
 

 

 
 

 
2. Creativity and ideas 

 
 
 
                                                           
 
      Activities during camps            Various time                               Realize ideas 

                    
 
 
 
These methods are for activities such as camps or workshops for youth between 12 and 15 years 
old but may be used for all ages. You can combine all of them or just pick one that suits the 
occasion.  
 
Background 
Working with youth between 12 and 16 years old in their spare time means that you have to 
come up with activities that will attract them to participate. You need to find a way to make non-
formal learning fun and interesting. This involves awakening their curiosity and inspiration and 
giving the youth new experiences. It is important to think about the link between goals and 
methods when deciding which method should be used.  
 
 
Goal 
 
 
The goal is to help the youth start to think about what dreams or ideas they have and how they 
can develop and fulfil them. This is also a way for the youth to learn how to interact and 
cooperate with other people, be creative and find tools for developing themselves and their 
ideas.  
 
 
Introduction 
 
 
It is very important to create a good working environment, where the youth do not feel 
restrained by shyness or lack of trust. Therefore, it is always good to start with team-building and 
trust exercises. 
In order to obtain a good working environment, it’s important for the youth and leaders to get to 
know each other. This is preferably done by getting everyone to participate in different games. If 
the youth don’t know each other already, some kind of name-game is a good place to start. The 
games should be managed so that the youth get to interact with the people they don’t know, 
and it is important that everyone feels comfortable with the games. However, this doesn’t mean 



 

 

that their comfort zones can’t be challenged. It’s up to the leaders to always be sensitive to the 
group, and that is best done by being a participant in the games whenever possible. Further, 
when the leaders participate, they have the opportunity to be seen as an adult who can be 
trusted and interacted with, rather than “just” a supervisor. These activities can be used during 
camps, when introducing other activities, or to give new energy or a creativity boost to a project. 
 
Interests and entrepreneurship  
Trying out different things is a way to find out what you like and are good at. To create a good 
learning experience, it is important to have enthusiastic and inspiring experts. Inviting an 
entrepreneur to visit and serve as an expert in the field in which you are holding a workshop can 
connect the youth to entrepreneurship in a concrete way. An expert visitor can provide a fun 
learning experience in which the youth can see that there are people who can make a living out 
of their dreams and visions.  
 
 
Idea workshop 
 
 
Working with ideas is a way to get to know yourself and what you are interested in, which is 
important when it comes to running a business. 
 
Brain writing 
Brain writing involves the youth being divided into smaller groups of 4–5 people. Each person 
gets Post-it Notes and a pen. Then, they individually come up with as many ideas as possible, 
one per Post-it. The thought is to let the brain run freely, so the ideas don’t have to be realistic at 
this point. When everyone feels like they are ready, they present all their ideas to each other. The 
next step is to categorise the ideas into different themes, and the group must figure out which 
ideas go under which theme. It’s better to have too many themes than to have a few themes that 
differ greatly. The group could then present their themes to the rest of the youth or continue to 
develop them. This task could either be done with one overall theme or just any ideas, 
depending on the goal.  
 
Idea presentation 
This is a way to develop an idea further and evaluate it or to compare different ideas. The idea 
should be named and given a short description. Then, the participants should start questioning 
their idea: Is it doable? Is it new? Is it realistic? Who is the target group? When is the idea 
happening? Is there a way to finance it? You can either come up with questions beforehand or 
decide with the youth which questions they should use. It is also good to ask the youth to draw 
something connected to the idea and to write one sentence that could either describe it or give 
a view of how the target group could react. This activity could be wrapped up with a discussion 
about the participants’ feelings about the ideas and if they think there are ways to further 
develop the ideas.   
 
 
 
 
 
 



 

 

 
 
Strawbee challenge  
 
 
Material 
About 25 tiles, about 30 straws with a bend, tape, paper and pencils. If you want, you can also 
have a prize for the winners, but the honor is enough. 
The aim is to train creativity and have the participants interact with others and be inventive. 
Divide the participants into groups of 3–5 people. The theme is diversity. Ask each group to 
select a group name. Ask them to choose a leader who will take responsibility of collecting 
everyone’s ideas. If there is time, it may also be helpful to advise them on making a schedule for 
planning and drawing, constructing and making adjustments. 
Give the groups the task of building a tower with the tools at hand in 20 minutes (The time can 
be longer, for example, one or two hours. If longer, give them more instructions on planning, 
drawing, etc.). 
 
A jury of 2–3 people will then judge the towers. The judges could be local business owners, for 
example. 
These judges can also be involved in an introduction or closing activity by having them answer 
three questions before or after the exercise for a maximum of 10 minutes in front of the group: 
Who are you? What is entrepreneurship to you? Why does society need entrepreneurs and 
creative people?  
The jury’s assessment criteria (scores of 1, 2 or 3): 

- Height 
- Sustainability 
- Design 
- Creativity 

 
One possible follow-up exercise could be to create new groups who will get a new assignment, 
such as to build a sustainable and beautiful bridge, with a panel of 60 cm long and 10 cm wide, 
on which a car of about 10 cm high should be able to drive. 
 
 
Forming groups  
 
 
Here are some ways you can mix up your groups: 
 
Idea #1  
The easiest way is to count. If you need 4 groups, for example, let the participant say the 
numbers 1–4 in turn, so they remember what number they got. All the “ones” form a group, all 
the “twos” form a group, etc. This is often an easy way split up close friends or cliques as they 
will have usually chosen to sit together in the room. You can also ask them to line up 
alphabetically by last name, shoe size or something else, and then count. 
 
 
 



 

 

 
Idea #2 
Bring a deck of playing cards. Groups can be arranged by the value on the card (aces, kings, 
queens, 10s, 4s, etc.), by the same suit (hearts, clovers, spades, diamonds) or by odd and even 
numbers. 
 
 
Newspaper name game  
 
 
Best for a group of about 10 to 20. 
 
Materials  
You should choose somewhere to play with enough seats for everyone, arranged in a circle 
(chairs or on the floor). Also, you will need a rolled-up newspaper (This will be used to lightly 
whack each other with and could easily be substituted with something else). 
 
How to play 
First, have everyone sit in a circle. Then go around the circle and have everyone say his or her 
name one or two times so everyone can start to learn the names. If you have two people with the 
same first name, learn their first name and the first letter of their last name. 
Next, choose one player to be “it” (we’ll call him D). D will hold the rolled-up newspaper and 
stand in the middle of the circle. D’s goal is to whack one of the other players with the 
newspaper, which will let him trade spots and sit down, while someone else becomes “it”.  
To start the game, choose one player to begin, for example, K. She will start by saying the name 
of someone else sitting in the circle, such as G. As soon as she says G’s name, D can hit G with 
the newspaper. But, as soon as G says another name, like V, D must target V instead. If D whacks 
V with the newspaper after her name is said but before she says a new name, she and D have to 
change places. D has to say a new name before he sits down, otherwise, V can whack D and they 
must change places again. 
 
As an energizer 
If you’re playing with a group of people who already all know each other, you can assign 
everyone a country, or a fruit, or something else in a category of your choosing. Now everyone 
must remember each other’s assigned “names”. 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

Appendix 
 
 

- Ingrid Remvall has created a website and written a book about the idea process. You can 
find tips, exercises and competitions on her website, which is only in Swedish: 
http://www.idesmart.se.  

 
- There are different packages about creativity available on the market such as Strawbees—

the future of learning: www.strawbees.com.  
 
 


