creative and adaptive 
thinking. Problem solving 
through storytelling, 
alternative possibility 
ideation in real world 
scenarios. rapid thinking 
practice. narrative 
development skills. Facilitator tips

Time constraints can help keep this game moving (e.g.: set a 
timer for 1-2 minutes and see if the player can accomplish their 
scenario in that time). In non-timed games, you should call the 
end of a round when it is clear the player has succeeded or failed. 

brain gains

Exercise Details

but/so roadblock



© 2016 Disrupt Design

CUT ALONG DOTTED LINES

GAME CARDS

folding paper
Inspired by their category card, each 
person starts off by writing a word 
at the top of their paper. They then 
fold it over, an inch, to cover what 
they have written.  

This game is like pictionary and telegraph 
mixed together. What happens when 
you translate words into drawings then 
back into words without knowing how it 
started out? Each time the players move, 
they only see the item added by the 
people directly before them. They then 
interpret what they see in a new format.   

how 
to 

PLAY
01

everyone moves one place to the 
left, leaving their paper behind. 
after looking at what is on the 
page in front of them, they draw an 
interpretation of that word beneath it.

02

players fold the paper again to cover 
their drawings, move left, peek at the 
latest drawing, write what they think 
it is, fold the paper and move again. 
this continues until everyone is back 
at their original spot. players take 
turns Shareing what's on their papers.

03

THis GAME requires THE 
category CARD DECK + 

papers and pensAbout

4-85-10small 
groups minutes people

all together now

each team of 2-4 players gets a 
problem card and a scenario card. 
teams have 2 minutes to strategize 
how they will act out their problem 
and scenario for the other groups. 

This improvisation game is similar 
to charades but allows for talking. 
Each group is dealt a problem card 
and a scenario card. Group members 
collectively plan and perform their card 
combination for the other groups, who try 
to guess what is on the two cards at play. 

how 
to 

PLAY
01

while performing, the groups can 
not mention the actual scenario or 
problem by name. they must act and 
build scenes around it instead.

02

members of the other groups call 
out what they think is going on 
until someone correctly guesses the 
scenario and problem. 

03

THis GAME USES THE Scenario +  
problem CARD DECKs

About

3-410-15small 
groups minutes in each group
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 › The category cards are used to inspire items which serve as the 
� rst words that start the game o� . The � nal drawing is often very 
di� erent than the original word and thus reveals di� erences in 
interpretations.
 › After � nishing a turn, everyone must fold the paper in such a 

way so that the next person can only see the latest addition when 
they lift the paper. (Nobody can see the word or drawing left by 
anyone other than the person directly before them!)

fast ideation, problem 
solving, creative narrative  
building, drawing skills, 
translation, quick 
thinking, flexible thinking 
and communication 
skills. Facilitator tips

This game is not about who can draw best, it’s about who can 
convey meaning quickly! Simple drawings work well for this. 
Make sure that everyone clearly understands how to fold the 
paper by demonstrating the process, folding one inch down from 
the top of the page. 

brain gains

Exercise Details

folding paper

all together now

Exercise Details
 › Like with any improv game, it may be di�  cult for some people 

to act things out. Being in a group and having a little time to 
strategize will help even the sti� est person loosen up! 
 › You need at least 2 teams to play so that there is an audience to 

guess what is being acting out. (You can play in pairs if you only 
have a small group.)
 › Improvisation is all about responding quickly to others and 

collaborating. It encourages bonding as mirror neurons � re!

Teamwork and 
collaboration, firing 
of mirror neurons, 
group bonding, creative 
language, problem 
solving, storytelling, 
stereotypes and 
perceptions, rapid 
planning and quick 
responding to group 
cues. Improvisation skills.

FAcilitator tips
Often one aspect is more di�  cult to guess than the rest-- 
encourage the group to keep pushing through. A timer can be 
used to keep up the pace of both the planning sessions and 
performances. This game can also be played with the addition of 
a role card for each player.

brain gains
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the narrator 

in each team of three or four people, 
one person is given a scenario card 
and is assigned to be the narrator. The 
rest of the team members are given 
role cards and act as performers.

In this improvisation game, groups 
have to act out a scenario as it is being 
narrated by another group member! Team 
members take on roles and perform o�  
the cu�  as someone else on their team 
challenges themselves to storytelling! 

how 
to 

PLAY
01

The team has one minute to quickly 
come up with a storyline and discuss 
how they will act out the scenario 
through the characters that fit their 
given roles.

02

The narrator narrates the storyline as 
the performers act it out, in real time.  
The other teams try to guess what the 
roles and scenario are, calling out 
ideas during the performance until 
they guess correctly. 

