A design thinking game kit

for quick innovation

DIVERGENCE




Divergence is a fast-paced storytelling game for 3 to 6 players,
offering an intensive, fun and user-centric experience of design thinking journey.

To play with the Print & Play version, print out the game cards
according to the following instructions:

1. Print this document double-sided

2. Choose “Landscape Orientation”

3. Choose “Flip on Short Side”

4. Cut out the game cards and score markers along the dotted lines
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GAMEPLAY MANUAL

Divergence is a fast-paced storytelling game for 3
to 6 players, offering an intensive, fun and user-
centric experience of the design thinking journey.

SESSION 1: BUILD YOUR CHARACTER

In Divergence, you will compete for the highest
score by creating and pitching design ideas for a
common Character. First, you are going to create
this very Character.

PREPARATION

Separate Head, Body, Feature, Context, Action,
Character Profile and Deep Dive cards by catego-
ry and shuffle.

@ Draw 1 Head card, 1 Body card, and 3 Feature
cards. Flip them over to form your Character.

@ Study your Character. Discuss your group’s
immediate interpretations of the cards —which
are abstract for this purpose! (5 mins)

@ First player is the person who most recently
watched a movie at the theater.

@ Going clockwise, each player takes turn to
draw 1 Character Profile card and answer the
question on the flip-side. Keep going until
ALL Character Profile cards have been drawn
and answered.

@ “Yes, and...”: each new idea or suggestion
should be built on the previous players’
answers. Let's not reject or invalidate other
players’ contributions!

@ Next step — take turn to draw 1 Context card
and 1 Action card, and answer the questions
on the flip-side.

@ Then, take turns to draw 1 Deep Dive card
each, and answer the question on the
flip-side. (Note: feel free to draw more cards
to build out more of your Character!)

SESSION 2: MIX & MATCH

Now that you have your Character, each player will
think about what innovation opportunities could
help them achieve their needs and goals.

PREPARATION

Separate Opportunity, Pitch Strategy cards by
category and shuffle.

Place the Score Tracker on the play area to keep
track of all players’ score.

Each player takes 1 set of colour Score Markers.

All players start with the same points: for a 3 players
game — 30 points; 4 players — 40 points; 5 players —
50 points; 6 players — 60 points. Points represent
investment currency and simulate a combination of
factors needed to excel in order to win the game.
Some points will be spent in this session, and some
earned back in the next sessions.

Draw 3 Pitch Strategy cards and place them on the
play area. They set the scoring strategies for the
Final Pitch (Session 4) and/or the Pre-Pitch (Session
3). They apply for all players; each will award 5
bonus points on achievement.

(1) Lay out [# players + 1] Opportunity cards on
the play area, then flip them over. The leftmost

card costs 1 point, the second leftmost costs 2
points, etc. (e.g. shown below is a 5 player
game, with 6 Opportunity cards laid out)

CARD| |CARD| |CARD| |CARD| |CARD| |CARD

1 2(3||4]/5]|]|6

1 point 2 points 3 points 4 points 5 points 6 points

@ First player is the person who most recently
mixed a drink.

@ The player acquires 1 desired Opportunity
card by spending the corresponding points,
then put it in front of the personal play area.

(4) Note: Players are not allowed to pass on their
turns. Yet, before acquiring any Opportunity
card, a player may spend 2 points to clear the
current selection once and draw a new set.
The player now has first choice, but must

acquire a card from this new set to end the turn.

@ The remaining cards slide down. Then, the
next player draws a new card to become the
most expensive.

VA

CARD| |CARD| :CARD: |CARD| |CARD| |CARD

1 213 (4|56

1 point 2 points 3 points 4 points 5 points 6 points

CARD| |CARD| |CARD| [CARD

1 214 /|5

1 point 2 points 3 points 4 points 5 points 6 points

(&) Play continues by repeating steps #3-5 above
until all players have had the chance to
acquire a card. This constitutes one round.

@ In a 3-4 players game, play [# players + 1]
rounds. If 5-6 players, play 6 rounds in total.

SESSION 3: PRE-PITCH

Let's do some preparation to get the brain juices
flowing! In this session, you will ideate with your
Character in mind to help them in the situation you
imagined them in.

PREPARATION

Designate a timekeeper and have a countdown
timer ready (e.g. a smartphone timer).

