
Make

a


guess
Guess the craft

Spot the tech



Make

a


guess
Make


a

guess

Welcome to 

make-a-guess!
Welcome to 

make-a-guess!
Challenge your knowledge, 
discuss and learn together
Challenge your knowledge, 
discuss and learn together

make-a-guess is an educational game 
developed as part of the make-a-thek 
project. 
Through play and conversation, it 
invites players to explore ideas in craft, 
fashion, and digital fabrication in an 
open and accessible way.


Inspired by real-world projects, make-
a-guess connects game play to open-
source resources and Creative 
Commons–based tutorials, encouraging 
curiosity and hands-on making beyond 
the game.  

The game encourages learning through 
brainstorming, skill sharing, and 
collective discussion. As players 
progress, they are invited to reflect on 
what they know, discover new 
perspectives from others, and assess 
their own understanding in a 
supportive, non-competitive 
environment.


Playable solo or in teams, and 
welcoming to both beginners and 
experienced makers, make-a-guess 
offers a playful and inclusive way to 
engage with contemporary craft 
practices.
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Goal: Fill out all four section of your Tracking 
Sheets. Reflect on the project on the Project 
Card and answers the questions of the 
category cards to see what you learned, then 
explore new approaches and get ready for your 
next project!



Draw a PROJECT CARD: At the start, pick or 
choose a Project Card from the deck. This 
is the project you will explore. Important: 
the card should not be turned over until 
the end (all answers must come from 
observation, reasoning, and reflection).


CATEGORY CARDS: Read the guiding 
question included in the Category Cards 
(e.g. MATERIALS). Each card has one 
question to guide your observations about 
the project. Repeat until the Tracking Sheet 
is fully completed.


Reflect and record on your PLAYER 
TRACKING SHEET:


What You Know: Can you answer the 
question fully, partially, or not at all? 
Write it down.


Additional Comments: Write down 
further thoughts, questions, or 
reflections.


Repeat all the Category Cards until the 
Player Tracking Sheet is complete.


The end: Turn the Project Card over. 
Compare your guesses with the actual 
project details. What did you already know? 
What did you discover? Which ideas 
surprised you? By reflecting on your 
answers and recording new insights, you 
complete the self-assessment process and 
gain a deeper understanding of the project 
and your own learning.

Learn More: Scan the QR code on the back of 
the Project Card to learn more how about you 
can put your new knowledge into practice! 
Compare your ideas with the information 
provided and note additional insights, 
techniques, or methods on your Tracking 
Sheet.


Tip: Use this process to explore new projects! 
Connect your reflections to practical learning, 
try out new techniques firsthand, and 
experiment with your own project ideas!
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Goal of the game

The goal of make-a-guess is to “guess the craft, spot the tech”: discover the materials, 
tools, machines, techniques, and processes used in each project by observing, 
reasoning, and reflecting.


Important: Do not turn the Project Card over until the very end of the game! All insights 
must come purely from observation and collective discussion.


At the end, flip the card over to see the full project details and scan the QR code to 
explore step-by-step tutorials.Use the Tracking Sheet to capture what you know, what 
you’ve learned, and any reflections along the way.


Players learn by:


Solo Play (Self-Assessment): Reflect on your answers to track your knowledge, then 
consider different approaches and possible solutions.


Group Play (Collaborative): Share observations, discuss ideas, and build on each 
other’s insights. Keep the game play dynamic and open-ended by answering to the 
question or unexpected situation.

Game Components



Project Cards: Drawn at the start, this is 
your main project to explore. The front 
shows a photo of a completed project. The 
back features full project details and a QR 
code linking to step-by-step tutorials. 
Important: the card should not be turned 
over, all insights must come from 
observation, reasoning, and reflection.


Random Trigger Cards: Cards that 
introduce unexpected questions or 
creative scenarios to keep the gameplay 
dynamic, open-ended, and fun. Some 
include an extra challenge!


Player Tracking Sheet: Distribute one to 
each player. A personal log for players to 
record what they know, what they discover, 
and their reflections along the way.

Category Cards: Each card contains a 
question designed to guide your 
observations about the project.


Techniques & Processes: Focus on 
the methods used to create the 
project.


