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LIBRARY OF LEARNING ACTIVITIES 
 
Concentration (O,R) 
 
Based on the classic game of concentration, a term or picture is placed on one card and 
its definition or name placed on another.  A deck generally consists of 15-25 card pairs.  
Cards are shuffled and distributed face down in columns and rows.  Players, in pairs, 
take turns turning over two cards hunting for pairs.  If a matching pair (term-definition or 
picture-name) are turned face-up, the player collects the pair and plays again.  If not a 
pair, play passes to the next player.  The game ends when no more cards remain on the 
table.  The winner is the player with the most cards. 
 
Confrontation (R) 
 
This is a game that is played in rounds.  The group is divided into teams of three.  
Players each receive a card that describes a confrontation situation and assigns a role 
(Sales Consultant, Client, observer).  Two players are in a "confrontational situation" 
and the third acts as observer.  Adversary players choose one of five positions on the 
issue and compare their choices.  The Sales Consultant works with the customer to 
achieve common ground.  After each timed round, the observer provides feedback.  
Roles rotate with each round.  At the end of several rounds, the instructor draws from 
the group lessons learned. 
 
Critical List (R) 
 
Following instruction on a large amount of content, the instructor divides the group into 
four or five teams and asks each team to privately create a list of the five most important 
points covered.  After five to seven minutes, the instructor asks each team to report its 
list.  As these are announced, the instructor creates a common list on a flip chart.  By 
merging redundancies, the common list should end up containing 10 to 15 items.  The 
instructor asks each team to privately select the "most important" item.  S/he also 
explains that teams will receive one point for their choice plus one point for each other 
team that selects the same item.  When all teams have chosen, the instructor asks for 
the choices.  If one item is selected more frequently it becomes the number one choice.  
If there is a tie, all tied items become number one.  The instructor has teams play two 
more rounds to identify the next most important items.  Teams scores are based on how 
many teams make the same choices they do.  This encourages consensus thinking.  
After three rounds, scores are totalled.  The instructor debriefs the activity highlighting 
the top choices and drawing from the public list other key points. 
 
 

 
O = Recommended for Opening Activity 
R = Recommended for Review Activity 
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Crypto Cluster (O,R) 
 
The instructor presents a puzzle to the class with enciphered items that are related to a 
specific theme (e.g. benefits of a particular Acura car, features of automotive 
technology, common misconceptions about specific technologies).  The items are 
enciphered using a simple letter substitution system; each letter in the item is 
consistently replaced by some other letter of the alphabet (for example, every "e" in the 
item may be replaced with a "j").  The challenge for the participants is to decipher the 
items in the list by using a combination of general cryptographic principles and 
knowledge of the subject-matter area.  This activity can be performed individually or in 
teams. The first participant or team to complete the puzzle wins. 
 
Domino Effect (R) 
 
This game consists of a stack of domino type cards.  Between twenty and thirty make 
up an excellent stack.  The instructor creates domino type cards that have a term on 
one end and a definition for another term on the other.  The game is played using 
Domino rules except that a player must lay a term against its definition or vice versa. 
 
Exam Cram (R) 
 
The instructor divides the class into study groups or study pairs and distributes an 
exam/test to each team.  The instructor tells participants that they will be tested on the 
content.  Participants have twenty minutes to cram for the exam.  The instructor then 
administers the test or not; his/her choice because the purpose is to get them to review 
the content! 
 
Facts in Five (R) 
 
Participants receive a card with a five by five matrix that has different categories along 
the columns and letters of the alphabet along the rows.  Players fill each cell of the 
matrix with a key word beginning with the specified letter that fits the appropriate 
category.  Players' words score extra points for originality.  The activity is usually used 
with a specific content area (e.g. automotive technology; sales terminology) that limits 
which types of key words may be used. 
 
Great Debate (R) 
 
The instructor selects from a general topic area (e.g. automotive technology; car 
models), subtopics that are rich in debatable issues (e.g. front-wheel drive; price is the 
key selling factor).  Depending on class size, s/he divides participants into six or eight 
teams.  If there are six teams, s/he distributes three issues as follows:  Three teams 
each receive one of the three issues with a "plus" sign; three teams each receive one of 
the issues with a "minus" sign.  The "plus" teams each take ten minutes to prepare two 
minutes of debating arguments on the positive side of the issue (e.g. why front-wheel 
drive is not only desirable, but the best way to go).  The "minus" teams prepare two 
minutes of arguments during the ten minutes on the negative side of the issue.  The 
instructor randomly selects an issue and a plus or minus to determine which team 
starts.  After two minutes of arguments, the opposing team gets to argue its points.  
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Each team receives an additional one minute for rebuttals.  The instructor continues 
selecting topics until all have been debated and then debriefs the group on how to use 
the arguments raised to support a sale. 
 
