Live Learning Events
Active Learning Solutions

www.livelearningsolutions.com

“As human beings, our greatness lies not so much in being able to
remake the world as in being able to remake ourselves.”
Mahatma Gandhi
Our Learning events are active and creative interventions for large teams or working communities. They
provide a collective, relevant and memorable learning experience to meet your business needs. We are
experts in designing solutions that surface and address key challenges
whilst still having some ‘serious fun’.
Creativity has been identified as a prime leadership quality and the risks of not embracing it can lead
to both disengaged cultures and corporate paradigms that can impact the bottom-line as well as future
survival. After all, in an era of relentless change, there is little point
in applying old solutions to new problems.
Live Learning events engage the hearts and minds of teams which are, after all,
the means by which work gets done.

Experiential learning and development model

Live Learning Events can be used in the following ways:
•
•
•

To create impact, focus and shared learning during your seminar
As a stand alone intervention eg. networking events, project kick offs or as a change catalyst for
organisational challenges
Incorporated into our Team programmes like UpAGear, Team Advance or a Customized 		
Workshops

Our projects can vary from two hour challenges to twenty-four hour business simulations and are always
high on energy, involvement and creative stimulation.

Here is a brief selection of our projects to wet your appetite.
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Project - Need for speed
A challenge for speed, simplicity and agility. Teams compete in a drag race to
produce the fastest car. No electricity is allowed so teams must look to alternative
forms of propulsion.

Overview:
Provided with basic materials and equipment teams must produce a self propelled dragster. Equipped
with a small budget they can acquire additional materials from a limited and competitive resource
market. Complex designs that work on the drawing board don’t always work on the track!

Core learning:
•
•
•
•
•

Problem solving
Speed, simplicity, agility
Procurement versus acquisition
Quality
Team dynamics

25 - 200

1 - 3 hours
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Project - Rube Goldberg
Usually we want machines to be as simple and efficient as possible, not this time.
Teams are challenged to build the most over engineered and complicated device as
possible in a short time period. Every Rube Goldberg is unique - hand-crafted to fit
the situation and their success depends solely on the skill and vision of the creators.

Overview:
Making complicated processes simple is an easy concept to understand, but what about doing the
reverse? Rube Goldberg machines achieve a simple task in the most creative and complicated ways,
turning the mundane into the extravagant.
This exercise allows people to explore many teamwork and organizational challenges and is a great
event for both new and established teams.

Core learning:
•
•
•
•
•

Innovation and creative problem solving
Networking
Collaboration and handovers
Planning and resource management
Simplification lessons through complexification

10 - 100

1 - 4 hours
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Project -Velocity
High tech solutions versus the tried and tested. Teams must design super-fast ball
throwing machines that can beat the mark of one human arm.

Overview:
There is more to a great design than innovation and high technology solutions. This challenge lets teams
examine how increases in performance can only succeed if innovations can be implemented. The teams
must create throwing machines that are better than the human arm, not just in theory but in reality.

Core learning:
•
•
•
•
•

Innovation
Implementation
Project management
Creative problem solving
Planning processes

25 -150

1- 2 hours
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Project -We could be Heroes
Super heroes wear their brand on their chest. At first glance you can clearly see
their values, strengths and virtues. Personal brand awareness is key if you are to
succeed in this highly competitive market.

Overview:
Superheroes are big business with Marvel’s ‘Avengers’ grossing $1.5 billion alone. The challenge is
to create a superhero who embodies your team’s skills and talents. Align your brand to create your
superheroes story and their superpowers. A presentation of these, and a video trailer of your hero
in action, will be made to a panel of experts at the end of the project. Innovation, creativity, brand
awareness and authenticity will be the deciding factors in your success.

Core learning:
•
•
•
•
•

Personal brand
Innovation
Presentation skills
Creativity
Networking

25 - 150

2 - 4 hours
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Project - Going Viral
Viral videos are not just a way of sharing the latest funny cat’s videos. A successful
viral video has now become the ‘holy grail’ of a successful marketing campaign.
Using high specification equipment groups create their own viral videos.

Overview:
With over 49 million views, a viral marketing video managed to convert the aftershave ‘Old Spice’ from
an ‘old man’s favourite to a ‘modern day classic’. Looking inwards the groups must create a personalized
short viral video. This video could be about how they see themselves as a team, or even how they would
like to be viewed as a team, or even just to showcase what they have achieved.

Core learning:
•
•
•
•
•
•
•

Creativity
Identity
Team building
Mission booster
Kick-starting motivation
Communication
Shifting paradigms

10 - 60

2 - 3 hours
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Project - Legacy
In the future how to you want your team/organisation to be viewed and
remembered. What were your core achievements, how have you dealt with and
enacted change, and how did key moments affect the way you operated and
performed? What is the legacy you want to create?

Overview:
In the year 2000 millions of people around the world dug up time capsules that had been sealed from
the past. These people saw the objects, personal accounts, and key moments that changed the local
people’s lives from the 60s, 70s and the 80s. In the future what are the objects you want people to see
that affected you the most, think how email and the smart phone affect you.
In this exercise you have the chance to explore the past, present and the future. Through multiple projects,
utilising multiple mediums types you will create the ultimate physical backup of who you are, what you
have achieved and what you hope the future holds.

Core learning:
•
•
•
•
•

Legacy planning
Milestones
Key breakthroughs
Core focus
Team identity

50 - 150

3 - 8 hours

All Rights Reserved © LIVE LEARNING 2016 - No part of this document or any of its contents may be reproduced, copied, modified or adapted, without the prior
written consent of the author, unless otherwise indicated for stand-alone materials.

Project - World Café
A World Café session allows large groups, teams and communities to exchange,
build consensus and focus on the topics that matter the most. The project enables
people to have great conversations that generate breakthrough thinking around
strategic issues by surfacing and sharing insights in the most natural way possible.
We provide a proven facilitation technique that is based on ‘meta-model’ that allows for collective
intelligence to prosper in a relaxing and enjoyable way. Our expertly orchestrated World Café sessions
create alignment and engagement for the future.

Overview:
The key to the success of this activity lies in the simplicity and power of the World Café process and the
principles that underlie it. The café metaphor can be applied in many different ways and the process
resonates with traditional practices of dialogue, contribution and sharing.
If the the topics are not defined before the event, we start with a lively exercise to establish the café table
themes of discussion and coach the ‘café hosts’ and ‘clients’ on posture, facilitation skills and explain the
World Café guidelines. If required, we can also support you in successfully converting the outputs of the
conversations into clear action planning using simple tools.

Core learning:
•
•
•
•
•
•
•

Collective intelligence
Exploring facilitation techniques
Creativity
Consensus building
Sense of community
Engaged decisions
Networking

15 - 200

2 - 5 hours
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Live Learning Events engage the hearts and minds of teams - which are
after all, the means by which most work gets done!
Get in touch to discuss how we can create the right active learning
solution to address your business challenges.

www.livelearningsolutions.com

