
The Pfeiffer Library Volume 21, 2nd Edition. Copyright © 1998 Jossey-Bass/Pfeiffer ❚❘  i

Training Technologies for Experiential
Learning Activities

Structured Experiences, Role Plays, Case Studies, Simulations,
and Games at Pfeiffer & Company .....................................................................1

The Experiential Learning Cycle: A Model............................................................2
Experiencing
Publishing
Processing
Generalizing
Applying

Using Structured Experiences in Human Resources Development
A Background for Using Structured Experiences in

Human Resource Development...........................................................................9
The History of Structured Experiences
Structured Experiences: What They Are and What They Are Not

Evaluating and Selecting a Structured Experience .............................................. 13
Primary Considerations
A Classification of Structured Experiences

Presenting Structured Experiences ...................................................................... 19
Things To Do
Things To Avoid Doing
Avoiding Pitfalls
Learning Impact

Preventing and Dealing with Problems in Using
Structured Experiences..................................................................................... 25

Things To Watch For
Recourses for the Facilitator

Developing Structured Experiences..................................................................... 30
Primary Considerations
Elements of the Design
Examples of Designs
Conclusion

Structures and Activities for Structured Experiences .......................................... 39
Case Studies
Communication Activities
Group Awareness



The Pfeiffer Library Volume 21, 2nd Edition. Copyright © 1998 Jossey-Bass/Pfeifferii  ❘❚

Group Task Activities
Guided Imagery
Role Plays
Simulations and Games
Use of Observers

Using Subgroups in Structured Experiences........................................................ 48
Forming Subgroups
Working with Subgroups
Using Subgroups for Processing
Seating Arrangements
Conclusion: Examining the Use of Experience-Based Activities

A Glossary of Terms in Experiential Training..................................................... 59

Using Role Plays in Human Resource Development
A Background for Using Role Plays in

Human Resource Development........................................................................ 63
The History of Role Playing
What a Role-Play Is and What It Is Not
A Rationale for Using Role Plays
Role-Play Objectives
The Advantages and Potential Disadvantages

of Using Role Plays
Evaluating and Selecting Role Plays ................................................................... 71

Typical Problem Situations
Using Organization-Based Scenarios
Other Selection Considerations

Designing Role Plays........................................................................................... 76
Design Considerations
Choice of Role-Play Problems
Dimensions of Role-Play Structure
Development of Role-Play Materials
The Classic Role Play: Maier’s “The New Truck Dilemma”

Conducting Role Plays......................................................................................... 89
The Cycle of Change
Preparing for Role Playing
Introducing the Role Play
Directing the Action
Deroling
Feedback
Analysis and Closure



The Pfeiffer Library Volume 21, 2nd Edition. Copyright © 1998 Jossey-Bass/Pfeiffer ❚❘  iii

Role Playing in the Experiential Learning Cycle
Unstructured/Developmental Role Playing
Summary

Role-Play Techniques .........................................................................................112
Unstructured or Developmental Techniques
Structured Techniques
Summary

Using Case Studies, Simulations, and Games in Human Resource
Development

A Background for Using Case Studies in
Human Resource Development.......................................................................122

Definition
The History of the Case-Study Method
What a Case Study Is
What a Case Study Is Not
A Rationale for Using Case Studies
The Purpose of Using Case Studies

Using Case Studies .............................................................................................127
Selecting a Case Study
Preparation
Presenting a Case Study
Case Studies in Program Development
Sources of Cases

Developing Case Studies ....................................................................................136
To Write or To Buy
Research
Writing
Notes for the Facilitator
Revising
Getting the Release

A Background for Using Simulations in
Human Resource Development.......................................................................150

What a Simulation Is and What It Is Not
A Rationale for Using Simulations
The History of Simulations

Developing Simulations......................................................................................155
Understanding Aspects of Simulations
Stages in Developing a Simulation



The Pfeiffer Library Volume 21, 2nd Edition. Copyright © 1998 Jossey-Bass/Pfeifferiv  ❘❚

Random Numbers, Stochastic Variables, and
the Monte Carlo Method

The Decision Tree
The Difference Between Simulations and Games

A Background for Using Games in
Human Resource Development.......................................................................163

What Simulation Games Are
A Rationale for Using Games
The History of Simulation Games
Game Structures and Types of Games

Evaluating and Selecting Games.........................................................................173
A Checklist for Evaluating Simulation Games
Staffing Considerations
Resources for Simulation Games

