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Using technology 

Skype for meetings: 

• Benefits 

o Free 

o Group calling 

o Can have videos 

o Many people are already familiar with it 

o Chat feature for sharing links to things 

• Challenges 

o Video doesn’t work well on low band width 

o Singing doesn’t work! Or anything that involves hearing more than one person at 

once 

o No ability to split into smaller groups and then come back together 

o Works differently on different machines 

o Creating  a community feeling 

o Making it fun 

• Remember 

o To get everyone’s skype names in advance 

o Consider starting the skype earlier  than you plan to start the agenda the first time 

for those unfamiliar to have a chance to get in and get queries solved before actually 

starting 

o Spend time on connecting with each other as well as ‘business’ 

Google drive for document storage and collaboration: 

• Benefits 

o Free 

o Automatically updates so don’t end up with lots of conflicting versions of documents 

o Can edit at the same time on a variety of documents, spreadsheets, canvases 

o Massive amounts of storage 

o If you use gmail, you can easily insert documents into emails and move attachments 

to google drive 

o Folders allowing organisation 

o You can write meeting minutes straight into the agenda 

• Challenges 

o Many people unfamiliar with it, has different features which are useful, but can 

confuse 

o Lots of people editing at once! 

o Less functionality on the online collaborative programmes, eg. Spreadsheets 

• Remember 

o Check in with people about how they are finding it, don’t assume they will tell you 



o Check people have got it displayed by title, so that they can see the folders 

o In ordering documents by title 10 will come before 2, so it is easier to use A, B, C 

rather than 1,2,3 

Email communication: 

• Benefits 

o People are generally familiar with using emails 

o They are easy to look back at 

o Allows group discussion 

o Immediate communication 

• Challenges 

o People don’t always read them, particularly if lots 

o Difficult to know if people have read them and to get feedback 

o Easy to misunderstand meaning, particularly around emotions 

o Can get lost in peoples inboxes 

• Remember 

o Check understanding of things communicated by email and encourage others to 

o Agree methods of communication and that people will read to keep up to date 

o Agree a phrase to put at the beginning of each email subject 

X-mind for mind maps: 

• Benefits 

o Easy to use 

o Free 

o Can export as images so anyone can view 

o Can zoom into different levels of the mindmap 

• Challenges 

o Lengthy process to download, alter and reupload a mindmap to google drive, so not 

great for collaborating on together 

o Requires people to download the software in order to edit 

• Remember 

o To always include an exported image of the mindmap in the shared documents so 

everyone can view it easily, as well as the editable x-mind file 

Doodle for arranging meetings: 

• Benefits 

o Free 

o Analyses it for you 

o Easily sharable link 

o Straight forwards for people to use 

o Downloadable 

o Participants can go back and change and can have a ‘maybe’ option if you choose 

these settings 

o Can arrange multiple meetings at once 



• Challenges 

o If you forget to set it as editable then you can’t go back and change it, which means 

you might have to fill it all in again 

• Remember 

o To set it so that everyone can go back in and change their availability 

o To have a maybe option available 

Meeting format 

• Write a detailed agenda and circulate a good time beforehand so people can start to think 

• Make the meetings no longer than 1.5 hours 

• Keep to time, better to give yourself longer and finish early than to over run 

• Put times on the agenda so you can easily track progress 

• Take time before the meeting to ground yourself and be prepared and present 

• Format 

o Check-in and gratitude – a go-round of how are you and what are you grateful for 

today – raises awareness of other factors which might influence the meeting, 

connects people, brings in good energy 

o Being present – check there is nothing that will stop people being present, such as 

really needing the toilet before beginning 

o Agenda – quickly run through the pattern of the meeting 

o Energiser – do something fun to get people started – playing a relevant Formidable 

Vegetable Sound System song works well on skype 

o Designing check-in – an opportunity for people to raise any issues they are 

experiencing or to give positive feedback, these can be addressed at the time or 

further on in the agenda. 

