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SPEED NETWORKING

Get into pairs

Identify 10 things you have in
common 1in 60 seconds

>
Rules:

physical appearance

 Cannot include
or gender




ECONONMIC ERAS

Industrial Information Connection
Economy Economy Economy
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Team Canvas Session @
#team alignment #teamwork g
#conflict resolution #feedback #teambuilding
#team #issue resolution #remote-friendly

The Team Canvas is Business
Model Canvas for teamwork. It

¥ 1159 + USEMETHOD

Stinky Fish ®
#hyperisland #skills #remote-friendly

#issue analysis

A short activity to run early in a
program focused on sharing
fears, anxieties and

¥ 1114 + USEMETHOD

Explore your Values @

#hyperisland #skills #values
#remote-friendly

Your Values is an exercise for
participants to explore what
their most important values

®1 & ¥ 753 + USEMETHOD
Looking Around ‘0.
#thiagi #concepts #remote-friendly *
#energiser

Here's another jolt that explores one of our favorite
themes: You have to unlearn something old in order to
learn something new. A nice thing about this brief

[ ] 2 ¥ 666 + USEMETHOD

How-Now-Wow Matrix g
#gamestorming #idea generation
#remote-friendly

When people want to develop
new ideas, they most often
think out of the box in the

® @ ¥ 1136 + USE METHOD
9 Dimensions Team Building Activity o
#icebreaker #teambuilding #team

#remote-friendly

PR 9 Dimensions is a powerful
. e oo, activity designed to build
s - * = relationships and trust among

¥ 1080 + USEMETHOD

Leadership Pizza 0

#leadership #team #remote-friendly

This leadership development
activity offers a self-
assessment framework for
people to first identify what

9 @ ® 718 + USEMETHOD

Team Self-Assessment @

#team #hyperisland #remote-friendly
a >
o’f\oj >
d o

] ¥ 596

This is a structured process
designed for teams to explore
the way they work together.
The tight structure supports

+ USE METHOD

Team Purpose & Culture @
#team #I

yperisland #culture
#remote-friendly #culture change

This is an essential process

o8
I«@ designed to help teams define
SA

their purpose (why they exist)

7 @ ¥1118 -+ USE METHOD

What | Need From You (WINFY) %ﬁ
#issue analysis #liberating structures #team
#communication #remote-friendly

People working in different
functions and disciplines can
quickly improve how they ask

L @ ¥ 758 + USEMETHOD

Lightning Decision Jam (LDJ) @
#action #decision making #problem solving

#issue ana\ys\s #innovation
#remote-friendly

e =i

It doesn't matter where you
work and what your job role

s @ ¥ 706 + USEMETHOD
Doodling Together n
i

#collaboration #creativity #teamwork #fun
#team #visual methods #energiser #icebreaker
#remote-friendly

E“) Create wild, weird and often

'_"“ funny postcards together &

@3 @ ®586 + USEMETHOD

Active Listening @
#hyperisland #skills #active listening

#remote-friendly

This activity supports
participants to reflect on a
question and generate their

o3 @ ¥ 569 <+ USEMETHOD
Check-in / Check-out ®

#team #opening #closing #hyperisland
#remote-friendly

Either checking-in or checking-
out is a simple way for a team
n to open or close a process,

®1 & ¥ 491 + USE METHOD

Trust Battery 0
#leadership #teamwork #team

#remote-friendly

This self-assessment activity
allows you and your team
members to reflect on the ‘trust

(amn }

7] ¥ 441 + USE METHOD

Impact and Effort Matrix o
#gamestorming #decision making #action
#remote-friendly

i In this decision-making
d exercise, possible actions are
mapped based on two factors:

| ]
®

¥ 418 + USE METHOD

o

Stand up if b
#icebreaker #sharing #opening

#energiser #online #remote-friendly

shart, fun, energizing team

ﬁpi?%\‘/ activity
y/ =
.3 @ |

¥ 556 + USE METHOD

Appreciations Exercise 3
#team #appreciation #self esteem .
#remote-friendly

When you hear about your
strengths from others and
acknowledge them to yourself,

87 & @ 478 + USE METHOD

Letter to Myself ®
#hyperisland #action #remote-friendly

Often done at the end of a
workshop or program, the
purpose of this exercise is to
support participants in

o4 @ ® 427

+ USE METHOD

Powerpoint Karaoke
#improv game #communication
#presentation skills #skills #remote-friendly

P point Karaoke is an improv game where
volunteers take turns presenting slide decks that
they've never seen before, in front of a live audience.

»2 ® 407 + USE METHOD

FREVMIOTE-FRIENDLY

Heard, Seen, Respected (HSR) {ﬁ
#issue analysis #empathy #communication
#liberating structures #remote-friendly #values

You can foster the empathetic
@ capacity of participants to
“walk in the shoes” of others.

1 @ ¥ 553 <+ USEMETHOD
Feedback: Start, Stop, Continue @
#hyperisland #skills #feedback

#remote-friendly

Regular, effective feedback is
one of the most important
= ingredients in building

[ ¥ 471 + USEMETHOD

Action Plan Workshop: The Arrow ®

#hyperisland #action #remote-friendly

This workshop aims to help
participants define, decide and
achieve their goals. By
supportina participants to

o1 @ ¥ 424 + USEMETHOD

Who are you? The pirate ship exercise "?
(dinamica del barco pirata) p

#team alignment #team #remote-friendly
#teamwork #warm up #icebreaker

B

13 @ ¥ 399

This an easy but powerful
exercise to open a meeting or

+ USE METHOD

sessionlab.com
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INCLUSIVE




INCLUSIVE

“The meetings | attend are effective” Identify as Introvert

90%

Extroverts

The State of Meetings Report (Mentimeter)
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CONTINUOUS
COLLABORATION

Present - Share

Generate summary doc

Sprint Planning Summar

Research statement




DYNAMIC PRESENTATIONS

00000000000
500000000000 ¢

=

Y Benefits

Virtual presentations offer
benefits that in-person
events simply cannot match




ROUND 3

— . \

RN

\ u i
\ SR = s & -
-~ Pt Y

FACE TO FACE



Meeting 1D: 230573
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