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1. Introduction

Importance of Social-Emotional Learning (SEL):

Social-Emotional Learning (SEL) refers to the process through which children acquire the
skills to understand and manage their emotions, set positive goals, demonstrate empathy,
establish and maintain relationships, and make responsible decisions. SEL is essential for the
healthy development of children as it equips them with the emotional tools needed to navigate
life’s complexities.

Research has shown that children who engage in SEL activities not only perform better
academically but also display improved attitudes, behaviors, and relationships. These skills,
such as emotional regulation, effective communication, and conflict resolution, are
foundational to a child’s success both in and out of the classroom. SEL helps to foster a
positive self-image, encourages resilience, and reduces negative behaviors such as aggression
and emotional outbursts. Ultimately, SEL supports children in becoming well-rounded,
emotionally intelligent individuals who are capable of managing challenges and building
meaningful connections with others.

The Role of Games in Developing Social-Emotional Skills:

Games serve as a dynamic platform for teaching social-emotional skills in a way that is both
fun and educational. The interactive nature of games allows children to engage in real-time
scenarios where they can practice skills like cooperation, empathy, emotional control, and
decision-making. Whether it’s taking turns in a game of Candy Land, managing emotions in
Jenga, or negotiating with others in Monopoly, games provide structured environments
where these skills are put into action.

One of the key benefits of using games for SEL is that they create opportunities for children
to experience emotions like joy, frustration, and disappointment in a safe setting. For
example, losing in a game can help a child understand how to cope with setbacks, while
winning can foster confidence and reinforce good sportsmanship. Games also encourage
strategic thinking and collaboration, especially in team-based games like Pandemic or The
Resistance, where players must work together to solve problems or reach a common goal.

Furthermore, games can be adapted to specific developmental stages, ensuring that children of
various ages and skill levels can engage in social-emotional learning at a pace that suits them.
For younger children, simple games with clear rules can introduce concepts of turn-taking and
sharing, while older children can benefit from more complex games that require negotiation,
long-term planning, and emotional regulation.

By incorporating SEL into gameplay, educators and parents can facilitate conversations about
emotions, social interactions, and decision-making. After gameplay, discussions about how
children felt during the game and what strategies they used can deepen their understanding of
social-emotional concepts. Through repeated exposure to SEL-focused games, children
gradually build their emotional intelligence and carry these skills into everyday life, whether
it be in school, at home, or in social settings.



2. List of Games and Skills Taught
1. Jenga— Self-Control

1. Social-Emotional Skill:

Self-Control

Jenga helps children develop self-control and patience as they must carefully
remove blocks without collapsing the tower. It requires focus, strategic thinking,
and calm decision-making, teaching children how to regulate impulsive actions.

2. Recommended Age: 6 years and older

Jenga 1s suitable for children aged 6 and above. Younger players may need
assistance, but the game’s simplicity makes it easy to understand and play.

3. Number of Players:

2 to 4 players
Jenga works well in small groups, where players can take turns, observe, and
learn from each other’s strategies.

4. Game Description:

Jenga is a physical game where players take turns removing a block from a
wooden tower and placing it on top without causing the structure to fall. The
objective 1s to keep the tower standing as long as possible. As more blocks are



removed, the tower becomes increasingly unstable, testing each player's
precision and patience.

5. Learning Objectives:
By playing Jenga, children will:

o Develop self-control by carefully assessing which block to remove and managing
their emotions, especially under pressure.

+ Enhance patience as the game requires slow, deliberate movements and careful
planning.

o Practice decision-making by choosing the best blocks to remove and where to place
them to maintain balance.

e Experience emotional regulation by learning to cope with the frustration or
disappointment when the tower falls.

6. Game Variations:

e Time-Limited Jenga: Add a timer to each turn, encouraging players to make quicker
decisions while maintaining control, increasing the intensity of the game.

¢ Non-Dominant Hand Jenga: Players must use their non-dominant hand to remove
and place blocks, increasing the challenge and focus required.

o Collaborative Jenga: Players work together to keep the tower standing as long as
possible, discussing strategies to promote teamwork and communication.

7. Post-Game Discussion:

After playing Jenga, have a discussion about the emotional aspects of the game:
e How did you feel when the tower was about to fall?
¢ What strategies did you use to stay calm and focused during your turn?

¢ How did you handle the frustration when the tower collapsed?
¢ What did you learn about controlling your actions and emotions?