03

THis GAME USES THE scenario 
+ role CARD DECKs

About

3-410-15small 
groups minutes in each group

It’s Really

each person gets an emotion card 
and a scenario card, which nobody 
else should see. Each player in the 
room will get their own turn.

Everyone receives both an emotion and 
scenario card. One by one, players take 
turns acting and explaining out the scenario 
through the emotion, without directly 
referencing either. The rest of the group has 
to guess what cards the performer has. 

how 
to 

PLAY
01

when it's a player's turn, they tell or 
act out a story about their scenario 
while conveying their emotion. 
players can not directly reference 
what is on their cards. 

02

The rest of the group tries to guess 
what emotion and scenario the 
performer is acting out. once both 
cards have been correctly guessed, 
the round ends and another player 
begins their turn.

03

THis GAME USES THE emotion + 
scenario CARD DECKs

About

2-1010-15group 
game minutes players
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the narrator 

Exercise Details
 › This game can be quite hard and is best played after a couple 

other warm-up games. 
 › This improvisation exercise helps players to rapidly develop 

narratives, take on roles and get into classic improv mode. 
 › The narrators can not give away the scenario directly. Instead, 

they have to develop a narrative around it so that the rest of the 
group can guess what is being performed. 

improve confidence 
and communication 
skills. Teamwork and 
collaboration. mirror 
neurons firE, rapid 
creative thinking, problem 
solving, empathetic 
response to characters,  
storytelling, explore 
stereotypes, respond to 
group cues. Improv skills.

FAcilitator tips
It’s not easy to make up a story on the spot as people are 
performing it. If the narrator stalls, gets stuck with storyline ideas 
or just gets completely o�  track, encourage them to continue and 
help them out with suggestions as they go along. 

brain gains

It’s Really

Exercise Details
 › The emotion card is used to switch the perspective of the 

scenario card. (E.g., Losing your luggage is really exciting!)
 › Without using the words on the cards, players have to � nd 

unique ways of communicating the emotion while explaining the 
experience of their scenario. Its a perspective shifter!
 › A player’s turn ends when both cards are successfully guessed. 

Play continues with another player performing their two cards.

explore the emotive 
qualities of language and 
how we communicate 
our position to others. 
boost Flexible thinking 
around situational and 
perspective changes. 

FAcilitator tips
If people get stuck, help them along by asking questions or 
throwing guesses into the mix. Encourage the group to just throw 
out words and ideas as they think of them-- the group’s active 
engagement will energize the player that is performing. A much 
harder version of this game can be played with no words and just 
physical performance. 

brain gains
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BACK TO THE FUTURE

Each pair takes one innovation card 
and discusses the earliest originS 
of THE innovation's history that they 
CAN THINK of. (E.g., Iceboxes for 
refrigerators.)  

In this game, pairs go back and forth 
discussing the past, current and possible 
future incarnations of a well known  
innovation. By mapping the history of a 
product, players can better understand 
the design motivations and ideate on 
future possibilities!  

how 
to 

PLAY
01

pairs go back and forth discussing 
the innovation's historical evolution, 
starting as far back as possible and 
working their way up to its current 
state.

02

each pair designs a possible future 
version for their innovation and then 
shares it with the larger group. 

03

THis GAME USES THE 
innovation CARD DECK

About

2-205-15
minutes people

in pairs
game

the bread & the Butter

one person receives a problem card. 
they are "the bread" and begin the 
game with an "I think…" statement 
related to the selected problem. 

In pairs, in front of the bigger group, 
players have to overcome relentless 
“but why...” questions as they try to 
explain why a problem exists. This game 
challenges players to dive deep into a 
problem’s causes and related perceptions.

how 
to 

PLAY
01

The other person in the pair is "the 
butter". The Butter responds to every 
explanation with a question of, "but 
why..?".

02

the pair continues back and forth 
until either the topic is exhausted 
or the timer goes off (1-2 minutes). 
The next pair plays with a different 
problem card. 

03

THis GAME USES THE A 
problem CARD DECK

About

2-205-20in
pairs minutes players
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BACK TO THE FUTURE

Exercise Details
 › To keep things fast paced, add a time restriction of 2-4 minutes 

for each session. The idea behind this game is that thinking 
through the history of an innovation can pave the way for 
conceptualizing future versions. People tend to discover quickly 
that they have an intuitive knowledge of how things have 
changed over time-- this helps to unleash creative thinking. 

Adaptive thinking, fast 
ideation, extended 
system ideas, examining 
thought development, 
ContextualizING current 
ideas of the modern, 
exploring rates of rapid 
change, considering  
future perspectives, 
understanding relative 
values of technology.  