Machines (Digital Fabrication): 
Focus on machines that use 
electricity (from 3D printers and 
laser cutters to sewing machines or 
any powered equipment).


Tools (Analogue): Identify which 
non-powered, manual tools were 
used.


Materials: Deduce the materials 
used in the project.



Group Play 
(collaborative)
Group Play 
(collaborative)

Goal: Complete your Tracking Sheets together 
by sharing knowledge, brainstorming, and 
helping each other.



Draw a PROJECT CARD: Each player picks 
one Project Card and places it face-up. 
Important: the card should not be turned 
over until the end (all insights come from 
observation, reasoning, and discussion.)


Prepare the deck: Start by placing all 
Category Cards face down. Next, pick at 
least one Random Trigger Card per player 
and add them to the pile, giving the entire 
deck a nice and good shuffle.


Players take turns rotating clockwise..  
On your turn, randomly pick one face-down 
card from the deck.


If it is a CATEGORY CARD (e.g., 
MATERIALS): Read the question aloud. 
Look closely at your Project Card, then 
share your thoughts with the group. 
Other players can add insights or 
suggest ideas. Record your observations 
on your Tracking Sheet.


If it is a RANDOM TRIGGER CARD: Read 
it aloud and follow the instructions. 
Be creative—there are no wrong 
answers, though you must attempt any 
"extra challenges" listed! Keep this card 
face-up in front of you when you are 
done..


After your turn, shuffle the remaining deck 
for the next player.


Repeat: Take turns, continue randomly 
drawing Category Cards one by one, until all 
players have completed all Category Cards 
on their Tracking Sheets.


To finish the game all players must help 
others with discussion, brainstorming, and 
sharing ideas to complete all Category 
cards on their PLAYER TRACKING SHEET.


When everyone has completed their 
Tracking Sheets turn your project card over. 
Take a moment to review answers, share 
reflections, and discuss what you learned.


Learn More: Scan the QR code on the back of 
the Project Card to learn more how you can 
put your new knowledge into practice!


Tip: Use this process to explore new projects 
together. Turn your reflections into hands-on 
learning, test new techniques, and try out new 
project ideas.

Goal: Complete all Category Cards on your 
Tracking Sheets while sharing your knowledge 
about your project with the group and 
contributing to each other’s learning.



Draw a PROJECT CARD: Each player picks 
their own Project Card.  
Important: the card should not be turned 
over until the end (all insights come from 
observation, reasoning, and discussion.)


Keep all CATEGORY CARDS face down and 
shuffle the deck.


Take turns.  
On your turn, randomly pick one face-down 
Category Card (e.g. MATERIALS) and read 
the question aloud. Look closely at your 
Project Card, then share your ideas with the 
group and listen to others if they have more 
to add to your ideas. Record your answers 
on your Tracking Sheet.


After your turn, shuffle the deck for the 
next player.


Repeat until all players have completed 
their Player Tracking Sheets.


To finish the game all players must help 
others with discussion, brainstorming, and 
sharing ideas to complete all Categories on 
their PLAYER TRACKING SHEET.


When everyone has completed their 
Tracking Sheets turn your project card over. 
Take a moment to review answers, share 
reflections, and discuss what you learned.


Learn More: Scan the QR code on the back of 
the Project Card to learn more how you can 
put your new knowledge into practice!


Tip: Use this process to explore new projects 
together. Turn your reflections into hands-on 
learning, test new techniques, and try out new 
project ideas.

make-a-thek has received funding from 
the European Horizon Europe programme 
under grant agreemetn No.101177660.

make-a-thek has received funding from 
the European Horizon Europe programme 
under grant agreemetn No.101177660.
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Techniques 

& Processes

Can you describe 
which technique you 
use, when you use it, 
and how?



Machines

(Digital Fabrication)

What machines could 
be part of the making 
process, and how 
would you decide 
which ones to use?



Tools (analogue)

Can you describe the 
tools involved and 
how you use them in 
practice?



Materials

Can you identify 
which material is 
used and explain why 
it is the best choice?
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random triggers

Explain the project 
without using any 
technical words.



random triggers

Imagine your 
product must last 
10+ years with 
minimal 
environmental 
impact. 
Improve one 
element for long-
term durability.
Choose a player, they must keep one hand 
in the air until both finishes sharing ideas.



random triggers

Suddenly, project 
time is cut in half!



