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Introduction 

Covid lockdowns around the world have necessitated transformations in communication and 

accelerated the need for augmented collaboration tools.  

With the focus and ambition in policies of the Green Deal and A Digital Future for Europe, combined 

with the European Skills Agenda the water sector needs to focus on future generation water 

professionals in higher education and Lifelong Learning (LLL) programs focusing on the early career 

professional. There are high needs in the water sector to cope with current and future 

transformations - such as climate change, digitalization – for a changing collaboration, reskilling, and 

upskilling of the workforce.  

The SMARTEN project contributes to building digital readiness in water-related higher education and 

lifelong learning as well as promotes digital adaptation to pandemic impacts on higher education. 

The theory of change in SMARTEN comes from the need to create an impact and apply the needed 

transformation because the traditional water sector is no longer valid, and it needs to learn to adapt 

and apply innovative methods. 

Blending the experience of serious games along with the augmented collaboration toolkit is an 

innovative way to get learning objectives while adding game mechanics in a digital environment to 

achieve further engagement. It can empower early career researchers, students, and professionals, 

to further participate in their field along with their colleagues and within other collaborations. This 

approach strengthens knowledge sharing and collaboration in both formats: digital and hybrid.  

The augmented collaboration toolkit supports trainers and teachers within higher education and LLL 

programs to create the shared narrative, the skills to do their work in a digital surrounding. By 

creating a more professional and attractive collaboration workplace and engaging the students and 

young professionals, the water-related higher education will be inspired and supported to harness their 

true potential and consequently inspire the rest of the water sector and other networks to take on 

the needed changes in this time and for the next generation. 

The role of this toolkit is to facilitate the serious games from the other WPs in SMARTEN to support 

collaboration throughout the different target groups and work towards a joint narrative 

(storytelling) and other needed soft skills to create true collaboration. A joint skills approach and 

storytelling will improve collaboration through serious games from a different type of learners and 

supports the search for common and innovative solutions.  

This toolkit is composed of two components:  

- Digital tools for the augmented collaboration (Miro, GroupMap and Howspace). 

- Collaborative skill development tools (InterVision (peer-coaching) methodology, Deep 

Democracy (Lewis) and Culture Mapping Tool (Erin Meyer)).  

Both components lead to deeper IMPACT on the way educators teach and train in organisations and 

water-related higher education, so we can develop how this way is perceived by the participants/ 

learners. Also, these components make the toolkit highly TRANSFERABLE technically between 

organisations interested to implement it and between other disciplines, teaching and training areas. 

http://www.smartenproject.eu/
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This document presents a brief practical guideline on best practices of collaborative skills, tools and 

do’s and don'ts in using Serious games in education and training. 

The augmented collaboration toolkit between design, facilitation, 

and feedback 
 

This toolkit aims to create an augmented collaborative workplace that offers a flexible set 

up where trainers and coaches can customize the learning experience while participants can 

pace it in a way that supports their unique needs, characters and learning objectives. Thus, 

three elements are key in creating this environment: proper design, facilitation, and 

feedback1.  

 

 

 

 

 

 

 

Figure (1). The digital collaboration processes. 

The design should emphasize the research question related to the training or workshop and 

highlight the objectives while considering the needs and expectations of participants. There 

are different design ideas mentioned in this document for each digital collaboration tool in 

this toolkit.  

Facilitation is a supportive process that aims to bring all members to share their ideas, 

questions, and perspectives to identify a common objective and then work together to 

make it happen2.  

A facilitator identifies what the purpose of the event is and designs a setup that matches 

this purpose. The role of facilitator can be summarized as2,3:  

o Creating and enabling safe environment for participants to share and discuss 

their ideas.  

o Encouraging the conversation by asking questions and keeping the discussion 

going. 

o Drive the discussion into reaching a decision or the specific objective by 

harvesting the best ideas. 

The digital 

collaboration 

processes 

Design 

Feedback Facilitation 
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o Stay impartial and don’t pose ideas. 

Dr Zakhar Maletskyi described the facilitator’s role with the following: “As a facilitator, my 

responsibilities are to drive group work through brainstorming and establish the most prudent 

solutions to water resource management issues that countries are facing globally.” 

Here are some tips to create a productive collaborative workplace45:  

• Always start the meeting with a check in, so attendees can get to know each other 

and bring their attention. 

• Provide the agenda beforehand and then try to go through it in a form of questions 

during the meeting. 

• Delegate some of your tasks to attendees for further engagement and 

accountability. 

• Keep asking questions such as:  

o What do you think? 

o What would you do? or 

o Do you have any other ideas? 

• Wrap up with a quick debrief and plan follow-ups.  

 

 

Figure (2). A facilitation tip by Naomi Timmer.  