Variations
 › Pairs can take turns performing “the bounce” of ideas back 

and forth live in front of the larger group. It’s a great way to learn 
how other people’s ideas are generated.  
 › Instead of one card per pair, all pairs can work through the 

same innovation simultaneously presenting their future versions 
back to the larger group, to reveal a variety of ideas. 

brain gains

the bread & the Butter

Exercise Details
 › A timer can be set for 1- 2 minutes, or the facilitator can call 

time when they think the topic has been exhausted. 
 › This exercise is a great way to break through rigid thinking as 

players have to quickly come up with responses to annoying 
questions. 
 › This game is quite hard for The Bread, as they have to push 

through and respond to questions. It leads to interesting answers! 

unpacking of ideas, 
absorption and exchange 
of knowledge, fast 
ideation, critical thinking, 
exploring context, using 
open language and 
propositions to continue 
idea flow

FAcilitator tips
This is a great game for enhancing communication skills. To get 
the most out of the activity, ask the teams to re� ect on what was 
easy and hard for them after each round. A timer can be used to 
set a boundary on play, even if not everyone can continue till the 
timer sounds. The recommended limit is 1- 2 minutes per round.

brain gains
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Fairy Godmother vs Devil’s Advocate

the group is split into two teams. 
one team plays "the fairy godmother" 
(a positive optimist) and the other 
team assumes the role of "the devil's 
advocate" (a negative pessimist).

This is a verbal debate game that 
challenges players to think through either 
a positive or negative mindset. Each team 
thinks and speaks through an extremely 
negative or positive viewpoint to argue 
their case about a big real world probelm. 

how 
to 

PLAY
01

with teams standing on opposite sides 
of a table, a problem card is dealt. 
teams then verbally battle out the 
topic from their opposing viewpoints.

02

Arguments are exchanged until one 
team concedes. The successful team 
wins the card and a new problem 
card is played.  Teams can swap sides 
to explore different perspectives. 

03

THis GAME USES THE black 
problem CARD DECK

About

2-1010-15
group 
game in 2
teams minutes players

2-155-10
minutes people

group
gamedifferent Lenses

Everyone in the group takes a role 
card, which dictates the lens they 
will think through for the round. If 
someone's actual role is similar to 
the role on the card, they swap it.

This is a problem solving game played 
through the perspectives of di� erent 
characters. It helps to build empathetic 
understandong as the group tries to solve 
a problem card while thinking through the 
lenses of di� erent social roles.

how 
to 

PLAY
01

A problem card is drawn and the 
group then takes turns discussing the 
problem from the perspective of their 
given role. (How does this character 
see / experience this problem?) 

02

Each player offers a solution to 
the issue, from their role's unique 
perspective.  

03

THis GAME USES THE role + problem 
CARD DECKs

About
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Fairy Godmother vs Devils Advocate

Exercise Details
 › The Fairy Godmother is a positive well-intentioned force (with 

occasional magic powers) that has to battle the Devil’s Advocate, 
a pessimist who sees every possible problem, magni� ed.
 › This game allows people to critique big social issues from 

diverse perspectives and helps to build empathy. 
 › Play ends when one team concedes. (It’s usually very obvious 

when one group wins!)
 › Afterwards, it is worth re� ecting on any di�  culties players may 

have experienced in trying to stick to their assigned side.

outrageous arguments 
from varied perspectives, 
creative problem solving, 
fast responses, rapid 
thinking. thinking 
through other 
lenses, Playing out 
unrealistically negative 
and positive approaches.  
overcoming negativity 
and confirmation biases. 

Variations
Play with a di� erent level of the problem cards to lighten the 
discussion. For much larger groups, people can be split into 
teams of 2 or 4 and battle in front of the rest of the group. If time 
is a constraint or you want to keep up the pace, each round can 
be timed.

brain gains

Exercise Details
 › The challenge of this game is to try and solve an issue from a 

di� erent perspective-- helping to break through stereotypes and 
develop empathetic understanding of others.
 › By having to assume a di� erent role, players must consider the 

ways problems are experienced by di� erent people. 
 › After the initial perspectives have been unpacked, the 

intervention spinner (in the larger kits) can be used to de� ne the 
arena for solving the problem.

Empathic understanding, 
shifting worldviews, 
addressing a problem 
from a different 
perspective, engaging 
with role play, 
challenging latent 
stereotypes and problem 
solving skills.

FAcilitator tips
At � rst, some people may resort to their own perspectives.
Encourage them to make “I” statements from the perspective of 
their given roles. To help them get into their characters, you may 
ask them some starter questions about how they are doing and 
their motivations.

brain gains

different Lens
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switch it

Someone flips over a probelm card 
and the group discusses the current 
status quo for that given issue. 