8. Tip for Teachers/Parents:

Encourage children to verbalize their feelings while playing, especially when
they are nervous or frustrated. Use Jenga as an opportunity to teach self-
regulation techniques, such as deep breathing or counting to ten before making a
move. Emphasize the importance of staying calm under pressure and being
patient with themselves and others.

9. Materials Needed:

¢ Jenga blocks set

10. Game Duration:

15 to 20 minutes, depending on the number of players and the speed of play.



2. Team Pictionary — Teamwork

1. Social-Emotional Skill:

Teamwork

Team Pictionary fosters collaboration and communication within a team. It
encourages participants to work together to solve visual clues, promoting trust
and mutual support among team members.

2. Recommended Age: 8 years and older

This game is 1deal for children aged 8 and above, as it requires the ability to
mterpret visual clues and communicate non-verbally, which can be challenging
for younger children.

3. Number of Players:

4 or more players (in teams)

Team Pictionary is best played with larger groups divided into teams, which
increases the level of interaction and the fun of competing to guess the drawing
within the time limit.

4. Game Description:

Team Pictionary is a drawing and guessing game where one member of a team
draws a word or phrase while their teammates try to guess what 1s being
illustrated, all within a set time limit. The objective is to correctly guess as many
drawings as possible before time runs out.



5. Learning Objectives:

By playing Team Pictionary, children will:

¢ Improve teamwork by collaborating with their peers to understand and solve visual
clues.

¢ Enhance communication skills by learning to convey ideas visually and interpreting
others' drawings.

o Develop patience as they take turns drawing and waiting for teammates to guess,
practicing cooperative behavior.

6. Game Variations:

¢ Foryounger players: Use simpler words or categories like animals or objects to make
the game easier to guess.

¢ Timed Challenge: Reduce the time limit for drawing to add more pressure, requiring
teams to communicate more quickly and efficiently.

¢ Theme-based Pictionary: Introduce specific themes like holidays, nature, or school
subjects to challenge the teams and add variety.

/. Post-Game Discussion:

After the game, encourage children to reflect on how they worked together as a
team. Ask questions like:

¢ How did you communicate without using words?
o What strategies did your team use to guess the drawings quickly?
¢ How did you feel when your team guessed correctly or incorrectly?

8. Tip for Teachers/Parents:

During the game, emphasize the importance of positive reinforcement.
Encourage teams to cheer each other on and offer constructive feedback when a
drawing is difficult to guess. After the game, discuss what worked well in terms
of communication and teamwork, and how these skills can be applied in other
areas of life.

9. Materials Needed:

e Aset of Pictionary cards or a list of words/phrases to be drawn.
e Paper or a whiteboard and markers for drawing.

10. Game Duration:

20 to 30 minutes, depending on the number of rounds and teams.



3. Chess — Decision-Making

1. Social-Emotional Skill:

Decision-Making

Chess promotes strategic thinking and decision-making as players must
carefully evaluate each move. It teaches children to anticipate outcomes, think
ahead, and adjust their strategies based on their opponent’s actions.

2. Recommended Age: 8 years and older

Chess 1s suitable for children aged 8 and above, as it requires patience, focus,
and the ability to think multiple moves ahead, which can be complex for
younger players.

3. Number of Players:

2 players
Chess is a one-on-one game, allowing two players to compete in a battle of
strategy and wits.

4. Game Description:

Chess 1s a classic two-player strategy game where each player controls an army
of pieces, including pawns, knights, rooks, bishops, queens, and kings. The
objective is to checkmate the opponent’s king, meaning the king is in a position
where it cannot escape capture. Each piece has its own movement rules, and
players must plan their moves carefully to outmaneuver their opponent.



5. Learning Objectives:

By playing chess, children will:

o Develop critical thinking by analyzing various strategies and selecting the best course
of action.

¢ Enhance problem-solving skills as they anticipate their opponent’s moves and
counter them effectively.

e Practice patience as chess often involves long-term planning and requires careful
thought before making any move.

¢ Improve emotional regulation by managing frustration and learning to accept loss
gracefully when outplayed by an opponent.

6. Game Variations:

e Beginner Version: Introduce the game gradually by starting with just pawns or a
smaller number of pieces to help beginners learn how each piece moves before
introducing more complex strategies.

¢ Timed Chess: Use a chess clock to limit the time each player has to make their
moves. This adds pressure and encourages quicker decision-making, which can help
develop faster thinking.

e Chess Puzzle Challenges: Present players with specific chess scenarios (e.g., how to
checkmate in three moves) to help them practice specific strategies.

/. Post-Game Discussion:

After the game, engage players in a reflective discussion:
¢ Which moves were the most challenging to decide?
¢ How did you feel when you had to change your strategy during the game?

