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SNAKE OIL: PITCH YOUR PRODUCT 
ICE-BREAKER
Review the directions below and then share them with participants so they can play the game 
as instructed. 

SNAKE OIL ICE-BREAKER INSTRUCTIONS:

The object of the game is to imagine a product/service from a random selection of words 
(noun cards) and pitch that product/service to a particular customer segment. 

Note: �There are two types of cards within the set. One type of cards is customer cards  
(12 in number) and the others are noun cards (60 in total). 

Participants will try to convince each other that the product/service (from the noun deck) is 
appealing to a particular consumer (as chosen from the customer deck).

It is helpful to demonstrate how the game works:

1.	 Have a mentor pick a customer card and share with the group. 

2.	 Another mentor can select six cards from the deck, and from those, select two cards as the 
name of their product/service. 

3.	 The mentor can then pitch this product/service to the customer as described on the 
customer card.  

4.	 Mentors should explain that the customer will only be allowed to choose one product or 
service to buy. 

There are two variations of the activity, depending on the number of participants:

VARIATION 1 (1–12 PARTICIPANTS):
i.	 One player selects a customer card. This is the person to whom everybody else is going to 

try to sell their product. 

ii.	 The other players each choose five cards from the noun deck and from these five cards, 
choose two that, when combined, could be an appealing product for the customer 
to purchase.

iii.	 Each player gets a turn to persuade the player with the customer card that his or her 
product is the best (we recommend a 30 second pitch). After everyone has pitched their 
products, the customer player decides which product he or she wants to purchase. This 
person becomes the winner and chooses a customer card. 

iv.	 Repeat steps i-iii as time permits. 
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VARIATION 2 (13–30 PARTICIPANTS):
i.	 Organize participants into groups of approximately ten players.

ii.	 Follow steps i–iii (as above) 

iii.	 Repeat steps i–iii (as above) until someone acquires three customer cards or, if time 
permits, a player has more cards than anyone else. 

iv.	 Mentors may ask participants to share winning product pitches with the entire group.
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KITTEN

CLIP

JEANS

SHOE

FORK

NAIL
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WATER

TONGUE

KEY

WIND

CHEETAH

RING
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CLOCK

COMPUTER

MAGIC

MAKER

PORTABLE

CHAIR
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BLADE

HAND

FOOT

TREE

FACE

CART
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TABLE

TOOTH

COMB

DONUT

PLUSH

SHIRT
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SLEEP

PAPER

CAT

PHONE

BUTTER

BIRD
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FISH

BACK

ICE

TIME

SCREAM

FIRE
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BICYCLE

CANOE

TRAIN

STAPLE

AIR

PICTURE
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BANANA

RAKE

SONG

COW

FIRE

HAIR
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ELASTIC

VALLEY

PUMPKIN

BELLY

SUN

LETTER
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STAY AT 
HOME DAD

ASTRONAUT

RACE CAR 
DRIVER

CAVEMAN

ALIEN

HITCHHIKER
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LUMBERJACK

MOUNTAINEER

GAMER

FISHERMAN

FASHION 
MODEL

HIPSTER


