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SCAMPER Technique Guide 

Each element of SCAMPER offers a different way to challenge conventional thinking and stimulate new 

ideas. Instead of starting from scratch, SCAMPER encourages you to explore variations and 

improvements on what already exists. 

SCAMPER is a focused creative checklist that prompts you and your team to look at an existing product, 

service, process or problem from seven distinct angles. 

 

Quick SCAMPER primer 

SCAMPER stands for: 

• S:  Substitute: Replace part of the product/process with something else. 

• C:  Combine: Merge two or more elements to create a new solution. 

• A:  Adapt: Change an existing element to serve a new purpose. 

• M:  Modify (or Magnify/Minify): Alter scale, shape, attributes or features. 

• P:  Put to another use: Use the product/process in a different context. 

• E:  Eliminate: Remove elements to simplify or reduce cost/complexity. 

• R:  Reverse (or Rearrange): Turn processes/assumptions around or invert order. 

 

SCAMPER: detailed prompts + mini exercises 

Below are short prompt lists for each letter plus an individual and group exercise you can run in 10–20 

minutes. 

S:  Substitute 

Definition: 

Substitute involves replacing part of the product, process, or service with something else. Ask yourself 

what elements can be swapped for a different ingredient, material, or approach. 

Prompts 

• What component, material, or person can be substituted? 

• Can we substitute a costly input with a cheaper one without reducing value? 

• Could we change the delivery channel, technology or interface? 

Exercise: 

Take a current product or process from your organisation. List all the components and steps, then 

identify at least three substitutions you could make. Evaluate how these substitutions might improve 

efficiency, cost, or customer satisfaction. 
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C:  Combine 

Definition: 

Combine means merging two or more elements to create a synergistic solution. This might involve 

blending features, ideas, or processes to generate something new. 

Prompts 

• Which two processes, products, or ideas could be merged for a better outcome? 

• Can two processes be merged into one to reduce handoffs? 

• Could we partner cross-functionally for bundled offerings? 

Exercise: 

Identify two distinct processes or features in your organisation. Brainstorm ways to combine them into 

a single, integrated solution. Sketch a diagram or create a mind map to illustrate how the combination 

could work and its potential benefits. 

 

A:  Adapt 

Definition: 

Adapt involves adjusting an existing idea or process to suit a new context or to overcome a specific 

challenge. It requires modifying something to make it more effective in a different situation. 

Prompts 

• How can this product or process be adapted to meet the needs of a different market segment? 

• What elements can be adjusted to overcome current challenges? 

• How have other industries solved similar problems that could be adapted to our context? 

Exercise: 

Choose a current challenge in your business. Brainstorm how you could adapt an existing solution from 

another industry or context to address this challenge. Document the specific adaptations required and 

predict the potential impact. 

 

M:  Modify / Magnify / Minify 

Definition: 

Modify means altering the existing product or process by magnifying, minimising, or changing its 

attributes. This can include tweaking dimensions, intensifying certain features, or reducing complexity. 

Prompts 

• What happens if we make it bigger/smaller/faster/slower/modify user flow? 

• Which elements could be minimised to reduce cost or complexity? 

• Which attribute change would make the biggest difference to users? 

Exercise: 

Analyse one of your core products or services. List its attributes and determine which can be modified, 

either increased or reduced, to enhance performance. Consider creating a table that maps each 

attribute with potential modifications and their expected impact. 
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P:  Put to another use 

Definition: 

This step involves thinking about how an existing product, process, or resource can be used in a 

different way or for a new purpose. It encourages creative repurposing. 

Prompts 

• What alternative uses can this product or process have? 

• Can this resource be leveraged in another area of the business? 

• How might customers use our product in ways we haven’t considered? 

Exercise: 

Select an existing product or resource in your organisation. Brainstorm at least three alternative uses 

for it that could serve a different market or solve a new problem. Evaluate the feasibility of each 

alternative and how it might benefit the organisation. 

 

E:  Eliminate 

Definition: 

Eliminate focuses on identifying and removing unnecessary elements from a product, process, or 

service. The goal is to streamline and simplify, removing clutter to improve efficiency. 

Prompts 

• What components or steps are unnecessary or redundant? 

• Can we remove a process without compromising quality or performance? 

• How might eliminating non-essential elements reduce costs or complexity? 

Exercise: 

Review one of your business processes and identify at least three components that could be eliminated 

or simplified. Document the potential benefits of removing these elements, such as cost savings or 

increased speed. 

 

R:  Reverse / Rearrange 

Definition: 

Reverse involves rethinking the order or direction of a process. It asks you to flip your perspective, 

considering what would happen if you reversed a process, structure, or sequence. 

Prompts 

• How would the outcome change if we approached the problem from the opposite direction? 

• Are there parts of our process that could be reimagined if we started from the end and worked 

backward? 

• What if we invert assumptions (e.g., pay customers to contribute data)? 
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Exercise: 

Take a standard process in your organisation and sketch out what it would look like if you reversed the 

sequence of steps. Discuss with your team how this reversal might uncover new efficiencies or reveal 

overlooked opportunities. 

 

Full SCAMPER workshop:  90-minute facilitator plan 

Participants: 4–10 | Materials: sticky notes/online board, timer, ICE scoring sheets. 

1. 0–10 min:  Intro: objective, ground rules, quick warm-up (silly idea). 

2. 10–20 min:  Present the artefact (product/process) and data. Clarify problem statement. 

3. 20–50 min:  SCAMPER rounds (4 mins per letter): silent ideation (2 mins) & share (2 mins). 

Scribe captures. 

4. 50–65 min:  Cluster & refine ideas into themes. 

5. 65–75 min:  ICE scoring by individuals (each given 3 votes using ICE or dot voting). 

6. 75–85 min:  Select top 2–3 ideas; define quick pilots (owner, metric, duration). 

7. 85–90 min:  Wrap: publish results, assign follow-ups. 

Facilitator notes: 

• Use silent brainwriting to avoid production blocking. 

• Encourage wild ideas early:  they often lead to valuable recombinations later. 

• After the workshop, convert top ideas into experiments with clear hypotheses and data plans. 

 

Common pitfalls & how to avoid them 

• Premature evaluation: enforce “defer judgment” rule. 

• Narrow framing: spend time reframing the problem to avoid trivial ideas. 

• Group dominance: use round-robin or anonymous inputs. 

• No follow-through: convert ideas to pilots in the session and assign owners immediately. 

• Misapplied prompts: tailor SCAMPER prompts to the domain (service vs product vs process). 
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