
How to use a Concept Game 

or, what counts as. . . .(art, knowledge, literature, science etc)  

A concept game is an exercise designed to stimulate exploration of contestable concepts 

such as art by discussion of a number of cases that may or may not fall under that 

concept.  A concept game should include both central cases and borderline cases. 

Make three bold headings on large paper, for example: "art", one "not art" and the other 

"???" and put these on the floor in the middle of the circle of students.  (More headings 

can be added during the process if the class want to make finer or different distinctions.) 

Group students into twos or threes and give each group one or more slips of paper on 

which are printed in a large font the items which might or might not fall under the 

concept.  Ask them to decide which category those items belong under, and why.  No one 

should lay any items down in the initial discussion stage. 

Then, invite groups to place their items under the appropriate heading, explaining why.  

The rest of the class should be invited to ask questions each placement.  Alternatively, 

ask all to place their cards down at once, and then invite comments and challenges.  Ask 

“which ones are clearly in the right place and why?” and “are there some you would put 

in a different category?  Why?”.  (Be prepared to write up another copy of an item, so it 

can be in two places at once, if disagreements persist) 

The facilitator can help focus this process by keeping track on the board of the different 

characterizations of the concept that emerge.  These can then become the raw material for 

a coherent overall account or definition of the concept.  You might invite the studetns to 

work on defintions in small groups, and then test those definitions by checking whetehr 

they include all items that are under that concept on the floor, and don’t include any items 

that are not. 

“A question I carry away form this inquiry” is a good final round, and these questions can 

form the basis of ongoing inquiry. 

A good skill theme for a concept game is “Consistency” – “Does what we say now fit 

with what we said before?” 

Variation:  If a concept admits of degrees, you might invote the students to place the 

items along a continuum. 

 

An excellent book full of concept games is Clinton Golding’s Connecting Concepts. See 

Resources page for details.  

 


