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Shut Up! Speak Up! Cards give a group of people working 
together a fun and playful way of leveling out 
communication, to allow group members that are not 
participating as much to get heard more often.

The group interacts with the Shut Up! Speak Up! Cards with 
in the following manner; At the start of the work day the 
cards are divided into two piles, the Shut Up! cards and the 
Speak Up! cards. During the day when somebody in the 
group feels like a team member is dominating a 
conversation too much, he or she can give them a Shut Up! 
card. The card has a task on it that slows down the 
communications of the team member in question. Likewise, 
if somebody is of the of the opinion a group member is not 
participating enough, he or she can give them a Speak Up! 
card. That encourages the team member to engage more in 
the group’s discussions. At �rst, it is the team’s goal to �nish 
as many cards as possible during a work day, and the cards 
are given blind from a pile. However, since the game is 
designed to be replayed every day, the group members 
know which cards there are, and they can issue speci�c cards 
in situations they think could bene�t from it.

Design Goal: 
“I want shy students to be on 

the same level of communication 
as the rest of their team during 
group-work at IDE”. (by leveling 

out the communication)

Interaction Vision:
Like Going down a slide;

A bit scary at first, but after 
that, Playful, Intuitive 

and reasuring

Extrovert introvert

Target communication Level

Chaplin: 
You are not allowed to vocalize 
your comments for the next ten 

minutes. Instead, mime them.

Picasso: 
You are not allowed to vocalize 
your comments for the next ten 
minutes. Instead, draw them out.

How you doin': 
Ask somebody who has not said 

anything for a while about their 
opinion.

After you: 
You are not allowed to 

comment on the next thing being 
said until at least two other 

teammembers commented.

Well thought out: 
Take some time (at least 5 

minutes) writing/drawing an idea 
and present it to the group.

Draw before you speak: 
Draw the next idea being proposed, 
only when you are done you are 

allowed to comment on it.

Getting Personal: 
Think of something you do not 

know about your group members 
and ask them about it.

Interpreter: 
Write down/draw your next idea 

and let somebody else present it to 
the group. Stay quiet until 

they are done.

Hemmingway: 
You are not allowed to vocalize 
your comments for the next ten 

minutes. Instead, write them down.

Out of ideas: 
You are not allowed to come up 
with new topics for the next ten 

minutes. You are allowed 
to comment.

On a roll: 
Try to make at least three 

new comments within the next 
ten minutes.

Postive Feedback: 
During the course of the day, tell 
your group three things that you 

think are going well.

Constructive Criticism: 
During the course of the day, 

tell your group three things that 
you think that are going not so 

good/need more attention.
Guru: 

Advise somebody on how to do 
something you are good at.

Well thought out: 
Take some time writing/drawing an 

idea and present it to the group.

Storytime: 
Tell something about yourself the 

others do not know.

Summary: 
At the end of the day give 

a presentation About the work 
you did today.

Help me!: 
Is there something 

that you find difficult? 
Ask the group to help you.Reflection: 

What do you think is the 
best idea, up until now? Why? 

Take some time to think about it 
and present your arguments 

to the group.

You're the boss: 
During the course of the day, 
delegate at least one thing.


