




Why?
Why ideate?
- Step beyond obvious solutions 
and thus increase the innovation 
potential of your solution set.

- Harness the collective 
perspectives and strengths  
of your teams.

- Uncover unexpected areas  
of exploration

- Create fluency (volume)  
and flexibility (variety) in your 
innovation options.

- Get obvious solutions out of  
your heads, and drive your team 
beyond them passengers?
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Look back to the definition phase. What were the point of views?



Pick a facilitator for the team?
Good facilitation is key to a generative 
brainstorm. You brainstorm to come up 
with many, wide-ranging ideas; a good 
facilitator sets the stage for the team to 
be successful doing this. 
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ENERGY – As the facilitator it is 
your task to keep the ideas flow-
ing. Perhaps the most important 
aspect of a successful brainstorm 
is the seed question that you are 
brainstorming about (see the “How 
Might We”on the following page). 
During the brainstorm keep a pulse 
on the energy of the group. If the 
group is slowing down or getting 
stuck, make an adjustment. Create 
a variation to the “How-might-we?” 
statement to get the group thinking 
in another direction (prepare some 

HMW options ahead of time). Put 
a time limit on each how-might-we 
statement; shoot for 50 ideas in  
20 minutes. 

SPACE – Be mindful about the 
space in which you conduct a  
brainstorm. A good rule of thumb 
is that all members of the group 
should be able to reach the board in 
two steps. Make sure each person 
has access to sticky notes so they 
can capture their own thoughts and 
add them to the board.

How to facilitate a brainstorm?



Name team members, and pick a team facilitator.
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How might we?

Amp up the good: 
HMW use the kids’ energy to  
entertain fellow passenger?

Remove the bad:
HMW separate the kids from  
fellow passengers?

Explore the opposite:
HMW make the wait the most  
exciting part of the trip?

Question an assumption:
HMW entirely remove the wait time 
at the airport?

Go after adjectives:
HMW we make the rush refreshing 
instead of harrying?

ID unexpected resources:
HMW leverage free time of fellow  
passengers to share the load?

Create an analogy from  
need or context:
HMW make the airport like a spa? 
Like a playground?

Play against the challenge:
HMW make the airport a place  
that kids want to go?

NOW MAKE UP YOUR OWN!

W
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What were your team’s HMWs?



How would Superman do it?

What if it had to be round? 

How would your friend design it?

 How would you design it with the  
technology of 100 years ago?

Spark new ideas.

Create volume and  
variety in your innovation  
design options. 

Get obvious solutions out of 
your heads, and drive your 
team beyond them. 

In this case, more is more.
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Record the teams’ what ifs?



Get stoked?
Stoke activities help  
teams loosen up and become 
mentally and physically active. 
Use stoke activities when energy 
is wavering, to wake up in the 
morning, to launch a meeting,  
or before a brainstorm.
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How to stoke?

Do an activity that gets your creativity going and increases your team members’ engagement with each 

other. A good stoke activity requires each person to actively engage, listen, think, and do, when playing 

Pictionary you must watch a teammate drawing, listen to other teammates guessing the answer (allowing 

you to build on those ideas), think of what the answer might be, and call out guesses yourself. Keep the 

activity brief (5-10 minutes) and active so you can jump into your design work after.
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Any ideas on how to get stoked?



- Category, category, die! 
Line folks up. Name a category 
(breakfast cereals, vegetables, 
animals, car manufacturers). Point 
at each person in rapid succession, 
skipping around the group. The 
player has to name something in  
the category. If she does not, 
everyone yells “die!!” and that 
player is out for the round.

- Sound ball. Stand in a circle and 
throw an imaginary ball to each 
other. Make eye contact with the 

person you are throwing to, and 
make a noise as you throw it. The 
catcher should repeat the noise 
while catching, and then make a 
new noise as he throws to next 
person. Try to increase the speed 
the ball travels around the circle. 
Add a second ball to the circle to 
increase each person’s awareness.

- Everyone walk around the  
room randomly. Then one person 
can make an offer: “Let’s act like 
we’re all at a cocktail party,”  

“Let’s be baby birds,” or “Let’s act 
like we don’t understand gravity.” 
Then everyone should shout in 
unison the response, “Yes, let’s” 
and proceed to take the directive by 
acting it out. At anytime someone 
else can yell out the next offer. The 
answer is always, “Yes, let’s!”