This exercise is all about switching up 
the status quo and overcoming the habit 
of following norms. By understanding 
contemporary mainstream views on a 
given problem, players establish the 
status quo and then use it to address the 
problem through an innovation.

how 
to 

PLAY
01

the group should Ask and answer:
1. what are current perceptions 
around this issue? 2. What's commonly 
done to address it? 3. what are the key 
ideas that perpetuate the problem?

02

once the status quo has been 
established, flip over an innovation 
card and discuss how the problem 
could be addressed using the selected 
innovation as inspiration.

03

THis GAME USES THE innovation + 
problem CARD DECKs

About

2-155-10
minutes people

group
game

anything’s possible

With the object and Innovation 
cards stacked face down on a table, 
someone starts the game by flipping 
over one of each cards. 

In this game, players get the opportunity 
to quickly redesign an everyday object 
through the lens of an innovation.  As 
cards are � ipped the group is challenged 
to quickly think of ways the product 
could be redesigned in both practical and 
fanciful ways.

how 
to 

PLAY
01

group members use the innovation 
to generate a lot of quick ideas for 
a future, or new necessary form of 
the selected object. 

02

When the group runs out of ideas, 
another set of cards are flipped over 
and play continues with the new 
pairing.

03

THis GAME USES THE Innovation 
+ object CARD DECKs

About

2-155-10
minutes people

group
game
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Exercise Details
 › Turn over a problem card and unpack the status quo of the 

issue. Be sure to dissect the issue thoroughly in the beginning, 
so that the concept of status quo bias (wanting to maintain the 
dominent view points on something) becomes obvious.
 › When the status quo is fully understood � ip over an innovation 

card, and use it as a frame to work through and address the issue. 
 › Use divergent thinking to generate ways to solve the problem.
 › In the big kit you can spin the intervention wheel if you want to 

help re� ne the approach being used in the innovation / solution 
phase. 

understanding social 
norms, busting status 
quo bias, looking for 
solutions in unusual 
places, learning to love 
the problem, ideation, 
strategizing, divergent 
thinking practices. 

FAcilitator tips
Begin by asking if someone can give a de� nition of the status quo 
(status quo: the existing state or condition).  Encourage people to 
give examples of when the status quo bias may come into play. 

brain gains

switch it

anything’s possible
Exercise Details

 › The more improbable and theoretical the ideas are, the better 
the game is. There are no wrong ideas! Participants should 
bounce ideas o�  each other, stretch their brains and think of the 
impossible!
 › This can be played with partners, with each pair having to 

present a quick verbal pitch for their idea at the end. The group 
could also play with pens, paper, a whiteboard, etc. and create 
quick prototypes of their ideas. Other variables can be added to 
the mix, such as a problem card or a speci� c challenge.

Fast ideation, 
brainstorming, 
creative thinking, 
problem solving, 
creative development, 
team building, active 
imagination 
 facilitator tips

Try to keep the up a fast pace! Encourage people to share their 
silly and bizarre “� rst thing to come to mind” ideas, without 
� ltering. As the group plays, work on rapid ideation. Don’t let 
people get stuck on the impossibility of an idea.

brain gains
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Everyone takes a handful of almonds 
(or other small, easy to toss, snacks).  

This fantastic warm-up activity requires 
the group to work in pairs to catch 
almonds in their mouths! It’s simple but 
chaotic, and lots of fun. People will get 
physically warmed up and receive a little 
dopamine reward from achieving a task  
that can be, for some people, quite hard! 

how 
to 

PLAY
01

Standing a few feet away from their 
partners, people take turns tossing 
almonds to each other and trying to 
catch them in their mouths.

02

After a few rounds of partner play, 
people throw almonds up in the air 
and try to catch them in their own 
mouths.

03

this warm-up requires 
almonds or other small 

nutritious snacksAbout

2-205
minutes people

group
warm-upwarm-up: Almond Toss

The facilitator starts the game off 
holding the ball of string. With the 
ball in hand, they say their name and 
a personal or interesting fact about 
them (I'm _____ and….).

This warm-up focuses on � nding common 
connections between people and building 
a sense of shared community. As people 
share personal facts and others relate to 
them, a ball of string is passed around to 
track the actual connections in the group. 

how 
to 

PLAY
01

if someone in the group shares a 
connection with that fact, they say 
"Me too" and the ball of string is 
passed on to them. They then state 
their name and a new personal fact.

02

play continues with people sharing 
and finding connections and passing 
the string. The string is wrapped 
around a players' fingers at each 
pass so that it ends up being an 
interconnected web between all.

