
Invention Introduction 
 

Objectives: 
Students will learn how inventions help improve our lives. 
 
Time:  1 hour  
  
Materials: 

1. Markers 
2. Paper 
3. Pencils  
4. Crayons. 
5. 3x5 index cards 
6. Timer 
 

Activity/Game – “Product Why” 
 
Leader’s note: 
1. Tell students they will learn how inventions help improve our lives. 
2. They will start the class by playing a game called “Product Why.”   
3. With brief descriptions and hints, a team of students will use the information they are given 
about each product to guess the identity. 
4. Allow the students to create the game. 
5. Separate the class into two groups.  
6. Give twenty 3x5 cards and black and red markers to both groups.  
7. Instruct the students to write the name of a product at the top of the 3x5 card in black marker.  
8. With a red color marker, have them write down 4 words that describe what the invention 
might be used for.  
9. Here are some examples below….    
 
Hair dryer 
Hair, dry, blow, wet. 
 
Traffic Light 
Cars, traffic, street, lights 
 
Telephone 
Talk, ring, call, dial 
 
Airplane 
Air, sky, fly, travel 
 
Refrigerator 
Cold, food, ice, drinks 
 
 



Computer 
Thumb drive, mouse, keyboard, type 
 
Toothbrush 
Teeth, brush, tooth paste, cavity 
 
Television 
Watch, shows, movies, remote control 
 
Smoke detector 
Smoke, alarm, fire, safety 
 
Ironing board 
Clothes, iron, starch, wrinkles 
 
 
Leader’s note:  
 

1. Have the two groups create at least 20 cards like this and allow ten minutes to do so.  
2.  Instructors should also create ten cards as well and have both groups guess what the 

invention is before the two groups play against each other. Here are more examples: 
Shoe 
feet, shoe string, laces, tie 
 
Earrings 
ear, jewelry, diamond, piercing 
 
Money 
Buy, purchase, green, paper 
 
Chair 
seat, bottom, rest, table 
 
Clock 
time, hour, minute, second 
 
Microwave 
food, heat, warm, timer 
 
Leader’s note:  
 
 

1. Begin with the first 3x5 card and explain what your product is without using the four 
words below the product name.  

2. Allow the class to guess each product until you have gone through each of your 3x5 
cards. 



 
Leader's Note: 

1.  Now it is the class' turn to play the game against each other.  
2. Once each group has completed twenty 3x5 cards, have them swap with the other group.  
3. Each group cannot possess the cards they have created.  
4. Each team needs a time keeper, watcher, and a speaker. 
5.  During each round, the watcher of a team should sit next to the speaker of the other 

team. Example: Watcher of Team Red should sit beside the speaker of Team Blue.  
6. The speaker of Team Blue will select a 3x5 card without showing the rest of the team 

members.  
7. The speaker’s job is to describe the word in black without saying any of the words below. 

For example, the speaker could describe “Hair dryer” as something to remove water from 
your head by using heat or hot air.  

8. However, the speaker cannot say Hair, dry, blow, wet to describe hair dryer. 
9. The watcher of Team Red job is to make sure that the speaker is not saying any of the 

words in red.  
10. The rest of Team Blue has to guess what the invention/product is based upon the 

description given by the speaker of their team.  
11. Teach Blue earns a point with each invention they guess correctly. 
12. The team has a minute to get through as many cards as they can. Once the minute is up it 

is the next team’s turn. 
13. After this game, have a bonus round. 
14. Each group should give all 3x5 cards to the instructor  
15. The instructor should set up two chairs in front of the room or near a chalk board or dry 

erase board. 
16. A representative from each group should sit in chairs. 
17. The instructor will name the invention from the cards. 
18. Both students will race to the board and write down how that invention has helped people 

or improved something 
19. For example: If the invention is Microwave, the students can write “created a faster way 

to heat food.” 
20. The first student to put the chalk or dry erase marker down after writing the correct 

answer earns a point. 
21. The team with the most points at the end wins. 
 