Feedback represents a key reflection on the participant’s experience within the 

collaborative tools and examines the learning outcome. Thus, it is a key step to measure the 

success and impact through this activity6. The evaluation survey represents a significant way 

to gather the feedback in and after the activity. Using the rating feature could be 

instrumental in the measurement process.  
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Figure (3). An example of a using the rating option in a survey. 

 

Figure (4). Feedback of a participant in the Digital Gamified Workshop for Water 

education.  

  

Figure (5). Feedback from participants in NMBU workshops. 
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The collaborative skill development tools  
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Introduction 
Collaboration skills are key to foster teamwork in any workplace and enable problem-solving 

through working on soft skills such as communication and interpersonal skills. They are used 

in SMARTEN to connect not only teachers/ trainers and learners but also other stakeholders 

in a joined learning experience where they support the development of management and 

leadership skills engaging learners and trainees into facilitation and using serious games.  

Developing these skills has many advantages mainly for students, including7: 

- Development of higher--order thinking, oral communication, self-management, and 

leadership skills. 

- Promotion of interaction between students themselves and with trainers. 

- Increase in student retention, self-esteem, and responsibility. 

- Exposure to several perspectives. 

There are three components in any collaboration8:  

- Participation refers to learner engagement with the task, the extent to which they persevere 

to solve the problem and how well they interact with others. 

- Perspective taking focuses on the quality of the interaction between learners in the 

workplace, such as how learners respond and adapt to one another. 

- Social regulation refers to how learners navigate the collaborative space and includes 

negotiating and resolving differences, evaluating their self and their peers, and taking 

responsibility for the solving of the problem. 

We are going to discuss three different collaborative skill development tools in this chapter:  

- InterVision (peer-coaching) methodology 

- Deep Democracy (Lewis) 

- The Culture Mapping Tool 
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InterVision (peer-coaching) methodology 

Introduction   
Organizations are complex. Society literally requires an organization to deploy people and 

resources in such a way that products or services can be realized. There is no escaping the 

fact that people within an organization are constantly confronted with questions and 

changes. Employees have to relate to these changing situations, and this can be 

accompanied by dilemmas, question marks, doubts, enthusiasm and frustration. 

Organizations have a corporate culture in which certain patterns show themselves 

repeatedly. These are often recognizable to colleagues, and some may have formulated an 

answer where the other is still looking. It is therefore useful to learn from each other's 

experiences and expertise.   

What is InterVision?   
InterVision is a structured consultation of a small group of equal professionals9. Officially 

InterVision is not a term used in English, they often use Co-Worker 

Consultancy. During InterVision meetings, certain issues about personal functioning within 

the work context are discussed. A methodology is used that is helpful in understanding and 

clarifying these questions. Not only does the case introducer learn here, but also the group 

that examines the issue.   

What is the purpose of InterVision?   
The purpose of peer review is to maintain professional expertise and to boost the 

professional's personal functioning. During the meetings, the participants learn from the 

case histories, but above all listen, ask good questions and reflect. These skills are useful in 

every position.   

Conditions   
There are several preconditions that determine the success of peer groups9: 

1. The participants are hierarchically on the same level and practice a kind of equal 

profession so that they recognize themselves in each other's work questions.   

2. They treat each other equally and respectfully.   

3. They are committed to participate in the peer review.   

4. They guarantee confidentiality.   

5. Take responsibility for the functioning of the peer group.   

There are also a few practical matters that help the success of peer groups.   

1. Ideally, the group consists of about 6 participants. 

2. InterVision is regularly held (1 time every 6 or 8 weeks).   
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3. A (fixed) location will be arranged. 

4. A process supervisor is appointed for each meeting (this can be external, but after 

practice also internal).  

5. We work according to a structured method.   

Pitfalls   
There are of course also pitfalls when InterVision is started. For example, it can be tempting 

to turn the InterVision into discussions in which the latest news is mainly exchanged. While 

this can also be satisfactory, it yields less learning efficiency. Sometimes the structured 

method is abandoned, and the meetings take on a superficial character. This is usually 

because the research phase is skipped that helps to understand the issue properly. Last but 

not least: frequent cancellation and rescheduling of appointments can lead to 

the InterVision group slowly but surely 'evaporating'.   

The 10-step method   
The 10-step method is suitable for a group with little or no InterVision experience. The 

method places more emphasis on the depth and learning process of the case contributor 

than on the substantive solution of the problem. The structure helps prevent other 

participants from projecting their own problems onto the case contributor's case. What the 

group mainly learns with this InterVision method is to ask good questions. Not only 

questions about facts and the content of the issue, but also about the opinions, experience, 

and motives of the case contributor.   

 

Figure (6). The iceberg model. 

 

McClelland's Iceberg Model is a useful tool here that teaches participants about the level at 

which they ask questions. Only the top of the iceberg above the water level is visible. This 

part represents the visible behavior that has a certain effect on the immediate environment. 