03

This warm up requires a ball 
of string or yarn

About

2-1010
minutes people

group
warm-upwarm-up: string theory
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warm-up: Almond Toss
Exercise Details

 › This warm-up busts through the everyday monotony of staring 
at screens and instantly activates your brain, as it reacts to a 
foreign object hurling towards you! 
 › As people take turns tossing almonds to each other, it’s best to 

use gentle under-arm throws. The goal is for the receivers to catch 
nuts in their open mouths, which will trigger rewarding little 
dopamine rushes. 
 › The game ends when pairs run out of almonds to toss, or when 

the timer is up.

Short physical break, 
IncreaseD hand-eye-brain 
coordination and focus, 
Endorphin and Dopamine 
rushES from successful 
achievement, Increased 
cognitive stimulation, 
collaboration.  

facilitator tips
WARNING: Make sure that nobody in the group has an allergy to 
nuts! A demonstration really helps set the tone for this warm-up. 
Showing an initial fail in the demo will normalize failure for the 
group, making everyone more comfortable with trying. 

brain gains

warm-up: string theory

Exercise Details
 › If more than one person identi� es with someone’s fact, multiple 

people can share their stories but the string should be passed on 
to just one (the person with the ball of string can decide whom). 
 › The person holding the ball of string should wrap it loosly 

around their � nger before passing it. This will connect them to the 
previous and next person 
 › Once everyone is connected, the ball of string is wound back up 

as players remove the tie from their � ngers, one by one.

enhance collaboration 
through sharing and 
connecting, Mirror 
neurons will fire as 
people connect and 
strengthen Storytelling 
skills. facilitator tips

Make sure everyone shares a connection and ask people to 
explain when they connect to someone else’s fact. There tends to 
be a couple of people that get the string more often than the rest. 
Help guide the string to di� erent people and encourage others to 
jump in -- you want an inclusive tapestry of connections!

brain gains
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Everyone stands in a circle and raises 
one leg. legs should remained raised 
until the end of the entire exercise. 

This warm-up exercise is a great way 
to get the group laughing, and they’ll 
learn everyone’s name in the process. 
Throughout the game, everyone stands 
on one leg-- this is quite hard to maintain 
without losing balance, but it’s a great 
way to stimulate the brain!

how 
to 

PLAY
01

one person begins by introducing 
themself, sharing their name and a 
one-liner fact about something they 
like (I'm _____ and I LikE ____).

02

Going clockwise, their next person 
says their name and one-line and 
then repeats the introduction of the 
person before them. This process 
continues until the last person has 
introduced themself and every other 
person that went before them. 

03

this game just requires 
people!

About

4-155-10group
warm-upwarm-up: Sober Truth minutes people

2-155-10
minutes people

group
game

 › Read through the game cards to see which 
ones you want to play, select a set of three or 
four games plus a warm-up, get together a group 
of people and start playing!
 › If you have a deluxe kit, you can randomly 

select games to play by spinning the roulette 
wheel.
 › If you have a smaller themed kit, just start with 

any game and work your way through the rest. 
 › Once you have played a few times, you will 

start to understand how the game mechanics 
work. Mix things up and design your own unique 
versions of the games!

There are a few ways to play: 

each game card includes a quick three-step 
play process, more details on the game, 

possible variations you can play and/or tips 
to facilitate play. you will also find these 

handy icon references on each card:

share your games with us at 
www.designercise.com

use the game 
selector wheel 
to randomly 
pick a game to 
play!

how to play Designercise
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warm-up: sober truth
Exercise Details

 › Part of the Standard Field Sobriety Test in the USA is a one-leg 
stand. In this test, the person in question is instructed to stand 
with one foot o�  the ground and count up, aloud, one by one, 
beginning with 1000 (1001, 1002, etc.) until they’re told to put the 
foot down. This is used as a sobriety test because the areas of the 
brain responsible for maintaining balance and verbal expression 
are separate, and having to engage both at the same time makes 
for a classic ‘divided attention’ test. 
 › In this game, the person who goes last has the hardest turn.

A split-attention 
challenge, this activity 
increases multitasking 
abilities and helps develop 
balance. People learn 
each other's names 
and are more likely to 
remember them and the 
personal fact due to the 
physical intervention of 
standing on one leg!  

facilitator tips
Explain that this exercise increases blood � ow, delivering oxygen 
and glucose to the brain while simultaneously reducing the 
buildup of harmful brain plaque. Take note of how di�  cult it can 
be to concentrate while standing on one leg. This game gets 
harder with each turn-- allow hints along the way if needed.

brain gains

All exercises in the Designercise Ideation 
Toolkit help enhance storytelling, design 
thinking, improvisation and � exible 
thinking skills, while also creating a high 
energy environment for collaboration 
and creative problem solving. 