Many improv games are good stoke activities.
Try one of these: 



Your stoke activities were?



Why brainstorm?
Brainstorming is a great way 
to come up with a lot of ideas 
that you would not be able to 
generate by just sitting down with 
a pen and paper. The intention 
of brainstorming is to leverage 
the collective thinking of your 
classmates, by engaging with 
each other, listening, and  
building on other ideas.
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There are at least two ways  
to capture the ideas of a  
brainstorming:
- The scribe or facilitator legibly 
and visually captures on the board 
ideas that team members call 
out. It is very important to capture 
every idea, regardless of your own 
feelings about each idea.

- All-in all: Each person will write 
down each of his or her ideas as 
they come, and verbally share it 
with the group.

It is great to do this with post-it 
notes, so you can write your idea 
and then stick it on the board.

One conversation at a time.
Go for quantity.
Start making headlines.
Build on each other’s ideas.
Encourage wild ideas.
Defer judgment.
Be visual.



Your wildest ideas were? 



More is more.

In this case,

Often in Design we say less is more, but your brainstorm should generate many, wide-ranging ideas.

Work from the students of BVT Multimedia Communications.



Your tamest ideas were?



Alex Osborne, known as the father of Brainstorming 
said, “It’s easier to tame down a wild idea than to think 
up a new one.” Encourage wild ideas. Fly to the moon 
and back. Never discourage wacky ideas.

Work from the students of BVT Multimedia Communications.



Any additional ideas?



Follow and (nicely) enforce the brainstorming 
rules – they are intended to increase your  
creative output. Be visual. Here are some  
student examples from previous years.

Work from the students of BVT Multimedia Communications.



Any Visuals?



Why Select with intention?
Now harvest that brainstorm, so 
those ideas don’t just sit there on 
the board. Harvesting is straight 
forward for some brainstorms 
(pick a couple of ideas), but when 
ideating design solutions give 
some thought to how you select 
ideas. Carry forward a range of 
those ideas, so you preserve the 
breadth of solutions and don’t 
settle only for the safe choice.
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In the selection process, don’t 
narrow too fast. Hang on to the 
ideas about which the group is 
excited, amused, or intrigued.

Different selection techniques  
can be used:

- Post-it voting:  
Each team member gets three  
votes and marks three ideas that  
he or she is attracted to.

- Independent voting:  
Allows all team members to  
have a voice.

- The four categories method: 
This method encourages you 
to hang onto those crazy but 
meaningful ideas. Elect one or 
two ideas for each of these four 
categories: the rational choice,  
the most likely to delight, the 
darling, and the long shot.

- Bingo selection method:  
Like the four categories method, 
this is designed to help preserve 
innovation-potential. Choose  
ideas that inspire you to build in 
different form factors: a physical 
prototype, a digital prototype,  
and an experience prototype.

How to select?

Carry forward multiple ideas into prototyping. 

All content brought to you from Stanford’s D School. “Chart a New Course: Put Design Thinking to Work.” D.school. Stanford University, n.d. Web. 24 Jan. 2017. 

http://dschool.stanford.edu/dgift/chart-a-new-course/


Final selections made were?



What’s a bibliography?
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LLC. All Rights Reserved., n.d. Web. 25 Jan. 2017.

Plagerism.org tells us that “bibliography is a list of all of the sources you have used (whether referenced  
or not) in the process of researching your work. In general, a bibliography should include, the authors’ 
names, the titles of the works, the names and locations of the companies that published your copies  
of the sources, the dates your copies were published, the page numbers of your sources (if they are  
part of multi-source volumes),  the authors’ names, the titles of the works, the names and locations of 
the companies that published your copies of the sources, the dates your copies were published, and 
the page numbers of your sources (if they are part of multi-source volumes).” 

All content brought to you from Stanford’s D School. “Chart a New Course: Put Design Thinking to Work.” D.school. Stanford University, n.d. Web. 24 Jan. 2017. 

http://dschool.stanford.edu/dgift/chart-a-new-course/
http://dschool.stanford.edu/dgift/chart-a-new-course/


Hasso Platner 
The Institute Of Design at Stanford   


