Group Archetypes in Popular Culture
Brainstorming Activity

Your group’s task is to identify both original-but-widely recognizable
and somewhat obscure fictional examples of small group
archetypes in popular culture (e.g., movies, TV, novels, etc.). Your
group will score points by identifying groups designed to meet one
of the following set of criteria:

Type A. Widely recognized example
1. Atleast 90% of the class recognizes it
2. Yet no more than two other groups listed it

Type B. Somewhat obscure example
1. Exactly 20-50% of the class recognizes it
2. No other group listed it

Exclusions: The groups you identify must not be a family (there are simply too
many of those, both popular and obscure) nor a group already identified by
name in The Group in Society.

Brainstorming Period

You will have 20 minutes to brainstorm as many examples of each
as you can for the variety of different archetypes shown on the back
of this handout, writing the examples in the boxes provided. Before
your time is up, you will also need to circle what you consider your
two best chances to score additional points (this could be two from
Type A, two from Type B, or one of each).

Final Scoring

Each group will score 10 points for having at least one example in
each of the 16 boxes, for a total of 160 possible pts. In addition, a
class-wide poll will determine whether your circled answers score
big points, with a successful Type A group scoring an additional 50
pts and a successful Type B group scoring an additional 80 pts.
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