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An Introduction to 
Interactive Lectures 
Someone told me that the best way to begin a lecture is to tell a couple of jokes. I 
want to see if the same principle works at the beginning of an article. 

So here we go: 

Have you heard about the trainer who dreamed he was giving a lecture? He 
woke up with a start—and found that he was really giving a lecture! 
A lecture is usually given in an auditorium. The word "auditorium" comes 
from the Latin roots: "audio – I hear" and "taurus – the bull." 

The lecture method is the most ridiculed training technique. However, I am not 
against this technique. Looking back on my own education and training, many of 
my significant learning episodes involved the lecture method.  

Advantages of the Lecture Method 
The reasons for the popularity of the lecture method are obvious. Rightly or 
wrongly, people believe that lectures provide the following advantages:  

 The trainer is in control. 

 A lecture inflates the trainer's ego. 

 It does not require extensive preparation. 

 It permits efficient coverage of content in a limited period of time. 

 It can reach a large group of learners at the same time. 

 Great lecturers inspire their listeners. 

 You can predict exactly what will happen during a lecture. 

 Trainees do not feel threatened while listening to a lecture.  

 Trainees know how to listen to a lecture and to take notes. 
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 Trainees feel secure that the lecturer presents accurate and up-to-date 
information. 

 The lecture method is aligned with the cultural norm of adult education. 

Disadvantages 
Everyone knows the lecture method has these disadvantages. 

 It frequently tends to be dull and boring. 

 Lecturers tend to focus on what they want to tell the audience, rather 
than on what members of the audience need. 

 Lectures are pitched at too high or too low a level for different members 
of the audience. 

 Real learning requires active participation, not passive listening. 

 Lecturers do not receive useful feedback from the learners. 

 Lectures focus on passive transfer of information. They don't facilitate 
transfer and application of skills.  

 Lectures don't even do a good job of transferring information. Passively 
received information tends to be forgotten rapidly. 

Interactive Lectures 
The solution to the problems associated with lectures is not abandoning them. To 
be pragmatic, we should ask these questions: 

 What elements of the lecture method contribute to its instructional 
effectiveness? 

 Under what conditions for which types of learners and for what types of 
training objectives is the lecture method the most effective one? 

 How can we preserve the advantages of the lecture method while 
reducing its disadvantages? 

For more than two decades, I have been exploring these questions in corporate 
settings. As a result of these explorations, I have synthesized a technique called 
interactive lectures (or lecture games) by blending effective elements from the 
lecture method and from training games.  

Interactive lectures facilitate two-way communication. They incorporate engaging 
game elements, yet they give complete control to the instructor. Because they are 
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also flexible, you can shift between a traditional lecture and the interactive variety 
with very little disruption. If you know your subject matter area, you can easily 
convert the lecture session into a lecture game.  

Types of Interactive Lectures 
During the past 25 years, I have been experimenting with seven types of 
interactive lectures. Here is a brief description of each type, illustrated with an 
example: 

Integrated Quiz 

The critical feature of this type of interactive lecture is the use of test interludes. In 
Team Quiz, for example, you deliver the lecture in your normal style. When a 
timer goes off (after 7 to 15 minutes), you stop the lecture, instruct participants to 
organize themselves into three to five teams, and ask members of each team to 
compare their notes and come up with questions based on what they heard in this 
segment of your lecture. After a suitable pause, select one team at random and 
invite its representative to read a question and to select an individual member of 
any other team to answer. 

Interspersed Tasks 

The critical feature of this type of interactive lecture is periodic participant activities 
that help them to process the information you presented earlier. In Intelligent 
Interruptions, you stop your presentation and pause 30 seconds for everyone to 
get ready to make an “interruption”. Specifically, participants may apply the 
content by presenting a personal action plan, disagree by raising major issues with 
some idea that you presented, illustrate by providing a real or imaginary example 
for one of your concepts, paraphrase by listing the key points, personalize by 
sharing reactions to your statements, or question by firing off five or more 
questions about—and beyond—the recent content.  

Active Summary 

The critical feature of this type of interactive lecture is the summarizing of the key 
learning points at periodic intervals in your presentation. In Best Summaries, you 
make a series of 10-minute presentations on the training topic. At the end of each 
unit, distribute blank index cards and ask each participant to summarize your 
presentation on one side of the card. After a suitable pause, organize the 
participants in teams and collect the summary cards from each team. Give the 
packet of summary cards from the first team to the second team, from the second 
team to the third team, and so on. Ask members of each team to collaboratively 
review the summaries and select the best one. 
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Diagnosis and Prescription 

The critical feature of this type of interactive lecture is the administration of a 
measuring instrument to identify participant characteristics or gaps in their 
knowledge. In Questionnaire Analysis, for example, you administer a self-
scoring version of the Myers-Briggs Type Indicator ®. You then help participants to 
score their responses and identify their personality type. You make a presentation 
on the eight preferences associated with personality types and answer questions 
from participants. 

Teamwork 

The critical feature of this type of interactive lecture is collaborative activities 
completed by participants. In Idea Map, for example, you begin by training 
participants how to take graphic notes. Begin your presentation, inviting 
participants to take notes using the idea-mapping technique. Stop the presentation 
from time to time and ask teams of participants to spend 5 minutes collaboratively 
drawing an idea map of the topics covered so far. Continue with your presentation 
and repeat the idea-mapping interludes.  

Participant Control 

The critical feature of this type of interactive lectures is that the participants dictate 
the content and the sequence of your presentation. In Item List, for example, you 
provide the participants with a list of guidelines, rules, or principles related to the 
topic. Ask the participants to independently review this list and select a few items 
that require explanation. Present a brief and clear explanation, using suitable 
examples. Continue with the items selected by different participants. 

Debriefing 

The critical feature of this type of interactive lecture is that the lecture is preceded 
by some shared experience. In the Jolt Lecture, for example, you begin with a 
short experiential activity: You ask teams to come up with suggestions for 
marketing a new product—and keep changing the nature of the product and the 
definition of the market niche every 3 minutes. After sufficiently frustrating the 
teams, debrief participants through a discussion of strategies for coping with rapid 
and repeated change. 

The Basic Idea 
There are different types of interactive lectures, but they all share the same basic 
principle: You can combine the structure and the efficiency of the lecture method 
with the excitement and participation of interactive strategies. 
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1. Alternative Audiences  
Asking the participants to make a summary presentation of your lecture is a good 
way to strengthen their understanding and their ability to recall key ideas. Having a 
team of participants work collaboratively on this task reinforces the review by filling 
in gaps created by selective listening and recall. Requiring the teams to make the 
summary presentation to a challenging (and imaginary) type of audience makes the 
task even more effective. In this interactive lecture, the reviewing task combines all 
these strategies. 

Synopsis 
After making your presentation, organize the participants into four teams. 
Identify different types of audiences and assign two teams to prepare a 
presentation for the same audience. Ask the other teams to listen to the 
competing presentations and select the better one. 

Purpose  
To summarize the key points in a lecture and present them in such a way to 
appeal to different audiences.  

Participants 
Minimum: 8 

Maximum: Any number 

Best: 12 to 28  

Time  
10 to 20 minutes for the initial lecture. 25 to 45 minutes for presentations by 
the participants. 

Supplies and Equipment 
 Flip chart 

 Felt-tipped pens 
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 Timer 

 Whistle 

Room Arrangement 
When one team is making its presentation, the competing team waits 
outside. Ideally, you should have a breakout room where a team can wait. If 
this is not possible, the waiting team can linger in the hallway. 

Flow 
Make the presentation. Keep the length of your presentation short, preferably 
from 10 to 20 minutes. 

Form teams. Organize the participants into four teams, each with two to eight 
members. 

Assign audience types. Identify the same type of audience for each pair of 
teams. The types of audiences should reflect the people to whom the topic is 
relevant.  

Prepare a presentation. Ask the teams to get ready to make a presentation 
suitable for the assigned audience. Instruct the teams to work independently and 
outline a 3-minute presentation of the key points from your initial lecture. 
Encourage the teams to use appropriate language and examples that will 
communicate the content clearly to the selected audience. 

Make competing presentations. Randomly select one team to make its 
presentation. Ask the members of the competing team to wait outside the room (to 
prevent plagiarizing elements of the first team’s presentation). Ask the two other 
teams (labeled as audience teams) to listen to the presentations from the 
competing teams.  

Select the better presentation. At the conclusion of both presentation (for the 
same audience), ask the other audience teams to quickly identify the better 
presentation. Declare the team that made this presentation to be the winners. 

Repeat the procedure. Ask the other pair of teams to take turns to make their 
presentations. Ask the select the better presentation. 

Conclude the activity. Thank the teams for their contribution. Quickly recall and 
discuss the key elements of the training topic.  
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Variations and Adjustments 
Not enough participants? If you don’t have enough participants to organize four 
teams, go with two teams. At the end of the two presentations, you act as the 
judge and select the team that made the better presentation.  
Not enough time? Instead of preparing and delivering presentations, ask the 
teams to come up with a single sentence that identifies the key idea and attracts 
the attention of the selected audience. 

Play Sample 
In a recent conference, my colleague Regina Rowland, a design thinking trainer, 
made a presentation on biomimicry. 

After her lecture, she identified the following types of audiences and asked the 
participants to select the two most challenging ones: 

 7-year-old children 

 Aeronautical engineers 

 Ecologists 

 Corporate trainers 

 Peace Corps volunteers 

 Product design engineers 

The participants selected 7-year-old children and aeronautical engineers. Regina 
divided the participants into four teams and assigned each of the two selected 
audience types to a pair of teams. 

The teams made effective presentations. Here are some of the points made by the 
different teams: 

For 7-year-old children: 

Would you like to invent a new toy? You can do this by copying plants and 
animals. 

How many of you have Velcro shoes? Do you know where the idea for 
Velcro came from? 
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For aeronautical engineers: 

According to Wikipedia, biomimicry is the imitation of the models, systems, 
and elements of nature for the purpose of solving complex human problems. 
Now that you know the definition, can you come up with examples of 
biomimicry in aircraft design? 

Many aspects in the design of an airplane imitate the flight of birds. This is 
an example of biomimicry in action. 

The way the wheels of an airplane fold during flight is similar to the way an 
insect folds its legs. 

Game Plan 
This table displays the structure of the Alternative Audiences interactive lecture: 
 

Step If you are the  
facilitator, do this 

If you are a  
participant, do this 

Make the 
presentation.  
(10 to 20 minutes) 

Deliver your lecture. Listen to the lecture and 
take notes. 

Form teams.  
(2 minutes) 

Divide the participants into 
four teams, each with two 
to eight members. 

Join your team and 
introduce yourself to the 
other team members. 

Assign audience 
types.  
(2 minutes) 

Assign the same type of 
audience to each pair of 
teams. 

Reflect on the needs and 
preferences of the 
audience type assigned to 
you. 

Prepare a 
presentation.  
(3 minutes) 

Give instructions and keep 
time. 

Get ready to make a 
presentation of the key 
points from the original 
lecture to your audience. 

Continued on the next page. 
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Step If you are the  
facilitator, do this 

If you are a  
participant, do this 

Make competing 
presentations.  
(6 minutes) 

Identify a team to make the 
first presentation. Send the 
competing team out of the 
room. 

If your team is selected, 
make your presentation. If 
you are the competing 
team, wait outside the 
room. If you are one of the 
other teams, listen to the 
presentations. 

Select the better 
presentation.  
(2 minutes) 

Give instructions to the 
audience teams. 

If you belong to the 
audience team, work with 
your teammates to select 
the better presentation. 

Repeat the procedure.  
(8 minutes) 

Give instructions. Keep 
time. 

Make presentations or 
listen to them. Select the 
better presentation. 

Conclude the activity.  
(2 minutes) 

Thank the teams. Recall 
and discuss the key 
elements of the training 
topic. 

Participate in the 
discussion. 

 

Reuse the Template 
You can use the game plan for Alternative Audiences as a template to design 
interactive lectures on your own topics. This format is particularly useful when 
dealing with general concepts and issues that are relevant to a wide variety of 
audiences.  

Here are some training topics that my colleagues incorporated in Alternative 
Audiences: 

 Conflict Management 

 Creative Problem Solving 

 Effective Communication 

 Emotional Intelligence 

 Improving Human Performance 

 Systems Approach 
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Another requirement for this interactive lecture technique is to specify interesting 
and challenging types of audiences. Here are some samples that we have used: 

 300-year-old man 

 5-year-old girl 

 Accountant 

 Artist 

 Cynic 

 Politician 
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2. Closed and Open 
Your participants learn from listening to your lecture. They also learn from asking 
questions about the content and answering them. In this interactive lecture, the 
participants reinforce their learning by both asking and answering questions. The 
types of questions they ask exercise both sides of their brain by requiring 
convergent and divergent thinking. 

Synopsis 
Begin by delivering a lecture on the training topic. Ask each participant to 
write a closed question, pair up with a partner, and answer each other’s 
questions. Repeat with more partners. Then ask each participant to write an 
open question, team up with two others, and try to give a better answer 
than the other participant. Repeat with other triads. 

Purpose 
To generate closed and open questions on the content of a lecture and 
answer questions from other participants. 

Participants 
Minimum: 6 
Maximum: Any number 
Best: 15 to 30  

Time 
30 - 60 minutes, depending on the length and complexity of the lecture 

Supplies 
 Handout, How To Play Closed 
 Handout, How To Play Open 
 Blank Index Cards 
 Timer 
 Whistle 
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Room Arrangement 
Leave plenty of uncluttered space in the room to permit the participants to 
work in pairs and triads. 

Preparation 
Prepare sample questions. Create an outline for your lecture. Then come up 
with a list of closed and open questions. You will use these questions as a sample 
to help the participants generate their own questions. 

Flow 
Deliver the lecture. Tell the participants that you will conduct an interactive 
exercise after your lecture. Encourage them to listen carefully to your lecture and 
take notes to earn high scores in the follow-up exercise. Deliver your lecture at a 
normal pace. 

Clarify closed questions. At the end of the lecture, explain that you are going to 
conduct an activity that involves closed questions. Explain that a closed question is 
one that can be answered by recalling a specific piece of factual information from 
the lecture. Yes/no questions, multiple-choice questions, and typical short answer 
questions belong to the closed-question category. With these types of questions, 
you can accurately and objectively determine if the answer is correct or not. 
Present a couple of examples of closed questions related to your lecture.  

Write closed questions. Distribute two blank index cards to each participant. Ask 
the participants to write two closed questions about the lecture content, using a 
separate card for each question. After a suitable pause, ask each participant to look 
at the two questions, select the best one, and place the other question aside. 

Explain how to play Closed. Distribute copies of the handout How To Play 
Closed. Walk participants through the flow of the game.  

Play the Closed game. Give a blank index card to each participant and explain it 
is the scorekeeping card. Ask the participants to stand up with a question card, the 
scorekeeping card, and a pen. Announce that the Closed game will last for 5 
minutes. Set the timer and start the game. 

Stop the Closed game. At the end of 5 minutes, blow the whistle and announce 
the conclusion of the game. Ask each participant to count the number of initials on 
the scorekeeping card to compute the score. Find out which participant has the 
highest score. Congratulate the winner (or winners, if there is a tie for the highest 
score). 
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Clarify open questions. Explain that you are going to conduct a different type of 
game that involves open questions. Explain that an open question does not have a 
single correct answer. It lends itself to several different acceptable answers. Open 
questions typically ask for the participants’ opinions, experiences, feelings, and 
ideas. They encourage thoughtful, creative, critical, and analytical answers.  
Present a couple of sample open questions related to your lecture. 

Write open questions. Distribute two blank index cards to each participant. Ask 
the participants to write two open questions about the lecture content, using a 
separate card for each question. After a suitable pause, ask each participant to look 
at the two questions, select the best one, and place the other question aside.  

Explain how to play Open. Distribute copies of the handout How To Play Open. 
Walk the participants through the flow of the game.  

Play the Open game. Ask the participants to use the reverse side of the 
scorekeeping card for the Open game. Ask the participants to stand up with an 
open question card, the scorekeeping card, and a pen. Announce that the Open 
game will last for 7 minutes. Set the timer and start the game. 

Stop the Open game. At the end of 7 minutes, blow the whistle and announce 
the conclusion of the game. Ask each participant to count the number of different 
initials in the scorekeeping card. Find out which participant has the highest score. 
Congratulate the winner (or winners, if more there is a tie for the highest score). 

Conclude the activity. Announce the end of the session. Thank the participants 
for their participation. Collect all the cards with the open and closed questions. 
Later, review the questions to identify possible misconceptions to be remedied 
during the next session. 

Adjustments and Variation 
Tired of lecturing? Make an audio or video recording of your presentation. Use 
this recording instead of a live lecture. 

Not enough time? Play only one of the two games (Closed or Open) 

Worried about the quality of questions? Prepare cards with your own closed 
and open questions and give them to the participants. Include the answer below 
the open questions. 
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Play Sample 
I frequently conduct a workshop on listening skills. Here are some sample 
questions generated by the participants: 

Closed 

 According to von Thun’s communication model, how many ears should 
you use when listening to someone? 

 Other than the source, receiver, and message, what is the fourth element 
of communication? 

 What is aggressive listening? 

 What is confirmation bias? 

 What is the last step in active listening? 

 What word identifies the act of asking questions to gather additional 
information from the speaker? 

 What word is used to identify the act of summarizing what you heard? 

Open 

 What behavior irritates most speakers? 

 What could be a disadvantage of asking open questions when you are 
listening to someone? 

 What is one thing we should avoid when listening to a foreigner? 

 What is the most important thing to do when listening to an irate 
customer? 

 What tactic you could use when you find yourself getting angry? 

 What role do your eyes play when listening to someone? 

 What is the best way to reassure someone who is depressed? 
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Game Plan 
The following table displays the structure of Closed and Open interactive lecture: 
 

Step If you are the  
facilitator, do this 

If you are a  
participant, do this 

Deliver the lecture. 
(10 to 20 minutes) 

Present your lecture on the 
training topic. 

Listen to the lecture and 
take notes. 

Clarify closed 
questions. (2 
minutes) 

Explain the features of a 
closed question. Give 
examples. 

Listen to the explanation. 
Think up some closed 
questions. 

Write closed 
questions. (2 
minutes) 

Distribute two blank index 
cards. 

Write a closed question on 
each card. Select the best 
question. 

Explain how to play 
Closed. (2 minutes) 

Distribute the handout. 
Walk the participants 
through the game. 

Study the handout and 
figure out the play of the 
game. 

Start the Closed 
game. (5 minutes.) 

Distribute the scorekeeping 
card. Start the game. 

Play the Closed game for 
5 minutes. 

Stop the Closed 
game. (2 minutes) 

Identify the winner. Count the number of 
initials on your 
scorekeeping card. 

Clarify Open 
questions. (2 
minutes) 

Explain the features of an 
open question. Give 
examples. 

Listen to the explanation. 
Think up some open 
questions. 

Write open questions. 
(3 minutes) 

Distribute two blank index 
cards. 

Write an open question on 
each card. Select the best 
question. 

Explain how to play 
Open. (2 minutes) 

Distribute the handout. 
Walk the participants 
through the game. 

Study the handout and 
figure out the play of the 
game. 

Continued on the next page. 
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Step If you are the  
facilitator, do this 

If you are a  
participant, do this 

Play the Open game. 
(7 minutes) 

Give instructions. Start the 
game. 

Play the Open game for 7 
minutes. 

Stop the Open game. 
(2 minutes) 

Identify the winner. Count the number of 
initials on your 
scorekeeping card. 

Conclude the activity. 
(2 minutes) 

Thank the participants. 
Collect all question cards. 

Give your question cards to 
the facilitator. 