Identify the most 
critical part of the 
Project Card and 
explain how you 
will prioritize it
Time limit: The player to your left must act your 
explanation while you share your ideas.



random triggers

You accidentally 
ordered way too 
much material. 



Design a clever way 
to reuse the 
surplus so nothing 
goes to waste.
Time limit: The player in front of you must balance 
a pen on their head until you find a solution.



random triggers

Some of your 
materials arrived 
damaged or 
imperfect. 



Think of ways to 
turn these into 
advantages.
Time limit: The player to your left must count 
slowly to 50 while everyone shares ideas.



random triggers

The project on your 
Project Card must 
be usable by a 
wider audience.

  
What changes 
would make it 
more accessible?



random triggers

The primary 
material required 
by the Project Card 
is now forbidden!



Come up with a 
funny regulation 
reason.
Time limit: The tallest player must stand like a 
tree until you come up with an answer.



random triggers

The development 
of the project on 
your Project Card 
cannot be done 
alone



How will you 
collaborate or get 
help to finish this 
task?
Time limit: You have 20 seconds to convince 
another player to collaborate with you.



random triggers

The project on your 
Project Card keeps 
breaking… but the 
parts are 
recyclable! 



Describe how you 
would redesign it 
for durability and 
circular use.
Time limit:  Choose a player to freeze like a 
statue. You have until they move.



random triggers

The project on your 
Project Card is 
turned upside-
down and 
surprisingly almost 
functions. 



How would you 
improve it to work 
in any position?



random triggers

Imagine the project 
on your Project 
Card must last 10+ 
years with minimal 
environmental 
impact.
 

Upgrade one 
element for long-
term durability.



random triggers

Choose another 
player to suggest 
an alternative 
approach to the 
project on that 
Project Card.



Brainstorm how to 
combine both 
ideas.
Time limit: Choose a player, they must keep one 
hand in the air until both finishes sharing ideas.



random triggers

Design for Repair: 
Choose one 
component of the 
Project Card's 
project. 



Brainstorm how to 
make it stronger, 
more durable, or 
easier to replace.
Time limit: Until you finish brainstorming, all 
players wearing black must hold a thinking pose.



random triggers

Urgent Decision: 
Does the project on 
your Project Card 
prioritize efficiency 
or the planet? 



Consider the 
consequences of 
your choice.
Time limit: Act as a lyric singer while the player to 
your right keeps the beat with beatboxing.



random triggers

You must teach the 
process of your 
Project Card to 
another player, but 
you can only speak 
in metaphors. Go!



random triggers

Tradition vs. Digital 
Fabrication



Look at the project 
on your Project 
Card. Which 
method works 
best, or are both 
used together?



random triggers

Have another player 
choose a 
community group 
for the project on 
your Project Card. 



Explain how you 
will include their 
suggestions.



random triggers

You must pitch a 
unique element of 
the project on your 
Project Card at an 
event.



Explain your 
chosen element 
using a Robot or a  
Pirate voice!



random triggers

An expert suggests 
an upgrade for the 
project on your 
Project Card. 
Brainstorm how to 
balance their new 
ideas with the 
original project. 
Remember: you are 
the expert!
Time limit: Choose a person that hold a superhero 
pose while you come up with solutions, stop when 
they break the pose.



random triggers

Imagine a 6-year-
old wants to build 
the project on your  
Project Card. 



How would you 
change the project 
to make it easy for 
them?
Time limit: The player to your right must slowly 
count to 30 while you share ideas.



random triggers

Choose a victim! 
uh, a player, and 
make them explain 
the project on your 
Project Card in 20 
seconds or less.
Time limit: The group counts out loud very 
dramatically from 1 to 20.



random triggers

Taboo Challenge: 
Explain the project 
on your Project 
Card without You 
cannot use any 
technical jargon or 
buzz words!



random triggers

Look at the project 
on your Project 
Card. 

Invent the worst 
safety mistake 
possible, then say 
the correct rule!
Time limit: The player in front of you must laugh 
until brainstorming is done.



project
Don’t turn it over until the end of the game!

© Stephanie Edelhofer
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