Facilitating Games ..............................................................................................177
Prework
Introducing the Game
Conducting the Game
Discussion and Processing
An Example of Group Dynamics in Simulation Gaming
Using Simulations to Teach Strategic Planning

Considerations in Developing Simulation Games ..............................................185
Purpose and Use
The Simulation Model
Stylistic and Functional Issues
Constructing and Testing the Game: Time and Money

References and Bibliography..............................................................................190
Using Structured Experiences
Using Role Plays
Using Case Studies, Simulations, and Games

Appendices
APPENDIX 1: Examples of Structured Experiences .........................................195

Shades of Difference: Exploring Metaverbal Communication
Parole Board: Exploring Individual and Group Values ......................................204
APPENDIX 2: Sample Role Play.......................................................................215

The New Truck Dilemma
APPENDIX 3: Guidelines for Giving and Receiving Feedback ........................227

Feedback in Training Groups



The Pfeiffer Library Volume 21, 2nd Edition. Copyright © 1998 Jossey-Bass/Pfeiffer ❚❘  v

APPENDIX 4: An Article on Using Simulation Games ....................................239
Facilitating Simulation Games


	HELP
	INTRODUCTION
	COPYRIGHT
	CREDITS
	
	KEYWORD INDEX
	A
	B
	C
	D
	E
	F
	G
	H
	I
	J
	K
	L
	M
	N
	O
	P
	Q
	R
	S
	T
	U
	V
	W
	Y

	
	MAIN MENU
	Main Menu Grid
	Main Menu List
	MS Word Documents

	INDIVIDUAL DEVELOPMENT
	Volume 1: Experiential Learning Activities
	Volume 2: Inventories, Questionnaires and Surveys
	Volume 3: Presentation and Discussion Resources

	COMMUNICATION
	Volume 4: Experiential Learning Activities
	Volume 5: Inventories, Questionnaires and Surveys
	Volume 6: Presentation and Discussion Resources

	PROBLEM SOLVING
	Volume 7: Experiential Learning Activities
	Volume 8: Inventories, Questionnaires and Surveys
	Volume 9: Presentation and Discussion Resources

	GROUPS/TEAMS
	Volume 10: Experiential Learning Activities
	Volume 11: Experiential Learning Activities
	Volume 12: Inventories, Questionnaires and Surveys
	Volume 13: Presentation and Discussion Resources

	CONSULTING/FACILITATING
	Volume 14: Experiential Learning Activities
	Volume 15: Inventories, Questionnaires and Surveys
	Volume 16: Presentation and Discussion Resources
	Volume 17: Presentation and Discussion Resources

	LEADERSHIP
	Volume 18: Experiential Learning Activities
	Volume 19: Inventories, Questionnaires and Surveys
	Volume 20: Presentation and Discussion Resources

	TRAINING TECHNOLOGIES
	Volume 21: Experiential Learning Activities
	Structured Experiences, Role Plays, Case Studies, Simulations, and Games at Pfeiffer & Company
	The Experiential Learning Cycle: A Model
	A Background for Using Structured Experiences in Human Resource Development
	Evaluating and Selecting a Structured Experience
	Presenting Structured Experiences
	Preventing and Dealing with Problems in Using Structured Experiences
	Developing Structured Experiences
	Structures and Activities for Structured Experiences
	Using Subgroups in Structured Experiences
	A Glossary of Terms in Experiential Training
	A Background for Using Role Plays in Human Resource Development
	Evaluating and Selecting Role Plays
	Designing Role Plays
	Conducting Role Plays
	Role-Play Techniques
	A Background for Using Case Studies in Human Resource Development
	Using Case Studies
	Developing Case Studies
	A Background for Using Simulations in Human Resource Development
	Developing Simulations
	A Background for Using Games in Human Resource Development
	Evaluating and Selecting Games
	Facilitating Games
	Considerations in Developing Simulation Games
	References and Bibliography
	APPENDIX 1: Examples of Structured Experiences
	APPENDIX 2: Sample Role Play
	APPENDIX 3: Guidelines for Giving and Receiving Feedback
	APPENDIX 4: An Article on Using Simulation Games

	Volume 22: Inventories, Questionnaires and Surveys
	Volume 23: Presentation and Discussion Resources

	THEORIES & MODELS
	Volume 24: Individual
	Volume 25: Group
	Volume 26: Management
	Volume 27: Organization


