
IGS Presents Spring 2012
Instructional Games & Activities that Teach

“Tell me I will forget. Show me and I may remember. Involve me and I will understand”
Join us and let me help you add tools to your teaching tool box!

Course Information:
Course: Instructional Games & Activities that Teach

Credits: Three (3) Continuing Education Graduate 
credits offered by the fully accredited prestigious 
University of St. Thomas

How to Enroll: 
Website: www.attendigs.com/enroll.html
Toll Free: 1.866.953.3131
Email: bpalmer4065@sbcglobal.net

Spring Dates:
Sec 1: February 17-18	 Milwaukee, WI	 CTED 514
Sec 2: March 23-24	 Madison, WI	 CTED 514
Sites to be announced

Final Follow up session will be set by the group.

Instructor: Carl Olson

Tuition: $645

The class will meet Friday evening and all day Saturday. 
This will be followed by online blog work and a final 
session with the date to be determined by the class.

Register: www.attendigs/enroll.html    |    Information: www.energizerolson.com    Carl@energizerolson.com    608.318.0307

Carl Olson is an experienced, enthusiastic presenter with over 36 years of working as 
a teacher, counselor, coach and adviser. He is a lifelong advocate of the experiential 
learning theory. He has drawn on this background to develop Energizer Olson 
Presentations. To date he has presented to over 1,000,000 people. He is the author of 
two successful books:

Energizers Calisthenics for the Mind

Impact Activities to Enhance Teaching & Learning

Course Overview:
•	 Acquire strategies to enhance school standardized test scores

•	 Learn three types of experiential activities and how to 
use them to enhance learning

•	 Examine timely, relevant resources for further study

•	 Energize and recharge themselves and their staff for the 
challenges of teaching and educational collaboration

•	 Practice proven techniques and activities for making 
more in-depth teacher/learner connections

•	 Understand the importance of team building and group 
engagement to improve student success

•	 Use new experiential tools to directly apply to individual 
teaching situations

•	 Examine the experiential learning cycle including the 
teacher’s role at each stage

•	 Identify methods of putting fun into learning

•	 Practice and understand the three levels of effective 
processing and the relationship to desired learner 
outcomes


