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	SEQUOYAH LODGE
"Create Night" Facilitation Guide
Workstream 4: Creativity  ·  T18  ·  Owner: Creativity Lead / Chapter Chiefs



PURPOSE & PHILOSOPHY

Create Night is a quarterly 60-minute creative session where small groups respond to a single prompt and produce three rough concepts to share with the room. It is intentionally low-pressure: the goal is generating ideas, not producing finished work.

Create Night does three things: it lowers the creative participation barrier so members who have never submitted a design brief don't feel like they have to start from scratch; it feeds ideas into the design brief pipeline (T14); and it recognizes creative contribution as a legitimate form of lodge service — not just a hobby.

	The single most important rule
No criticism during Create Night. Groups present their three rough concepts at the end of the session. Other groups listen and respond with: 'What I find interesting about this is...' Not 'But have you considered...' or 'I don't think that works because...' Critique belongs in the review rubric (T16). Create Night is for generating, not evaluating.



1. PRE-EVENT CHECKLIST

	✓
	Task
	Timing
	Who

	□
	Choose the prompt from the Prompt Bank (Section 4) or create one following the guidelines
	2 weeks out
	Creativity Lead

	□
	Book a room or space: tables for groups of 3–4, wall space for posting concepts
	1 week out
	Creativity Lead

	□
	Send the prompt to attendees — not more than 3 days before. Too early kills the energy.
	3 days out
	Creativity Lead

	□
	Gather supplies: blank paper, markers, pens, tape or tack for posting concepts on wall
	1 day out
	Creativity Lead

	□
	Print one copy of this run-of-show for the facilitator
	1 day out
	Creativity Lead

	□
	Arrange tables in clusters of 3–4 chairs; post the prompt visibly on a whiteboard or wall
	30 min before
	Creativity Lead

	□
	Set a timer visible to all groups (phone, clock, or projected countdown)
	15 min before
	Creativity Lead



2. RUN-OF-SHOW (60 MINUTES)

This is your script. Read it before the event. Adjust timing for group size — larger groups need more time for share-out.

	Time
	Dur.
	Segment
	Facilitator
	What to Say / Do

	0:00
	5 min
	Welcome & framing
	Creativity Lead
	"Welcome to Create Night. Tonight we have one job: generate ideas. No perfect work. No critiques. Just three rough concepts per group, on paper, by the end of the hour."

	0:05
	3 min
	Groups & ground rules
	Creativity Lead
	Assign groups of 3–4 randomly. State the rules: (1) No criticism during work time. (2) Every concept gets drawn or written, not just discussed. (3) All three concepts get presented — even the ones you think are bad.

	0:08
	2 min
	Announce the prompt
	Creativity Lead
	Read the prompt aloud and post it visibly. Pause. "You have 30 minutes. Go." Start the timer.

	0:10
	30 min
	Group work time
	Circulating
	Walk the room quietly every 5 minutes. Do not offer ideas. If a group is stuck, prompt: 'What's the opposite of your first instinct?' or 'What would a 10-year-old do with this?'

	0:40
	2 min
	Warning
	Creativity Lead
	"Two minutes. Start wrapping up whichever concept you're on. You can present rough."

	0:42
	3 min/group
	Group share-outs
	All groups
	Each group has 2–3 min to present their three concepts — no presentation required, just show and tell. Room listens. No feedback yet.

	~0:55
	5 min
	Parking lot + next steps
	Creativity Lead
	"Which ideas surprised you? Which ones do you want to see go further?" Post-its on a parking lot wall. Remind: any concept can become a Design Brief (T14).

	1:00
	—
	Close
	Creativity Lead
	"Thank you. Every concept on this wall is a real contribution to this lodge. The ones that want to go further — here's how." Hand out T14 briefs or share the link.





3. FACILITATOR NOTES

If a Group Finishes Early
1. Prompt: 'What if the budget was ten times larger? What if it was ten times smaller?'
1. Prompt: 'What would make an alumni from 30 years ago recognize this as Sequoyah Lodge?'
1. Prompt: 'What’s the version you’d be embarrassed to show — and why might that be the most interesting?'

If a Group Is Stuck
1. 'Start with a constraint: it must be green. It must fit in a pocket. It must work in black and white.'
1. 'Draw the worst possible version of this. Seriously. Worst possible. That sometimes unlocks the good ones.'
1. 'What’s one version for the newest member? One version for the oldest alumni? One version for someone who has never heard of the OA?'

If Someone Starts Critiquing During Work Time
Interrupt kindly: 'Save that thought for the share-out. Right now we’re generating, not evaluating.' The no-critique rule protects quiet members. Enforce it consistently.

After the Session
1. Photograph every concept before tearing down — even rough ones. Archive in Google Drive.
1. Add all parking lot ideas to the lodge’s Idea Parking Lot running list (see Creativity Initiative).
1. Email participants within 48 hours: thank them, share the T14 Design Brief link, name any concepts the Creativity Lead found especially interesting.
1. Record attendance: who participated. Rotate chapter representation across quarters.

4. PROMPT BANK

Choose one prompt per event. A good prompt is specific enough to focus the group but open enough to allow wildly different responses. Rotate types — don’t run patch prompts four quarters in a row.

	Type
	Prompt
	Why It Works

	Patch Design
	"Design a patch for a member who has completed 100 nights of camping with Sequoyah Lodge. It should feel like an achievement worth displaying."
	Creates real stakes and a real audience. Members can picture the recipient.

	Patch Design
	"Design the Sequoyah Lodge 'comeback' patch for the 2025–26 program year — one that references where the lodge has been and where it’s going."
	Lodge-specific and timely. Pushes members to engage with lodge history.

	Apparel
	"Design a hoodie that any Arrowman — from a first-year Ordeal member to a 30-year alumni — would want to wear."
	Tests cross-generational appeal. Hard constraint: must span wide range.

	Apparel
	"Design limited-edition chapter apparel for [CHAPTER NAME] that could only be that chapter — not interchangeable with any other."
	Chapter identity prompt. Good for events with strong chapter representation.

	Event Theme
	"Design a visual and conceptual theme for a one-night fellowship event focused entirely on service. No games, no programs — just service and brotherhood."
	Forces members to think about what the OA actually stands for.

	Event Theme
	"What does the Ordeal look like if we re-imagine the experience for 2026 — same values, completely new form?"
	Bold prompt. Not about whether to change — just what’s possible.

	Process / Tool
	"Design the fastest possible way for a chapter chief to tell the lodge secretary what their chapter is doing this month."
	Practical problem. Produces workflow ideas, not just visual ones.

	Open / Wild Card
	"You have $500, two Arrowmen, and one weekend. What’s the most meaningful thing Sequoyah Lodge can do for Scouting in [LOCAL AREA]?"
	Gets members thinking beyond products to impact. Often produces surprising ideas.



	Writing your own prompt
A well-formed prompt has: (1) a specific constraint or boundary (size, budget, audience, medium), (2) a clear output (what does 'three concepts' look like for this prompt?), and (3) a lodge connection (it must feel like Sequoyah, not any organization). The weakest prompts are too open: 'Design something cool.' The strongest are specific: 'Design something that makes a new Ordeal member feel they belong before they say a word.'
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