However, most of the iceberg is underwater and consists of thinking, feeling, wanting and 

our blueprint. A blueprint is understood to mean experiences that have had such an impact 

in our lives that the effect still works in the present. For example, culture, upbringing, and 

important life events. 
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The influence of the different levels goes from the bottom of the iceberg to the top, but also 

the other way around. For example, a successful project can lead to a person thinking 

positively about themselves, increasing self-confidence and making it easier to take on the 

next challenge.   

By asking questions at different levels, insight is gained into the perspective from which the 

case introducer looks at the situation and as a result some solutions may not come into 

view. By offering other perspectives, other solutions also come into the picture. When the 

group is trained in asking good questions and understanding the issue, they can switch to 

the abbreviated variant.  
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Deep Democracy (Lewis) 

Introduction  
Deep Democracy is a set of simple yet powerful tools and skills, developed in South Africa by 

clinical psychologists Myrna and Greg Lewis, based on Arnold Mindell’s process-oriented 

psychology10,11. It is a cutting-edge facilitation and conflict transformation methodology that 

is pragmatic, easily acquired and can be used by people with no psychology training.  

Its contribution comes from providing a new way of seeing situations and the necessary 

skills to:  

- Improve and accelerate decision making  

- Gain real commitment and engagement 

- Resolve conflict 

- Enhance productivity and performance.  

 

 
Figure (7). Integrating the voice of minority.  

Exploring new horizons with Deep Democracy 
How do we create true collaborations? How do we start co-creation and co-responsibility? 

How do we find solutions that include existing diversity up to and throughout the 

convergent phase of decision-making and up to execution? You have to keep everyone on 

board, but can't make everyone happy - hard choices have to be made. How to be sure 

you’re taking all knowledge of the community into consideration? Do we make enough use 

of all the knowledge there is? 

Tension and conflict are given a bad reputation; they are however opportunities for 

transformation. Myrna Lewis has designed the 'U+Me Let's Talk' process to enable you to 
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face foes, resolve the conflict, improve the relationship, and gain personal growth. Myrna is 

a leading thinker and practitioner in the field of transformative leadership and facilitation. 

She together with her late husband Gregory Lewis co-founded the Lewis Method of Deep 

Democracy whilst assisting South Africa's utility company transform from an Apartheid 

driven organization to align with South Africa's new democracy11. 

Lewis Deep Democracy method 
This method has four steps: 

- Collect all views of all attendees  

- Actively look for alternatives trying to emphasize the differences in views 

- Spread the alternative by working on compromising  

- Add the minority wisdom to the majority vote by working on creating the necessary 

synergies. 

  

 
Figure (8). The Lewis Deep Democracy format.  

 

Many principles behind the theory of this decision-making process11: 

- Take wisdom of the person, spread the knowledge 

- If one feels/ experiences it, the knowledge is already in the group, more people with 

recognize. 

- Summarize, make people feel heard 

- Be clear up front what will happen with the input of people - to create ideas/ 

proposals/ decision making power? 

- Create more knowledge by asking questions: 

o Can you say more about it? 
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o Who recognizes this? 

- If there is no result/ decision possible after 3 rounds of voting - you probably are 

talking about the wrong thing. You need to check what the real issue is at stake. 

 

The main goal of this method is conflict resolution, thus if there is no solution that can be 

agreed upon, we shouldn’t wait and say now what? Instead, we need to do the following:  

- Continue to talk, probably not all that had to be said is said... 

- Probably there is an issue with trust 

- What does anyone need to go along with this decision? 

 

Exercise on decision making with inclusion of the minority voice 
To be able to tackle a polarity, we have to map it out. Why do we have such a trouble to be 

more inclusive, to deal with citizens' participating, to connect with other/ related sectors, to 

change our way of working? 

Reflecting and talking are important, but so is taking action! 

What will be the focus after the break? Which topic do we need to discuss? 

The rules 

1. Safety: 

• No one has monopoly on the truth. 

• We do this to become better/ improve collaboration/ relation. 

• Everyone is prepared to learn. 

2. Say all you want to say: 

• Don't be polite, get the knowledge above the water. 

• It is no ping-pong. 

3. Identifying the needs from the group? 

 

How to challenge the truth and find new ways of working? 

The gift of inclusion is that it challenges everyone's truths. Asking questions, eliciting diverse 

opinions, and discussing underlying intentions and needs creates room for other viewpoints, 

ideas and ways of seeing. Together, diverse truths generate better solutions and decisions. 

This skill of flexible gaze can be trained! We can all learn to set aside our own cultural lens 

for a while and diverge from judgements. This allows us to see the perspective of the other, 

develop a wider perspective. It becomes the art to ask questions instead of starting a fight. 