 

Use this Template 
You can use the game plan for Closed and Open as a template for designing 
effective interactive lectures on your own topics. This particular technique can be 
used with almost any training topic. Here are some topics that my associates have 
incorporated in Closed and Open: 

 Critical Thinking 

 Decision Making 

 Diversity 

 Meeting Management 

 Networking 

 Personal Productivity 
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Handout 1 
 

How To Play Closed 

Check your supplies. Before you play the game, make sure you have a closed 
question card, a scorekeeping card, and a pen. 

Find a partner. When the game starts, quickly pair up with another player. 
Remember that if you are slow, you may be left out without a partner.  

Show your question. Hold up your question card so the other person can read 
the question. Do not read the question yourself or give any hints for the answer. 
Pause for a few seconds. 

Process the answer. Listen to the answer given by your partner. Decide whether 
it is correct or not. If it is incorrect, give the correct answer. If it is correct, say 
"Correct" and write your initials on the other player's scorecard. 

Answer your partner's question. Read the question on your partner's question 
card. Immediately give the answer.  

Get feedback. If your answer is incorrect, your partner will give you the correct 
answer. If your answer is correct, make sure that your partner writes his or her 
initials on your scorecard. 

Find a new partner. Briskly move around and find a new partner. Don't waste 
your time with unnecessary conversation. Repeat the process of exchanging 
questions and answers and collecting the initials from other players. 

Compute your score. When the facilitator announces the end of the play period, 
return your seat and count the number of different initials in your scorekeeping 
card. This is your score for the Closed game. 
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Handout 2 
 

How To Play Open 

Check your supplies. Before you participate in the Open game, make sure you 
have an open question card, a scorekeeping card, and a pen. Use the reverse side 
of your scorekeeping card from the Closed game.  

Organize triads. When the game starts, quickly find two other players to form a 
group of three for the first round.  

Show your question. Hold up your question card so the other two players can 
read the question. Do not read the question yourself or give any hints for the 
answer.  

Select the waiter. Point to one of the other two players and ask him or her to 
cover the ears. Also suggest that this participant moves away a little distance to 
avoid overhearing the other person's answer. 

Listen to the first answer. Ask the participant to answer the open-ended 
question. Listen carefully to this answer. 

Listen to the second answer. Signal to the waiter to uncover his or her ears. 
Ask this participant to answer the same open question. Let the first participant also 
listen to the answer. 

Process the answers. For the benefit of the waiter, give a brief summary of the 
first player's answer. Make a quick and objective decision about which of the two 
answers is better. Write your initials on the scorekeeping card of the person who 
gave the better answer.  

Answer other participants’ questions. Each of the other two players will take 
turns to show the questions on their cards. During the next two rounds, you will be 
competing with another player to give a better answer to the open question. 

Form new triads. After the first round, briskly move around the room to find two 
new players to form another triad for the next round. Don't waste your time with 
social chitchat. Repeat the process of exchanging open questions and answers and 
collecting the initials of other players by giving better answers. 

Compute your score. When the facilitator announces the end of the play period, 
return your seat and count the number of initials in your scorecard. This is your 
score for the Open game. 
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3. Concept Analysis 
Concepts are key building blocks of all knowledge. They are essential elements of 
all training sessions. 

When I was a novice training designer, I spent a lot of time analyzing each concept 
in my training topic, using a lengthy list of 25 questions. In the process of 
conducting these analyses, I discovered that the person who benefits the most was 
me, the instructional designer. Through this analysis, I ended up with a rich 
understanding of the concept. However, I was not sure if this understanding was 
transferred to the participants who went through my training packages. 

Nowadays, I use an interactive lecture approach in which the participants 
undertake their own concept analysis—before I fill in any gaps with a participatory 
presentation.  

An Introduction to Concept Analysis 
Before I present the details of this interactive lecture technique, let me talk about 
concepts. 

Technically, a concept is a set of critical attributes (or characteristics) that jointly 
elicit a common response. 

Here’s a concept: triangle. 

Here are the critical attributes of the concept: 

 It is a closed shape. 

 It has three sides. 

 The sides are all straight. 

 It has three angles. 

Triangle a clearly defined concept that can be easily analyzed. Sometimes, 
however, we come across softer concepts that require more thinking before we can 
define the critical attributes: 

Here’s one such concept: flow state. 
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Here are the critical attributes: 

 You enjoy a task without extrinsic rewards. 

 You perform the task without being self-conscious. 

 You are totally engaged in the task. 

 You have a sense of control. 

 You lose track of time. 

Concept Analysis 
In this type of analysis, you think about a concept, identify its attributes, generate 
clear and ambiguous examples, and place the concept within a framework of 
related concepts. 

We use a list of questions to help us conduct the analysis of a concept. This generic 
list is presented on page 26. An example of a specific application of these concept 
analysis questions are presented on pages 27-28. Take some time now to review 
these pages and become familiar with the concept analysis procedure. 

Now back to the exploration of the interactive lecture. 

Synopsis 
Demonstrate the concept analysis process, applying it to square. Distribute 
concept analysis questions and ask teams of participants to analyze a 
concept from the training topic. Work through these questions again to help 
the participants to better understand the concept. 

Purpose 
To explore various elements of a concept, including its critical attributes, 
examples, and definition. 

Participants 
Minimum: 4 
Maximum: 30 
Best: 12 to 20 
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Time 
Depending on the complexity of the concept and the depth of analysis, 20 
minutes to 2 hours. 

Room Arrangement 
Set up the chairs around tables to permit teamwork. 

Handouts 
 One copy of the Generic Concept Analysis Questions for each participant 

 An additional copy of Generic Concept Analysis Questions for each team  

Supplies and Equipment 
 Countdown timer 
 Whistle 

Preparation 
Master the concept analysis procedure. Check out the handout, Generic 
Concept Analysis Questions. To understand the terms and procedure, work through 
the next handout, Square: A Sample Concept Analysis. Gain fluency by applying the 
generic concept analysis questions to analyze several other concepts that are 
relevant to your training. For an example related to a softer concept, you may 
review the list of concept analysis questions related to trust on page 29 and the 
results of this concept analysis on pages 30-31. 

Adapt the list of questions. Identify the concept to want the participants to 
explore in your interactive lecture. Prepare a specific version of the concept 
analysis questions. 

Flow 
Demonstrate concept analysis. Explain what a concept is and how it is 
analyzed. Give examples of different concepts. Distribute copies of the handout 
Generic Concept Analysis Questions to each participant. Announce that you are 
going to analyze a sample concept from geometry. Analyze the concept of square. 
During the demonstration, explain the phrases clear example, ambiguous example, 
critical attributes, variable attributes, higher level concepts, concepts at the same 
level, and different types of the concept by relating them to the analysis of square. 
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Form teams. Organize the participants into two to five teams each with two to six 
members. 

Introduce the selected concept. Announce the concept that is related to your 
training topic. Explain that the teams are going to analyze this concept to better 
understand it. Give a copy of the Specific Concept Analysis Questions that refer to 
the training topic.  

Begin concept analysis by teams. Ask different teams to start with different 
items in the list of questions and progress sequentially through the rest of the 
items. Use this table to identify the starting item numbers for each team: 
 

Number of Teams Starting Item 

2. Team 1: 1. Team 2: 6. 

3. Team 1: 1, Team 2: 4. Team 3: 7. 

4. Team 1: 1. Team 2: 4. Team 3: 7. Team 4: 10. 

5. Team 1: 1. Team 2: 3. Team 3: 5. Team 4: 7. Team 5: 9. 

Announce a 7-minute time limit and let the discussions begin.  

Monitor the discussions. Wander among the teams, listening in on the 
discussions without interfering. Periodically announce the remaining time. If any 
team has finished discussing the 10th item and there is still time left, ask them to 
loop back to the top of the list and continue to discuss the questions sequentially. 
At the end of 7 minutes, blow the whistle and announce the conclusion of the 
discussions.  

Discuss the questions with the entire group. Ask the participants to refer 
back to the list of Specific Concept Analysis Questions. Work through the list, one 
question at a time. Comment on the participants’ responses. Add more responses 
based on your previous analysis.  

Conclude the session. As a homework assignment, ask each participant to write 
an extended definition of the concept, incorporating the key points from the 
analysis. 
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Variations and Adjustment 
You have more questions? Some concepts may benefit from additional 
questions beyond the 10 in our list. Feel free to add them. Here are a couple 
examples we recently used: What are the desirable attributes of the concept? Who 
are the people associated with the concept? 

Play Sample 
Recently, we conducted a training session on trust building. We began with analysis 
of the concept of trust. Here are some notes from this interactive lecture. 

Specific Concept Analysis Questions 
We modified the list of questions specifically to relate them to trust. You can see 
this list on page 29. 

Concept Analysis Responses 
A summary of the responses to the concept analysis questions from the participants 
is shown on pages 30-31. During the subsequent walk through the list of questions, 
I added some more items and examples. 
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Game Plan 
The following table displays the structure of the Concept Analysis interactive 
lecture: 
 

Step If you are the  
facilitator, do this: 

If you are a  
participant, do this: 

Demonstrate concept 
analysis.  
(5 minutes) 

Explain what a concept is 
and how it is analyzed.  

Listen to the explanation 
and take notes. 

Form teams.  
(2 minutes) 

Organize the participants 
into two to five teams. 

Join other members of 
your team. 

Introduce the selected 
concept.  
(2 minutes) 

Announce the concept 
and distribute copies of 
questions. 

Review the questions in 
the handout. 

Begin concept analysis 
by teams.  
(2 minutes) 

Specify the starting point 
for different teams. 
Announce time limit. 

Get ready to analyze the 
concept with your team. 

Monitor the discussion.  
(7 minutes) 

Wander around. Blow the 
whistle to end the 
analysis. 

Analyze the concept 
using the questions in 
the handout. 

Discuss the questions 
with the entire group.  
(7 to 10 minutes) 

Work through the list of 
questions.  

Respond to the concept 
analysis questions.  

Conclude the session.  
(2 minutes) 

Give a homework 
assignment. 

Reflect on the session. 
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Reuse the Template 
Every one of your training topics contains one or more concepts. If a concept is a 
critical one, resist the temptation to merely recite a definition and continue with 
your lecture. We strongly recommend inviting the participants to analyze the 
concept, identify the attributes, review some examples, and organize them within a 
framework. This will ensure a deeper understanding of the concept. 

Here are some concepts from our recent training sessions that we incorporated in 
this lecture format: 

1. Developmental cost 

2. An effective tweet 

3. Facilitation 

4. Internal customer 

5. Mission 

6. Universalism 
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Handout 
 

Generic Concept Analysis 
Questions 

1. What is the dictionary definition of this concept?  

2. What are some synonyms of this concept? 

3. What are some antonyms of this concept?  

4. What are some clear examples of this concept?  

5. What are some ambiguous examples of this concept that cannot be clearly 
classified?  

6. What are the critical attributes of this concept that should be present in all 
examples? 

7. What are some variable attributes of this concept that may differ from one 
example to another?  

8. To what higher level category does this concept belong?  

9. What are some related concepts that are at the same level as this concept?  

10. What are different types of this concept?  
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Handout 
 

Square: A Sample Concept 
Analysis 

1. What is the dictionary definition of this concept?  
a. A regular four-sided figure with equal sides and right-angled corners 

2. What are some synonyms of this concept? 

 A rectangle with equal sides. 

 A quadrilateral with equal sides and angles. 

3. What are some antonyms of this concept?  
Triangle, circle 

4. What are some clear examples of this concept?  

 A square piece of paper 

 One of the sides of a cube 

 A square drawn on a piece of paper 

5. What are some ambiguous examples of this concept that cannot be 
clearly classified?  

 A rectangle whose sides are almost equal 

 A rhombus 

6. What are the critical attributes of this concept that should be present 
in all examples? 

 It has four sides. 

 It encloses an area. 

 The sides are equal in size. 

 The four corners are right-angled. 
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7. What are some variable attributes of this concept that may differ 
from one example to another?  

 Color 

 Size 

 Material 

8. To what higher level category does this concept belong?  
Geometric shapes 

9. What are some related concepts that are at the same level as this 
concept? 

 Rectangle 

 Triangle 

 Pentagon 

 Circle 

10. What are different types of this concept?  

 Horizontal squares and vertical squares 

 Straight squares and tilted squares 
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Handout 
 

Trust: Concept Analysis 
Questions 

1. What is the dictionary definition of trust?  

2. What are some synonyms of trust? 

3. What are some antonyms of trust?  

4. What are some clear examples of trust?  

5. What are some ambiguous examples of trust that cannot be clearly classified?  

6. What are the critical attributes of trust that should be present in all examples? 

7. What are some variable attributes of trust that may differ from one example 
to another?  

8. To what higher level category does trust belong?  

9. What are some related concepts that are at the same level as trust?  

10. What are different types of trust?  
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Handout 
 

Trust: Concept Analysis 

1. What is the dictionary definition of trust?  
Confidence on someone or something. 

2. What are some synonyms of trust? 
Assurance, certainty, confidence, conviction, expectation, faith, hope, reliance, 
reliance, belief. 

3. What are some antonyms of trust?  
Disbelief, distrust, doubt, misgiving, mistrust, paranoia, qualm, skepticism, 
suspicion.  

4. What are some clear examples of trust?  
A child’s feeling of confidence towards his father, who throws him in the air and 
catches him. 

5. What are some ambiguous examples of trust that cannot be clearly 
classified?  
Your attitude toward a person who says, “Trust me.” 

6. What are the critical attributes of trust that should be present in all 
examples? 

 Trust is a relationship between two people, or two groups of people, a 
person and an object. 

 The trusting person is willing to take risks with the trusted person. 

 The trusted person does not take advantage of the trusting person. 

 The trusted person cares about the well-being of the trusting person. 

 The statements and behavior of the trusted person are authentic, open, 
and genuine. 

 The trusted person is predictable and reliable. The trusted person keeps 
his or her promises and fulfills commitments. 

 The trusted person is competent, knowledgeable, and capable in relevant 
areas. 
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7. What are some variable attributes of trust that may differ from one 
example to another?  

 You can trust products, ideas, or people. 

 You can trust the same person in some areas and distrust him or her in 
other areas.  

 Sometimes trust is based on logical analysis. At other times, it is based 
on instinctive reactions. 

 Sometimes it takes a long time to develop trust. At other times, trust is 
instantaneous.  

 Sometimes trust is reciprocated. At other times, it is one sided.  

8. To what higher level category does trust belong?  
Relationship factors 

9. What are some related concepts that are at the same level as trust?  
Belief, faith, love, admiration, and suspicion 

10. What are different types of trust?  

 Trust of people, trust of objects, and trust of ideas 

 Objective and subjective trust 

 Long-term trust and instantaneous trust 
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4. Collective  Feedback 
This interactive lecture technique provides a nonthreatening approach for collecting 
feedback from the participants. The facilitator can provide suitable information 
based on the feedback. 

Synopsis 
Deliver your lecture. Ask the participants to interview each other to collect 
responses to four feedback questions. Provide suitable explanations based 
on the collective feedback. 

Purpose 
To collect and process the listeners’ opinions about the content of a lecture. 

Participants 
Minimum: 8 
Maximum: 52 
Best: 12 to 32 

Time Requirement 
20 – 30 minutes for the lecture, 20 – 30 minutes for the follow-up activity. 

Supplies 
 Playing cards 
 Flip chart paper 
 Felt-tipped markers 
 Timer 
 Whistle 
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Room Arrangement 
Leave uncluttered space in the room to permit the participants to wander 
around and work in pairs. 

Flow 
Deliver your lecture. Alert the participants that after delivering a lecture you will 
conduct an interactive exercise based on the content of the lecture. Advice the 
participants to listen carefully and to take notes. Launch into your presentation. 

Brief the participants. At the end of the lecture, explain that you are going to 
conduct an activity called Talking Points to explore the participants’ reactions to 
the content of the lecture. This activity will involve all participants interviewing each 
other and collecting and sharing different responses. 

Distribute playing cards. Arrange a deck of playing cards so that the suits are 
placed in this rotating order: clubs, hearts, spades, and diamonds. Give a card to 
each participant, dealing from the top of the deck so approximately equal numbers 
of cards of each suit are distributed. 

Explain the first task. Tell the participants that they should pair up with each 
other, ask a question, and note down the responses. Explain that you are 
interested in getting the participants’ responses to these four questions: 

1. What are some useful points in the lecture? 

2. What are some confusing and unclear points in the lecture? 

3. What are some interesting and surprising points in the lecture? 

4. What are some questionable points from the lecture that you disagree 
with? 

Make sure that the participants understand the four questions. If necessary, give 
sample responses to clarify the questions. 

Assign the questions. Tell the participants that the question they would ask is 
based on the suit of the card they received: 

Clubs: What are some useful points in the lecture? 

Hearts: What are some confusing and unclear points in the lecture? 

Spades: What are some interesting and surprising points in the lecture? 

Diamonds: What are some questionable points from the lecture that you 
disagree with? 
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Make sure that each participant clearly understands the question he or she should 
be asking. 

Conduct interviews. Ask the participants to conduct individual interviews, talking 
to as many others as possible, during the next 3 minutes. Remind each participant 
to collect responses to his or her question and give responses to the other person’s 
question. Start the timer and get out of the way as the participants scramble to 
conduct interviews. 

After 3 minutes, blow the whistle and announce the end of the interview period. 

Form four teams. Ask the participants with the same suit of cards organize 
themselves into a team. You will end up with four teams: clubs, hearts, spades, 
and diamonds. 

Share the responses and analyze them. Invite the members of each team to 
combine the responses they collected during the earlier interviews. Distribute a 
sheet of flip chart paper to each team and ask the team to summarize the 
information on this sheet. Announce a 3-minute time limit and start the timer. 

Present team reports. At the end of 3 minutes, blow your whistle and randomly 
select a team. Ask this team to display its flip chart poster. Ask a representative 
from this team to present its findings within a minute. Start the timer and 
announce the end of the reporting period after 1 minute. Repeat the procedure 
until all teams have given their reports. 

Debrief. Discuss the interview information with the participants. Undertake these 
follow-up presentations: 

Usefulness. Briefly recap the top useful points. Ask the participants to 
share their ideas about making use of these points. 

Confusion and lack of clarity. Go through each of the points in this list 
and offer additional explanations to clarify it. Invite questions from the 
participants and respond to them. 

Intersect and surprise: Invite the participants to comment on these 
points. 

Disagreements: Go through each of the questionable points and ask the 
participants to share their thoughts on what arguments some people may 
have. Briefly explain the logic behind these points without getting defensive. 

Conclude the session. Thank the participants for collecting and sharing their 
feedback about your lecture. 
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Adjustments and Variations 
Want to use other questions? Merely replace any of the four questions (or all of 
them) with questions that you prefer. 

Don’t want to use playing cards? Ask the participants to count by fours. Assign 
a different interview question to each number. 

Play Sample 
In a recent training session on teamwork techniques, the participants collected 
these interview responses: 

Useful points: 

Every team member should be involved in every important decision. 

Team roles and responsibilities should build upon the strengths of the 
individual member. 

Confusing and unclear: 

Team members should have diverse backgrounds and skills in order to come 
up with creative ideas.  

Team members should provide frequent feedback to each other. 

Interesting and surprising: 

We should not forget that the team members have other job responsibilities 
also. 

Leadership roles should be distributed among different team members. 

Questionable: 

Team members should be playful. They should not take their task too 
seriously. 

It is good to have competition among team members. 
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Game Plan 
This table displays the structure of the Collective Feedback interactive lecture: 
 

Step If you are the  
facilitator, do this 

If you are a  
participant, do this 

Deliver your lecture 
(20 to 30 minutes) 

Advise the participants to 
listen carefully and deliver 
your lecture. 

Listen to the lecture and 
take notes. 

Brief the 
participants.  
(2 minutes) 

Explain the nature of the 
activity. 

Listen to the 
explanation. 

Distribute playing 
cards.  
(2 minutes) 

Distribute equal numbers 
of playing cards of the four 
suits, one per player. 

Receive your playing 
card. 

Explain the first 
task. (2 minutes) 

Explain the four interview 
questions. 