o Updates – getting updates on action points from previous meetings, also bring in 

appreciation and celebration. Remember to get an update on how the previous 

activity went. 

o Main agenda 

o Review and celebrate – what have we decided and achieved in the meeting, 

celebrate 

o Reflection and feedback – how was the meeting, how is the whole process going for 

people, a chance to address challenges 

o Setting intentions – going forward from this meeting what are your intentions 

• Keep meetings for discussion and collaboration – the things that can’t be done at other 

times by email or individually 

• Make sure you capture any key decisions and action points in the minutes 

• Fairly soon after the meeting send out an email sharing any important updates, a link to the 

minutes and an explanation of the activity for that week/how people can get involved. This 

updates and includes those who couldn’t make the meeting and it clearly summarises the 

meeting for those present to refer back to. 

• Copy these update emails into a document on the google drive so they are easy for everyone 

to find and refer back to 



Design process 

• It can be easier to have one person holding the process for the overall design and facilitating 

the designing, particularly if a lot of the team do not have much experience of permaculture 

and/or the design framework. 

• Spend time at the beginning surveying the visions, helps and limits of the individuals in the 

design team in regards to the designing. 

o What do you personally want to get from doing this design? What can you give/offer 

to the process? 

o What is your experience level with online technology, particularly skype and google 

drive? 

o What is your permaculture experience? Including with people-based designs and the 

design web. 

o How much time each week are you able/happy to spend on this design? (there is no 

wrong answer!) 

• It is generally easiest to focus on one anchor point at a time apart from for activities like 

client interviews. 

• Decide on a pattern of anchor points to begin with which you can then tweak as you go 

along, but having the pattern to start from makes it easier. It also allows you to explain the 

plan to your design team 

• For most designs it is a good idea to try and do most of the surveying – vision, helps, limits, 

patterns, reflection – before getting too into ideas, otherwise you can bias and limit your 

design. Some designs however are much more iterative 

• Have a group activity which can be done individually each week, as well as people taking on 

specific actions during meetings. This includes those not at the meeting, allows activity to 

take place outside the meeting and means that not everyone has to do the activity each 

week, as long as some people do you will have covered the anchor point. 

• Explain the anchor point as part of introducing the activity 

• Be creative in the tools you use for the activities. Some ideas are: 

o Vision 

� Why, why, why, why are you doing this design? Keep asking yourself why 

until you feel you have identified your key motives 

� Who, what, when, where, what are we designing? 

� Roleplaying ideal experiences of a diversity of stakeholders 

o Helps 

� From the roleplaying what was helpful 

� Use the 9 forms of capital as a thinking tool and prompt for coming up with 

available helps (http://www.appleseedpermaculture.com/8-forms-of-

capital/) 

• Social capital - relationships, influence and connections 

• Material capital - non-living material objects 

• Financial capital 

• Living capital - living things 

• Intellectual capital - knowledge 

• Experiential capital - experiences 



• Spiritual capital  

• Cultural capital - traditions, customs, songs, beliefs 

• Health & wellbeing capital 

o Limits 

� From the roleplaying what was challenging 

� Answering some questions around limits, such as: 

• What concerns do you/others have? 

• Where are the edges of your/others comfort zones? 

• What could block wellbeing? Particularly on a community scale 

• What individual and cultural beliefs might be limiting? 

� When answering these questions it is useful to be clear whether the limits 

relate to: 

• personal limits around the designing process 

• more general limits around the designing process 

• personal limits around the content of the design 

• limits others might experience around the content of the design 

• more general limits around the content of the design, eg. Budget, 

physical boundaries 

� It is also interesting to consider the strengths of these limits as some of 

them might be bigger limits than others and also some of them will be easier 

to address than others. 

o Patterns 

� Patterns from reflections on previous experience and roleplaying 

� Patterns of feedback from previous events (or design topic) 

o Ideas 

� Choose one creature (or one ecosystem if you prefer), ideally go out and 

connect with it and answer the question - What can this creature teach me 

about successful  XXX (eg.neighbourhoods)? 