And there is never an end to this. Truth is a dynamic aggregate of constantly changing 

viewpoints. That's life... 
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The Culture Mapping Tool 

Understanding dynamics Inter-cultural Collaborations 

Introduction  

Confucius said “In their nature all people are the same, it is their habits which makes the 

difference”.  Culture influences many aspects of our life including daily lifestyle, thinking, 

communication style and perception. Thus, cultural mapping is key because it provides an 

integrated picture of the cultural character, significance, and workings of a place to help 

people recognize, celebrate, and support cultural diversity for economic, social, and 

educational development. 

Inter-Cultural Perception Model 

“It’s all about perception!” would be a great way to note that culture and the related 

cultural behavior is in the eye of the beholder12.  

Several aspects define how we behave and how we perceive the behaviour of others: 

- The situation 

- The characteristics of the person him/herself 

- The power/ position of the person and his/her interests 

- The expectations defined by cultural aspects like values and conventions. 

 

Figure (9). Inter-Cultural Perception Model. 

The model shows that culture is a combination of four pillars: basic set conventions, norms, 

habits and rules12.  
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Conventions are agreements about how to behave in specific situations. They are related to 

interpretations of behavior.  

Scripts are a sequence of events which take place along the line of implicit and explicit 

conventions. They coordinate social actions in case of differences in or misunderstanding 

about scripts cooperation becomes difficult. 

 

Characteristics of Conventions and Scripts: 

- Pertain to behaviour 

- Situation specific 

- Vary across nations, regions, groups 

- Have an obligatory character 

o Infringement is noticed 

o Infringement results in surprise embarrassment, sanctions.  

Habits are personal actions that are done regularly with some sense of compulsion. 

 Norms are societal standards that govern our behavior choices. 

 The Culture Map – Erin Meyer 

The Culture Map was created by Erin Meyer, an American author and professor at INSEAD 

Business School, based in Paris13. It provides a new way forward, with vital insights for 

working effectively and sensitively with one’s counterparts in the new global marketplace.  

This tool shows that cultures fall on the eight culture map scales which compare how each 

builds trust, gives feedback, and makes decisions, table (1).  

Table (1). The eight scales of the Culture Map.  

Communications 

Low context High context 

Evaluating 

Direct negative feedback Indirect negative feedback 

Persuading 

Principles first Application-first 

Leading 

Egalitarian Hierarchical 

Deciding 

Consensual Top-down 

Trusting 

Task-based Relationship-based 

Disagreeing 

Confrontational Avoids confrontation 

Scheduling 

Linear time Flexible time 

http://www.smartenproject.eu/
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In the following, there is a summary on each scale: 

1. Communicating: 

a. Low context where good communication is precise, simple, and clear. 

Messages are expressed and understood at face value. Repetition is 

appreciated if it helps clarify the communication. 

b. High context where good communication is sophisticated, nuanced and 

layered. Messages are both spoken and read between the lines. Messages 

are often implied but not plainly expressed.  

2. Evaluating: 

a. Direct negative feedback: Negative feedback to a colleague is provided 

frankly, bluntly, honestly. Negative messages stand alone, not softened by 

positive ones. Absolute descriptions are often used when criticizing. Criticism 

may be given to an individual in front of a group.  

b. Indirect negative feedback: Negative feedback to a colleague is provided 

softly, subtly, diplomatically. Positive messages are used to wrap negative 

ones. Qualifying descriptors are often used when criticizing. Criticism is given 

only in private.  

3. Leading: 

a.  Egalitarian: The ideal distance between a boss and a subordinate is low. The 

best boss is a facilitator among equals. Organizational structures are flat. 

Communication often skips hierarchical lines.  

b. Hierarchical: The ideal distance between a boss and a subordinate is high. 

The best boss is a string director who leads from the front. Status is 

important. Organizational structures are multi-layered and fixed. 

Communication follows set hierarchical lines. 

4. Deciding:  

a. Consensual: Decisions are made in groups through unanimous agreement.  

b. Top-down: Decisions are made by individuals (usually the boss).  

5.  Trusting: 

a. Task-based: Trust is built through business-related activities. Work 

relationships are built and dropped easily, based on the practicality of the 

situation. You do good work consistently, you are reliable, I enjoy working 

with you, I trust you.  

b. Relationship-based: Trust is built through sharing emails, evening drinks, and 

visits at the coffee machine. Work relationships build up slowly over the long 

term. I’ve seen who you are at a deep level, I have shared personal time with 

you, I know others well who trust you, I trust you. 

6. Disagreeing:  
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a. Confrontational: Disagreement and debate are positive for the team. Open 

confrontation is appropriate and will not negatively impact the relationship.  

b. Avoids confrontation: Disagreement and debate are negative for the team. 

Open confrontation is inappropriate and will break group harmony or 

negatively impact the relationship. 