Hit or Myth (0) 
 
Participants receive a list of ten statements related to a topic that are either true (hit) or 
false (myth).  After selecting their choices individually, the instructor reviews each 
statement and discusses it.  Statements generally include commonly accepted myths 
that are false.  Participants receive one point for a correct answer plus a one point 
bonus for each participant that got it wrong.  This scoring system rewards participants 
who respond correctly to tougher statements. 
 
Jig-saw (R) 
 
The instructor divides the class into teams and assigns team leaders.  The instructor 
provides teams with documentation dealing with one part of a topic and asks each team 
to prepare a presentation on its part.  Each team decides on the presentation style and 
the means for making it interesting to the group. The team leaders chain the brief 
presentations into a complete lecture.  The instructor administers a brief quiz at the end 
and debriefs the group. 
 
Lecture Team-Quiz (O,R) 
 
The instructor divides the class into four teams.  The instructor announces that s/he will 
"lecture" for 10 minutes on a content area.  After 10 minutes, each team must create 
one question based on the content and be prepared to answer a question on the same 
content.  Teams receive five minutes to create a question and prepare potential 
responses.  Team One poses its question to Team Two.  Members of Team Two who 
believe they have the answer raise their hands.  Team One picks a respondent.  If the 
answer is correct, Team Two gains five points.  If not, Team Two members consult and 
provide a team answer.  If correct, it receives two points.  If not, no points are awarded.  
Team Two then questions Team Three; Team Three questions Team Four and Team 
Four questions Team One.  Once the round is complete, the instructor continues with 
the lecture and team quizzes through two more rounds.  Teams total their scores to 
determine how well they have retained lecture information. 
 
Letter Game (R) 
 
The group is divided into four or five teams.  Each team receives an envelope with a 
problem to solve written on it.  Each team also receives one less index card than there 
are envelopes.  Each team creates a secret team logo/symbol and draws it on each 
index card.  Teams have two to three minutes to read the problem, decide on a solution, 
write the solution on one of the index cards and slip the card into the envelope.  
Envelopes are passed clockwise to the neighboring team.  Once again, the team reads 
the new problem, creates a solution and slips it into the envelope.  This procedure is 
repeated until each team receives an envelope but has no more index cards (e.g. If 
there are five teams, each team completes four solution index cards.  On the fifth round, 
it has no more cards.)  The teams individually open the envelopes, read and evaluate 
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the solutions and rank order them.  If there are four solutions, the top ranked gets four 
points, the second three, the third two and the fourth ranked one.  Each team reads its 
problem and the top ranked solution along with an explanation of choice.  Finally, all 
solution cards are collected and distributed to the teams by logo/symbol.  Teams add up 
their points to determine how well they solved the problems. 
 
Listening Teams (R) 
 
The instructor divides the group into four or five teams and makes each team 
responsible for listening and recording key information on a specific topic.  The 
instructor then asks the teams to report the key information back to the whole group in 
sequence as summaries. 
 
Mismatch (R) 
 
This is a simple, fun exercise to verify whether or not participants have absorbed 
information about a variety of topics or products presented within a short space of time.  
The instructor presents four to eight brief scenarios in which someone asks a question 
and receives an answer.  While appearing reasonable, the questions and answers are 
mismatched.  Participants have to match up the correct question and answer pairs. 
 
Ours versus Theirs (0) 
 
This is a fun, quick, interactive exercise that focuses on "our" product or products 
versus the competition.  Participants read each of a series (10-15) statements and 
select the product to which it applies (e.g. Has 10% greater fuel efficiency).  Generally, 
the statements are arranged in a vertical column with our product, and the competition 
(one or two competitors) listed beside. The statements should create surprises and 
heighten interest to learn more.  This activity is an excellent opener for a content area. 
 
Police Interrogation (R) 
 
The instructor informs the group of the topic to be mastered and announces that there 
will be a quiz at the end of a specific time period.  Learners must question and probe to 
"force" content out of the instructor.  The instructor only answers specific questions.  
The instructor can open the session to individual interrogators or have groups create 
questions and then interrogate.  Learners can summarize among themselves what they 
learned prior to the quiz. 
 