You can use Designercise in just about any setting, from the 
boardroom to the classroom! Whether you are a facilitator, 
educator, designer, manager, entrepreneur, innovation 
specialist or just a creative thinking enthusiast, this kit will 
� ex your brain and make you laugh. Designercise is unlike 
any other professional play-based brain-activator on the 
market (actually, we don’t know of any others)! 

designercise
ideation toolkit

who is the ths for?

About Designercise
Created with cognitive biases, brain 

science and creative problem solving 

techniques in mind, Designercise is 

a series of rapid ideation training 

tools that help players create 

flexible and divergent thinking 

patterns. Each exercise is designed 

to bust a cognitive bias or brain-

rut that inhibits creative thinking. 

Through small to large group play, 

Designercise exercises create the 

cognitive conditions for divergent 

thinking. The games inside the small 

and deluxe boxed toolkits force 

tired and dulled brains to develop 

new strategies for solving everyday 

problems, whilst upping feel-good 

community vibes amongst the players.
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THE USUAL SUSPECTS

with the role and emotion decks 
stacked face down on the table, the 
top card of each deck is flipped up to 
create a card combination.

A group storytelling game in which 
everyone comes up with crazy news 
headlines and narrative plots based on 
a random pairing of cards. E.g., if the 
Accountant role card is paired with the 
Irrational emotion card, someone may say 
“Crazy bookkeeping conspiracy leads to 
new � nancial crisis'”

how 
to 

PLAY
01

Players go around the room making 
up headlines using the given role 
and emotion as inspiration. (hint: 
Think of the ways in which media 
sensationalizes narratives.) 

02

After the Group has exhausted the 
options for one card combination, 
another set of cards are flipped over. 
more play continues as people rapidly 
come up with new headlines, 

03

THis GAME USES THE role + 
emotion  CARD DECKs

about

2-205-10
minutes people

group
game

WHEEL OF PERCEPTION

the perceptions wheel is spun to 
select a topic at random. The group 
then  collectively lays out all the 
commonly held perceptions tied to 
that topic.

Spin the wheel and share perceptions 
of the selected issue. As a group you’ll 
expose and break down commonly held 
social perceptions tied to the topic. This 
game helps players overcome stereotypes 
and design solutions-based interventions. 

how 
to 

PLAY
01

someone summarizes the main points 
discussed by the group and then spins 
the intervention spinner wheel.

02

based on the intervention type, 
everyone in the group works 
individually to come up with an 
outcome that would help overcome 
the issue at hand. 

03

THis GAME USES the Perceptions wheel 
+ the intervention spinner

ABOUT

2-1010-15
minutes people

group
game
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THE USUAL SUSPECTS
Exercise Details

 › Combining the emotion and role cards helps to generate an 
idea that can be spun into a sensationalist headline.
 › The usual suspects-- hero, villain, protagonist, etc.-- can be used 

as a framework to help players build the headlines. 
 › Keep � ipping new cards to create di� erent pairings to play with.
 › This game helps to think about narrative structure and the way 

it is used to frame debates. It’s also a great tool for developing 
fascinating plot lines .   

Rapid idea generation, 
SEARCHING for links in 
otherwise unconnected 
sources. Using basic 
sources to make a 
creative narrative, using 
and responding to 
cultural conventions and 
stereotypes.   

variations
Instead of � ipping two new cards, play can shift by changing 
just one of the cards. A series of combinations that maintain the 
same emotion or same role can highlight stereotypes around the 
perceptions of roles and their relationship to emotional states.  
For more di�  cult play, an extra deck of cards can be added, such 
as the problem deck. You can also play this game by yourself!

brain gains

WHEEL OF PERCEPTION

Exercise Details
 › The person who spins the wheel starts by stating one 

perception and then, going around the circle, other group 
members take turns sharing key perceptions. 
 › The perceptions do not need to re� ect the opinions of the 

person sharing! Participants should share perceptions that they 
believe others hold in addition to their own.
 › For larger groups, during the solution stage of the game, 

participants can work in pairs.

open exploration of 
diverse viewpoints. 
Problem dissection and 
problem reflection. 
dissection of social 
percpetions and norms, 
rapid ideation of 
solutions, formation of 
system interventions. 

facilitator tips
 Keep up a fast pace both during the contribution and ideation 
phase. Ask “why?” as a point of investigation to help participants 
dig for focused solutions. It’s important to get some unpopular 
perspectives on the table — people shouldn’t try to be politically 
correct in this activity. 

brain gains
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The  Moon Silence  A  Window