7. Scheduling 

a. Linear time: Project steps are approached in a sequential fashion, completing 

one task before beginning the next. One thing at a time. No interruptions. 

The focus is on the deadline and sticking to the schedule. Emphasis is on 

promptness and good organization over flexibility.  

b. Flexible time: Project steps are approached in a fluid manner, changing tasks 

as opportunities arrive. Many things are dealt with at once and interruptions 

accepted. The focus is on adaptability, and flexibility is valued over 

organization.  

8. Persuading: 

a. Principles first: Individuals have been trained to first develop the theory or 

complex concept before presenting a fact, statement, or opinion. The 

preference is to begin a message or report by building up a theoretical 

argument before moving on to a conclusion. The conceptual principles 

underlying each situation are valued.  

b. Applications first: Individuals are trained to begin with a fact, statement, or 

opinion and later add concepts to back up or explain the conclusion as 

necessary. The preference is to begin a message or report with an executive 

summary or bullet points. Theoretical or philosophical discussion are avoided 

in a business environment.  

How to deal with the cultural differences? 

There are key steps in each scale which may be beneficial in dealing with cultural 

differences, table (2). 

Table (2). Dealing with the cultural differences.  

Communication *Make clear rules everyone agrees upon and knows why 

you explicitly agree upon them 

*Put in writing 

*Check: Listen, Summarize, Dig Deeper/Deep Questions/ 

Discuss  

*Indicate your own boundaries and communicate when 

necessary 
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Evaluating *Adapt but never take over behaviour 

*Private is always the safe choice 

Persuading *Change between how and why/ practical vs theoretical 

*Accept slower decision-making process 

Leading *Be aware of difference and discuss them*Management 

by objectives, concrete and specific*Set goals individual 

and team level 

Deciding *Make and agree upon an explicit decision-making model 

Trusting *Time for relation building pays off everywhere 

*Show your through self – the relationship is the 

collaboration 

*Choose a common communication tool 

Disagreeing *Maybe you don’t have to be in all meetings as leader? 

*Depersonalize ideas 

*Introduce you will disagree 

Scheduling *Agree specifically on time perception/ planning system to 

use 

 

How to start inter-cultural teamwork? 

The procedure to start inter-cultural teamwork includes the following steps: 

1. Map your own/ your team’s perception on the scale. 

2. Use the Country Mapping Tool.  

3. Reflect on outcome: 

a. Do you agree with the positions as outlined on the maps? Why or why not? 

b. What else can you share with the group to better understands each 

other’s positions. 

c. Which and how can these concepts impact the team’s collaboration? 

d. What can we do to be more effective, given the differences? 

4. Make a Team Collaboration Plan with clear framework.  
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The digital tools for the augmented toolkit 
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Introduction 
Digital collaboration tools leverage the digital space to improve workplace collaboration, 

communication, content management, and information flow in any training or workshop. A 

collaborative workshop is a meeting with the participants where they will work together 

toward a shared vision or goal.  

The aim of using such tools is to improve the participants’ productivity and efficiency and 

make the learning experience and sharing ideas easier. Many activities can take place in a 

digital canvas where there are limitless possibilities for brainstorming, decision making, etc. 

Many digital tools are available in the market. Three digital tools were short-listed to be 

used in SMARTEN because they support transversal and digital skills that are key to facilitate 

serious games: Miro, GroupMap and Howspace. Each tool brings its opportunities, 

drawbacks, and supportive role for serious games which we will discuss in the following 

sections. But first make sure you think through the following before choosing the digital 

tool14: 

- When will your workshop be hosted? 

- Who are the targeted participants? 

- Are the attendees going to join at the same time or according to their availability and 

time zones? This is a great way to identify the interaction: Is it a real-time one? 

- How long will your workshop last?  

- Who will facilitate? 

- What’s the goal of your workshop?  

- What are the outcomes of your workshop?  

- Is there a need for a follow-up from attendees? If yes, in what form? 
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Miro 
 

 

Introduction 
Miro is an online collaborative whiteboard to support the collaboration within the team. It 

helps in bringing together all participants to work together to brainstorm ideas, make 

decisions, give feedback, and boost productivity14.  It can be used for facilitating meetings, 

workshops, team building and research. This platform provides a real-time interaction. 

Pros of using Miro: 

- Miro is easy to use and navigate not only by the designer but also by the 

participants. 

- It has features that provide an inclusive experience (video chatting, voting, chatting, 

presentation mode, timer). 

- It has a huge rich library of templates which can be used in different activities if the 

trainer doesn’t want to customize its workshop.  

- Miro is free for students and universities.  

- Preparing the setup of the workshop is easy and can be presented beforehand, so 

participants can expect the flow and maybe prepare.  

- It supports creating the nurturing environment for serious games.   