Press Conference (R) 
 
The instructor creates a press conference ambiance by organizing participants into 
teams of reporters charged with drawing out specific information from an Acura 
products "expert".  Once the instructor sets the stage and specifies the overall press 
conference themes (generally three or four), participants create specific questions 
related to each theme.  They write their questions on different colored index cards, one 
question per card.  Card colors are keyed to themes.  The instructor collects the cards 
(into which s/he may "seed" additional questions).  The instructor divides the group into 
investigative reporter teams, one team per theme.  Teams spend 15 minutes sorting 
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questions and preparing to grill the expert, press conference style.  Each team has 
seven minutes to question the expert aggressively while it takes notes. Once all teams 
have quizzed the expert on all the themes, they review their notes for five to seven 
minutes and list key points that would go into a press release.  They report these out in 
turn accompanied by comments from the instructor.  While the learners do most of the 
work and feel that they are controlling the situation, the instructor actually gets to 
present his/her content - plus much more. 
 
Quiz Game (R) 
 
Following a half-day or full day of instruction, the instructor hands out slips of paper to 
participants and directs them to individually review all course notes and materials in 
order to identify a single key point worth retaining.  The point should be important and 
specific.  This point is the "answer".  Each participant privately creates a question to 
elicit his/her answer and writes it on the slip of paper - question only; no answer and no 
name.  The instructor collects all the questions and randomly redistributes them.  The 
instructor then randomly selects participants to read their questions and give their 
answers (open or closed book).  Answers are discussed and commented on briefly.  If 
an answer is incomplete or incorrect, the instructor draws the missing information from 
the group.  Participants who miss an answer get a chance to reply or add information to 
incorrect or incomplete answers from others.  This review activity is then debriefed to 
ensure all key information has been summarized. 
 
Slap Jack (R) 
 
The instructor creates a deck of index cards for a knowledge domain with a term and/or 
image on each card.  Participants are grouped in teams of three to five players, each 
with a complete deck.  A dealer shuffles and distributes the cards in each team.  Players 
hold their cards so that they cannot see what is on them (in a single pack face down).  
The instructor calls out a content category within the knowledge domain (e.g. drivetrain).  
Each player, in turn, and clockwise rapidly draws the card and tosses it face up on the 
table.  If the card has a term or image related to the selected topic, players slap the 
card.  The first player to slap the card, retrieves it and places it face up in front of 
him/her.  If a player slaps an incorrect card, s/he retrieves it and places it face down.  
The game proceeds rapidly until all cards are used up.  Players count one point for each 
correct card slapped and subtract one point for each error. 
 
Techno Challenge (R) 
 
The instructor puts the class into teams of two.  Team members alternate between the 
role of the customer and the role of the Sales Consultant.  In timed rounds of 99 
seconds, customers ask questions about technology and/or products to the Sales 
Consultant.  Sales Consultants answer as many questions about the technology or 
product within the allotted time frame.  The customer notes answers on a question list.  
At the end of the round, they switch roles and repeat the process for different 
products/technologies.  This activity is an excellent review for a content area. 
 
Terminology Tussle (R) 
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This exercise/game is based on the BINGO framework.  The instructor presents 
technical information that contains new terminology.  At the end of the presentation, the 
instructor distributes a BINGO-like board with the terms randomly dispersed.  Each 
board is different.  The instructor draws definitions from a hat and reads them aloud.  
Participants place a coin or marker on the term corresponding to the definition.  The first 
player to cover five terms in a row (horizontally, vertically or diagonally) wins.  If there 
are many terms, the winner is the one who covers the whole board first. 
 
They Say, We Say 
 
The instructor organizes the class into teams of three or four.  Half the teams act as 
competitor Sales Consultants and the other half act as your company Sales 
Consultants.  The instructor randomly pairs off one competitor team with one your 
company team.  Before each round, the instructor provides a feature or function to the 
your company teams informs them that they have 15 seconds to describe your 
company's strengths over the competition.  Competitors then have 30 seconds to 
respond to all competitive challenges. 
 
True Grid (R) 
 
Two axes of a two dimensional grid represent two dimensions of a given subject (e.g. 
car models along one axis; engine type, list price, main competition along the other).  
Either individually, in teams or as a group, participants place "tiles" on the grid to fit the 
requirements of both dimensions.  Participants compare their completed grids to the 
correct one. 