Listen to the 
explanation. 

Assign the 
questions.  
(2 minutes) 

Assign a different question 
to each of the four playing 
card suits. 

Reflect on the question 
assigned to you. 

Conduct interviews. 
(3 minutes) 

Give instructions. Conduct individual 
interviews with as many 
participants as possible. 

Form four teams.  
(2 minutes) 

Give instructions. Join other participants 
with the same playing 
card suit. 

Share the responses 
and analyze them.  
(3 minutes) 

Give instructions. Work with other team 
members to summary 
interview responses. 

Present team report. 
(4 minutes) 

Select different teams. Present the information 
collected in the 
interviews. 

Debrief.  
(4 minutes) 

Respond appropriately to 
the four different types of 
feedback. 

Participate in the 
discussion. 

Conclude the 
session. (1 minutes) 

Thank the participants. — 
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Reuse the Template 
You can attach the Collective Feedback activity to any of your lectures. This is a 
more effective approach for collecting feedback from the participant. It is easier for 
them to talk to their peers than to the facilitator. 
Here are some recent lecture topics to which my associates attached this activity: 

 Workplace Violence 

 Project Management 

 Cost-Benefit Analysis 

 Assertiveness 

 Conflict Management 

 Customer Service 
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5. Dual Approaches  
I know a dozen different leadership models and change-management processes. 
However, I frequently train people as if there is only one standard technique for 
being a leader or managing a change initiative. Maybe it would be much more 
broadening if I present at least two alternative approaches to my training topics to 
combat tunnel vision in my sessions. This is the basic rationale behind the Dual 
Approaches interactive lecture. 

Synopsis 
Select a training topic that offers two alternative approaches for producing 
the same results. Ask two experts to present overviews of different 
approaches. Invite teams of participants to ask questions about the topic 
and invite the experts to take turns to respond. 

Purpose 
To compare expert explanations of alternative approaches. 

Participants 
Minimum: 4 
Maximum: Any number 
Best: 15 to 30 

Time 
35 to 50 minutes 

Supplies and Equipment 
 Blank index cards 
 Timer 
 Whistle 
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Room Arrangement 
Set up tables with chairs around them to facilitate teamwork. 

Preparation 
Select the topic. This design is useful for dealing with alternative approaches for 
achieving the same results. Make sure that your training topic lends itself to two (or 
more) established techniques. 

Recruit the experts. You need to find two experts on the two different 
approaches and persuade them to collaborate with you. If necessary (and if you 
are qualified), you could be one of the experts. 

Prepare an overview. Ask your experts to prepare a 3-minute introduction to 
their approach to the training topic. Request the experts undertake this preparatory 
activity independently so there could be no contamination. 

Flow 
Brief the participants. Specify the training topic. Explain that you are going to 
explore this topic from two different perspectives. Introduce the two presenters as 
experts on the topic.  

Deliver the overview presentations. Randomly select (by flipping a coin) one 
of the experts to provide an overview of his or her approach to the training topic in 
3 minutes. After this presentation is done, invite the second expert to deliver a 3-
minute overview of the same topic, but from a different perspective.  

Write questions. Organize the participants into two to six teams, each with two 
to six members. Distribute blank index cards to each team and ask the team 
members to write 5 questions on the training topic, each question on a separate 
card. Also ask the experts to work independently and write five questions each.  

Select a question. Ask the two experts to sort through the cards and select a 
question to be answered first. 

Respond to the first question. Read the question. Ask the experts to take turns 
to respond to it from different perspectives. Encourage the participants to listen 
carefully and to take notes. 

Compare the responses. Ask the teams to discuss the responses from the two 
experts and write down one important similarity and one important difference 
between the responses. While they are doing this, ask the experts to review the 
question cards and select the next one to be answered. 
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Repeat the process. Invite the participants to take turns to independently 
respond to the second question and ask the teams to identify one similarity and 
one difference. Repeat these steps with as many additional questions as time 
permits. 

Conclude the activity. Reserve the last 6 minutes for the two experts to take 
turns to make their 3-minute concluding presentations. Encourage them to 
introduce other perspectives and approaches to the training topics. At the end of 
these presentations, announce the end of the session. Thank the experts and the 
participants. 

Adjustments and Variations 
Ample time? At the conclusion of the activity, ask participant teams to create their 
own approach that combines the best features of the two alternatives. 

Questions are not answered? Ask both your experts to write brief responses to 
the leftover questions. Publish them in a webpage or send them to your 
participants as an email attachment. 

Play Sample 
Recently, we conducted a training session on change management using the Dual 
Approaches interactive lecture. Here are some notes from this session: 

Initial Overviews 

Joan, one of the two experts, specialized in the chocolate model of change 
created by Diane Dormant. In her overview, Joan identified the steps of this 
model: analyze the change, analyze the adopters, analyze the change agent, 
develop action plan, analyze the organization, analyze the big picture, and 
revise the plan. 

Mark, the other expert, specialized on John Kotter’s model for large-scale 
change. Here are the key steps in this model: increase urgency, build the 
guiding team, get the vision right, communicate for buy-in, empower action, 
create short-term wins, don’t let up, and make change stick. 
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Questions for the experts 

We had a total of 15 participants, divided into three teams. Here are some 
of the questions generated by the teams: 

1. Why do we need a change management process? If the new policy has 
obvious benefits, won’t the employees line up to use it? 

2. What is the role of HR in bringing about an organization-wide change? 

3. How do we train the users on the technical requirements of the new 
system? 

4. How do we handle resistance among different levels of employees? 

5. Is it ever possible for a successful change to emerge from the grassroots 
level? 

6. What are different types of changes? Do they require different types of 
change-management approaches? 

Sample Responses 

This was the main point in Joan’s response: Although everyone deals with 
change, Dormant’s model combines a theory-based foundation and a 
practitioner-oriented technique. Dormant’s model presents a tested, step-by-
step process for facilitating all types of change. 

This was the main idea in Mark’s response: According to Kotter, it is more 
important to show the truth to the people and influence their feelings than 
to present the analysis to shift the people’s thinking. It is important for 
leaders and managers to learn the skills of appealing to emotions. This 
conclusion is based on Kotter’s interviews with hundreds of leaders from 
large organizations. 
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Game Plan 
This table displays the structure of the Dual Approaches interactive lecture: 
 

Step If you are the  
facilitator, do this: 

If you are a  
participant, do this: 

Brief the 
participants.  
(2 minutes) 

Explain the topic and the 
flow the activity. 
Introduce the two experts.  

Listen and ask questions. 

Deliver the 
overview 
presentations.  
(6 minutes) 

Ask the experts to take 
turns to present 3-minute 
overviews of their 
approach.  

Listen to the expert 
presentations and take 
notes. 

Write questions.  
(3 minutes) 

Organize teams, and give 
instructions. Ask the 
experts to work 
independently and write 
five questions each.  

Working as a team, write 
five questions on the 
training topic. 

Respond to the first 
question.  
(3 to 5 minutes) 

Ask the experts to take 
turns to respond to the 
question. 

Listen carefully and to take 
notes. 

Compare the 
responses. 
(3 minutes) 

Give instructions to the 
participants. Ask the 
experts to select the next 
question. 

Write down one important 
similarity and one 
important difference 
between the responses.  

Repeat the process.  
(6 to 18 minutes) 

Repeat the steps with 
additional questions. 

Listen to expert responses 
and compare them. 

Conclude the 
activity.  
(8 minutes) 

Give instructions. Thank 
the experts and the 
participants. 

Listen to the concluding 
presentations and take 
notes. 
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Reuse the Template 
You can use the game plan for the Dual Approaches to design interactive lectures 
on your own training topics.  

This design is useful for dealing with alternative approaches for achieving the same 
results. Here are some sample techniques that lend themselves to the Dual 
Approaches interactive lecture: 
 

Topic Alternative Approaches 

Coaching Coactive coaching – Positive psychology 
coaching 

Creativity Intuitive techniques – Rational techniques 

Improving Human 
Performance 

Training – Non-instructional interventions 

Leadership Authentic leadership – Situational leadership 

Motivation Reinforcement theory – self-determination 
theory 
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6. Envelopes Lecture 
Envelopes is a flexible structure for designing training games. We have used this 
design as an effective follow-up activity to review the content of the lecture. 

Synopsis 
After making your presentation, give an envelope with a different question 
to each of the four teams. Ask the team members to write a response, place 
it inside the envelope, and give it to the next team. Repeat this procedure 
for three rounds. During the last round, ask each team to comparatively 
evaluate the three responses inside each envelope.  

Purpose 
To review the content of a lecture by recalling the key points to respond to 
open-ended questions. 

Participants 
Minimum: 8 
Maximum: 24 
Best: 16 to 20 

Time 
15 to 30 minutes for the lecture. 20 to 30 minutes for the activity. 

Supplies and Equipment 
 Blank envelopes 
 Bank index cards 
 Timer 
 Whistle 
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Room Arrangement 
This activity involves collaboration among the members of four teams. 
Arrange four tables in a roughly circular configuration. Explain that during 
the game, each team will pass an envelope to the next team in the clockwise 
direction.  

Preparation 
Plan the presentation. Outline the content and estimate the time requirement. 
Identify the key points you want to make. 

Prepare open questions.  Come up with four open ended questions related to 
the content of your lecture. Make sure these questions require higher-order 
thinking and can be answered briefly in four or five sentences. 

Write your responses. Use your most legible handwriting to respond to each 
question on a separate index card. Place this set of four “expert responses” on your 
table.  

Flow  
Deliver your lecture. Playfully warn the participants that there would be a test 
after the lecture. Encourage everyone to listen carefully and to take notes. Make 
your presentation at a normal pace. 

Conduct the first round. At the end of the lecture, give one of the envelopes 
(with a question written on it) and a blank index card to each team. Ask the 
members of the team to review and discuss the open question. Announce a 3-
minute time limit. Within this limit, ask each team to write its responses to the 
question on one side of the card in a brief and legible fashion.  

Conclude first round. After 3 minutes, blow the whistle and announce the end of 
the first round. Ask each team to place its response card inside the envelope, leave 
the envelope unsealed, and pass it to the next team. Instruct the teams not to 
open the envelope they received.  

Conduct two more rounds. Give another blank index card to each team. Ask the 
teams to read the open question on the envelope they received, but not to look at 
the response card inside the envelope. Tell the team members to repeat the 
procedure of writing a brief and legible response. When the 3-minute time limit is 
up, ask the teams to place their response cards inside the envelopes and pass them 
to the next teams. Repeat the same procedure once more to conduct the third 
round. 



 46 Interactive Lecture Is Not an Oxymoron 

Conduct the third round. Distribute blank index cards. Continue with one more 
round of the activity. Ask the teams to use the same procedure of reviewing the 
question, writing the response, inserting the card inside the envelope, and passing 
it to the next team. 

Evaluate the responses. Announce that you will use a slightly different 
procedure for this round. Ask each team to open the envelope, pull out the three 
response cards, and review the responses. The team members should evaluate the 
responses on a comparative basis and distribute 100 points among the cards to 
indicate their relative merits. The teams should write the scores on the cards. 
Announce a 3-minute time limit for this activity.  

Announce the results. Randomly select a team to make the first announcement. 
Ask the team to read the open question on the envelope and the items from the 
response cards, beginning with the lowest scoring card and progressing through 
the cards in an ascending order of scores. Finally, the team should announce how it 
distributed the 100 points.  

Read the expert’s response.  Give the team the card with the response to this 
question that you wrote earlier. Explain that this response to the same question 
was written earlier by an expert. Ask a member of the team to read this response. 
Invite all participants to compare this response with the earlier responses. 

Repeat the procedure. Ask each of the three other teams to read question, read 
the answers in order of their scores, announce the scores, and read the expert 
answer.  

Identify the winning team. Ask the teams to place the response cards on a 
table at the front of the room. Now call for a representative from each team to 
collect their three response cards, and ask the teams to compute their total score. 
Congratulate the team with the highest total score.  

Debrief the participants. Ask the participants to comment on the key ideas they 
learned from the lecture and the activity. Tell the participants that you have one 
more open question as homework for them to reflect and respond individually. 
Present this question: How would you apply the new skills and knowledge in your 
workplace? 

Conclude the session. Thank the participants for their collaborative work and 
announce the end of the training session – and the beginning of the application 
activities. 
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Variations and Adjustment 
Too many participants? Write another question on one more envelope and 
create five teams. Alternatively divide the entire group into eight teams and play 
two games, each with four teams. 

Don’t have envelopes? Write the questions on four index cards. Ask each team 
to paper clip its response card behind the question card. After exchanging the 
paper clipped cards, instruct the teams not to read the response cards from the 
previous teams. 

Play Sample 
Recently, we presented an Envelopes Lecture on how to give effective feedback. 
Here are a few notes from this training session. 

Questions 

These are the questions we wrote on the four envelopes: 

1. What are three things to avoid when giving constructive feedback? What 
should we do instead? 

2. What are different types of feedback given by the manager in the 
workplace? 

3. Why do most managers avoid giving feedback to their associates? 

4. What two suggestions do you have for giving feedback to your boss? 

Expert Response 

Here’s the expert response that we provided for the first question: 

1. Do not pile up too many pieces of feedback in the same meeting. Focus 
on a single piece of feedback. 

2. Do not give feedback in public. Have a private meeting. 

3. Do not make your feedback sound like complaints. Present them as a 
collaborative problem-solving conversation. 
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Game Plan 
The following table displays the structure of the Envelopes Lecture technique: 
 

Step If you are the 
facilitator, do this: 

If you are a 
participant, do this: 

Deliver your lecture. 
(15 to 30 minutes) 

Make your presentation. Listen to the lecture and 
take notes. 

Conduct the first 
round. (3 minutes) 

Distribute envelopes and 
index cards. 

Respond to the question 
on the envelope on an 
index card. 

Conclude first round. 
(1 minute) 

Give instructions. Place its response card 
inside the envelope and 
pass the envelope to the 
next team.  

Conduct two more 
rounds. (6 minutes) 

Give instructions. Repeat the procedure 
twice. 

Evaluate the 
responses. (3 minutes) 

Give instructions.  Compare the responses 
on three different cards. 
Score each response card. 

Announce the results. 
(2 minutes) 

Randomly select a team. Read the question and the 
three responses. 
Announce scores. 

Read the expert’s 
response. (2 minutes) 

Give the expert response 
card.  

Compare this response 
with your earlier 
responses. 

Repeat the 
procedure. (6 minutes) 

Give instructions. Listen to other expert 
responses.  

Identify the winning 
team. (2 minutes) 

Ask the teams to pick 
their response cards. 

Add your team’s scores on 
the response cards. 

Debrief the 
participants. (3 
minutes) 

Ask questions and 
conduct a discussion. 

Reflect on the questions. 

Conclude the session. 
(1 minute) 

Thank the participants. Return to your other 
activities. 
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Reuse the Template 
You can use the game plan for Envelope Lecture as a template for designing 
training activities for your own topics. A key design strategy in this approach is to 
generate provocative questions that can be answered briefly. Here are some recent 
topics that we incorporated in Envelope Lectures, each with a sample open 
question for one of the envelopes: 
 

Topic Sample Question 

Business Start-Up Follow your passion, and money will follow you.  
Do you agree or disagree with this piece of 
conventional wisdom about starting a business?  
Justify your response.  

Decision Making Decisions can be made by individuals and by groups. 
What is one important similarity and one important 
difference between these two approaches? 

Leadership  What are the three different definitions of authentic 
leadership? 

Malaysia What are some intriguing opportunities in store for this 
country’s future? 

Motivation What are the major differences between intrinsic and 
extrinsic motivation? 
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7. The Fifth Sentence 
I came up with this interactive lecture format at a workshop in Paris. My colleague 
Bruno Hourst gave a 10-minute presentation in French. I didn’t understand what he 
said (because I don’t understand spoken French), but this incompetency did not 
prevent me from attaching an interactive extension to Bruno’s lecture. 

Synopsis 
After making your presentation, ask each team to write down five sentences 
to summarize the key points. Later, ask one team to read four of its 
sentences and invite the other teams to guess which sentence was left out. 
Correct guesses earn a point for the team. Repeat this procedure to permit 
all teams to read their sentences. 

Purpose  
To recall and summarize the key points from a lecture. 

Participants 
Minimum: 2 
Maximum: Any number 
Best: 12 to 30 

Time 
In addition to the time required for the lecture presentation, you need 5 
minutes for each team. 

Supplies and Equipment 
 Paper 
 Pens or pencils 
 Timer 
 Whistle 
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Flow 
Make your presentation. Keep the length of your presentation from 10 to 20 
minutes. 

Organize the participants into two or more teams. Each team should have at 
least one member and up to seven. 

Identify five key points. Ask each team to summarize the lecture by writing 
down five sentences that identify the key points. Ask the participants to make sure 
that these key points don't duplicate or overlap each other. Announce a 3-minute 
time limit for this task.  

Ask a team to read four of its sentences. At the end of the time period, 
announce the conclusion of the activity. Randomly select one of the teams to read 
four of its sentences in a random order. Ask the other teams to listen carefully and 
try to guess the sentence that was left out. 

Conduct the guessing game. Ask the other teams to reflect on the key points 
that were included in the four sentences and guess the key point that was left out 
in the fifth sentence. Ask the teams to write down this sentence. After a suitable 
pause, ask the teams to take turns to read the sentence they came up with.  

Score the guesses. After listening to the guesses from the other teams, ask the 
first team to determine how closely each of the guesses resembled the sentence 
they left out earlier. Ask the first team to award 1 point to each team that came up 
with a reasonably correct guess.  

Repeat the process. Choose another team and ask one of its members to read 
four sentences in a random order. Ask the other teams to write their guesses of the 
missing fifth sentence. As before, ask the teams to read their guesses, and the 
original team to score these guesses. 

Adjustments and Variations 
Simplify the task. Instead of asking the teams to write five sentences, ask them 
to write five words that capture the key ideas from your presentation. 

Avoid lecturing. Instead, give a short handout for the participants to read. Use 
the other steps in the activity. 

Speed up the process. Ask all teams to write the five key sentences. Conduct the 
guessing game, with only one team reading four of its sentences.  
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Play Sample 
I used the The Fifth Sentence interactive lecture format in a recent training 
session on improving human performance. I began with a slightly dull lecture on 
the basic principles of human performance technology. Here are some of the 
sentences that were left out by different teams: 

1. The three important steps in performance technology are analyzing the 
problem, identifying the root cause, and selecting a suitable intervention. 

2. The performance gap is the difference between the ideal situation and 
the actual situation. 

3. The focus of performance technology is not performance, but 
achievement. 

4. Select the intervention that is targeted to eliminate the root cause of the 
problem. 

5. Training is not the only intervention. There are dozens of other 
interventions that are more suited for different types of problems. 

At the conclusion of the game, the highest score was only 2. Most teams failed to 
guess the missing sentences. But they all participated in an engaging task and 
learned a lot from recalling the key points from the presentation.  
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Game Plan 
This table displays the structure of the The Fifth Sentence interactive lecture: 
 

Step If you are the  
facilitator, do this 

If you are a  
participant, do this 

Make your 
presentation.  
(10-20 minutes) 

Present a lecture on the 
training topic.  

Listen to the lecture and 
take notes. 

Organize teams.  
(2 minutes) 

Organize the participants 
into two or more teams, 
each with one to seven 
members. 

Introduce yourself to the 
other members of the 
team. 

Identify five key 
points.  
(3 minutes) 

Ask the participants to 
write five summary 
sentences reflecting the 
key points from the 
lecture. 

Work with your teammates 
and come up with five 
summary sentences. 

Ask a team to read 
four sentences.  
(2 minutes) 

Ask a randomly selected 
team to read four of its 
summary sentences, 
leaving out any one of the 
sentences. 

Listen to the sentences and 
try to guess the missing 
sentence. 

