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WHY ARE WE HERE?

GENESIS Nutshell.pdf


SPEED DATING



Speed Dating Rules
1. There are 4 rounds in Speed Dating. 

2. 15 minutes per round.

3. In each round, the participants must engage in conversations. Use the 
conversation starters given.

4. The participant must write the code and name of his/her date.

5. At the end of each round, participants must move to the next table.

6. At the end of the Speed Dating activity, each participant must evaluate 
each of his/her date. 

7. If you think that your date is interested, indicate a checkmark under 
Interested column. From among the 8 choices, the participant must 
choose only 2 which he/she thinks a potential match.



MARSHMALLOW SPAGHETTI 

CHALLENGE

Marshmallow Spaghetti.pptx


WHERE TO GET STARTUP 

IDEAS?



PROBLEMS

(preferably problems you have)



List 5 problems you have right 

now (or have observed)

2 minutes

1 sticky note = 1 problem



Post all your problems.

Present your problems to the team, in 

terms of:

What is the problem? 

Aside from you, are there other people 

who experienced the same problem? 

Define their persona.

6 minutes



Group similar or related 

problems under 1 category.

Name that category.



VOTING



Each member should use the 3 rectangular stickers 

to vote the problems which you think must be given 

importance. (A member can vote his/her own 

problem.)

Vote with 2 stickers to your highest priority 

problem.

2 minutes



Sort all problems based on votes.

Select 3 problems with highest votes.

From the 3 problems, discuss among your team 

which one (1) problem to be solved right now.

3 minutes



UNDERSTANDING THE 

CAUSES



Using the Manila paper, analyze the causes 

of the problem which you want to solve.

Create a Causes Diagram for this exercise.

10 minutes





Define further the problem by:

Create 3 columns in your Manila Paper:

Column 1 – PROBLEM

Column 2 – Causes & Symptoms

Column 3 - PEOPLE (Who are the people 

who experienced the problem?)



HOW MIGHT WE?



Each member is given 5 sticky notes.

In each sticky note, the member must write HMW on 

the upper left corner.

Each member must formulate the HOW MIGHT WE 

(HMW) question around the problem statement.

10 minutes



Post all HMWs sticky notes 

on the board



Each member should use the 3 

rectangular stickers to vote those 3 

HMW questions which should be 

addressed right now. (A member can 

vote his/her own HMW.)

1 minute



Sort the HMWs based on the number 

of votes.

Focus on the HMW that has the 

highest number of votes. This HMW is 

the design sprint question or the basis 

for creating solution to the problem the 

team has identified.



IDEATE POTENTIAL 

SOLUTIONS



Brainstorm within your team 

the potential solutions to the 

Design Sprint question 

(HMW with the highest vote)

30 minutes



ELEVATOR PITCH



ELEVATOR PITCH 
is like a MINI 

SKIRT
Long enough to cover 

important parts & Short 
enough to create an 

interest



Choose 1 team member who will pitch the team’s idea.

The team member is given 1 minute to pitch on: 

> The Hook (opening line, attention grabber)

> The customer problem

> The value proposition/solution  (and how it  works)

> The team



See you at the Accelerator 

Programme!

For inquiries, contact 

Sheryl Satorre-Estella

sheryl.satorre@uc.edu.ph

uc.beehive@gmail.com
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