Place the Pre-Pitch Feedback Guide at the center
of the play area so all players can see it clearly.

Each player: use the Opportunity cards acquired
to come up with as many seed-stage ideas as
possible — capture the gist of each idea in a
sentence or two will suffice. Each idea must
contain at least 2 Opportunity cards. (5 mins)

Note: keep an eye on the Pitch Strategy cards,
as some of the cards may influence how you
prepare your Pre-Pitch!

@ First player is the player with the most points
on the Score Tracker.

@ Each player will share as many seed-stage
ideas to the peers. Each idea awards the
player 2 points. (cut-off time: 1 min)

@ All other players now feedback on the present-
ing players ideas by choosing one of the
options on the Pre-Pitch Feedback Guide. This
feedback session is a constructive round to
provide different perspectives for the present-
ing player. Discussion is optional. (max. 3 mins)

@ The first player's turn ends after this feedback
session. The player with the second-highest
score now becomes the presenting player,
and so on.

@ Repeat steps #2-3 until all players have
presented their seed-stage ideas.

SESSION 4: FINAL PITCH

The grand finale, where you will be putting your
ideas to the test! Present your best design solution
to help the Character meet their needs and goals.

PREPARATION

Place the Pitch Conditions Scorecard at the center
of the play area.

Each player gets 1 Final Pitch Scorecard.

Each player should build on their Pre-Pitch ideas
to come up with one final design solution. (5 mins)

Note: keep an eye on the Pitch Strategy cards and
the Pitch Conditions Scorecard, as they may influence
how you prepare your Final Pitch and Q&A!

@ First player is the player with the most points
on the Score Tracker.

(2) The player will conduct an elevator pitch of
their final idea. (cut-off time: 1 min)

@ Next, refer to the Pitch Conditions Scorecard —
award the presenting player 2 extra points for
each condition met. Use the spare Point
Markers to help.

(4) After the pitch is a Q&A session. All other
players are allowed to raise questions for the
presenting player to answer. (max. 3 mins)

(5) After the Q&A, the presenting players final
pitch will be scored by each other player using
the Final Pitch Scorecard, based on the player's
final design solution and performance.

@ Going clockwise, each player repeats steps
#2-5 until all players have finished their final
pitch.

@ The player with the highest total score is the
winner!
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CHARACTER PROFILE A& #H

PERSONALITY
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Choose from below:
—BHE—

Extroverted 9hNE)
Introverted ARE@

WHERE ARE THEY? #{FIZE@#&?

AT WORK
FEIE

Where / What is their work?

EE? M EIE?

CHARACTER PROFILE A& #®H

PERSONALITY
@
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Adventurous BREXKFT
Risk-averse #RRR

WHERE ARE THEY? #{fIZEmB#E?

AT HOME
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Where is home?
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COMMUTING
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What kind of commute /
form of transportation?
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Creative FRIFT
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SESSION 1: BUILD YOUR CHARACTER

SESSION 3: PRE-PITCH

Draw Cards
@ Head x 1
(2@ Body x 1
@ Feature x 3

@ Character Profile x 7
(B) Context x 1

@ Action x 1

@ Deep Dive x 4

SESSION 2: MIX & MATCH

(1) Draw 3 Pitch Strategy cards
(2) 5 mins to brainstorm
(3) 1 min to share ideas based on
Opportunity combinations
(2 points per idea shared)
(@ 3 mins for peer feedback
(Use Pre-Pitch Feedback Guide
as reference)

SESSION 4: FINAL PITCH

@ Lay out [# players + 1] Opportunity cards

(2) (Optional) Spend 2 points to clear

@ Choose, spend, shift, replenish

@ 3-4 players: Play [# players + 1] rounds
5-6 players: Play 6 rounds

(1) Use Pitch Conditions Scorecard
and Final Pitch Scorecard
(2 5 mins to design 1 final solution
@ 1 min elevator pitch
(@) 3 mins peer Q&A
(5) Score Pitch Performance from peer players

The idea | would One thing | would One thing | really
most love to see Iovetoseeyog ) liked about your
you focus on is... devdopfunhetwnhm idea(s) was. ..
your idea(s) is...
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PITCH CONDITIONS SCORECARD E #4515
Name created for solution

RIOREIBHE
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Name of Character referenced
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