o Principles 

� Choose a principle that you feel drawn to and journal about it, meaning 

write about it without thinking too much, letting your stream of 

consciousness flow around this principle and the design and see where it 

takes you 

o Integrate 

� Review all of the information collected so far and identify the functions of 

the design – particularly look at the why of the vision and addressing limits 

� Come up with a SMART goal for each function 

� Use a relationship wheel to map which systems meet which functions 

o Action 

� Input-output analysis for each system 

� Timeline of action (arranged by system) 

o Momentum 

� Action Learning Questions – regularly reflecting on the 4 ALQs maintains 

momentum through keeping inspired by the vision, celebrating and 

appreciating what is going well, naming and giving opportunities to address 



challenges and limits arising and setting realistic actions and lifelines 

(deadlines) 

� Incorporating sufficient pause 

o Appreciation 

� Start each meeting with gratitude 

� Appreciate progress and work put in 

� Have celebration activities 

o Reflection 

� Reflect at the beginning on previous relevant experiences and learnings - 

what works well and what to avoid in this design (feed into relevant anchor 

points) 

� Give a chance for reflection on activities and at the end of each meeting 

� At the end of each design cycle take the time to reflect individually and 

collectively 

• Survey monkey with personal reflection questions which can then 

be discussed collectively 

• Reflection meeting and deciding on tweaks 

o Pause 

� Make use of times when there is low availability in the design team to 

schedule in pauses 

• When you have ‘completed’ an anchor point then make sure it is ‘analysed’ into an easy 

format to refer back to 

• There was some resistance to using role playing on the basis that it assumed that we 

understood others perspectives 

Team management – people care 

• Agree a course culture at the beginning, how you want to be together 

• Agree roles within the group and individual rights and responsibilities at the beginning and 

revisit as necessary 

• Let individuals choose how much and when to participate, but ask them to try and let you 

know in advance so that you can factor it in 

• Encourage people to use their strengths 

• Model good people care of yourself and others 

• Aim for a balance between efficiency and collaboration/inclusion and explain your decisions 

to people 

• Listen and respond to feedback, as shared through the techniques in the reflection anchor 

point, as well as through individual emails 

• Remember feedback is a gift given to you to do what you want with, you can choose to not 

use it 

• Make it clear and repeat regularly that you are happy to answer any queries and help 

address any challenges, sometimes people will need direct asking though 

• Make sure you take time to celebrate and appreciate your efforts and to pause 



• Be aware that people have different learning styles, some people need to really fully 

understand exactly what they were doing and will need to ask lots of questions to get this 

clear. This can be quite time consuming. 

• Remember that a facilitator does not need to have all of the answers, they are holding the 

process – name this in the design team 

• It would be good to establish an easy check in system for those who do not make it to 

meetings 

Maintaining momentum 

Many of the aspects already mentioned contribute to maintaining momentum, but as it is a 

fundamental part of the success of a design I want to lay them out specifically here. Strategies I have 

found helpful in maintaining momentum (as the design co-ordinator and/or as a design team) are: 

• Regularly celebrating and appreciating effort put in, learnings and progress 

• Regularly reflecting on challenges and limits being experienced, naming them in the group 

and taking actions to address them 

• Regularly revisiting the vision and renewing motivation 

• Setting regular, realistic lifelines (deadlines) so that you are not overwhelmed and can 

regularly appreciate progress 

• Making sure there are some early yields from the design to get it off to a good start 

• Following the energy of the group and what they are interested in and inspired by, capturing 

that energy rather than trying to divert it 

• Making sure there are sufficient rejuvenating pauses to avoid burn out 

• As a design co-ordinator: 

o Using the above to keep yourself motivated and modelling this motivation in the 

team by keeping to your word and maintaining enthusiasm – this will also encourage 

commitment in the rest of the team 

o Working for clear communication in the team really supports the ability to 

effectively use the above strategies 