¢ What did you learn about thinking ahead and being patient during the game?

8. Tip for Teachers/Parents:

Encourage children to discuss their moves and strategies after the game.
Whether they won or lost, ask them to reflect on what they could have done
differently and how they handled setbacks. Chess is a great opportunity to teach
that mistakes are part of learning, and every move is a chance to improve.

9. Materials Needed:

e Chessboard with pieces (16 per player: 8 pawns, 2 rooks, 2 knights, 2 bishops, 1
queen, and 1 king for each side).

10. Game Duration:

30 to 60 minutes, depending on the skill level of the players and the complexity
of the game.



4. Charades — Social Cues

1. Social-Emotional Skill:

Social Cues

Charades helps children recognize and interpret non-verbal social cues such as
body language, facial expressions, and gestures. It fosters an understanding of
how people communicate without words, improving social awareness and
empathy.

2. Recommended Age: 6 years and older

Charades 1s suitable for younger children as it encourages active participation,
movement, and fun without requiring reading or complex understanding.

3. Number of Players:

4 or more players
Charades works well in small to large groups, making it ideal for classroom
settings, family gatherings, or parties.

4. Game Description:

In Charades, one player silently acts out a word or phrase while the rest of the
group tries to guess what it 1s. The player cannot speak, so they must rely on
body language, gestures, and facial expressions to convey the meaning. The
game continues until the word or phrase is guessed or the time runs out. Each
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correct guess earns points, and the team or individual with the most points at the
end wins.

5. Learning Objectives:

By playing Charades, children will:

¢ Improve their understanding of non-verbal communication by learning how
gestures and expressions convey meaning.

o Develop creativity as they think of different ways to act out clues.

¢ Enhance their emotional awareness by recognizing how their own body language
and others' can express feelings or ideas without speaking.

¢ Build self-confidence by performing in front of a group in a fun and supportive
environment.

6. Game Variations:

e Foryounger children: Use simple categories like animals or everyday actions (e.g.,
swimming, eating) to make the game easier.

o Category Challenge: Assign specific categories like movies, sports, or famous
characters to add a thematic twist to the game.

¢ Timed Challenge: Shorten the time limit for guessing to increase the intensity and
make the game more fast-paced.

/. Post-Game Discussion:

After the game, ask players to reflect on their experience with non-verbal
communication:

¢ How did you feel when you had to act without speaking?

¢ What clues helped you guess the word or phrase?

¢ Did you find it easier to communicate or understand others without using words?
Why or why not?

« What body language or facial expressions were the most helpful?

8. Tip for Teachers/Parents:

Encourage children to think about how often they use non-verbal
communication in their daily lives (e.g., smiling, shrugging). Highlight that
understanding body language 1s a useful skill for building empathy and forming
positive relationships. You can also suggest that children pay attention to how
others communicate without words in future interactions.

9. Materials Needed:

e Alist of words or phrases for the players to act out. You can write them on cards or
use a digital app that generates random Charades ideas.
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10. Game Duration:

15 to 30 minutes, depending on the number of rounds and players. You can
adjust the time limit for each round to fit the group’s energy level and attention
span.
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5. Guess Who? — Conversations

1. Social-Emotional Skill:

Conversations

Guess Who? encourages children to engage in structured conversations by
asking targeted questions. It helps them practice communication skills, active
listening, and deduction based on the answers they receive.

2. Recommended Age: 6 years and older

Guess Who? is suitable for children aged 6 and above, as it helps them practice
forming questions and using deductive reasoning, which are important for their
language development and social interaction skills.

3. Number of Players:

2 players
Guess Who? 1s a two-player game, perfect for small group settings, making it
easy to focus on tum-taking and individual communication.

4. Game Description:

Guess Who? is a deduction game where each player selects a character from a
board filled with various faces. The goal is to guess the opponent’s chosen
character by asking yes/no questions like “Does your character have glasses?” or
“Is your character wearing a hat?” Players eliminate possibilities based on the
answers and the first one to guess correctly wins.
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5. Learning Objectives:

By playing Guess Who?, children will:

Develop conversational skills by learning how to ask clear and direct questions.
Practice active listening by processing the answers and adjusting their questioning
strategy accordingly.

Enhance deductive reasoning as they use the answers to eliminate possibilities and
narrow down the choices.

Build patience and turn-taking skills, as they must wait for their turn to ask
questions.

6. Game Variations:

Advanced Guess Who?: Introduce a rule where players can only ask questions about
facial expressions or emotions, to teach children to notice subtle social cues.