Fire Footsteps Time

Nothing A  Clock A  Sponge 
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A  Mirror An  Egg Your  name

Your  age An  Onion Books

Darkness Tomorrow A  Promise



© 2016 Disrupt Design

CUT ALONG DOTTED LINES

PLAYING CARDS

 Category 

answ
er

answ
er

 Category 

 Category 

 Category 

 Category 

 Category 

 Category 
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Water Breath

Daily
Activity

Natural
Location

Type  of 
animal

Season

Holiday 
Destination 

Country Weather
Event



© 2016 Disrupt Design

CUT ALONG DOTTED LINES

PLAYING CARDS

 Category 

 Category 

 Category 

 Category 

 Category 

 Category 
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 Category 



© 2016 Disrupt Design

CUT ALONG DOTTED LINES

PLAYING CARDS

City Type of 
movie

Mode of 
Transport

Job
Description 

Business
type

type of 
food

Emotional
State 

Tourist 
Attraction

energy 
source
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 Category 

 Category 

 Category 

emotio
n

emotio
n

 Category 

emotio
n

emotio
n

emotio
n
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Stereotype Recreational 
Activity 

Something 
you  Can’t  Live 

Without

Something  
you  Forget

bored Irrational 

Joyful Grateful sad
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emotio
n

emotio
n

emotio
n

emotio
n

emotio
n

emotio
n

emotio
n

emotio
n

emotio
n
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anxious excited Lonely

confused frustrated ecstatic

angry agitated stressed
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emotio
n

emotio
n

emotio
n

emotio
n

emotio
n

emotio
n

in
novatio

n

in
novatio

n

in
novatio

n
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Embarrassed Rewarded happy

Scared Fantastic Angry

Lighting Communications Plastic 
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in
novatio

n

in
novatio

n

in
novatio

n

in
novatio

n

in
novatio

n

in
novatio

n

in
novatio

n

in
novatio

n

in
novatio

n
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Housing Telephones Electricity 

Boiling 
Water

Instant
Messaging

Cameras

Recorded
Music

Birth 
Control

Cars



© 2016 Disrupt Design

CUT ALONG DOTTED LINES

PLAYING CARDS

in
novatio

n

in
novatio

n

in
novatio

n

in
novatio

n

in
novatio

n

in
novatio

n

OBJECT

in
novatio

n

in
novatio

n
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Currency Air  Travel Surgery 

Computers Refrigeration Public
Transport

Fast  Food The  Internet roller  skates
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OBJECT

OBJECT

OBJECT

OBJECT

OBJECT

OBJECT

OBJECT

OBJECT

OBJECT
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Peeler Hole
puncher

Pencil

RAZOR STOOL Bottle 
opener

SHOE BROOM CONDOM
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OBJECT

OBJECT

OBJECT

OBJECT

OBJECT
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OBJECT

OBJECT

OBJECT
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Glasses ROPE Toothbrush 

Blanket Mouse  trap Soccer  ball

Spatula Hand  Saw Matches
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pROBLEM

pROBLEM

OBJECT

pROBLEM

pROBLEM

pROBLEM

pROBLEM

pROBLEM

pROBLEM
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Sword  Malnutrition  Rising
Sea  Levels

 Access  to 
Education

 Corporate 
Monopolies

 Disease
 Air

Pollution

 inequality  Oil  Spills
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pROBLEM

pROBLEM

pROBLEM

pROBLEM

pROBLEM

pROBLEM

pROBLEM

pROBLEM

pROBLEM
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 Reproductive 
Rights

 Food
Production 

 Peak  Oil

 Climate
Change 

 Consumerism  Overpopulation
 Loss  of 

Biodiversity

 Factory
Farming

 Access  to  
Clean Water
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 waste  Food
Deserts

 Deforestation

Clean
Underpants

Delayed
Flights 

Splitting
your  Pants

Holes  in
Socks

Flossing Being
Cool
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Insomnia Getting
Older

Public
Toilets

forgetting 
things

Going
Bald 

Taking  out
the  Trash 

Waiting 
in  Line

Pedestrian 
Crossings

RUNNING
Late 
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Getting
Enough Sleep 

Getting
out of Bed

Bad  Hair
Days

Responding
to  Emails 

Dog  Poop Snoring

Gender 
inequality

Caffeine
Addiction 

Social 
Awkwardness
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Puberty Airport
Security 

A  Weak
Bladder

Loneliness Cyber 
Bullying

Mosquitoes

A bad 
Date 

Traffic Financial
inequility 
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Misogyny Sexting cost of 
Education

Personal
Hygiene 

Conflict Procrastination 

Dieting Architect Chef
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Musician Doctor Fire  fighter

