
story creation, idea generation and mind mapping for a completely creative, fun, learning 
experience

1. We discuss the goal of the session and introduce ourselves to the group.

2. We participate in an entertaining ice-breaker game for 10 minutes.

3. Participants learn the basic principals of mind mapping and story generation. 

4. We split into two or three teams of 5 people.

5. Each team begins with a game of tale craft and individuals create their own story.

6. We then move to the ThinkCube and groups brainstorm and workshop their story 
ideas using a hand drawn mind map and idea cards.

7. Each person then refines their story and mind map then presents their mind map to 
the group. 

8. We laugh, we imagine, we brainstorm, we clap, jump around and we speak English.

9. Give out free mind mapping software and some useful accelerated learning info.



ThinkCube

 

What is it?

ThinkCube is a complete solution that provides you with all of the tools you need to 
innovate. It represents the culmination of 10 years of research in creative thinking and 
synthesizes today's leading creativity tools, techniques, and processes. Whether you use it 
alone or in a group, ThinkCube trains your brain and lets you exercise your creative 
muscles.

To brainstorm utilizing the ThinkCube, you first define your challenge as specifically as 
possible. To stimulate ideas, you shuffle all of the Idea, Word and Mutation cards into one 
deck, and then randomly draw six cards from it. This starts you out with a collection of 
ideas and stimuli from diverse fields and topics. 

One of the core principles behind the design of ThinkCube is that the best ideas occur at 
the intersection of two unrelated disciplines. Therefore, to generate ideas, you combine 
the contents of two or more of the cards, to see what ideas those random combinations 
suggest. Ideas can be written down on one of the Idea notepads that are included with 
ThinkCube.



Talecraft

What is it?

Talecraft is a Philippine based story-telling card game developed by Ria Lu. It aims to 
promote the creation of stories by means of randomly picked cards that decide the key 
elements of the author's narrative.

Game mechanics
The card set is divided into three stacks: Genre, Archetype, and Key. The Genre stack 
decides the genre of the story. The Archetypes define the characters, and the Key 
determine the plot line or the keywords that are required to be used.

At the beginning of each game, each player randomly picks one card from genre, two from 
archetype, and six keys. They are then asked to formulate a narrative based from the cards 
they have received. If the player got a key card known as "Pick", the player is required to 
get a card from either the Genre or Archetype stack and add it into his story. Meanwhile, 
the "Swap" key card allows the player to discard one of any of his cards at hand and chooses 
a new card from the same stack as the discarded.

All the players are given five minutes each to create their stories, after which they share 
their tale with their peers.

Given that the quality of stories are based on personal tastes, the game is often played 
with no winners being declared However, this is not a requirement, as the game could be 
played in different variations, where authors of the best stories could be decided upon by 
votes or non-player judges.





story-mind   for schools and youth groups
story creation, idea generation and mind mapping for a completely creative, fun, learning experience

FREE WORKSHOP FOR PUBLIC SCHOOLS
You provide the venue and we will provide the training and all required materials.

We can tailor a Story Mapping workshop for your group in the Metro Manila area.

Up to 50 Kids in 5 groups of ten is possible.

We will be selling wallet sized study tips 
booklets for 55 Pesos. We ask that you 

encourage students to purchase one on the 
day to support the continuation of our free 

workshops.
If possible please supply – Paper, colored pens, pencils and crayons. 

We will also bring some supplies.

Philippines: 2609 Globe Tower 2, Mandaluyong,1552, Metro Manila, Philippines. Tel: 
63 02 9687 4067 

Australia: Goal School. ABN. 6011 817 5136. T/A Study Fresh. 10 Church St, North 
Fitzroy, 3068, Victoria, Australia. Tel: 61 03 9005 7877 

www.studyfresh.com
Contact Brendan or Bing on 0915 677 9199

or studyfresh.com@gmail.com

mailto:studyfresh.com@gmail.com


My Pathway Plan - Pathway Mapping, a tool for Personal Change

A pathway plan is a wonderful tool which provides insight and assists people to move 
forward in a positive manner from a stage in their life. Pathway or transition plans are 
“Road maps” and other navigation aids showing connections between personal goals, 
education, skill progression, and career opportunities.

Many young people throughout the world have benefited from creating a pathway plan 
however this method can be used by anyone at any age or stage in life.

We have created a holistic plan in the form of a simple workbook to effect positive change 
using a variety of proven methods.

We focus on Pathway Mapping which is a powerful visual tool based on Mind Mapping®. 
Each Map and the accompanying instructions cover a series of topics which ensure a well 
rounded approach to a short term pathway plan or life plan. My Pathway Plan engages 
many learning styles with Kinetic, visual and auditory features to ensure all kind of learners 
will gain maximum benefit. Dynamic whole brain teaching by doing has so much more 
inpact on a child's learning experience then a single static experience such as reading.



We can even tailor a program for your organization or for your individual needs. Contact us 
anytime.

You can also attend workshops and webinars (online seminars) to guide you through the 
process and enable interaction with a teacher and other participants.

You will also find a wide range of resources included such as software, recommended books 
and a huge array of useful websites many of which are free. 

Please Print and Distribute
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