Conduct the 
guessing game.  
(2 minutes) 

Ask the other teams to 
guess the missing 
sentence. 

Working with your 
teammates, write down the 
missing sentence. 

Score the guesses. 
(2 minutes) 

Ask the original team to 
award a point to every 
team that came up with a 
reasonably correct guess. 

Keep track of your team’s 
score. 

Repeat the process.  
(4 minutes for each 
team) 

Read the sentences, 
skipping one. Score other 
teams’ guesses. 

Keep track of your team’s 
score. 
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Reuse the Template 
You can use the game plan for the The Fifth Sentence interactive lecture as a 
template for presenting almost any training topic. This training format works very 
effectively, especially if the participants have high levels of listening and writing 
skills. 

Sample Topics 
Here are some of the sample topics that we incorporated in The Fifth Sentence 
interactive lecture format. Notice the wide variety of topics. 

 Factors that increase trust 

 How To Manage Major Changes 

 Coaching as a Management Skill 

 How To Interview Candidates for a Sales Job 

 Seven Elements of Critical Thinking 

 Economic Opportunities in West Africa 
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8. Four Parts  

In this interactive technique, each participant is held accountable for concentrating 
on one part of the lecture and explaining it to the others during a team review.  

Synopsis 
Assign one of four different numbers to each participant and present your 
lecture in four parts. Ask the participants to pay full attention to the part of 
the lecture associated with their number and pay partial attention to the 
other parts. Later, ask the participants to review the lecture individually and 
in teams. 

Purpose 
To share recollections of different parts of a lecture. 

Participants 
Minimum: 8 
Maximum: 50 
Best: 15 to 30 

Time 
30 - 45 minutes (depending on the length and complexity of the content) 

Supplies 
 Paper and pencil 
 Timer 
 Whistle 

Preparation 
Estimate time requirement. Decide how long your presentation will last. Divide 
this time estimate by four. This is how long each part of your lecture will take. 
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Flow 
Assign numbers to the participants. Have the participants count off by fours 
(1, 2, 3, 4, 1, 2, 3, 4…). Advise the participants to remember the number. 

Brief the participants. Explain the flow of the activity: You will present a lecture 
in four parts. Each participant should pay full attention to the part associated with 
his or her number and take copious notes. During the other parts of the lecture, 
the participant may fall into a partial-attention mode and day dream, multitask, 
doodle, check email, or take a nap. Announce how long each part of the lecture will 
last. 

Present the first part. Before you begin lecturing, remind the participant with 
number 1 to pay focused attention to the first part. Explain that this part will last 
for 5 minutes (or whatever time you estimated earlier). Set the timer and begin 
your presentation. 

Complete the first part. Make your presentation at your normal pace. Stop the 
presentation when the timer goes off. If you want to be dramatic, stop at the 
middle of a sentence. Announce that you have completed the first part. Tell the 
participants with number 1 to relax and listen to the rest of the lecture with partial 
attention. 

Continue with the second part. Ask the participants with number 2 to pay 
focused attention to next part. Announce that you would continue the lecture from 
where you left off and present the second part. Set the timer for 5 minutes and 
launch into the second part of your presentation. 

Continue with the other parts. Conclude the second part and repeat the same 
procedure with each of the two remaining parts. Try to time the different parts so 
you conclude each presentation at the 5-minute mark. 

Give instructions for individual review. Announce the conclusion of the 
lecture. Ask all participants to review their notes for the part they paid special 
attention to. Explain that they should review their notes individually and identify the 
key points. Announce a 3-minute time limit for this review. Set the timer for 3 
minutes and remind the participants to work individually. 

Ask participants to team up and discuss their common parts. After 3 
minutes of individual review, ask the participants to team up with other people with 
the same number. Ask the members of each team to share their ideas and discuss 
how to explain the key points to the members of the other teams. 

Organize mixed teams. Ask the participants to reorganize themselves into teams 
of four, each member with a different number. Ask each team to review and 
discuss the content of the lecture, beginning with the first part. Ask the person with 
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number 1 to present the key ideas and answer questions from the others. Continue 
with the other team members taking their turn. Announce a 3-minute time limit for 
this discussion. Set the timer.  

Conclude the activity. When the timer goes off, announce the end of the 
session. Thank the participants for sharing the responsibility for reviewing the 
training content. 

Variations and Adjustments 
Want better control of the timing? Prepare an audio or video recording of your 
lecture. Divide the recording in exactly four parts. 

Can’t organize four teams with equal number of participants? Distribute 
the one, two, or three leftover participants to become extra members of the other 
mixed teams (for example, if you have a total of 10 participants, you will have two 
teams of five members each. The first team will have two number 1s, and the 
second team, two number 2s). 

Don’t like ending each part abruptly? Trust me, this will add to the novelty 
and suspense of your presentation. Your participants will learn better. 

Play Sample 
In a recent training session, I used the Four Parts interactive lecture technique to 
explore the performance technology process. Here’s the outline of my lecture: 

1. How to analyze the performance problem and identify the root cause  

2. How to handle gaps in skills and knowledge through appropriate training 

3. How to handle lack of motivation by designing an incentive system 

4. How to handle personnel problems through a better selection process 
and by using a feedback system 

I tried to time the presentation in such a way that each of the 7-minute parts 
covered one of these four topics. During the final team review section, I asked the 
members of each team to jointly prepare an outline for a presentation that they 
would make to introduce others to the concept of human performance technology. 
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Game Plan  
The following table displays the structure Four Parts interactive lecture: 
 

Step If you are the 
facilitator, do this 

If you are a 
participant, do this 

Assign numbers to the 
participants.  
(2 minutes) 

Ask the participants to 
count off by fours.  

Remember your number. 

Brief the participants.  
(2 minutes) 

Explain the flow of the 
activity. 

Listen to the explanation. 
Ask questions for 
clarification. 

Present the first part.  
(3 to 7 minutes) 

Deliver the first part of the 
lecture. 

If your number is 1, 
listen with concentration 
and take notes. If your 
number is not 1, listen 
with partial attention. 

Complete the first part. 
(1 minute) 

Give instructions. If you are number 1, 
relax and listen with 
partial attention. 

Complete the first part. 
(1 minute) 

Give instructions. If you are number 1, 
relax and listen with 
partial attention. 

Continue with the second 
part. (3 to 7 minutes) 

Deliver the second part of 
the lecture. 

If your number is 2, 
listen with concentration 
and take notes. If your 
number is not 2, listen 
with partial attention. 

Continue with the other 
parts. (6 to 14 minutes) 

Deliver parts 3 and 4 of 
the lecture. 

Depending on your 
number, listen with total 
or partial attention. 

Conduct individual 
review. (3 minutes) 

Give instructions. Review your notes and 
identify the key points. 

Continued on the next page. 
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Step If you are the 
facilitator, do this 

If you are a 
participant, do this 

Conduct teamwork.  
(3 minutes) 

Give instructions. Team up with other 
participants with the 
same number. Discuss 
the content from your 
part. 

Work in mixed teams. (5 
minutes) 

Reorganize the 
participants in teams of 
four, each with a different 
number. 

Explain the contents from 
your part of the lecture. 
Listen to other team 
members’ explanations. 

Conclude the activity. (2 
minutes) 

Announce the end of the 
session and thank the 
participants. 

Thank your teammates 
and reflect on the 
training topic. 

 

Reuse the Template 
This lecture format is particularly useful if your participants know how to work with 
partners and in teams. 

Here are some training topics that we recently incorporated in this lecture format: 

1. Increasing happiness 

2. Becoming more trustworthy 

3. Making effective use of feedback from others 

4. Getting things done 

5. Critical thinking 

6. Time management 
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9. Individuals and Teams 
Taking a test on the content of a lecture is an effective learning strategy. In this 
interactive lecture, the participants take a test twice, once individually and later 
collaboratively in teams. 

Synopsis 
Deliver your lecture and distribute a test. Ask the participants to respond to 
the test individually. Collect these tests and have teams take the test 
collaboratively. Distribute answer keys and ask the participants to score the 
team responses and individual responses. 

Purpose 
To perform effectively on a test based on a lecture. 

Participants 
Minimum: 4 
Maximum: Any number 
Best: 15 to 30 

Time Requirement 
15 to 30 minutes for the lecture.  
15 to 30 minutes for taking the test and scoring it. 

Handouts 
 Test, 2 copies for each participant plus an extra copy for each team 
 Scoring key, one copy for each participant 

Supplies and Equipment 
 Timer 
 Whistle 
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Preparation 
Prepare the test. Prepare an outline for your lecture and identify the key points. 
Construct a test covering these points. You may be tempted to use a set of 
multiple-choice questions, but we warned that it is not easy to create valid 
multiple-choice items with plausible alternative responses.  

Prepare the scoring key. Write the correct answers to each of the test items. 
Include alternative responses if they are acceptable. 

Flow 
Present your lecture. Playfully warn the participants that your lecture will be 
followed by a test. Encourage the participants to listen carefully to the lecture and 
take notes. Deliver the lecture at your usual pace.  

Take the test individually. After the lecture, distribute copies of the test. Explain 
the nature of the test and announce a time limit. Start the timer and ask the 
participants to work on the test individually. 

Take the test in teams. Blow the whistle at the end of 6 minutes. Ask 
participants to write a four-digit number on the top right corner of the test (and 
remember this number). Collect the test papers from all the participants and give 
everyone a fresh copy of the test. Organize the participants into two or more 
teams, each with two to five members. Distribute an extra copy of the test to each 
team. Ask the teams to collaboratively discuss each item on test and record the 
answers on the extra copy of the test. Announce a time limit and start the timer. 

Score team test responses. After the time limit has expired, blow the whistle to 
announce the end of the team test period. Ask the teams to switch their test 
papers. Distribute copies of the answer key, one copy to each participant. Ask the 
teams to score the other team’s test.  

Score individual test responses. Blow the whistle and ask each team to 
announce the score it awarded to the other team. Identify the teams with the 
highest scores and congratulate them. Redistribute the individual test papers that 
you had collected earlier, one test per participant. Ask each participant to score the 
test by using the scoring key. 

Conclude the session. Blow the whistle and announce the names of the 
participants who received the highest test scores. Congratulate these participants. 
Conduct a discussion about the test items that were difficult, confusing, or unclear. 
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Adjustments and Variations 
Don’t like multiple-choice tests? Use a set of short-answer questions instead. 
Make sure that all questions have a single correct answer. 

Test too easy? The effectiveness of this approach depends on using questions 
that require higher levels of thinking. So spend appropriate effort in constructing a 
fairly difficult test.  

Play Sample 
Recently, I did a training session on an introduction to Agile Software Development. 

Here’s the scoring key for the Individuals and Teams activity. The earlier test 
contained only the questions (without the answers in parentheses): 

A Dozen Questions About Agile Software Development 

1. According to the Agile Manifesto, where do best architecture, 
requirements, and designs emerge? (From self-organizing teams) 

2. Does the Rolling Wave approach permit the milestones to change? (Yes) 

3. How does the agile software development respond to change?  
(Quick response and continuous development) 

4. In the continuum of development methods, what is the opposite of 
adaptive? (Predictive) 

5. In which document was the term Agile first used in relation to software 
development? (Agile Manifesto or Manifesto for Agile Software 
Development) 

6. The Agile Manifesto values individuals and interactions over what? 
(Processes and tools) 

7. What are two tools and techniques used to improve the quality during 
agile software development? (Any two of these: continuous integration, 
unit testing, pair programming, test-driven development, design 
patterns, domain-driven design, and code re-factoring) 

8. What do team members report during the daily scrum? (What they did 
the previous day, what they plan to do today, and what obstacles they 
anticipate) 

9. What does the Agile Manifesto prefer more than comprehensive 
documentation? (Working software) 
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10. What is an information radiator in agile software development? (A large 
physical display located near the development team) 

11. What is another term for the daily stand-up? (Daily scrum) 

12. What is one of the lightweight software development methods that was 
in use before agile? (Any one of these: rapid application development, 
unified process, or dynamic systems development method) 

Game Plan 
The following table displays the structure of the Individuals and Teams 
interactive lecture. 
 

Step If you are the  
facilitator, do this 

If you are a 
participant, do this 

Deliver the lecture. 
(10 to 20 minutes) 

Make the presentation. Listen to the lecture and 
take notes. 

Take the test 
individually. 
(5 to 10 minutes) 

Distribute copies of the test.  Take the test individually. 

Take the test in 
teams. 
(5 to 10 minutes) 

Take back the test papers. 
Organize participants into 
teams. Distribute copies of 
the test. Ask the teams to 
jointly take the test. 

Work with other team 
members and take the 
test. 

Score team test 
responses. 
(3 minutes) 

Switch their test papers. 
Distribute the answer key. 
Ask teams to score the tests. 

Working a team, score 
the test responses from 
another team. 

Score individual 
test responses. 
(3 minutes) 

Redistribute individual test 
papers. Ask participants to 
score the test responses. 

Score individual test 
responses. 

Conclude the 
session. 
(3 minutes) 

Congratulate the highest-
scoring individuals. Discuss 
test items that were 
confusing. 

Participate in the 
discussion. 
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Reuse the Template 
Because the tests used in this technique have to be objectively scored, 
Individuals and Teams is particularly suited for training sessions that present a 
significant amount of factual information. 

Here are some sample topics used with this technique: 

 Characteristics and preferences of customers 

 Commercial driver’s license rules and regulations 

 Green process engineering 

 Handling hazardous materials 

 Product knowledge 

 Technical terms and definitions 
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10. Intelligent Interludes 
This interactive lecture is based on Howard Gardner’s model of multiple 
intelligences. According to Gardner, we all (including your participants) have seven 
or more different types of intelligences. In Intelligent Interludes, you divide 
your lecture into several segments and follow each segment with a task that taps 
into one of the multiple intelligences. 

Synopsis 
Make a segment of your presentation and assign a task that requires the use 
of one of seven different intelligences. Repeat this procedure as many times 
as needed, varying the type of task each time. Conclude with a final task 
that requires your participants to review and integrate the entire set of 
presentations. 

Purpose 
To make use of different types of intelligences to recall different segments of 
the presentation. 

Participants 
Minimum: 1 
Maximum: Any number 
Best: 15 to 30 

Time 
45 to 90 minutes 

Handout 
Multiple Intelligences 
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Supplies and Equipment 
 Paper and pencil 
 Timer 
 Whistle 

Preparation 
Learn about multiple intelligences. Read about the explanation of this concept. 
Reflect on the definitions and come up with examples of behaviors associated with 
each of the seven types of intelligence. Read more about multiple intelligences in 
Howard Gardner’s book, Frames of Mind. Come up with learning activities that tap 
into each intelligence. Compare your ideas with the suggestions given at the end of 
this chapter. 

Divide your content into segments. It will be nice to have segments of equal 
length and complexity, but this is not an absolute requirement. Assign a different 
type of intelligence for each segment. If one type of intelligence appears to be 
specially suited for a segment, assign that intelligence. Otherwise, use a random 
arrangement. 

Flow 
Brief the participants. Explain that after each segment of your lecture, you will 
assign a task that appeals to one of seven different types of intelligence. The 
participants will work independently on the task. After a suitable time limit, you will 
randomly select a few participants to present the results of completing their task. 

Alternate presentations and tasks. Present each segment of your lecture and 
follow it up with a task. Here are brief descriptions of the seven types of tasks 
associated with different intelligences: 

Conduct a linguistic interlude. After presenting a segment, announce the first 
task. Instruct the participants to individually write a short paragraph about a key 
item in the content you presented. Announce a 3-minute time limit. At the end of 
this time, select a random participant and ask him or her to read the piece. Repeat 
this procedure with another random participant.  

Conduct a logical interlude. After presenting the next segment, announce 
another interlude. Ask participants to individually review the content that you 
presented so far and identify three key points. Then ask them to arrange these 
three ideas in order of importance and logically justify their choices and the 
sequence. After 3 minutes, select a random participant and ask him or her to 
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present the key points in a sequence and then justify this arrangement. Repeat this 
procedure with another random participant.  

Conduct a visual interlude. After presenting the segment, announce a task that 
has to be completed in 3 minutes. Ask participants to individually prepare a poster 
that uses only visuals (without any text) to highlight a key point from the segment. 
After 3 minutes, ask all participants to silently walk around, holding up their poster 
and admiring other people's posters. 

Conduct an interpersonal interlude. After presenting the segment, announce 
another 3-minute task. Present an open-ended question and ask the participants to 
pair up, share, and discuss alternative responses. Conduct this dialogue exercise 
without preparation time to force participants to think and talk at the same time. 

Conduct an intrapersonal interlude. After presenting the segment, announce 
an individual task for 3 minutes. Invite participants to sit down (or pace around) 
and silently think about everything they heard so far and identify their emotional 
reaction to the different topics. Encourage the participants to ignore specific details 
and concentrate on what makes them anxious and what makes them happy. 

Conduct a musical interlude. Present the segment and announce another task. 
Ask participants to organize themselves in teams and compose a song based on 
some popular tune to highlight an important point from this segment. After 3 
minutes, invite volunteer teams to sing their songs. 

Conduct a kinesthetic interlude. After presenting the segment, ask for 
volunteers to pretend that they are mimes. Invite these volunteers to come to the 
front of the room and silently communicate some important aspect of this segment 
through body and hand movements and facial expression. 

Conclude the session. After completing all the training segments, assign a final 
review and integration task. Use a different type of interlude for this final activity. 

Variations and Adjustment 
Not enough content? If you don’t have enough content to create seven 
segments, just come up with as many segments as appropriate. You don’t have to 
provide all seven different types of tasks, but make sure that you use a type of task 
after each segment.  

Not enough time? Make the segments longer and the tasks shorter. You may 
work with just two segments. 
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Want to teach about multiple intelligences? At the end of your training 
session, make a brief presentation about this concept. Make copies of the Multiple 
Intelligence handout and distribute them to the participants. 

Play Sample 
Several years ago, my friend Marie Jasinski conducted a pre-departure briefing 
session (entitled “Off to Oz”) for a group of U.S. businesspeople visiting Australia. 
Here are my recollections of the session. 

The first segment in "Off to Oz" was about the people of Australia. Marie 
described different people of Australia, beginning with the indigenous 
people, working through European settlers, and ending up with the 
increasing immigration from Asian countries. Her linguistic assignment after 
this segment was to write a short paragraph about the current-day 
Australians. 

In the second segment, Marie described her favorite Australian food, 
extolling the virtues of meat pies, lamingtons, Vegemite, and other 
interesting edibles. Her logical assignment after this segment required 
participants to identify the top three food items that would appeal to 
Americans, arrange them in order of popularity, and justify the arrangement. 

In the third segment, Marie provided a quick tour guide to Australia, 
identifying major attractions, including the huge red rock in the middle of 
nowhere called Uluru. Her visual assignment required the participants to 
quickly design a travel poster. 

In the fourth segment, Marie discussed Australian politics and politicians. 
She briefly described the two-party system in Australia, featuring the 
Australian Labour Party and the long-term coalition of the Liberal Party and 
the National Party. After talking about the recent prime ministers, Marie 
asked the participants to pair up for the interpersonal assignment of 
discussing "Which party would you vote for if you were an Australian? Why?" 

In the fifth segment, Marie talked about Australian cultural values and 
beliefs, including the Tall Poppy Syndrome, which involves cutting down to 
size anyone who is rich or famous. For the intrapersonal task, Marie invited 
the participants to reflect on these national traits. 

Marie's topic for the sixth segment was the popular culture of Australia. She 
talked about music, television shows, and movies, highlighting Muriel's 
Wedding, one of her favorite Australian movies. During the ensuing musical 
tasks, two teams composed and presented their songs about Australian 
culture. 
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Marie's seventh topic was sports in Australia. She briefly tried to explain four 
different types of football in Australia and another game called cricket. Her 
kinesthetic assignment was to mime the key features of an Australian sport. 
Only one volunteer was brave enough to attempt doing a pantomime of a 
cricket game that was slow and boring. 