Designer Artist Pilot

Bartender Police
officer

Store  Clerk
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Athlete Professor Tradesperson

Teacher Accountant Nurse

Lawyer Tourist Professionally
unemployed
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You’re  trying 
to  ride  your 
bicycle  home

You’re 
having  a 

birthday  party

You’re 
having  a 

prostate  exam

You’re  trying 
to  get  a 

taxi  home 

You’re 
trying  to 

solve  a  crime

You’re  trying 
to  find 

your  keys

You’re  trying 
to  get  fired 

from  your  job

You’re  trying 
to  purchase  a 

movie  ticket

You’re 
trying  to 

bake  a  cake 
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You’re  trying 
to  escape  an 

axe  murderer

You’re  having 
an  anxiety 

attack 

You’re 
having
 a  baby

You’re  trying 
to  break  up 

with  someone

You’re  having 
an  allergic 

reaction 

You’re 
having  a 

heart  attack

You’re 
having  a 

laughing  fit

You’re  trying 
to  purchase 
toilet  paper

You’re trying 
to GO ON 
VACATION
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You’re 
trying  to 

get  pregnant

You’re  having 
a  fight  with 
your  friend 

 

sometimes 
I’M full, 

but I never 
overflow.
WHAT AM I? 

What goes up
but never 

comes 
down?

What is full 
of holes but 

still holds 
water? 

What turns 
everything 
around but 

does not 
move? 

I have a spine 
but no bones, 
Inside me the 

adventurous 
discover 
quests & 

treasures of 
every kind, 
what am i?

What 
invention 
lets you 

look right 
through a 

wall? 

Poor people 
have it. Rich 
people need 
it. If you eat 

it you die, 
What is it?



© 2016 Disrupt Design

CUT ALONG DOTTED LINES

PLAYING CARDS

questio
n

questio
n

questio
n

questio
n

questio
n

questio
n

questio
n

questio
n

questio
n



© 2016 Disrupt Design

CUT ALONG DOTTED LINES

PLAYING CARDS

The more OF 
IT you take, 

the more 
you leave 

behind, 
WHAT am I?

Until I am 
measured, 

I am not 
known. Yet 

you will miss 
me, when I 

have flown. 
what am i?

I have to be
broken 

before I can 
be used.

WHAT AM I?

What do you 
own that 
everyone 
else uses 

more often 
than you?

Feed me and 
I ‘LL survive. 

Give me a 
drink AND I 

will die.
WHAT AM I?

What is so 
fragile 

that saying 
its name 

breaks it?

I won’t cry 
IF YOU TEAR 

OFF MY 
SKIN, but 

you will. 
What am i?

The more 
you

have of me, 
the less 
you see.

what am I?

I am gentle 
enough to  

soothe your 
skin, light 

enough to fly
in the sky, AND 

strong enough 
to crack rocks. 

What am I?
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What is 
always 
coming 

but never 
arrives?

What has 
hands but 

can’t feel?

What gets 
broken if it 
is not held?

I AM LIGHT AS A 
FEATHER, BUT 

NO PERSON 
CAN HOLD ME 

FOR LONG. 
WHAT AM I?
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narrative build
the naysayer

i thinK of...

ride the riddle

Sto
ry

 A
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Ex

isten
tia

l Crisis
But/So Roadblock

Folding Paper 

All Together Now

The Narrator

It’s Really the bread & the Butter

FAIR
Y G

ODMOTHER VS DEVIL
S A

DVOCATE

di
ff
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en

t 
le

n
s

sw
it

c
h

 It
 

A
n

y
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g
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 P

o
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le

Back To The Future 

Functional Fixations 

The Usual Suspects

Wheel Of Perception

Corruption 
Recycling 

Inequality 

Po
verty

 

Pu
blic

 Displa
y

s o
f A

ffec
tio

n
 

Do
m

estic Vio
len

ce

Spitting

Alcoholism

Marriage

Gentrification
Teen Pregnancy

Poverty

Nose-pic
kin

g

Pr
ej

u
di

ce

M
il

le
n

n
ia

ls
Po

li
ti

ca
l 

A
pa

th
y

Envir
onmentalis

m

Homelessness

Public Farting

Littering

NOTE:
THESE ITEMS ALL REQUIRE 
STURDY CARD TO WORK. 
GLUE THIS PAGE ONTO SOME 
CARDBOARD BEFORE CUTTING.

>> USe a PUSH PIN to ATTACH 
THE ARROWS TO THE ROULETTE 
WHEELS

>> TRY A SMALL PIECE 
OF DOWEL OR A BROKEN 
CHOPSTICK FOR THE SPINNING 
TOP