Challenges of using Miro:  

- It is more of a real-time platform. This means it isn’t always easy to go back to Miro 

and check what has been done in the workshop if the person didn’t attend. 

- Some people may get lost in this unlimited whiteboard, so the trainer always needs 

to pay attention that all participants are in the same workplace.  

- The free version gives limited access to white boards and upgrading to other plans 

asks for prices that many universities can’t afford.  

The templates 
H2OPeople designed the following boards to support you in your facilitation:  

The Empty Template 
The main objective of this board is to create a free whiteboard where you can add different 

elements from other designed boards and customize your own workspace according to your 

needs and context.  

The Community building board 
This board has three main templates: Icebreakers, contact information and agenda to 

smooth the flow of the event.  

http://www.smartenproject.eu/
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Four different icebreakers are created in this board aiming to assist the facilitator in creating 

an interactive environment: Share with us, Who is in the Room, The World Map and Cross 

the Line. Incorporating such fun activities in any workshop or event is key to bring 

participants together, so they start the conversation and get to know each other. Choosing 

the designated icebreaker activity is based on the characteristics of the targeted event and 

participants.  

 

Figure (10). Share with us ice breaker template.  

 

Figure (11). Who is in the room ice breaker template.  

http://www.smartenproject.eu/
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Figure (12). Cross the line icebreaker template. 

 

 

Figure (13). The world map ice breaker template. 

 

The purpose of creating the Agenda Template is to not only keeping the participants 

informed beforehand but also helping the facilitator to keep the event on track. Thus, we 

suggest filling out this template and then providing the link to participants beforehand, so 

they are aware of the event flow and prepare themselves to engage when it is necessary.  

http://www.smartenproject.eu/
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Figure (14). The Agenda Template. 

The contact information template in this board was designed for participants, so they can 

have all the event organizers’ information in one place which may facilitate reaching out 

process. 

 

Figure (15). The contact information template.  

 

The brainstorming board 

The brainstorming process represents a key component of a collaborative environment that 

aims to solve problems and create innovative ideas. This process is usually composed of 

three main steps:  

http://www.smartenproject.eu/
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- Divergence: It is the first stage where first all participants provide their relative ideas, 

then they get feedback from other participants. 

- Convergence: It is the second stage where all ideas are well-thought off and judged 

according to the scope and feasibility  

- Developing an Action Plan: It is the final step where ideas are brought to life through 

planned actions.  

The facilitator needs visual tools to provide the participants the workspace to share their 

ideas, thus we provided seven templates under varied themes. Using these techniques helps 

in: 

- Building a co-creation environment by displaying information which helps in creating 

shared group knowledge and achieve a high engagement. 

- Supporting participants to jot down thoughts, draw correlations and build on each 

other's ideas. 

- It is a fun way that support building up the team.  

 

Figure (16). The brainwriting template.  

 

The Problem framing template incorporates all the brainstorming stages and organizes them 

under certain labels. This template may be handy in writing research papers and 

stakeholders' discussion. 

http://www.smartenproject.eu/
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Figure (17). Problem framing. 

 

The ideation template is handy to format certain concise ideas on a certain topic using the 

brain dump method where participants can provide words related to the topic under study 

and then build up the final statement.  

 

Figure (18). The ideation template. 

The PEST template describes the PEST Analysis which stands for political, economic, social 

and technological aspects. It is a management framework that enables participants to 

identify the external factors that impact a certain environmental issue.  

 

http://www.smartenproject.eu/
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Figure (19). The PEST template. 

Identifying stakeholders represents a key component in any brainstorming process due to 

their crucial role in solutions, thus using this template and linking them with the main issue 

may be handy in this process. 

 

Figure (20). Stakeholders’ identification template.  

To finalize the brainstorming process, it is crucial to create an action plan that delineates the 

required activities and keeps track of their development. Also, it can be used in the 

beginning of the workshop to assign different roles to the participants.  

 

Figure (21). The roadmap. 

http://www.smartenproject.eu/
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The decision-making board 
The Pros and Cons Template is useful in evaluating the decision made by the participants by 

listing the pros and cons of the designated decision visually. Using this template contributes 

to further developing the decision and making it faster.  

 

 

Figure (22). The Pros and Cons Template. 

The Bull’s Eye Diagram helps the participants to break down big decisions into smaller 

decisions that can be taken at different levels.  

 

Figure (23). The Bull’s Eye Diagram. 

http://www.smartenproject.eu/
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This Flowchart template presents the decision-making in a form of actions and results. This 

visual representation enables the participants to see each step of the process. 

 

Figure (24). This Flowchart template. 

 

The scenario building board 
The Scenarios template along with the stickie’s packs create the environment to discuss 

each scenario and its implications which will enable the participants to compare between 

them and choose the best option for the study case.  

 

Figure (25). The Scenarios template. 