Game Plan 
The following table displays the structure of the Intelligent Interludes 
interactive lecture: 
 

Step If you are the 
facilitator, do this: 

If you are a  
participant, do this: 

Brief the participants.  
(2 minutes) 

Explain the structure of 
the activity. 

Listen to the explanation. 

Alternate 
presentations and 
tasks. (6 to 10 
minute for each 
segment) 

Present a segment and 
assign a task. 

Listen to the lecture and 
complete the task. 

Conduct a linguistic 
interlude.  
(6 to 10 minutes) 

Present the segment and 
assign the linguistic task. 

Listen to the lecture and 
complete the linguistic 
task. Make a presentation 
if you are selected. 

Conduct a logical 
interlude.  
(6 to 10 minutes) 

Present the segment and 
assign the logical task. 

Listen to the lecture and 
complete the logical task. 
Make a presentation if you 
are selected. 

Conduct a visual 
interlude.  
(6 to 10 minutes)  

Present the segment and 
assign the visual task. 

Listen to the lecture and 
complete the visual task. 
Make a presentation if you 
are selected. 

Conduct an 
interpersonal 
interlude.  
(6 to 10 minutes)  

Present the segment and 
assign the interpersonal 
task. 

Listen to the lecture and 
complete the interpersonal 
task. Make a presentation 
if you are selected. 

Continued on the next page. 
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Step If you are the 
facilitator, do this: 

If you are a  
participant, do this: 

Conduct an 
intrapersonal 
interlude.  
(6 to 10 minutes) 

Present the segment and 
assign the intrapersonal 
task. 

Listen to the lecture and 
complete the intrapersonal 
task. Make a presentation 
if you are selected. 

Conduct a musical 
interlude.  
(6 to 10 minutes) 

Present the segment and 
assign the musical task. 

Listen to the lecture and 
complete the musical task. 
Make a presentation if you 
are selected. 

Conduct a kinesthetic 
interlude.  
(6 to 10 minutes) 

Present the segment and 
assign the kinesthetic 
task. 

Listen to the lecture and 
complete the kinesthetic 
task. Make a presentation 
if you are selected. 

Conclude the session. 
(6 to 10 minutes) 

Assign the final task. Complete the final task. 
Make a presentation if you 
are selected. 

 

Reuse the Template 
You can use the game plan for Intelligent Interludes as a template for designing 
interactive lectures in almost any topic.  
Here are some training topics that we recently incorporated in this lecture format: 

 Workplace Violence 

 Time Management 

 Assertiveness 

 Project Management 

 Emotional Intelligence 
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Different Tasks for Different Intelligences 
A key design requirement for this interactive lecture is the selection of tasks 
associated with different intelligences. These tasks should be short and involve the 
clear application of a single type of intelligence.  

Here is a list of suggested tasks related to each of the seven types of intelligence: 
 

Intelligence Task 

Linguistic intelligence Solving word puzzles, summarizing a paragraph 
about the training topic, coming up with a story, 
and coming up with a suitable title for the lecture 
segment. 

Logical intelligence Analyzing data, arguing for or against a proposal, 
discovering the theme among different statements, 
solving a problem, and organizing information into 
categories. 

Visual intelligence Building a model to reflect a topic, drawing a 
flowchart, interpreting a picture related to the 
training topic, taking notes using mind maps, and 
creating a graphical poster. 

Kinesthetic intelligence Talking with a partner while walking, conducting 
physical activities, going on a short field trip, 
miming, and roleplaying without speaking. 

Musical intelligence Reading aloud rhythmically, singing a song about 
the training topic, listening to a song about the 
topic, composing and performing a jingle, and 
coming up with a rhyming mnemonic. 

Interpersonal intelligence Cooperative learning, completing a group projects, 
coaching a fellow participant, roleplaying, and 
persuading other participants to accept your point 
of view. 

Intrapersonal intelligence Reflecting on your experience and gaining insights, 
increasing your self-awareness, visualizing the 
successful application of new techniques, keeping a 
journal, setting personal goals, and undertaking 
thought experiments. 
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Handout 
 

MULTIPLE INTELLIGENCES 

In his 1983 book, Frames of Mind, Howard Gardner of Harvard University 
suggested that instead of a single type of intelligence, we all have seven or more 
types of intelligence.  

Here are brief explanations of seven types of intelligence and their application to 
training. 

Linguistic-verbal intelligence is the ability to use words and language to think 
and to express ideas. Poets, storytellers, and comedians have high levels of this 
intelligence. 

Logical-mathematical intelligence is the ability to solve problems by using 
measurement, logic, and calculations. Scientists, auditors, and detectives have high 
levels of this intelligence.  

Visual-spatial intelligence is the ability to create and interpret designs with 
color, shape, and size. Artists, pilots, and architects have high levels of this 
intelligence.  

Body-kinesthetic intelligence is the ability to control bodily movement and to 
handle objects skillfully. Surgeons, jugglers, and athletes have a high level of this 
intelligence.  

Musical-rhythmic intelligence is the ability to hear, appreciate, and produce 
rhythms and melodies. Singers, composers, and musicians have a high level of this 
intelligence.  

Interpersonal intelligence is the ability to understand other people’s feelings, 
values, and needs and to communicate effectively. Trainers, politicians, social 
workers, and salespeople have high levels of this intelligence. 

Intrapersonal intelligence is the ability to objectively reflect on, evaluate, 
understand, and change our feelings and actions. Philosophers, psychologists, and 
leaders have a high level of this intelligence.  
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11. Missing Item 
Many training topics involve procedures (such as how to draw a mind map) or 
processes (such as stages in cultural adaptation). Here’s an interactive lecture 
format that encourages the participants to go beyond a presentation and critically 
and creatively examine the steps of the procedure or stages of the process. 

Synopsis 
Make a presentation explaining the steps of a procedure and invite the 
participants to discover a step that was left out. Ask the participants to work 
out the details of the missing step. Instruct teams of participants to conduct 
a discussion and present their conclusions. 

Purpose 
To explore the steps in a procedure or stages in a process. 

Participants 
Minimum: 4 
Maximum: Any number 
Best: 15 to 30 

Time 
About 10 to 20 minutes for the lecture, and 10 to 20 minutes for team 
discussion and presentation. 

Supplies 
 Paper and pencil 
 Timer 
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Preparation 
Prepare an outline. Specify the procedure or process you want the participants 
to explore. Make a list of steps or stages. Specify details of each step (or stage) in 
terms of what input is required in the beginning, what activities are undertaken, 
and what outputs are produced. Prepare an outline (and appropriate slides) for a 
presentation.  

Flow 
Make your presentation. Explain the steps in the procedure or the stages in the 
process. Describe the activities associated with each step or stage. 

Announce a missing item. Tell the participants that you left out one of the steps 
or stages in your presentation (this is not really true, but you are not lying, because 
there could always be more logical steps or stages). Explain that the missing item 
could be at the beginning, middle, or the end of the procedure or process. 

Organize teams. Divide the participants into two or more teams, each with two to 
seven members. Seat each team around a table.  

Encourage team discussion. Ask the team members to compare their notes, 
discuss the steps, discover the missing step, and work out relevant details (such as 
the input, activities, and output). Announce a 7-minute time limit for this discussion 
and start your timer. 

Invite presentations. Blow a whistle at the end of 7 minutes. Announce the end 
of the discussion period. Ask the teams to take turns to present their ideas about 
the missing step and explain their reasoning. 

Give your comments. Wait until all teams have made their presentations. Offer 
your feedback, comparing the ideas from different teams. If any presentation 
indicates some fundamental misconception, provide corrective feedback. 

Variations and Adjustments 
Really leave out a step? Instead of the participants trying to discover an 
imaginary step, you may leave out an actual step in the procedure. After the 
participants figure out the missing step and make their presentations, you present 
details of the missing step. 
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Play Sample 
Recently, I conducted a training session on the process of team development. 
Here’s the outline I created: 

Forming. This stage begins with the need for organizing a team. The inputs 
include the mandate for the team and the nomination of a team leader and 
members. During this stage, the team members are unsure about what they 
are doing. Their focus is on understanding the team’s goal and their roles. 
They worry about whether the other team members will accept them. Team 
members frequently look for clarification from their leader. At the end of the 
stage, the team members are ready to begin working on their task. 

Storming. This stage begins when the initial administrative logistics for a 
new team are taken care of. During this stage, the team members try to get 
organized. The team’s performance is marked by conflict among the 
members and between the members and the leader. Through this conflict, 
the team attempts to define itself. At the end of this stage, the team 
members have established their personal preferences. 

Norming. This stage begins after the team members have had their 
debates and disagreements succeeded in resolving their conflicts. During this 
stage, the team members feel more secure with one another and with their 
leader. They effectively negotiate the structure of the team and the division 
of labor. At the end of this stage, the team has specified the roles and 
responsibilities of each member. 

Performing. This stage begins when the team members reach consensus 
about their norms and operating procedures. During this stage, the team 
members behave in a mature fashion and focus on accomplishing their 
goals. This stage is marked by direct two-way communication among the 
team members and a focus on the completing their mutual tasks. At the end 
of this stage, the team members achieve their goals. 
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Missing Stages 

I organized the participants into three teams and asked them to discover a step 
that is missing. Here are the responses from the three different teams: 

Pre-teaming. One of the teams related the missing stage to what happens 
before the team is formed. During this step, the participants work on their 
regular jobs. The input for each potential team member is his or her job 
specifications. Their activities involve professional job behavior. The outputs 
are the results required of each job. 

Commitment. Another team identified the missing stage as the transition 
between norming and performing. The input to this stage is a set of roles, 
responsibilities, requirements, and resources identified at the end of the 
norming stage. During the commitment stage, the team documents its 
agreements and specifies how each member interacts with each of the other 
members. At the end of this stage, the team is ready to focus on its task. 

Disbanding. The third team identified the missing stage as the last one 
after the team has achieved its goals. The input to this stage is the results of 
team’s performance. During this stage, the team closes down various 
activities, delivers the final products to appropriate users, and writes a final 
report. The outcome of this stage involves the team members returning to 
their original jobs. 

After listening to the presentations from the three teams, I made some suitable 
comments. For example, I talked about the fifth stage found in some articles about 
team development which is called adjournment. I pointed out that this stage is 
similar to the stage of disbanding, as described by the third team. 
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Game Plan 
The following table presents the structure of Missing Items as an interactive 
lecture. 
 

Step If you are the 
facilitator, do this 

If you are a 
presenter, do this 

Present your lecture Explain the different steps 
in the procedure or the 
stages in the process.  

Listen to the explanation 
and take notes. 

Announce a missing 
step.  

Tell the participants that 
you left out one of the 
steps or stages in your 
presentation. 

Try to discover the 
missing step. 

Organize teams.  Divide the participants into 
two or more teams. 

Sit with your teammates 
and introduce yourself to 
the others. 

Encourage team 
discussions. 

Ask the team members to 
compare their notes, 
discuss the steps, discover 
the missing step, and work 
out relevant details. 

Discuss the missing step 
with your teammates. 

Invite presentations. Ask the teams to take 
turns to present their ideas 
about the missing step and 
explain the reasoning. 

Assist your team in 
making the presentation. 

Give your comments.  Offer your feedback, 
comparing the ideas from 
different teams. If 
necessary, provide 
corrective feedback. 

Listen to the facilitator. 
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Reuse the Template 
You can use the Missing Item game plan for designing a new interactive lecture 
on your own topic. This format is particularly useful when the training content is a 
procedure with different steps or a process with different stages. 

Sample Topics 

 Steps in creative problem solving 

 Steps in launching a new product 

 Stages in the grieving process 

 Steps in coaching an employee 

 Stages in cultural assimilation 

 Stages in implementing a policy 

Beyond Procedures and Processes 

With a few minor adjustments, you can apply this interactive lecture format for 
training topics that involve factual information or principles. Instead of asking the 
participants to figure out the missing step or stage, you can ask them to discover 
the key pieces of information or the important guideline that is left out of the list. 

Here are some recent interactive lectures designed by my associates: 

 Important principles of effective management 

 Key specifications of our new product 

 Prescriptions for handling an abusive customer 

 Guidelines for effective negotiation 

 Ground rules for avoiding conflict of interest 

 Suggestions for preventing workplace violence 
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12. Mixed-Up Sentences 
An effective technique for adding interactivity to lectures involves requiring 
participants to review what they heard and summarize the key points. This 
approach improves recall. Mixed-Up Sentences provides an intriguing twist to 
review-and-summary strategy. 

Synopsis 
Present your lecture on the training content. Distribute a handout with seven 
summary sentences. Ask teams of participants to review this list and cross 
out an unrelated sentence. Then ask the teams to add additional sentences 
that are related to the lecture content. Finally, instruct the teams to identify 
the top two sentences. 

Purpose 
To recall the key points in a lecture 

Participants 
Minimum: 1 
Maximum: Any number 
Best: 15 to 30 

Time 
14 to 30 minutes for the lecture 
15 to 25 minutes for the activity 

Handout 
 List of Summary Sentences (one copy for each participant) 
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Supplies and Equipment 
 Paper and pencil 
 Timer 
 Whistle 

Room Arrangement 
Set up chairs around tables to permit teamwork. 

Preparation 
Think through your presentation with the help of an outline. Write down a set of 
sentences that summarize the key points. Rearrange these sentences in a random 
order so that they don’t follow the sequence of your presentation. Remove one of 
these sentences and substitute another sentence related to the topic but not 
included in the presentation. Print the seven sentences as a handout. 

Flow 
Make the lecture presentation. Start with your regular presentation, 
encouraging participants to take notes. 

Organize teams. At the end of your presentation, organize the participants into 
one to five teams, each with two to seven participants. Explain that team members 
will share their notes and review the key points from your lecture. 

Distribute the summary sentences. Explain that someone prepared this list of 
summary sentences. These sentences are not arranged in a sequential order. 
Unfortunately, one of the summary sentences dealing with a key point was 
accidentally replaced by another sentence that was not a part of your presentation. 

Delete the unrelated sentence. Ask the teams to review the summary 
sentences and identify the one that is not related to your lecture. Instruct the 
teams to cross out this sentence. 

Add missing sentences. Invite the teams to review their notes and compare 
them to the list of summary sentences. Working as a team, ask the participants to 
reconstruct the missing summary sentence. Explain that there could be several key 
points from your presentation that are not in the list of sentences. Encourage 
teams to add one or two additional sentences to the list. Announce a 3-minute time 
limit for this activity. 
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Conduct team presentations. At the end of 3 minutes, blow a whistle and ask 
teams to quickly complete their task. Then ask each team to read the added 
sentences. Identify the key elements included in the summary sentences added by 
the teams. Make suitable clarifications to remove any misconceptions revealed in 
these sentences. 

Identify top two sentences. Ask the participants to review the list of summary 
sentences once more and identify the two most important sentences. Announce a 
3-minute time limit for this task. 

Conclude the activity. At the end of 3 minutes, blow your whistle and invite the 
teams to present their selections. Thank the participants for the contributions to 
the learning process. 

Adjustments and Variations 
Not enough time? Ask the participant teams to review the list of summary 
sentences and remove the unrelated sentence. Assign the other two activities (of 
adding sentences and identifying two most important sentences) as homework. 

Don’t want to lecture repeatedly? Produce an audio or video recording of your 
lecture and play it back during future sessions. 

Play Sample 
I frequently conduct a training session on activities-based curriculum design called 
ABCD. Here are the details of how I use the Mixed-Up Sentences technique in 
this session. 

Lecture 

Here’s an edited transcript of the lecture presentation: 

For 25 years, I have been conducting a meta-analysis of the research on 
how people learn. I did this by slogging through different experimental 
studies and comparing their results. 

Based on this secondary analysis, I have created a model for designing and 
conducting training. I call this model ABCD. This acronym stands for 
Activities-Based Curriculum Design.  

The foundation of the ABCD model is a simple principle: Anything you teach 
can be taught through an activity. You may think that your training topic 
does not deserve the time and effort to conduct an activity. But if you have 
an important topic to teach, and if you take professional pride in being a 
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trainer, I may even amplify this prescription to say anything you teach, 
should be—must be—taught through an appropriate activity. 

Why do I say this? I emphasize activities because of a key principle from my 
research: 

People learn through active participation, not through passive reception.  

For example, if you are training people to swim, you should have them 
actively swim instead of passively listening to the laws of floatation or 
reading about Archimedes’ principle. 

Many laws of learning—many experimental results—support and enhance my 
emphasis on activities-based learning. Let me talk about three of these laws: 

The law of practice and feedback claims that you need to actively practice a 
new skill in order to master it.  

How do you get to Carnegie Hall? Practice, practice, practice. 

Listen: My name is Sivasailam Thiagarajan. Okay, I have trained you to say 
my name, because like many trainers, I equate telling with training.  

Now can you say my name? 

If you are like most people, you are not able to say my name. That’s 
because you did not actively practice the new skill. 

I’m sure you have heard that practice makes perfect. That’s a lie. At least, it 
is incorrect. You see, practice does not make perfect. Practice makes 
permanent. I have many friends who have practiced saying my name 
hundreds of times, and they still butcher it horribly. They have practiced a 
wrong way of saying my name, and that has become permanent. 

So you need to receive feedback from someone to correct your mistakes. For 
practice and feedback to happen, you need to use activities-based training. 

Let me talk about another law of learning that supports—and enhances—
activities-based training. The law of contextualized learning claims that in 
training, the context is as important as the content. This means you have to 
push your participants into the water when you train them how to swim. If 
you are training people how to work in an emergency room, sooner or later 
you have to place them in an emergency room. If you are worried about the 
costs and the dangers of providing training in the real-world context, you 
have to at least use a simulation. 
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Remember, contextualized learning requires training in an authentic 
context—and training with authentic activities. 

Let me move on to another law of learning that bolsters the use of training 
activities. The law of tacit knowledge points out that important aspects of 
practical knowledge are often unspoken and implicit. We know many high 
school dropouts who have produced amazing results. But if you ask them 
How did you do it?, they are not able explain their secret. This is because 
they have learned many things by performing the same task repeatedly 
under different conditions. This type of learning cannot be picked up from 
books or lectures or demonstrations. It can only be learned by repeatedly 
participating in activities. 

What do these three laws of learning have to tell us about designing and 
conducting training? It gives us a simple prescription: Design activities, not 
content. 

Let me hasten to add that training requires both content and activities. 
Content without activities—like what is happening in a death-by-PowerPoint 
lecture—results in useless knowledge that cognitive scientists call inert 
knowledge. And activity without content is like roleplaying a headless 
chicken. Lots of running around, but very little useful learning. 

Here’s my recommendation for speeding up and streamlining training 
design. Instead of wasting time to create your own content, use existing 
content resources.  

When I started my career as a training designer, my content was 
proprietary. I kept it safely hidden and sold it to my clients.  

Content is no longer a scarce commodity. It is abundantly available for any 
training topic. Recently, I found a billion documents (that’s billion with a b) 
for the Google search term “leadership”. Not only that. When I went to 
Amazon.com and searched for Leadership Training, I found more than 75 
thousand books on the topic. Not to mention videos, podcasts, and flash 
cards. Content is truly abundantly available. 

You may be worried that even when you can find all the content you can 
use, incorporating them in suitable training activities may take a lot of time 
and require skills that you don’t have. Here’s my secret tip: Use templates to 
create activities.  

Here’s an example: You can distribute a handout and ask the participants to 
read the content. Later, you can organize them into teams and ask them to 
solve a crossword puzzle that contains clues related to the important content 
from the handout. 
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It’s time for me to walk the talk. I have presented a lot of passive content 
about activities-based curriculum design. Now I want you to participate in an 
activity to reinforce this content.  

I used a template called Mixed-Up Sentences for creating this training 
activity. Here’s how it works: 

I am going to give you seven summary sentences that identify the important 
points in my content lecture.  

