
Toolkit for 
encouraging 
active students  
 

We need active citizens for the future 
of tomorrow. During Global Workshop 
in June 2019, several “creative tools” 
were used to help students learn about 
global issues (the SDG’s) with an 
active mindset. Although the workshop 
was specifically created for Global 
Workshop, the tools that were used 
could be applied to other workshops 
and other classroom activities.  
 
Each creative tool in someway changes 
a student’s mindset, providing them 
with learning opportunities. Student’s 
roles change from passive learner to 
creator, debater, collaborator, leader, 
etc. 
 
To use the tools, teachers must be as 
open-minded as students. I encourage 
teachers to actively try to use new 
tools in their lesson plans to give their 
students active learning opportunities.  
 
  



 

1. Creating Choice  
 

What is it? 
Creating choice means giving students 
choices or a voice in what they will be 
learning. This could be by allowing 
students to choose a topic, the order of 
topics, or by allowing them to choose a 
medium for the output. You can also ask 
students for input and use that input to 
shape lesson plans.  
 

How does this change the 
student mindset? 
When students have a voice or choice, they 
have a higher stake in the learning 
process. Choosing something can give 
them a sense of ownership: I chose this so 
now I feel responsibility towards it and care 
about itØs development. This gives students 
motivation to learn more and is the first 
step towards self-directed learning.  
 

What is an example? 
In Global Workshop session 2, we were 
inspired by the student collages from 
session 1 and created 7 mini goals based 
on student comments. We then allowed 
the teams to choose a goal they felt most 
interested by. 
 
 
  

 
 

How can I use this in the 
classroom or workshop? 
This can be used in any class! Let students 
vote on which chapter should be next. You 
can also ask students to research a topic 
of their choice, and then share their 
learning with the class. When there is a 
project, create multiple  
assignments to choose from, or let 
students choose how they would like to 
share results (in a poem, on a poster, in a 
video, book, website, etc) 
It’s okay to start small and work up to 
more student responsibility. 
 

Tips 
It’s important to show students that no 
choice is the best choice. This prepares 
them for a future where there is no 
straight path to success, but rather many 
different possibilities.  
 
 
 
 
  



2. Changing the context 
 

What is it?  
Changing the context is about going to a 
different time, place, or atmosphere. This 
can be achieved by simple things such as 
changing the desk layout of a classroom, 
changing the lighting or decorating the 
room, or leaving the classroom altogether.  
 

How does this change the 
student mindset?  
When the context of learning is changed, it 
allows students to be more open minded 
and think more freely and imaginatively. 
Because they are no longer in an old 
environment, it may feel like the rules of 
that environment do not apply. 
Additionally, changing the environment to 
one that is related to the topic of learning, 
can help students be more empathetic (to 
feel like they are in the shoes of someone 
else).  
 

What is an example?  
In Global Workshop Session 1, we time 
traveled to the future. We also changed the 
desk layout and did ˩ice breakers˪ like the 
human knot before starting, so that the 
passive learning environment changed to 
an environment of having fun!  
 
  

 

How can I use this in the 
classroom or workshop? 
You could watch a film or go to a museum 
to go to a different time in history class. 
For learning about interviewing, culture, or 
society, go outside the classroom. You 
could also into nature to learn about 
science. Change the look and feel of the 
classroom to ˩set the stage˪ for a new 
activity.  
 

Tips 
Bonus if you can get students to roleplay 
in the new context. Have them act as an 
explorer, scientist, CEO, etc.  
 
 
  



3. Collage 
 

What is it?  
A collage is a visual representation of an 
idea, vision, or answer to a question. All 
you need are posters, magazine cutouts, 
scissors and glue. Students should work 
together to make a collage.  
 

How does it change the student 
mindset? 
Visuals are a universal language. 
Sometimes things are easier to 
communicate through images than words, 
because there are no logical restrictions 
and it is possible to communicate a 
˩feeling˪. Making a collage is an 
imaginative activity that is innate, is uses 
a different part of the brain that speaking. 
After making a collage, students are able 
to reflect on what they have made and 
start a discussion. It’s fun and engages 
students with the topic! Because students 
are making something, they feel like they 
are actively involved in a learning process. 
 

 
  

What is an example?  
In Global Workshop students made 
collages to answer the question: ˩What 
would your future neighborhood look like?˪ 
 

How can I use this in the 
classroom or workshop? 
Collages can be used to imagine the 
future, to communicate opinions or 
desires, or to tell stories of a topic. 
Students can make collages at the start of 
a project to establish interest areas. For 
example: make a collage to communicate 
the feeling of a short story you will write.   



4. ACT card game and 
Ideation  

What is it?  
Ideation is the process of coming up with 
ideas. Idea generation occurs when 
students think freely about solving a 
problem. Stimuli such as games or 
creative methods can help students come 
up with ideas. The ACT card game is one 
such game that was used during Global 
Workshop.  
 

How does it work?  
The ACT card game has three categories: 
Actor, Context, and Tool. Each category has 
8 cards. The cards can be combined so 
that a situation is created for which the 
students come up with an idea. It can be 
used as game where each student comes 
up with one idea per combination, and 
then vote on the best ideas.  
 

How does this change the 
student mindset? 
Using a game can trigger ideas by 
providing ˩constraints˪ that spark creative 
problem solving. It is easier to start with 
some criteria instead of with a blank 
canvas. The ACT card game lets students 
come up with their own learning by giving 
˩hints˪ that need to be combined, instead 
of just telling them what to do. Every 
student will have a different 
interpretation. Coming up with ideas 
together shows the diversity of student 
contributions and the value of new, crazy, 
even silly ideas.  
 
 

 

What is an example? 
In Global Workshop, students used the ACT 
card game to come up with ideas for 
actions their community could take 
towards a future goal. After coming up 
with ideas, they discussed when the ideas 
could be executed.  
 

How can I use this in the 
classroom or workshop? 
Ideation can be used in any creative 
activity. It could be used in writing class 
(ex: come up with a story for x, y, and z), or 
even in career planning (what if I worked 
in x city, and my job was y, in field z).  
 

Tips 
It’s important to realize that there are no 
bad ideas. Students are naturally good at 
ideation, but they need to be in a 
non-judgemental environment where they 
feel that their ideas will not be criticized. 
Reward every idea.  
 
 
  




