Instructions for Closing Card Game Assembly

What you are creating is an individual set of 32 cards for each attendee.  There will be 4 - 8/1x2"x11" pages copied 2-sided. Cards 1-24 are Closing Cards and cards 25-32 are Excuse Cards.  To create the backside of each card, you need to paste your logo 8 up on a page. (Tip/suggestions for your logo page since it will be used for promotions  - "Call Us Today for Quality Education and your phone number", do you have a website address you can include?, any promotional statement you would like to use along with your contact information)

The Closing Cards should be copied on bright yellow card stock paper and the Excuse cards on red card stock paper.  After they are copied 2-sided (one side with the training design and the other side with your logo), they will be typeset 8 up on a page and need to be cut.  

After they are copied and cut, each individual card from the set will be rubber banded together when you receive it from the copy center.  You will then either need to set up an assembly line to separate and collate the cards into the "sets of 32" for each attendee OR you can bring them to the seminar and Toni will pass them out as she trains on them.

 “I’ll Take It” Closing Game Card Playing Instructions


Welcome to a fun and exciting role-playing exercise that will help you improve your conversational closing skills. This game originated from an exercise used in my experience with a touring Acting Company. It is designed to help you learn how to create conversations spontaneously and direct conversations to a specific point.

It develops the skills needed to direct your conversation with your customer to a place where it is appropriate to say, "Would you like to fill out an application?" "Let's go do the paperwork." or " How about we take this apartment off the market for you and your family?" -- all closing questions with the intention of leasing the apartment. The practical application and the experience gained from this exercise will benefit you greatly in helping you to lean your conversations toward a closing comment.

Feel free to add new cards -- redesign these rules -- change the closing comments and design you own custom card game. This is FREE and your creative expression is welcome. If you come up with a new version or rule that works great -- please take time to share it in the "Your Success" on TotallyToni.com so we can pass it on to others. This game requires two players. One is the consultant and uses the closing comment cards -- one is the customer and uses the excuse cards.

Each person should create his or her own personal deck of cards. With a customized set of both closing comments and excuses, you will be asked to fill in "Confident Cards" with confident reasons why someone should rent your apartments and "hit em with your best shot" with your best personal closing line. Fill in the excuse cards with the statements given to you as excuses why he or she is not renting an apartment that day --- i.e., "I have to bring my significant other back before I can make a final decision", " This rent is out of my price range", or " I don't have my checkbook". 

Once you have two players each with a deck of personalized cards -- you will choose who goes first. Each round of play is played with the consultants personalized cards -- both the closing and excuse cards. When you switch consultants -- you switch to their personalized cards.  The cards should be shuffled into two piles -- one shuffled pile of excuse cards - placed in front of the persona playing the customer -- and one set of closing comment cards shuffled and placed in front of the person playing the consultant. 

The customer goes first - turning over and reading the first excuse card to the consultant - then the consultant can turn over a closing comment card and begin creating conversation. Their goal is to respond to the excuse with a conversation that leads to the use of the closing comment that has been turned over. Each time you shuffle the deck you create new and different scenarios to play. Once the consultant has used the closing card the customer turns over the next excuse and the game continues. If the consultant is stuck they may turn over an additional closing card to give them more options -- but the goal of the game is to develop your quick response and spontaneous ability in a conversation to adlib. 

Once the customer is out of excuses they say "I'll take it" and that is the name of the game. There are only 8 excuses and 24 closing cards so the consultant can actually turn over up to 4 closing comment cards per excuse. They should however make themselves use the original card revealed to test and build their conversational abilities. This exercise was used to help each actor in my acting company develop their ad-libbing abilities on stage when a line was forgotten and the play went off script -- I hope you and your staff enjoy hours of clever conversational role playing with this FREE closing card game from TotallyToni.com.

Toni Blake