 

http://www.smartenproject.eu/
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The Decision-Making Matrix template enables the participants to categorize scenarios 

according to importance and uncertainty factors in order to reach a decision.  

 

Figure (26). The Decision-Making Matrix template. 

 

Some useful links to know more about Miro 

- Miro Academy 

- Miro channel on YouTube 

- How to get started with Miro 

- Miro products and Demo 

- Tips and tutorials from Miro users 
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GroupMap 
  

 

Introduction 
GroupMap is a virtual open space that captures individual thinking first, then reveals the 

group perspective, all in real-time. It can support the processes of planning, discussion and 

decision-making in any activity or event. In short, it is an online brainstorming and group 

decision-making tool that can be used during the event only then can provide a report on 

the outcomes.  

GroupMap provides processes, which you can add to any template, to help you in 

customizing the session workflow according to the objectives and outcomes, Figure (27). 

Many ideas are generated through these steps which requires filtering them and promoting 

the best ones. Here are some tools that may help you doing that: Dot vote, like/dislike, sort, 

rate, score.  

Pros of using GroupMap: 

- It is a great tool for brainstorming decision-making as it has lots of configuration 

options for different types of voting, easy to send out a dot vote and track. 

- The report that is available is easy to convert to PDF and send without manually 

typing it all out. 

Challenges of using GroupMap:  

- It can be used only during the event because it is a real-time platform. 

- It is paid and the experience varies according to the price.  

- It has limited uses.  

- You still need to use an audio or video conference platform because GroupMap does 

not include voice or video support. 

-  Admin interface and reporting needs better usability 

In SMARTEN, this tool might be so useful in brainstorming possible actions to solve a 

problem. For instance, it can support the SIM4NEXUS in coming up with required actions 

and policies for an issue related to Water-Food-Energy Nexus.  

GroupMap features 
In any template, GroupMap offers key features: 

- The meeting link: You can always add the meeting link to any template you use, in 

specific the first widget where there are the map title and objectives.  

- Antonymy: You can create an anonymous workplace. This feature creates a safe 

communication environment that enables participants to share, engage and 

http://www.smartenproject.eu/
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collaborate. This feature is available in any template under the privacy level option. 

There are three options (off, partial, full) which you can choose according to the 

setting and the participants. 

- Map chat on/off: to give the opportunity for participants to engage with each other 

and with the facilitator.  

- Reports: GroupMap provides a report after the session with two view options: 

facilitator only, everyone.  

 

Figure (27). The facilitation tools in GroupMap.  

GroupMap templates 
Here are some suggestions on how to use GroupMap:  

The Blank template: 

 

 
Figure (28). The blank template.  

http://www.smartenproject.eu/
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The SWOT Analysis template: The SWOT is a strategic management tool that 

can be used to conduct competitive analysis, strategic planning, or any other study.  

o SWOT template design has four sections: strengths, weaknesses, 

opportunities, and threats Figure (29). It enables the facilitator to ask 

questions regarding internal factors (strengths and weaknesses) and external 

factors (opportunities and threats) then balance them in the given context.  

o The process: Figure (30) shows the three steps of the process related to this 

template.  

  

Figure (29). The SWOT Analysis template. 

 

Figure (30). The process in SWOT template.  

http://www.smartenproject.eu/
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The PESTLE template: PESTEL Analysis is a strategic framework used to evaluate the external 

environment of an issue or topic by breaking down the opportunities and risks 

into Political, Economic, Social, Technological, Environmental, and Legal factors15. Water 

management and water scarcity could be an interesting topic to use as an example.  

o The PESTLE template design has six sections Figure (31).  

o The process: Figure (32) shows the four steps of the process related to this 

template.  

 

Figure (31). The PESTLE template.  

 

Figure (32). The process in the PESTLE template. 

http://www.smartenproject.eu/
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The Risk Map template:  

There is a key need to manage any rising risk by planning a risk management strategy and 

put it into practice through significant actions. This is done by capturing and prioritizing the 

key risks based on their likelihood and consequence. 

o The Risk Map template design is shown in Figure (33) where there are four 

actions: Detect, control, prevent and monitor according to the impact and 

likelihood.  

o The process: Figure (34) shows the five steps of the process related to this 

template. The participants brainstorm the risks related to a particular issue, 

then the facilitator positions them according to the impact and likelihood and 

finally the participants vote for the highest risks to propose the necessary 

actions to minimize them.  

 

 

Figure (33). The risk map template.  

http://www.smartenproject.eu/
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Figure (34). The process in the risk map template. 

 

Stakeholder Map template: 

A stakeholder map is a visual, four-quadrant influence-interest matrix used to 

identify stakeholders and position them in terms of their power and interest Figure (35). 