Time Challenge: Add a timer for each player’s turn, forcing them to think quickly and
ask their questions efficiently.

Team Play: Allow teams of two to play together, discussing their strategy before
asking a question, promoting collaborative thinking.

/. Post-Game Discussion:

After the game, engage the players in a reflective discussion:

How did you decide which questions to ask?

What made it difficult or easy to guess your opponent’s character?

How did you feel when you narrowed down your choices and made your final
guess?

What did you learn about how to ask good questions?

8. Tip for Teachers/Parents:

Encourage children to focus on asking clear, specific questions rather than vague
ones. After the game, discuss how asking the night questions can help in
everyday conversations and problem-solving. Highlight how this game also
helps them listen carefully and adjust their approach based on what they hear.

9. Materials Needed:

Guess Who? game set, including boards and character cards for each player.

10. Game Duration:

15 to 20 minutes, depending on how quickly the players can guess each other’s
characters.
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6. Candy Land — Turn-Taking

1. Social-Emotional Skill:

Turn Taking

Candy Land is designed to teach young children the importance of taking turns,
waiting patiently, and following rules. These skills are foundational for positive
social interactions and group dynamics.

2. Recommended Age: 3 years and older

Candy Land is suitable for very young children (as early as 3 years old) due to
its simple rules and colorful design. It is an excellent introduction to structured
gameplay and social engagement for preschoolers.

3. Number of Players:

2 to 4 players
Candy Land 1s ideal for small groups, encouraging children to interact and take
turns in a structured and supportive environment.

4. Game Description:

Candy Land 1s a classic board game where players race to reach the end of a
colorful candy-themed path. Players move along the path by drawing cards that
indicate a specific color, advancing their token to the corresponding space. The
goal 1s to reach the Candy Castle before the other players, but no strategy is
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required—movement 1s based purely on chance, making the game accessible to
even the youngest players.

5. Learning Objectives:

By playing Candy Land, children will:

e Learn to take turns and practice waiting for their moment to move.

¢ Develop patience, as they wait for their turn while others play.

¢ Understand the concept of following rules, as they adhere to the game’s simple
mechanics.

o Experience winning and losing gracefully, as the game is driven by chance, providing
opportunities to cope with both success and defeat.

6. Game Variations:

o Cooperative Play: Instead of racing to the end, work together as a group to help
everyone reach the Candy Castle. This variation encourages teamwork and reduces
the focus on competition.

o Storytelling Version: As players move their tokens, encourage them to make up
stories about the characters or locations they encounter on the board, adding a layer
of creativity to the game.

o Memory Challenge: Before starting, show the children all the special spaces (like the
Lollipop Woods) and ask them to try to remember where they are during the game.
This adds an extra cognitive challenge for older players.

7. Post-Game Discussion:

After the game, take a moment to reflect on the experience with the children:

¢ How did you feel when it wasn’t your turn?

¢ What helped you wait patiently for your turn?

¢ How did you feel when you reached the Candy Castle or when someone else won?
¢ What did you learn about following the rules and taking turns?

8. Tip for Teachers/Parents:

Emphasize the importance of fairness and patience throughout the game. Use
Candy Land as an opportunity to model positive behavior during gameplay—
praise children for waiting patiently or for following the rules, and gently guide
them through the emotions of losing or winning.

9. Materials Needed: Candy Land board game, including the game board, tokens,
and color-coded cards.
10. Game Duration:

15 to 20 minutes, making it ideal for short attention spans and young children
who may not yet be ready for longer games.
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7. Scrabble — Flexibility

1. Social-Emotional Skill:

Flexibility

Scrabble encourages children to develop cognitive flexibility as they adjust
their strategies based on the available letters and the words already on the board.
It also fosters patience and creative problem-solving when faced with difficult
combinations of letters.

2. Recommended Age: 8 years and older

Scrabble 1s ideal for children aged 8 and above, as it requires a good grasp of
spelling and vocabulary, as well as the ability to think strategically about letter
placement.

3. Number of Players:

2 to 4 players

Scrabble can be played by a small group, making it perfect for family game
nights, classroom activities, or one-on-one learning sessions. It encourages both
competition and cooperation as players build on each other's words.

4. Game Description:

Scrabble 1s a word-building board game where players use random letter tiles to
create words on a grid. Each letter has a specific point value, and players aim to
create high-scoring words by placing their tiles strategically on the board, using
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bonus spaces to multiply their points. The game continues until all tiles are used,
and the player with the highest score wins.