And here’s your task. One of the seven sentences is a fake. It has nothing to 
do with the content I presented. So your first job is to review the seven 
summary sentences and to delete the counterfeit sentence. 

Handout 

Here is the list of summary sentences distributed to the participants: 

1. People learn through active participation, not through passive listening or 
reading. 

2. Training activities can be efficiently designed by using appropriate 
templates. 

3. Training content is abundantly available through various resources. 

4. Training design is associated with individual courses; curriculum design is 
associated with a collection of related courses. 

5. Training requires harmonious integration of content and activities. 

6. We must pay more attention to the design of activities, rather than to the 
design of content. 

7. You can—and you must—teach through the use of appropriate activities. 
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Game Plan 
The following table displays the structure of the Mixed Up Sentences interactive 
lecture: 
 

Step If you are the 
facilitator, do this: 

If you are a 
participant, do this: 

Make the lecture 
presentation.  
(10 to 30 minutes) 

Make your regular 
presentation. 

Listen to the 
presentation and take 
notes. 

Organize teams.  
(2 minutes) 

Organize the participants 
into one to five teams, 
each with two to seven 
participants.  

Sit with your team and 
introduce yourself to the 
other team members. 

Distribute the 
summary sentences. 
(2 minutes) 

Explain what the handout 
contains.  

Review the summary 
sentences. 

Delete the unrelated 
sentence.  
(2 minutes) 

Give instructions. Cross out the sentence 
that is not related to the 
earlier lecture.  

Add missing 
sentences.  
(3 minutes) 

Give instructions. Add one or two 
additional sentences 
related to key items from 
the earlier presentation. 

Conduct team 
presentations.  
(3 minutes) 

Ask the teams to read the 
added sentences. Remove 
misconceptions revealed 
in these sentences. 

Listen to other teams’ 
sentences and to the 
facilitator’s clarification. 

Identify top two 
sentences.  
(3 minutes)  

Give instructions. Identify the two most 
important sentences.  

Conclude the activity. 
(2 minutes) 

Give instructions. Thank 
the participants. 

Present your selections. 
Listen to the other 
teams’ selections. 
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Reuse this Template 
You can use the game plan for Mixed Up Sentences as a template for creating 
interactive lecture in your own topic.  

This technique is particularly useful with training topics that contain a significant 
number of key points. Here are some sample topics that have been incorporated in 
Mixed-Up Sentences template: 

1. Principles of positive psychology 

2. Handling negative feedback 

3. Using open-source programs 

4. Preventing sexual harassment 

5. Dealing with difficult employees 

6. Knowledge management 
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13. Multiple Interviews 

In professional conferences, panel sessions with several presenters are rated to be 
more enjoyable and effective than solo presentations. If you have several 
presenters available, you may want to consider using the Multiple Interviews 
format as a training technique. This approach encourages the participants to take 
greater control of the session by making it more of a question-and-answer activity. 
Also, this approach requires the participants to compare and contrast different 
ideas from different presenters. At the end of the session, the participants come up 
with summaries of useful points from the multiple presenters. 

Synopsis 
Organize as many teams as there are presenters. During the first session, 
assign each presenter to a different team. Invite the team member to 
interview the presenters, one after the other. At the end of each session, 
rotate the presenters so each presenter visits each team. At the end of all 
interviews, ask each team to prepare a set of useful guidelines and share it 
with the other teams. 

Purpose 
To interview different presenters and synthesize their useful ideas in a 
checklist. 

Participants 
Minimum: 9 
Maximum: 60 
Best: 20 – 30 

Presenters 
Assemble a panel of presenters. You may select from two types of 
presenters: Experts and informants. Experts have studied the topic 
meticulously for a long period of time. Informants have intense personal 
experience with the topic. 
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Time 
30 minutes to 1 hour, depending on the number of teams and the 
complexity of the topic 

Supplies and Equipment 
 Pen and paper 
 Flip charts (optional) 
 Timer 
 Whistle 

Room Arrangement 
Seat each team around a round table with a chair for the presenter. Avoid 
auditory interference by placing the tables away from each other. 

Flow 
Brief the presenters. Walk the presenters through the flow of this activity. 
Explain that each presenter will be interviewed by each team for a specific period of 
time. Announce how much time will be allotted to each interview. Discourage the 
presenters from talking to each other. 

Organize teams. Divide the participants into as many teams as you have 
presenters. Ideally, you should have three to six teams, each with three to 10 
members. Seat each team around a table. 

Brief the teams. Ask each team to prepare a set of interview questions for use 
with different presenters. Explain that the goal for the team is to summarize the 
most useful ideas from the presenters in the form of a checklist. Encourage the 
participants to get ready to take notes during the interview. 

Conduct the first round of interviews. Send a presenter to each team. Ask the 
team members to interview the presenter, using the prepared set of questions. 
Announce the time limit. Blow a whistle and ask the teams to get started on their 
interviews. 

Repeat the process. At the end of the assigned time, blow the whistle to 
conclude the interviews. Rotate each presenter to the next team (the presenter 
from the last team goes to the first team). Repeat the interview process. Continue 
with more rounds of interviews so each team interviews all different presenters, 
one after the other.  
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Prepare a checklist. Ask the members of each team to compare their notes from 
different interviews. Ask them to summarize the useful points in the form of a 
checklist on a page of flipchart paper. Announce a suitable time limit. 

Coordinate poster presentations. At the end of the assigned time, blow the 
whistle to conclude the summarizing activity. Ask each team to stick its checklist to 
a convenient area on the wall. Ask the participants to walk around the room and 
review the items on different checklists. 

Variations and Adjustments 
Not enough time? Instead of asking all the teams to interview all the presenters, 
limit each team to just two interviews. Also supply each team with a different 
interview question.  

Ample time? Ask different teams to present their summary of useful ideas instead 
of preparing checklist posters. At the end of the session, debrief the participants 
about the major similarities and differences among the presenters. 

Play Sample 
Recently, we conducted a training session on coping with major changes in an 
organization. We had five informants: three people who had successfully lived 
through major changes in their organizations, and two experts in the field of 
change management. 

Here are some notes from the session: 

Teams 
We organized the participants into five teams (because we had five 
presenters). Each team had five participants. 

Questions 

Here are some sample interview questions that different teams came up 
with: 

1. What was the reaction among the employees when they first heard about 
the change?  

2. What questions did the employees have when the change was 
announced? How did these questions get answered?  

3. How did the organization prepare the employees for the change?  
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4. Did the employees feel betrayed by the organization? How did the top 
management regain the employees’ trust? 

5. How long did it take for the organization to bounce back from the 
change? What factors contributed to the resilience of the organization? 

6. Did the employees feel more secure after the change?  

7. What advice do you have for employees for coping with the next change? 

Interviews 

We followed the standard steps listed above. One of the major points that 
was emphasized by all five presenters was to frame organizational changes 
as professional opportunities instead of looking at them as threats. 
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Game Plan 
The following table summarizes the structure of Multiple Interviews: 
 

Step If you are the 
facilitator, do this 

If you are a 
participant, do this 

Brief the presenters  
(3 minutes) 

Explain the flow of the 
activity. Ask the 
presenters to get ready 
for the interviews. 

— 

Organize teams  
(3 minutes) 

Divide participants into 
three to six teams, each 
with three to 10 
members. 

Introduce yourself to the 
other members of your 
team. 

Brief the teams  
(3 minutes) 

Ask the teams to prepare 
interview questions and 
get ready to conduct the 
interviews. 

Come up with interview 
questions. Plan how to 
interview different 
presenters. 

Conduct the first 
interview  
(5 minutes) 

Send a presenter to each 
team. 

Interview the presenter, 
using the prepared 
questions. 

Repeat the process  
(5 minutes per team) 

Conduct several rounds of 
interviews so each 
presenter is interviewed 
by each team. 

Ask the same questions 
of different presenters. 
Take notes. 

Prepare a checklist.   
(5 minutes) 

Ask the members of each 
team to compare their 
notes and summarize the 
useful points. 

Analyze answers to the 
interview questions from 
different presenters. 
Summarize the useful 
points. 

Coordinate poster 
presentations.  
(5 minutes) 

Give instructions and keep 
time. 

Help your team stick the 
checklist to the wall. 
Review the checklist 
items from the other 
teams. 
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Reuse the Template 
You can use the game plan for Multiple Interviews as a template to design 
interactive lectures on your own topic. This format is particularly useful when you 
have a panel of presenters and your participants are capable of conducting 
interviews. 

Here are some topics to which we have applied this interactive lecture format: 
 

Training 
Topic Presenters Participants Sample Questions 

Conference 
Proposals  

Members of 
the 
conference 
program 
committee 

Members of a 
professional 
association 

What are the features of an 
attention-getting title for a 
presentation? As a 
newcomer, how do I 
compete with old-timers? 

Diversity and 
Inclusion 

Long-term 
employees 
from minority 
groups 

All employees in 
an organization 

What did other employees 
do to show respect for your 
culture? What are the ways 
in which other employees 
discriminated against your 
group? 

Project 
Management 

Managers of 
successful 
projects 

Members of a 
project team 

How can I meet deadlines 
and still be flexible? How do 
I convince others that the 
role of a project manager is 
an important one? 

Re-Entry 
Crisis 

Participants in 
a student-
exchange 
program 

Members of a 
student-exchange 
program who are 
about ready to 
return home after 
their study in the 
U.S. 

What problems am I likely 
to face when I return home? 
How do I keep in touch with 
my friends in the U.S.? 

Suicide 
Prevention 

Experts in the 
area of 
teenage 
suicides 

Suicide hotline 
volunteers 

How do I maintain 
confidentiality and inform 
the police at the same 
time? How do I keep myself 
emotionally detached while 
empathizing with the caller? 
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14. PDQ Lecture 
Trainers have a tendency to talk too much and elaborate on unnecessary details. 
PDQ Lecture, an interactive technique, prevents too much talk and provides just-
enough and just-in-time content by beginning with a brief introduction and 
responding to the participants’ questions. 

Synopsis 
Make a condensed presentation on the training topic. Clarify the content by 
responding to questions from the participants. Repeat the question-and 
answer sessions as many times as needed. 

Purpose 
To introduce the training topic in a lean fashion and follow up by responding 
to questions from the participants. 

Participants 
Minimum: 3 
Maximum: Any number 
Best: 15 to 30 

Time 
20 to 40 minutes, depending on the complexity of the topic. 

Supplies and Equipment 
 Timer 
 Whistle 

Room Arrangement 
Part of this activity involves teamwork. Set up the room with round tables. 
Avoid auditory interference by placing the tables away from each other. 
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Preparation 
Prepare a lean presentation. Summarize the key points related to your training 
topic. Revise this script to remove unnecessary explanations. 

Anticipate participants’ questions. Read your script, putting yourself in a 
participant’s position. Prepare a list of questions that typical participants are likely 
to ask you. Come up with brief responses to each question. 

Flow 
Brief the participants. Explain that you are going to avoid over-teaching by 
beginning with a lean lecture and spiraling around the training topic by answering 
participants’ questions.  

Make the initial presentation. Present your condensed lecture by using the 
script you prepared earlier. Encourage the participants to listen carefully and take 
notes. 

Invite questions. Stop at the end of your presentation. Because of the concise 
nature of the lecture, acknowledge that participants may need additional 
clarification. Invite the participants to write down a few important questions to be 
answered immediately by you. 

Organize teams to select questions. Organize the participants into one or more 
teams, each with two to seven members. Ask the members of each team to share 
their questions and select the three most important ones. Announce a suitable time 
limit. 

Respond to the questions. At the end of the time limit, blow your whistle. Select 
a team at random and ask its representative to read the most important question. 
Provide a suitable response after telling all participants to listen carefully and to 
take notes. 

Repeat the question-and-answer procedure. Select another team at random 
and ask for an important question that does not duplicate the previous one. Give a 
brief and relevant answer. Repeat this procedure with the other teams. Continue 
additional rounds of this activity until you and your participants are satisfied with 
the coverage of the topic. 
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Variations and Adjustments 
Not enough time? Limit yourself to a total of five questions from the teams. 
Follow up with suitable reading assignments. 

Ample time? After the question-and-answer sessions, ask the team members to 
share their notes and prepare an outline for an article about the training topic. 

Want to conduct a follow up? Prepare a handout with the script for your initial 
presentation, selected questions from teams, and brief summaries of your 
responses. Distribute electronic copies of this handout to the participants as a 
follow-up activity. 

Play Sample 
Here are some notes for a recent training session on Leadership Traits: 

Initial presentation 

Here is a transcript of the lecture I gave at the beginning of the session: 

Leadership studies in the early previous century produced the Great Man 
model of leaders. According to this model, leaders are endowed with specific 
personality traits that encourage others to follow them. Most of these traits 
were derived from analyzing the characteristics of political and military 
leaders who were mostly men. Long lists of leadership traits were created, 
correlated, and filtered down to shorter lists. 

Around the middle of the last century, researchers became disillusioned with 
the leadership traits approach. They were unable to come up with a list of 
universal leadership traits. What worked for leaders in one situation 
appeared to fail them in other situations. So the researchers decided to shift 
their focus to the leadership situation and the characteristics of followers. 

A few years later, the leadership traits approach staged a comeback, 
primarily because of people’s interest in charismatic political leaders. Some 
researchers undertook new research on leadership traits. Other researchers 
conducted meta analyses of earlier research on leadership traits. The 
resulting lists began to converge around specific items such as intelligence, 
self-confidence, determination, integrity, and sociability. 

The study of leadership traits is alive and well today. Current lists of these 
traits provide the basis for valid tests and questionnaires. The leadership 
traits approach makes intuitive sense to most people. Everyone wants to 
believe that great leaders have special leadership qualities.  
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The leadership traits approach has some definite weaknesses. There is still 
no proven list of traits associated with leaders for all seasons. By focusing on 
the leaders and ignoring followers and the situation, this approach overlooks 
important variables in the leadership equation. In addition, by relating 
leadership to personality traits, this approach implies that leaders are born 
and not made. 

Questions 

Here are some sample questions from different teams: 

 Are there any current studies of leadership traits of women? 

 Do successful business leaders have traits that are different from the 
traits of political leaders? 

 What is charisma? 

 What is a meta analysis? 

 What are some universal leadership traits that are supported by 
research? 

 Are leadership skills different from leadership traits? 

 Is there a valid test of leadership traits that I can take? 

 Is there a connection between leadership traits and emotional 
intelligence? 
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Game Plan 
The following table summarizes the structure of PDQ Lectures: 
 

Step If you are the 
facilitator, do this 

If you are a 
participant, do this 

Brief the participants 
(2 minutes) 

Explain the flow of the 
activity.  

Listen to the explanation 
and ask questions for 
clarification. 

Make the initial 
presentation  
(3 to 7 minutes) 

Present a condensed 
lecture. 

Listen to the lecture and 
take notes. 

Invite questions  
(3 minutes) 

Ask the participants to 
come up with questions 
to clarify the lecture. 

Work individually and 
write down a list of 
important questions. 

Organize teams. 
(2 minutes) 

Organize one or more 
teams, each with three 
to seven members. 

Share your questions 
and jointly select the 
three important 
questions. 

Respond to the 
question.  
(2 to 3 minutes) 

Invite a team to read 
one of its questions. Give 
a brief response. 

Listen to the response 
and take notes 

Repeat the process. (5 
to 15 minutes) 

Respond to questions 
from other teams. 

Ask questions. Listen to 
the responses and take 
notes. 
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Reuse the Template 
You can use the game plan for PDQ Lectures as a template to design interactive 
lectures on your own topic.  

Here are some topics and sample responses from the teams from our recent 
training sessions: 
 

Topics Responses 

Data Analytics What are the dangers of a computerized analysis 
of data? What are the steps in multiple 
regression analysis? 

Logical Fallacies What fallacies trap the voters during elections? 
How can we detect logical fallacies in 
advertisements? 

Asking the Right Question When should we avoid asking an open-ended 
question? What is the most important question 
to ask during a customer satisfaction survey? 

Strategic Thinking Can a strategy become a tactic when we look at 
a situation from a higher level? What is an 
appropriate time span for strategic thinking? 

How To Delegate What do I do when delegating a task requires 
more time than doing it myself? When does 
guidance become micromanagement? 
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15. Puzzling Summaries 
Asking the participants to summarize the key points from a lecture is an effective 
learning activity. In this interactive lecture, you ask the participants to create a 
summary sentence to be converted into a puzzle. Later, the participants solve 
summary-sentence puzzles created by others. 

Synopsis 
Deliver your lecture. Ask teams of participants to write summary sentences 
related to the key points of the lecture. Distribute copies of puzzles and ask 
the teams to decode them to identify summary sentences. 

Purpose 
To recall key points from the lecture, write summary sentences and solve 
puzzles related to other people’s summary sentences. 

Participants 
Minimum: 4 
Maximum: Any number 
Best: 15 to 30 

Time 
15 to 30 minutes for the lecture.  
15 to 20 minutes for the activity. 

Handouts 
 How To Solve Cryptonine Puzzles, 1 copy for each participant 
 How To Construct Cryptonine Puzzles, 1 copy for the facilitator 
 Different cryptonine puzzles constructed by you 
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Supplies and Equipment 
 Timer 
 Whistle 

Room Arrangement 
Set up seats around tables to permit teamwork. 

Preparation 
Learn to solve cryptonine puzzle. Read the handout, How To Solve Cryptonine 
Puzzles and solve the sample puzzle. Then, read the handout How To Construct 
Cryptonine Puzzles and create a few puzzles of your own. 

Create Cryptonine puzzles. Prepare an outline for a lecture on your training 
topic. Come up with three to six summary sentences related to key points from 
your lecture. Make cryptonine puzzles for each of these sentences. Make copies of 
these puzzles for distribution to the participants. 

Flow 
Explain how to solve cryptonine puzzles. Distribute copies of the handout 
How To Solve Cryptonine Puzzles. Ask the participants to read the handout and 
solve the sample puzzle. After a suitable pause, announce the solution. 
Brief the participants. Explain that you will deliver a lecture on the training topic. 
Encourage the participants to listen carefully to your lecture and take notes. After 
the lecture, teams of participants will come up with a summary sentence that is 
suitable for a cryptonine puzzle. Later, the teams will solve a cryptonine puzzle on 
the same topic, created by someone else.  

Deliver the lecture. Make your presentation at a normal pace. 

Form teams. At the conclusion of the lecture, organize the participants into two to 
five teams, each with two to seven members. It does not matter if some teams 
have one more member than the others. 

Write summary sentences. Ask each team to review their notes, identify key 
points, and come up with a summary sentence related to one or more of these key 
points. Explain that you will convert the summary sentences from different teams 
into cryptonine puzzles. Announce a 3-minute time limit for coming up with the 
summary sentences. 
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Distribute puzzles. Collect the summary sentences from each team. Explain that 
since it will take some time for you to convert them into cryptonine puzzles, you 
are going to use puzzles created by earlier teams that listened to the same lecture. 
Give a copy of the puzzle to each participant. Distribute different puzzles to the 
members of different teams. 

Solve cryptonine puzzles. Ask the participants to continue working in teams and 
solve the cryptonine puzzles. Congratulate the teams that have solved the puzzle. 
After a suitable pause, announce different solution. 

Conclude the activity. Announce the end of the session. Thank everyone for 
their participation. 

Distribute additional cryptonine puzzles. As a follow up, make puzzles out of 
the summary statements created by different teams. Distribute these puzzles as an 
email attachment to the participants. 

Variations and Adjustment 
Don’t like cryptonine puzzles? Use the instant jigsaw puzzle instead. Ask the 
participants to write the summary sentence on a piece of notepaper using a felt-
tipped pen. Tear this paper into 16 to 20 pieces and mix up the smaller pieces. Ask 
the other team to reassemble the pieces of paper to discover the summary 
statement. 

Play Sample 
Recently, I used the Puzzling Summaries techniques in a training session on 
conflict management. 

