
SPARK
play · connect · belong

"Play your way closer"

Intergenerational Digital Co-Design for Older Adults



SERVICE BLUEPRINT

AWARENESS & 
ARRIVAL

WELCOME & 
FRAMING

CO-DESIGN 
THE GAME

PLAY THE 
GAME

CLOSE & 
CARRY HOME

RIPPLE 
OUTWARD

PHASE

Distribute community flyers,

post them on the bulletin board at the 
senior activity center

Greets by name. 

Hands role cards. 

Introduces with warmth

Introduction 

Ask the opening questions,

Stays present but does not lead.

Provide guidance at the start of the first round,

Stays present but does not lead.

Completed game, cheat sheet, Onboarding new participants
take-home card deck

PHYSICAL

EVIDENCE

Sees flyer, decides to bring 
Granddaughter or another young person



or



Hears about session from younger, 
agrees to come

Sees flyer, decides to bring Grandma or 
another young person



or



Hears about session from elder, agrees 
to come

Arrives.

See the game cards.

It feels like a game, not studied.

Answers 'What do YOU know

that Emma probably doesn't?'

Sets game topic.

Plays — wins a round,

Earn rewards according to the rules 
they have established

Takes game home. Writes her

own cheat sheet in her

handwriting.

Initiates next session at home. 

Tells neighbor about SPARK.

ELDER

ACTIONS

Arrives.

See the game cards.

It feels like a game, not studied.

Contributes structure ideas, but

elder approves every decision

Follows elder's rules. Discovers

she knows less than she

thought.

Leaves with a new kind of respect. 

Asks 'when can we play again?'

Initiates next session at home. 

Tells neighbor about SPARK.
YOUNG

PARTICIPANT

ACTIONS

— — LINE OF INTERACTION — —

Let the participants take the lead, and 
steer the conversation back on track when 
it veers off course.

Observes. Only intervenes if

someone is uncomfortable.

Posts flyer. Chooses venues

where elders already gather.

Wraps up. 

Celebrates what elder designed. 


FACILITATOR

ONSTAGE

— — LINE OF VISIBILITY — —

Prepares card decks, game

sheets. Reviews dignity-first

language guide.

Holds the framework silently.

Knows when to redirect without

taking over.

Coordinates with senior center.

Prepares physical materials.

Tracks what worked. Notes

which prompts sparked the

most connection.

Logs session notes. 

Prepares updated materials for next run.

Reviews ripple outcomes.

Updates facilitator guide.
FACILITATOR

BACKSTAGE

Senior center partnership,

community trust, accessible

flyer design

Card deck (printed), 

SPARK framework, 

dignity-first script,

Game sheets, 

Pens or Pencils

Co-design methodology,

role-swap structure,

approval flow

Game rules co-authored by

elder; no tech required to play

Take-home kit: cards + blank + sheets 
+ cheat sheet template

Word-of-mouth channel

Follow-up system
SUPPORT

PROCESSES



SCENARIO



ROLES



FRAMEW ORK



PROMPT - TRAVEL



PROMPT - FOOD



PROMPT - MEMORY



PROMPT - VALUES



PROMPT - CREATIVE



ACTIVITIES





Thank You!
Spark!: "Play your way closer"
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