PROTOCOL:
If using these resources please recognise they were developed as LEaRN resources,
The University of Melbourne by Clare Newton (2018).

TIMELINE

This was developed based on a Timeline game and works well for 8-10 people and
takes 30-45 minutes.
LEARNING OUTCOME
Participants to reflect on the impact of education innovations along a timeline
from the past into the future.
SETUP
1. Printout the timeline and arrows onto A3 card 210 gram is light enough to
be photocopied but thick enough to be robust.
2. Set up the timeline on a 3 metre table that the group can gather around.
ACTIVITY
1. Ask the group to locate the education innovations printed on arrows along
the timeline. As they are doing this they might consider the innovations that
have been omitted.
2. Once the group has agreed on dates, check against the summary sheet (xcl).
For fun, you might print off large green ticks to indicate the dates that were
correct within a decade either side.
3. As a group, discuss the key moments that have not been included.
Educators from all ages will have moments to add such as the date when
married women were allowed to teach for the first time, or when the WWW
became available or when corporal punishment stopped.
4. Based on this trajectory, ask pairs or individual to write on the blank arrows
future innovations that will impact education and locate these up to the
2050 point. If groups are interdisciplinary it might be interesting to mix the
pairs.
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MIX and MATCH

This is a variation of a learning tool developed by Clare Newton for students in a
Design for Ageing. This can be for any number of participants.
LEARNING OUTCOME
Participants reflect on how space is often culturally defined. This exercise opens up
new possible combinations by using a mix and match set of concepts.
SETUP
1. Printout the mix and match images. We used 10c photographs from Office
works.
2. Spread photos out for participants to select from. We used a set for every
dozen or so people.
3. Provide A3 paper, glue and pens.
4. Pairing designers with non-designers into pairs helps discussion.
ACTIVITY
1. Either ask participants to self-select two words or distribute them
randomly.
2. Participants glue both images and then explore the space combination
using words and sketches
3. Exhibit and present to each other all or some.

WILDCARD

This is a variation of a wildcard exercise developed by the architecture firm DEGW.
It is used by various other design firms particularly at briefing stage. A set of images
for each group of 4-8 people works well.
LEARNING OUTCOMES
By selecting from abstract images, participants are helped to communicate ideas
and reach agreement on complex questions.
SETUP
1. Printout the images
2. Decide on the complex questions to be discuss and print them on card(s)
large enough for four (or six) images and a narrative.
3. Provide pens and glue. White chalkboard pens and black card works well if
questions are separately printed.
ACTIVITY
1. Small groups use the images to explore a complex questions
2. Their task is to agree, as a group, on the four images that best answer the
question.
3. Glue these into a presentation along with a narrative.
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