Lecture 

My initial presentation dealt with a set of principles and a step-by-step procedure 
for resolving conflicts. The procedure involved analyzing the conflict, establishing 
mutual goals, brainstorming options, selecting the best option, implementing the 
solution, and debriefing the experience. 
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Summary Sentences 

Here are the summary sentences generated by the three teams of participants: 

1. When mediating a conflict, be fair to both parties. 

2. While discussing a conflict, keep your mouth closed and your mind open. 

3. In a conflict, nobody wins unless everybody wins. 

Puzzles 

Here are the sentences that were incorporated in the cryptonine puzzles: 

1. If you cannot prevent a conflict, resolve the conflict. If you cannot 
resolve the conflict, contain the conflict. 

2. Conflict resolution has two goals: achieve results, strengthen 
relationships. 

3. Use a collaborative mode to achieve win-win solutions. 
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Game Plan  
The following table displays the structure Puzzling Summaries interactive 
lecture: 
 

Step If you are the 
facilitator, do this 

If you are a 
participant, do this 

Explain how to solve 
cryptonine puzzles. 
(5 minutes) 

Distribute the handout. 
After a pause, announce 
the solution. 

Read the handout and 
solve the puzzle. 

Brief the 
participants.  
(2 minutes) 

Explain how your lecture 
will be followed by a 
puzzle activity. 

Listen to the explanation.  

Deliver the lecture. 
(15 to 30 minutes) 

Make your presentation. Listen to the lecture and 
take notes. 

Form teams.  
(2 minutes) 

Divide the participants into 
two to five teams, each 
with two to seven 
members. 

Sit with your teammates. 
Introduce yourself to the 
others. 

Write summary 
sentences.  
(3 minutes) 

Give instructions. Identify key points and 
write sentences about 
them. 

Distribute puzzles.  
(2 minutes) 

Collect summary 
sentences and distribute 
handouts with puzzles. 

Study the puzzle 

Solve cryptonine 
puzzle. (5 minutes) 

Keep time. Work with your team. 
Solve the puzzle. 

Conclude the 
activity. (2 minutes) 

Thank the participants — 

Conduct follow up.  
(5 to 10 minutes) 

Send email with additional 
puzzles. 

Solve the puzzles. 
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Reuse the Template 
You can use the game plan for Puzzling Summaries as a template for creating 
your own interactive lectures. This technique is particularly useful when your 
training topic contains rules, guidelines, or principles 

Here is a list of training topics (and sample summary sentences) that we recently 
incorporated in this interactive lecture: 
 

Topic Summary Sentence 

Critical Thinking Seeing is not believing. Believing is seeing. 

Personal Efficiency Understanding a piece of advice is not enough. Act 
upon it. 

Trust Building You lose your trust when you say, “Trust me.” 

Facilitation Techniques If you ask for inputs, be sure to use them. 

Improving Human 
Performance 

Define the ideal situation. Define the actual 
situation. Find the gap. 

Teamwork Techniques The success of a team is the individual 
responsibility of its members. 

Listening Skills Listen with your mouth closed and your mind open. 
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Handout 
 

How To Solve a Cryptonine 
Puzzle 

Cryptogram puzzles are interesting to solve, but most people find them too difficult. 
I have come up with an easier version of cryptograms for beginners. I call this type 
of puzzle cryptonine, because only nine letters are encrypted. Each of these letters 
is consistently replaced by a different number. All other letters are left as free 
letters in their locations, without being replaced by numbers. The letters in the 
cryptonine message are printed in ALL CAPS to avoid confusing the letter L with the 
number 1. 

Here are some sample cryptonine words and their solutions to give you a feel for 
this approach: 

J3Y = JOY (3 = O) 

45NY = MANY (4 = M, 5 = A) 

QU88N = QUEEN (8 = E) 

PU558E = PUZZLE (5 = Z, 8 = E) 

Puzzle 
Now go ahead and solve this cryptonine message: 

1234 34 5 93G21 V6743O8 OF 126 C7YP1OG75M PUZZ96 
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Tips for Solving Cryptonine Puzzles 

 Begin by trying to figure out words at the latter parts of the message 
because you will find more free letters to help you. 

 One-letter words are either A or I. 

 The most common two-letter words are TO, OF, IN, IT, IS, AS, AT, BE, 
WE, HE, SO, ON, AN, OR, DO, IF, UP, BY, and MY. 

 The most common three-letter words are THE, AND, ARE, FOR, NOT, 
BUT, HAD, HAS, WAS, ALL, ANY, ONE, MAN, OUT, YOU, HIS, HER, and 
CAN. 

 The most common four-letter words are THAT, WITH, HAVE, THIS, 
WILL, YOUR, FROM, THEY, WANT, BEEN, GOOD, MUCH, SOME, and 
VERY.  

Solution 

THIS IS A LIGHT VERSION OF THE CRYPTOGRAM PUZZLE.  
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Handout 
 

How To Construct Your Own 
Cryptonine Puzzle 

Creating a cryptonine puzzle is easy if you know how to use the Find and Replace 
function in your Edit menu. 

Here are the steps: 

1. Type your message in ALL CAPS. 

Here is my message (from my training session on Conflict Management): 
IN A CONFLICT NOBODY WINS UNLESS EVERYBODY WINS. 

2. Use the Find and Replace function in your word processor. Replace 
the first letter in your message with the number 1. 

This is what happens to my message when I do this. Notice all of the letter Is 
in the message are replaced by the number 1: 
1N A CONFL1CT NOBODY W1NS UNLESS EVERYBODY W1NS. 

3. Apply the same process by replacing the second letter in the message 
with the number 2. 

In my message, all the Ns are replaced with 2s: 
12 A CO2FL1CT 2OBODY W12S U2LESS EVERYBODY W12S. 

Continue this process by replacing each new letter in the current version of the 
message with the next number. 

I continue replacing more new letters with sequential numbers: 
12 3 CO2FL1CT 2OBODY W12S U2LESS EVERYBODY W12S. 
12 3 4O2FL14T 2OBODY W12S U2LESS EVERYBODY W12S. 
12 3 4526714T 25B5DY W12S U27ESS EVERYB5DY W12S. 
12 3 45267148 25B5DY W12S U27ESS EVERYB5DY W12S. 
12 3 45267148 2595DY W12S U27ESS EVERY95DY W12S. 



 108 Interactive Lecture Is Not an Oxymoron 

4. Stop when you have used all the numbers up to 9 (we don’t use the 
zero, to prevent people from confusing it with the letter O). 

5. Present the current version of the message to the participants as the 
puzzle to be solved. 

Here’s my puzzle: 
12 3 45267148 2595DY W12S U27ESS EVERY95DY W12S 
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16. Repeated Roleplays 
At the end of a difficult conversation, we are likely to berate ourselves with  

I wish I had said that;  

I wish I had done that;  

I wish I hadn’t said that;  

and I wish I hadn’t done that.  

In real life, it is impossible to rewind and erase the conversation and get another 
chance. But in a roleplay, we could do that. 

Synopsis 
Ask one participant to spontaneously play a difficult role in an uneasy 
situation. After 3 minutes, repeat the roleplay with the same participant and 
the same scenario, beginning from scratch. Repeat for several rounds with 
new participants. Conduct a debriefing discussion and ask teams to prepare 
a checklist with practical guidelines for reducing the apprehension during 
difficult conversations. 

Purpose 
Initiate and conduct a difficult conversation without anxiety and second 
thoughts. 

Participants  
Minimum: 4 
Maximum: Any number 
Best: 10 to 20 

Time 
30 to 50 minutes 



 110 Interactive Lecture Is Not an Oxymoron 

Handout 
A checklist for reducing anxiety during a specific type of difficult 
conversation, one copy for each participant. 

Supplies and Equipment 
 Paper and pencil 
 Timer 
 Whistle 

Room Arrangement 
 Leave enough space at the front of the room to stage the roleplay. 
 Arranges chairs around tables to permit team discussions. 

Preparation 
 Prepare a scenario. Select the type of situation that you want your 

participants to handle. Specify a few details about the role of the two 
people involved in a difficult conversation. Prepare a short description of 
the context in which the conversation takes place.  

 Prepare a handout. List a set of guidelines for an effective 
conversation in a difficult situation. You could base these guidelines on 
relevant books and interviews with subject-matter experts. 

 Make a list of negative comments. Think through the roleplay 
scenario and come up with challenges, criticism, doubts, disapproval, and 
sarcastic remarks. You will incorporate these negative comments later in 
your roleplay.  

Flow 
Surprise the participants. Tell them that you are going to conduct an 
impromptu roleplay. Select a participant to play the role of the person in a difficult 
situation. Explain that you will play the role of the other person. 

Specify the scenario. Explain the roles of the selected participant and you. 
Explain the situation in which the person is trapped.   

Conduct the roleplay. Set a timer for 3 minutes. Start the timer. Ask a question 
to get the selected participant to initiate the conversation. Respond to him or her in 
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your role. Continue the conversation in a natural manner, injecting some of the 
negative comments that you had prepared earlier. 

Repeat the roleplay. When the timer goes off at the end of 3 minutes, announce 
the end of roleplay. Ask the roleplaying participant if he or she has second thoughts 
about what could have been done better. Explain that you are going to “rewind and 
erase” the roleplay tape and start all over again. Start the timer and invite the 
participant to begin the roleplay again. Respond appropriately to his or her 
statements, interspersing negative comments from time to time. 

Repeat several more rounds. Do this immediately after the end of the second 
round. As before, ask the person playing the role of the employee to start from 
scratch. Repeat the roleplay with another participant, using the same scenario and 
roles. If time permits, conduct two or three rounds. 

Debrief. Begin with the roleplaying participant (or participants). Ask them to recall 
the changes they made between the rounds and the reasons for these changes. 
Also ask them what they would do differently if they were to start all over again. 
Invite other participants for their comments about what they observed and how 
they would coach future roleplayers. 

Organize teams. Divide the participants into two or more teams, each with two to 
six members. 

Create a checklist. Ask each team create a checklist with guidelines for 
appropriate behavior in the situation. Ask the teams to include items to be 
implemented before, during, and after the conversation.  

Share your checklist. Distribute the checklist you prepared earlier. Ask the 
participants in each team to comment about the differences between their checklist 
and your checklist. Encourage them to discuss these differences. 

Conclude the session. Ask each participant to circle a few of the checklist items 
for personal implementation. Invite the participants to conduct a roleplay with a 
colleague or a friend. Encourage them to do this practice session as soon as 
possible, incorporating as many of the checklist items as possible. 
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Play Sample  
Recently, we conducted a training session on how to handle racist and sexist jokes 
in the workplace. Here are a few notes from the session:  

The Scenario  

One of your colleagues tells a racist joke just before a staff meeting. You find it 
offensive, but most listeners laugh at the joke.  

Original Checklist  

Here’s the checklist that we created before the session: 

1. Don’t laugh. 

2. Keep calm. Don’t get angry or upset. 

3. Treat this as a teachable moment. 

4. Analyze the stereotype embedded in the joke and present a lot of 
information and demonstrate why it is invalid. 

5. Be assertive. Explain that you don’t find the joke funny. 

6. Explain how prejudice hurts. 

7. Set a boundary. Announce that you don’t want to hear such jokes in the 
future. 

Negative Comments 

Here are some resistive statements used by the facilitator who played the role of 
the racist joke teller: 

1. Relax, it’s just a joke. 

2. Everyone else finds it funny. You don’t have a sense of humor. 

3. Who are you, the PC police? 

4. Don’t be too politically correct. 
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Participant-Generated Checklist  

Here are some guidelines that the teams came up with: 

1. Retaliate with a joke about the original joke teller’s ethnic group. 

2. Lodge a complaint with the HR people. 

3. Explain how the joke is recycled in different cultures to make fun of other 
ethnic groups. 

4. Play dumb and ask for an explanation of what is funny. 

5. Talk about social influence: Laughing at the joke reinforces the joke 
teller’s offensive behavior. 

Game Plan 
The following table displays the structure of Repeated Roleplays:   
 

Step If you are the 
facilitator, do this: 

If you are a 
participant, do this: 

Surprise the 
participants.  
(2 minutes) 

Select a participant to 
roleplay in a difficult 
situation.  

If selected, get ready to 
play the role. 

Specify the 
scenario.  
(2 minutes) 

Explain the situation in 
which the person is 
trapped. 

Listen carefully to the 
explanation. 

Conduct the 
roleplay.  
(3 minutes) 

Get the conversation 
going. 

Play your role. 

Repeat the 
roleplay.  
(4 minutes) 

Invite the participant to 
roleplay again.  

Play your role again. 

Repeat several 
more rounds.  
(4 to 16 minutes) 

Repeat the roleplay with 
the same participant and 
with other participants. 

Participate in the roleplay 
or observe the roleplay. 

Continued on the next page. 
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Step If you are the 
facilitator, do this: 

If you are a 
participant, do this: 

Debrief.  
(4 minutes) 

Conduct a discussion. Participate in the 
discussion. 

Organize teams.  
(2 minutes) 

Divide the participants 
into two or more teams. 

Join other members of 
your team. 

Create a checklist.  
(5 to 10 minutes) 

Ask the teams to create 
a checklist. 

Work with your team to 
design the checklist. 

Share your 
checklist.  
(3 to 5 minutes) 

Distribute your checklist. Compare your team’s 
checklist with the 
facilitator’s checklist. 
Discuss the differences. 

Conclude the 
session.  
(2 minutes) 

Give assignments. Personalize the checklist. 
Plan for conducting a 
roleplay with a colleague. 

 

Reuse this Template 
You can use the game plan for Repeated Roleplays as a template for designing 
interactive lectures about specific types of difficult conversations. 
Here are some sample topics that we have incorporated in this interactive lecture 
format:  

1. Interviewing for a job 

2. Pitching an idea for funding 

3. Talking to an irate customer 

4. Apologizing for a mistake you made 

5. Coming out about your sexual orientation 

6. Confronting a police officer after an unjustified arrest 

7. Reacting to a racist joke 
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17. Review Roulette 
Games of pure chance discourage smarter players from mastering new skills and 
knowledge because they are boring. Games of pure skill discourage weaker players 
from trying hard once they fall behind. An effective training game strikes a balance 
between chance and skill. That's exactly what REVIEW ROULETTE does. 

Synopsis 
Deliver your lecture. Ask teams of participants to generate questions about 
the key points in your lecture. Exchange packets of question cards among 
the teams and have them play a quiz game. 

Purpose 
To review the content from a lecture. 

Participants 
Minimum: 4 
Maximum: Any number 
Best: 12-25 

Time 
20 to 30 minutes for the lecture. 30 to 40 minutes for the follow-up game. 

Supplies and Equipment 
 Index cards 
 Rubber bands 
 Timer 
 Whistle 
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Room Arrangement 
Set up seats around tables to permit teamwork and team play. 

Flow 
Brief the participants. Announce the training topic and explain that you will 
make a presentation on the topic. Encourage the participants to listen carefully, 
because after the lecture they will work in teams and generate questions related to 
the content. Still later, the teams will exchange the questions and play a quiz 
game. 

Make the presentation. Keep the length of your presentation around 20 to 30 
minutes. 

Form teams. Organize two to five teams, each with two to five players. It does 
not matter if some teams have one more player than the others. Ask the members 
of each team to sit around a table with the notes from your lecture. 

Generate questions. Distribute blank index cards to each team and ask its 
members to write 30 or more review questions, one question on each card. These 
questions should focus on the important points from your lecture and should 
require short answers. Ask the team members to write the answers to the 
questions on the back of the card. If a question has more than one correct answer, 
ask the participants to list all acceptable answers. 

Announce a 10-minute time limit for writing the questions. At the end of this time, 
blow the whistle to stop the activity. 

Add chance cards. Ask each team to select any five question cards and write 
Take an extra turn! on the back of the card, below the answer. Also, ask the teams 
to write Lose your turn! on both sides of five blank cards and add them to the set 
of question cards. 

Exchange question-card packets. Ask each team to make sure that all the 
cards are arranged with the question side up. Ask the teams to shuffle the cards 
and put a rubber band around the packet. Take the packet of question cards from 
each team and give it to the next team. Ask the team members to remove the 
rubber band and place the packet in the middle of the table. 

Explain the object of the game. Tell the players that they will play a game with 
the question cards. Announce that the game will last for 10 minutes. At the end of 
the time, the player with the most question cards collected (by giving the correct 
answers) will win the game. 
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Pick a question card. Select one player from each team to be the first player. Ask 
this player to take any card from the middle of the packet and place it on the table 
with the question side up (and without exposing the answer). This player should 
read the question and immediately give an answer.  

Win the card. The other players now turn the card over and check the official 
answer on the other side. If the first player’s answer was correct, the player wins 
the card and adds it to his or her collection. If the player’s answer is incorrect, the 
question card is placed in a discard pile. 

Continue the game. The next player gets his or her turn. The game proceeds as 
before. During the later rounds, if the answer side of the card contains the 
instruction Take an extra turn!, the same player picks another question card. Also, 
whenever a player picks a card with the instruction Lose your turn!, the turn passes 
to the next player. 

Challenge the answer. After a player reads a question and gives the answer, 
other players may yell Challenge! if they think that the answer is not correct. The 
first player to do so becomes the official challenger and gives an alternative 
response. The question card is turned over to verify the answer. If the original 
answer is correct, the player wins the card and collects another card from the 
challenger. If the challenger’s answer is correct, he or she wins the card and 
collects another card from the original player’s collection (if the player or the 
challenger does not have a collection of cards from the earlier rounds, no penalty 
card is collected). 

Conclude the game. The game ends when the allotted time of 10 minutes is used 
up. The player with the most cards wins the game. 

Adjustments and Variations 
Not enough time? Prepare a set of question cards (along with chance cards) and 
ask the participant teams to play with them for 5 minutes. 

Worried about the quality of the questions? Write your own questions and 
give ready-to-use question cards to teams of players. 

Too much chance? Use only two bonus cards and bad luck cards. 
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Play Sample 
Recently, I conducted the Review Roulette activity to follow up a lecture on the 
scientific method. Here are some of the questions generated by teams of 
participants: 

1. Are all scientific experiments conducted in laboratories? (Answer: No) 

2. What happens in a double blind test? (Answer: Test personnel are kept 
ignorant of who receives the drug and who receives the placebo) 

3. What is an important requirement for a scientific hypothesis? (Answer: It 
must be falsifiable) 

4. What is replication? (Answer: Repeating the same experiment several 
times, usually by different experimenters) 

5. What is the first step in the scientific method? (Answer: Observations 
about the real world) 

6. What is the term for conjectures about why things are the way they are? 
(Answer: Hypotheses) 

7. What is the term for the expert evaluation of a scientific article that is 
often conducted anonymously? (Answer: Peer review) 
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Game Plan  
The following table displays the structure Review Roulettes interactive lecture: 
 

Step If you are the 
facilitator, do this 

If you are a 
participant, do this 

Brief the participants.  
(2 minutes) 

Explain the flow of the 
activity. 

Listen to the explanation. 
Ask questions. 

Make your 
presentation.  
(20 to 30 minutes) 

Deliver your lecture on 
the training topic.  

Listen to the lecture and 
take notes. 

Form teams.  
(2 minutes) 

Organize two to five 
teams, each with two 
to five members. 

Introduce yourself to the 
other members of the 
team. 

Generate question 
cards.  
(10 minutes). 

Distribute blank cards 
and give instructions. 

Jointly work with your 
team and generate 30 
question cards with 
answers on the back. 

Add chance cards.  
(2 minutes) 

Give instructions. Add five bonus cards and 
five bad luck cards. 

Exchange question-
card packets.  
(2 minutes) 

Collect packets of 
question cards from 
each team and give it 
to the next team. 

Place the packet of cards 
in the middle of the table 

Explain the object of 
the game.  
(2 minutes) 

Explain how the game 
is played. 

Listen to the explanation. 

