Game 4: A Matter of Definition

Group Size: 4 to 100 or more

Time Required: 15 to 20 minutes

Special Features: This activity can be used for almost any type of class. It gets participants up, moving around the room, and immediately interacting with course material.

Summary: When participants arrive, they are given copies of a quiz to work on and asked to walk around the room reading definition posters on the wall and looking at cartoons and pictures that illustrate the subject matter in order to determine the right answers to the quiz and win a prize.

Goal: To review definitions relevant to course content

Materials:

•
Copies of a twenty-item quiz pertinent to the program

•
Posters with relevant definitions and examples

•
Posters with relevant cartoons, illustrations, and quotations

•
Masking tape

•
Tape/CD player with lively music

•
Enough small prizes for every participant

•
A large, loud timer

•
A flip chart and markers

Physical Setting: Typical classroom with wall space for hanging plenty of posters

PROCESS

Before the Program


1.
Construct a twenty-item quiz based on definitions and examples of key concepts relevant to your program. Make it long enough to take at least ten minutes to answer and difficult enough that participants will need to spend time thinking about some of the items and perhaps discussing them with other participants. You may want to include one or two items that have no specific right answer, but will lead to good discussion. For these types of items, any answer would be considered a “right” answer. You may also want to include a few funny or unusual items as well.


2.
Construct posters with definitions of key concepts from the program and other posters with cartoons and illustrations of key concepts, and use masking tape to hang them on the walls around the room. See if you can find quotes from famous people about the subject matter and have these displayed as well.

During the Program


1.
As participants arrive, give them copies of the quiz to take. Tell them to walk around the room, read the posters, and look at the cartoons and illustrations to obtain information that will help them with the quiz. Tell them to introduce themselves to each other and discuss the quiz. They can work with other participants in groups if they like. Have music playing.


2.
When all participants have arrived and/or it is time to start the class, announce that people can take five more minutes to answer their quizzes. Encourage them to share answers and work together. Tell them there will be prizes for anyone who has all the right answers! Set a timer and put it where they can see it and hear it.


3.
When the timer goes off, turn off the music and ask participants to return to their seats. Go over the questions and answers. Let participants share their answers and their reasoning.


4.
Record key comments on a flip chart as they are made and note areas of concern. These will be useful to you throughout the rest of your training.


5.
When all questions and answers have been thoroughly discussed, award prizes to all the participants who had “perfect” papers.


6.
Debrief with these questions:

•
Which questions were easy?

•
Which questions were difficult?

•
Why did we do this activity?


7.
Introduce the class objectives and show how the quiz and the posters around the room tie into the class content.

PRICKLY POINTS

•
Much of the success of this activity depends on the effort you put into the quiz and the wall posters. Make the quiz cover important definitions and concepts. Also make sure that it touches on key issues and problems within the subject matter.

•
Use commercially available posters that illustrate key concepts, but also construct your own posters using pictures and interesting quotations. If this is a class you teach often, you can build and develop your poster collection over time.

•
As an example, for a class on selling your ideas to others, I collected a number of pictures used in popular advertising that illustrated key concepts covered in the class. It was a two-day class and on the second day half a dozen participants brought in pictures they had found that illustrated concepts.

•
The material that you have hanging on the walls can also be used throughout the training program and is thus a nice unifying factor. It is good to use as part of the summarizing at the end of the program.

TEAM-BUILDING EXAMPLE

To use this game in a team-building course, gather lots of pictures and posters illustrating the characteristics of effective teams. You can also put up posters of local men’s and women’s sports teams. Have other charts and posters that give information on how effective teams help the organization. If the group is all from the same team, let them spend the last five minutes of this activity working together. You can take notes on how they work together and use the information in the debriefing and later on in the class.

The Nitty Gritty

Early Morning Prizes

•
Small boxes of raisins, cereal bars, granola bars, apples, bananas, pears, cold cans or boxes of juice
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