Gaining the stakeholders’ support is relevant in any context, thus rating each stakeholder 

based on their level of support (Adversary to Advocate) is a key part of the process in this 

template then suggesting specific actions to promote the communication and collaboration 

with them Figure (36). 

 

http://www.smartenproject.eu/
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Figure (35). The stakeholder map template.  

 

 

Figure (36). The process in the stakeholder map template. 

Some useful links to know more about GroupMap: 

- The Groupmap blog 

- The available templates 

- Groupmap YouTube channel 
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Howspace  

 

Introduction:  
Howspace is a digital collaboration learning tool depending on Artificial Inelegance and the 

concept of co-creation. It is used for facilitation of meetings and workshops, creating 

learning materials, and community engagement with the possibility of engaging limitless 

number of participants.  

The opportunities that Howspace brings are defined under three pillars: 

- AI-powered chat to analyse discussions of the participants then create a summary, 

cluster, sentiment analysis, or word cloud of the most important topics or answers. 

- Blended learning combines online and offline learning which guarantee logging the 

workspace with the related chat at any time. 

- Track the participants, notify them, and get their continuous feedback through 

different widgets (Polls and surveys, Checkpoint, Pulse). There is the email feature 

where you can send emails to participants for different purposes such as notifying 

them for changes in the workspace and replies to their comments.  

Pros of using Howspace: 

- It can be used for creating an interactive course or workshop as well as assignments. 

- It is a great tool to create dialogue and keep the conversation going.  

- Now it empowered with telecommunication feature.  

- It has different widgets that provide a flexible experience for the trainer.  

- It is multi-media friendly, so the trainer can easily feature any video or photo.  

Cons of using Howspace: 

- Both the admin and facilitator need to assure sending the login details beforehand 

because there is no signing up option in Howspace. Please carefully read the 

workspace login and registration here.  

- AI needs a high number of participants to perform analysing. 

- It is so expensive.  

- It is challenging to navigate due to its fuzzy features.  

- It is recommended for advanced trainers.  

- It can’t be used for brainstorming and decision-making. 

- It isn’t empowered with ready templates.   

Ideas to utilize Howspace 
You can find some ideas for using Howspace: 

Creating a learning content 

http://www.smartenproject.eu/
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This example shows how Howspace was used as a platform to create an online content on 

Deep Democracy. We were able to support the content by uploading the necessary videos, 

files, and images using the different widgets. Also, there is the file share widget that enables 

participants to upload and download files.    

In order to increase the engagement of participants and support the trainer, we used the 

path mode which helps the admin to show particular sections instead of the full content. 

This helps in tracking participants progress and improving their focus. Also, we used another 

feature “Page visibility” which enables the admin to control the visibility of the content i.e. 

control when the participants can see and interact with the content.   

 
Figure (37). The Deep Democracy workspace.  

http://www.smartenproject.eu/
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Figure (38). The video of Deep Democracy explanation. 

Creating a community and opening the door for networking 

The people widget enables the admin to showcase who is the workspace with the options to 

add their bios and other information about them including photos and interest Figure (39).  

 

 
Figure (39). The SMARTEN team. 

Getting feedback using different widgets 

- The Pulse widget: This widget has scalable questions which we used for a training 

evaluation Figure (40). 

http://www.smartenproject.eu/
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Figure (40). The evaluation using the Pulse widget. 

- The poll widget: The Poll widget is for asking multiple choice questions and answers are 

shown in either pie or bar chart. Figure (41) shows an example of a question using this 

widget. 

 

Figure (41). An evaluating question using the Poll widget. 

- The chat widget: Figure (43) shows a chat widget that was created for a workshop on 

collaboration in the digital space. Also, this widget has an option that admin to extract 

the chat in different forms using the dotted menu.  

http://www.smartenproject.eu/
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Figure (43). The chat widget. 

- Organizing meetings: 

o Live meetings using the live widget where the meeting can take place in 

Howspace with breakout rooms option. 

 

Some useful links to know more about Howspace: 
- Howspace’s resources 

- The digital facilitation playbook  

- Howspace YouTube  

- Howspace help centre  
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Conclusion 
It is crucial to integrate this augmented collaboration toolkit with serious games as their 

experience provides a joint learning experience that enable participants to focus and fully 

engage which open the door for new innovative ideas from young water professionals.  

The collaborative skill development tools support the spontaneity needed for creativity, 

overcoming communication difficulties, and building social cohesion, resulting in a fully 

engaged and participative process. It is always key to plan any session by considering the 

collaborative skill development tools, so we can accommodate the needs of participants and 

further engage them.  

The digital collaboration tools promote a collaborative working environment and the 

conditions for people to be productive and learn in the new space. Acquiring new digital 

skills is an interesting journey full of fun and curiosity.  

This augmented collaboration toolkit embarks the road toward digital transformation and 

exploring new horizons where everyone is welcomed to participate and share ideas.  
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