Pick a question card.  
(2 minutes) 

Give instructions. Take a card from the 
middle of the packet and 
give the answer. Check 
the answer and win the 
card, if correct. 

Continued on the next page. 
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Step If you are the 
facilitator, do this 

If you are a 
participant, do this 

Continue the game. 
(10 minutes) 

Give instructions. Keep 
time. 

Continue as before. Take 
an extra turn or lose 
your turn if you pick a 
chance card. 

Challenge the 
answer.  
(2 minutes) 

Give instructions. Challenge the original 
player’s answer by giving 
the correct answer. 
Check the answer and 
distribute the cards. 

Conclude the game.  
(1 minute) 

Stop the game on 
time. 

Count the number of 
cards in your collection 
to determine the winner. 

 

Reuse the Template 
You can use the game plan for Review Roulette as a template to create your 
own interactive lectures on almost any topic. This format is especially suitable with 
lengthier presentations. 

Here are some topics from our recent Review Roulette applications: 

1. High-Performance Teamwork 

2. Effective Decision Making 

3. Crisis Management 

4. Conducting Job Interviews 

5. Workplace Civility 

6. Meeting Management 
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18. Think and Discuss 
Asking the participants to work in teams and summarize the major learning points 
of a lecture is an effective training technique. Think and Discuss takes this 
approach to the next level: The participants conduct different types of review and 
reflection at the end of a series of short lectures and exchange their ideas with a 
partner. 

Synopsis 
Make a presentation on the training topic in a series of 5-minute 
installments. At the end of each segment, present a review question and ask 
the participants to jot down responses. Tell the participants to pair up with a 
partner and discuss their responses.  

Purpose 
To review and reflect on the application of the content presented in a series 
of lecture segments. 

Participants 
Minimum: 4 
Maximum: Any number 
Best: 16 to 30 

Time 
25 minutes 40 minutes 

Supplies and Equipment 
 Paper and pencil 
 Timer 
 Whistle 
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Room Arrangement 
Arrange the chairs to permit each participant to pair up and discuss with 
different neighbors. 

Flow 
Brief the participants. Explain that you would make a presentation about the 
training topic in 5-minute segments. At the end of each segment, you will ask a 
review question about the content that you presented. The participants will think of 
suitable responses to the question. They will pair up with a partner and discuss 
their responses. Encourage the participants to listen carefully to your lecture and to 
take notes so they could better participate in the activity. 

Deliver the first 5 minutes of the lecture. Set a timer for 5 minutes and make 
your presentation. Stop when the timer goes off.  

Present a question. Ask an open ended review question related to the content 
you presented (example: What are two important points in my presentation so 
far?). Ask the participants to work independently, think of suitable responses, and 
jot them down on a piece of paper. 

Pair up and discuss. After about 30 seconds, ask the participants to pair up with 
someone nearby. Ask the members of each pair to exchange their responses and 
discuss them. Suggest they compare the similarities and differences in their 
responses. Explain that you will be wandering around and listening in on different 
conversations without interfering. 

Repeat the process. After a suitable pause, ask the participants to stop their 
discussions. Present the next 5-minute segment of the lecture. At the end of this 
segment, ask another open review question (example: how would you play to apply 
what you have learned so far in your workplace?). Pause for some time to permit 
the participants to reflect. Ask the participants to pair up with a new partner and 
share and discuss their responses. Repeat this process (of lecturing, asking a 
question, pausing for reflections, and discussing with a partner) as many times as 
needed to explore the training topic. 

Conclude the session. Announce the end of the session. Ask a final review 
questions (example: What positive impact will your new skills and knowledge have 
on you?). Ask the participants to reflect on this question and try to achieve the 
impact. 
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Adjustments and Variations 
Odd number of participants? Ask the extra participant to join a pair and form a 
triad. Alternatively, ask the extra participant to pair up with you. 

Uncomfortable about abrupt ending of segments? Organize the lecture in 
logical segments, each of approximately 5 minutes duration. 

Play Sample 
Recently, we conducted a training session on effective decision making using the 
Think and Discuss format. Here are some notes from the session. 

First Segment 

During the first 5 minutes, the presentation explored how all people make decisions 
every day. It dealt with different types of decisions in terms of their impact and in 
terms of whether the decision was made by an individual, a team, or an 
organization. The review question asked the participants to make a list of different 
types of decisions they made during the past 10 days. 

Second Segment 

The next part of the presentation introduced a systematic approach for decision 
making that included seven steps. The review question for this segment asked the 
participants to reflect on possible problems using these steps. 

Other Segments 

The next three segments involved the steps associated with collecting background 
information, coming up with alternative choices, and evaluating different choices 
and selecting the best one. Each segment was followed by a suitable review 
question. At the conclusion of the entire session, I asked the participants to come 
up with an action-plan item for the immediate application of the new ideas. 
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Game Plan 
The structure of the Think and Discuss is displayed in this table: 
 

Step If you are the 
facilitator, do this: 

If you are a 
participant, do this: 

Brief the participants.  
(2 minutes) 

Explain the flow of the 
activity. 

Listen to the explanation. 

Deliver the first part 
of the lecture.  
(5 minutes) 

Set a timer and make 
your presentation.  

Listen to the presentation 
and take notes. 

Present a question.  
(2 minutes) 

Ask an open ended 
review question. 

Work independently and 
jot down responses on a 
piece of paper. 

Pair up and discuss.  
(3 minutes) 

Give instructions. Wander 
around and listen to 
different discussions. 

Pair up with a partner 
and talk about the 
responses. 

Repeat the process.  
(8 minutes for each 
segment) 

Present additional 
segments of the 
presentation. Monitor 
discussions. 

Listen to the lecture, 
come up with responses 
to the review questions, 
and discuss with 
partners. 

Conclude the session.  
(2 minutes) 

Ask a final review 
question. 

Reflect on the final 
review question. 
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Reuse the Template 
You can use the game plan for Think and Discuss as a template for designing 
interactive lectures for your training topics. Here are some of the topics that I 
recently used with this technique: 

1. Grit and Persistence 

2. Welcoming New Employees 

3. The Agile Approach to Software Development 

4. A Process Approach to Leadership 

5. Social Media Marketing 

6. Analyzing Data 

Review Questions 
Here are some generic review questions that were used in Think and Decide 
interactive lectures on different topics: 

1. How would you adapt the new procedure for use in your workplace? 

2. How would you modify the steps when you apply them to your 
workplace? 

3. How would you summarize the content of this segment in a single 
sentence? 

4. What are some recent personal experiences that you could relate to the 
discussion so far? 

5. What complaints would cynical people make about the information 
presented so far? 

6. What is the most important point in the recent segment of the 
presentation? 

7. What would be a good heading for this segment of the presentation? 
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19. True or False 
Most participants come to your training session with previously held notions and 
beliefs about the topic. As a facilitator, your task is to build upon this baseline by 
confirming the correct ideas and removing the incorrect ones. In this interactive 
lecture format, you diagnose the participants’ entry-level knowledge through a 
series of true or false items, determine the distribution of misconceptions, provide 
just-enough remedial instruction, and help the participants critically discuss the new 
information. 

Synopsis 
Present a list of statements, one at a time. Ask the participants to stand up if 
they think the statement is true. Present evidence and arguments for or 
against the statement. 

Purposes 
To accept, reject, or modify opinions, prescriptions, statements, or 
information based on the evidence that supports them. 

Participants 
Minimum: 1 
Maximum: Any number 
Best: 15 to 30 

Time 
30 minutes to 1 hour 

Supplies and Equipment 
 Paper and pencil 
 A set of slides, each presenting a different prescription 
 LCD projector 
 Screen 
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Preparation 
Prepare a list of statements. Collect as much information about the training 
topic as possible. Come up with a list of facts, opinions, and prescriptions. Prepare 
a list of statements that are based on factual information, research evidence, and 
conventional wisdom. Include commonly held prejudices and misconceptions. 
Convert the list into approximately equal numbers of true and false statements. 

Prepare a set of slides. Print each statement on a separate slide. Use a font size 
that can be easily read when the slide is projected onto a screen. 

Flow 
Display the first statement. Project a slide and read it out aloud. Ask the 
participants to reflect on the prescription. 

Conduct a poll. Ask the participants to decide whether the statement is based on 
true evidence or not. Instruct the participants to stand up if they think the 
statement is a true or valid one.  

Ask for justification. Randomly select a couple of people who are standing up to 
explain why they think that the statement is true. After listening to them, ask a 
couple of participants who are not standing up to explain why they feel that the 
statement is false.  

Present relevant information. Announce whether you think that the statement 
is true or false. Present research evidence and logical arguments in favor of the 
statement or against it. Encourage the participants to ask questions and provide 
brief answers. 

Discuss the statement. Ask the participants whether the statement should be 
accepted, rejected, or modified. Encourage the participants to identify the 
conditions under which the statement is likely to produce desirable results. 

Repeat the process. Work through the list of statements, one item at a time. 
Conduct the poll, present evidence and arguments, and facilitate a discussion of 
each statement. 

Conclude the activity. After processing all the statements, thank the participants 
for their thoughtful discussions. Encourage the participants to select one or two 
statements for immediate use.  
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Variations and Adjustment 
Not enough time? Arrange the statements in order of importance. Use the 
interactive approach to cover the few items from the top of the list. Briefly present 
relevant information about the other items. 

Play Sample 
In a training session on how to start a small business, this was the first statement 
that we presented to the participants: 

If you build it, they will come. 

About half of the participants stood up to indicate that they thought this was a true 
and valid statement. We presented field research data to challenge this opinion. 
Our presentations suggested that manufacturing a high quality product does not 
automatically guarantee heavy demand. The demand for a product also depends 
on marketing and distribution. 

Here are the other statements related to the same training topic: 

1. Follow your passion. Money will follow you. 

2. In business, nice guys finish last. 

3. Keep your business ideas and plans carefully hidden from the others. 

4. Load your product with features. Give lots of choices to the customer. 

5. People buy the lowest priced item.  

6. Speed up your business by hiring more people. 

7. The customer is always right. 

We worked through these statements by asking the participants to decide whether 
each one is true or false, listen to our presentation of relevant information, and 
evaluate the statement through a thoughtful discussion. 
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Game Plan 
The following table displays the structure of the True or False interactive lecture: 
 

Step If you are the  
facilitator, do this 

If you are a  
participant, do this 

Display the first 
statement.  

Project a slide with the 
statement and read it out 
aloud. 

Reflect on the statement. 

Conduct a poll.  Ask the participants to 
stand up if the statement is 
true based on the evidence.  

Stand up if you think the 
statement is true. 
Otherwise, remain seated. 

Ask for 
justification.  

Invite a few participants to 
explain why they think the 
statement is true or false. 

Explain the reasons 
behind your choice. 

Present relevant 
information.  

Explain the research 
evidence and logical 
arguments for or against 
the statement. 

Listen to the explanation 
and ask questions. 

Discuss the 
statement.  

Ask the participants 
whether the statement 
should be accepted, 
rejected, or modified. 

Participate in the 
discussion. 

Repeat the 
process.  

Work through the other 
statements. 

Participate in the activity. 

Conclude the 
activity.  

Thank the participants. Select a statement for 
immediate use.  
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Reuse the Template 
You can use the game plan for True or False Lecture for designing other 
interactive lectures. 

This interactive lecture format is particularly useful when — 

 The participants are likely to have mistaken ideas related to the training 
topic. 

 The participants are capable of thinking critically and challenging popular 
opinions. 

 The facilitator has expertise and experience to provide research evidence 
and logical arguments. 

Here are some training topics that we recently incorporated in this interactive 
lecture format (the first statement in the second column is false. The other 
statement is true): 
 

Topic Sample statements 

Gun control Arming law-abiding citizens with guns will reduce gun 
violence. 
Countries with tighter gun controls have fewer homicides. 

Autism Vaccines cause autism. 
Not all people with autism have special “savant skills”. 

Global warming Scientists disagree whether humans are causing the Earth’s 
climate to change. 
The hole in the ozone layer does not cause global warming. 

Terrorism Terrorists usually enter the United States from Mexico. 
Terrorists are not like ordinary criminals. 

Coaching Executive coaching should be kept a secret from others. 
The majority of executives who are coached are men. 

Motivation Money is an all-purpose motivator. 
You cannot force employees to feel motivated. 
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20. Useful Questions 
Some smart person came up with the idea of ending a lecture with a question-and-
answer session. In theory, this is a brilliant idea. In practice, however, this idea 
does not work effectively for the following reasons: 

1. All the participants are eager to go home; they don’t want to spend any 
more time listening to the speaker. 

2. The speaker has bored the participants long enough, and they don’t want 
to continue the session. 

3. The participants are worried that their peers would hate them if they 
prolong the session with their questions. 

4. The participants’ brains are full, and they want to give their brains a rest. 

5. The participants’ curiosity about the topic is satisfied: The speaker has 
removed all the suspense and surprise through the earlier presentation. 

6. People ask questions that are relevant only to them. The rest of the 
participants are not interested in these questions. 

7. In an hour-long session, the lecturer usually limits the last 5 or 10 
minutes for the question-and-answer session. How nice it would be if the 
time distribution were turned upside down and the speaker spent little 
time on the initial presentation and a lot more time in the question-and-
answer session? 

Useful Questions, the interactive lecture technique described below explores this 
possibility. This interactive lecture is particularly useful when you are a subject-
matter expert on the training topic.  

Synopsis 
Briefly explain the principles and issues related to the training topic. Working 
in teams, ask the participants to come up with useful questions related to 
the topic. Incorporate them in a question-and-answer session. In the end, 
ask the participants to identify the most useful question. 
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Purposes 
To enable the participants to take control of the flow of a lecture by 
lengthening the time allocated to the question-and-answer session. 

Participants 
Minimum: 4 
Maximum: Any number 
Best: 15 to 30 

Time 
30 minutes to 1 hour 

Supplies and Equipment 
 Paper and pencil 
 Flip Chart 
 Felt-tipped Marker 
 Timer 
 Whistle 

Flow 
Organize the participants into teams. Seat each team around a table. 

Introduce the topic. Give a lecture presentation defining and outlining the 
training topic. Discuss the key principles and issues related to the topic. Keep this 
introduction very brief, preferably less than 3 minutes. 

Explain the concept of a useful question. Announce the end of the lecture and 
the beginning of the question-and-answer session. Encourage each participant to 
think of a useful question related to the training topic. Explain that this question 
should be of immediate practical value to most of the participants in the room.   

Write the questions. Ask the participants to work independently and write down 
one or more useful questions on a piece of paper. Pause for a suitable period of 
time. 
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Specify three questions. Ask the members of each team to share the questions 
they created individually. Tell the team to collaboratively select three questions that 
are the most useful ones. 

Conduct the question-and-answer session. Select one of the teams randomly. 
Ask the spokesperson from this team to choose the most useful one of the three 
questions they selected earlier. Paraphrase the question and write it on a flip chart 
with the number “1” in front of it. Give a brief and practical answer.  

Repeat the procedure. Ask for questions from the other teams. Record the 
questions on the flip chart and number them in a sequential order. Give brief, 
practical responses to each question. 

Identify the most useful question. After answering a suitable number of 
questions, ask the participants to review the list of questions on the flip chart. Ask 
each participant to work independently and write the number that corresponds to 
the most useful question on a piece of paper. Explain this constraint: No participant 
may select the question asked by his or her own team. 

Announce the results. Ask a couple of volunteers to collect all the pieces of 
paper, sort them by the numbers, and identify the question that receives the most 
votes. Congratulate the team that asked the question. Also identify the participant 
(or participants) who originally wrote this question and congratulate them. 

Variations and Adjustment 
Not enough time? Just answer two or three questions from the teams. Also, 
when identifying the most useful questions, ask the participants to raise their hands 
instead of the secret balloting. 

You have ample time? Answer one question from each team. Continue by going 
around the teams, asking them for the second question in their list.  

You are not a subject-matter expert? If you are unsure about your ability to 
correctly answer all of the questions from the participants, no problem. Work with a 
SME (subject-matter expert) on the training topic. Your role is to be the facilitator 
who takes care of the flow of the game, and the SME’s role is to give brief, practical 
answers to the useful questions from the teams. 
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Play Sample 
Recently, I worked with an expert in email marketing to make an interactive 
keynote presentation using this format. Here is the original brief presented by the 
expert: 

Initial Presentation 

During the previous decade, permission-based email marketing has emerged as the 
most effective channel. Before you rush into embracing this channel, you should 
review the latest studies in the field to ensure it is a good fit for your products and 
offerings. Then you have to determine the percentage of your overall marketing 
mix that should use this channel. Many privacy laws affect permission-based email 
marketing. You have to make sure that your strategy does not violate these laws. 
The next decision you have to make is whether to buy or build your own email 
system. This decision is constantly influenced by changes in the technology related 
to the way users receive emails through a wide variety of devices. You also need to 
decide whether to purchase or rent a list or to use your in-house list. An important 
element in email marketing is creating winning content. Before you send out the 
marketing piece, you should conduct a test of alternative versions of your mailer.  

Questions from Participants 

Here are some initial attempts from the participants to create useful questions: 

1. Where do we find objective research and case studies about email 
marketing? 

2. What exactly is permission-based email? 

3. I conduct training webinars. Will my services benefit from the type of 
email marketing that you are talking about? 

4. Can I use permission-based emails as my exclusive marketing strategy? 

5. How does the increased use of smart phone influence email marketing? 

6. What is an email system? Can we not use regular email? 

7. What is an opt-in system? Is it the same as permission-based email 
marketing? 

8. Is distributing a blog the same as email marketing? 

9. What is a good practical book about email marketing? 
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Most Useful Question 

One of the items in the list eventually emerged as the most useful question. I am 
not going to tell you which one it is. Can you guess? 

Follow Up 
Answer the leftover questions. At the end of the session, collect the remaining 
questions from the teams. Remove duplicates and organize the questions in a 
logical order. Write brief and practical answers to each question. Create a web 
page with these questions and answers or send them to the participants as an 
email attachment. 

Game Plan 
The following table displays the structure of the Useful Questions interactive 
lecture: 
 

Step If you are the 
facilitator, do this: 

If you are a 
participant, do this: 

Organize teams.  Form teams of the same 
size.  

Introduce yourself to the 
other members of your 
team. 

Introduce the topic.  Discuss the key principles 
and issues related to the 
training topic.  

Listen and take notes. 

Explain a useful 
question.  

Ask the participants to 
think of questions of 
immediate practical 
value. 

Think of useful questions 
on the topic of the 
lecture. 

Write the questions.  Ask the participants to 
independently write down 
some useful questions. 

Write your questions on 
a piece of paper. 

Select three 
questions.  

Ask the team members to 
share the questions and 
select three.  

Work with your 
teammates to write down 
the three most useful 
questions. 

Continued on the next page. 
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Step If you are the 
facilitator, do this: 

If you are a 
participant, do this: 

Conduct the question-
and-answer session.  

Select one of the teams 
and answer its question. 

Listen to the facilitator’s 
answer. 

Repeat the procedure.  Ask for questions from 
the other teams. Answer 
them. 

Ask your question and 
listen to the answers. 

Select the most useful 
question.  

Give instructions.  Review the questions 
listed on the flip chart. 
Select the most useful 
question from the other 
teams. 

Announce the results.  Recognize the team that 
asked the most useful 
question. Also recognize 
the participant who wrote 
the question. 

Congratulate the team 
and the participant.  

 

Reuse the Template 
You can use the game plan for Useful Questions for designing other interactive 
lectures. 

This lecture format is particularly useful when — 

 The participants have some knowledge of the topic that permits them to 
ask useful questions. 

 The participants can work collaboratively, share their ideas, and make 
decisions. 

 The facilitator is an expert in the topic and can provide accurate and up-
to-date information. 

Here are some training topics that we recently incorporated in this lecture format: 

 The revenue cycle 

 Taking care of your eyes 

 Family planning in Asian countries 
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 Diversity and inclusion 

 Australian politics 
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