5. Learning Objectives:

By playing Scrabble, children will:

o Develop cognitive flexibility by adapting their word-building strategies based on the
letters they draw and the words already on the board.

¢ Enhance their vocabulary and spelling as they create new words and discover how
different letters combine to form words.

o Learn patience and perseverance, especially when struggling with difficult letter
combinations or low-scoring letters.

e Practice social skills like taking turns, sharing space, and respecting others'
strategies, even in competitive play.

6. Game Variations:

e Junior Scrabble: A simplified version of Scrabble with fewer tiles and a smaller board,
ideal for younger children or beginners.

o Themed Scrabble: Assign specific themes (e.g., nature, animals, or school-related
words) to make the game more challenging and focused on particular topics.

o Speed Scrabble: Add a timer for each player's turn to encourage quicker thinking and
decision-making, making the game faster-paced and more exciting.

7. Post-Game Discussion:

After the game, discuss with the children what they found challenging and what
they enjoyed:

e What strategies did you use to make the best of difficult letter combinations?

¢ How did you feel when you couldn’t find a high-scoring word?

¢ What new words did you learn during the game?
e How did you adjust your strategy as the game progressed?

8. Tip for Teachers/Parents:

Use Scrabble as an opportunity to expand children’s vocabulary by discussing
the meaning of unfamiliar words they or others create during the game.
Encourage creative thinking by praising inventive word combinations and
challenging them to think of words they don’t commonly use.

9. Materials Needed:
e Scrabble board game: Includes the board, letter tiles, tile racks, and a scoring pad.

10. Game Duration:

30 to 60 minutes, depending on the number of players and their level of skill.
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8. "Feelings" Uno — Emotions

1. Social-Emotional Skill:

Emotions

"Feelings'" Uno teaches children to recognize and express their emotions in a
structured and playful way. By associating different cards with emotions,
children learn to identify, discuss, and manage their feelings, fostering
emotional intelligence.

2. Recommended Age: 6 years and older

This version of Uno is suitable for younger children, starting from 6 years old,
as 1t adds an emotional learning component to the classic game, making it both
educational and fun.

3. Number of Players:

2 to 10 players

Like the classic Uno, "Feelings" Uno can accommodate a small or large group,
making 1t 1deal for classroom settings, family gatherings, or social-emotional
learning (SEL) group activities.

4. Game Description:

"Feelings" Uno is a vaniation of the classic Uno game, where certain cards
represent different emotions (e.g., joy, sadness, anger, surprise). Players must
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not only play by matching colors or numbers but also express or discuss an
emotion when they play a "feelings" card. The goal is to be the first to get rid of
all your cards, but along the way, players will engage in conversations about
emotions and practice recognizing how they feel in different situations.

5. Learning Objectives:

By playing "Feelings" Uno, children will:

¢ Improve emotional vocabulary by associating colors and actions with specific
feelings.

¢ Develop emotional awareness by recognizing their own emotions and the emotions
of others.

 Enhance empathy by discussing how different feelings affect behavior and
interactions.

e Practice emotion regulation by learning to express emotions in a calm and
structured way during the game.

6. Game Variations:

o Feelings Reflection: After playing a "feelings" card, players must share a personal
story about a time they felt that emotion, helping them connect real-life experiences
to the game.

¢ Emotion Challenges: Players must act out or describe how they would handle a
situation involving the emotion on the card, adding a role-playing element to the
game.

¢ Color-Emotion Matching: Assign each color in the Uno deck to a specific emotion
(e.g., blue = sadness, yellow = happiness) and have players express or discuss that
emotion when they play a card of that color.

7. Post-Game Discussion:

After the game, engage the players in a conversation about the emotions they
encountered:

e Which emotions did you find easiest or hardest to talk about?

¢ How did it feel to discuss your emotions while playing the game?

¢ What did you learn about how emotions can affect the way we interact with
others?

¢ How can you use what you learned in "Feelings" Uno to better understand your
emotions in everyday life?

8. Tip for Teachers/Parents:

Encourage children to reflect on how they handle their emotions in real-life
situations. Use the game as a tool to talk about emotional regulation techniques,
like deep breathing or talking to a trusted person when feeling overwhelmed.
Also, emphasize the importance of recognizing emotions in others to build
stronger, more empathetic relationships.
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9. Materials Needed:

¢ "Feelings" Uno deck: A modified version of the classic Uno deck with cards
representing different emotions and the usual colors and numbers.

10. Game Duration:

20 to 30 minutes, depending on the number of players and the depth of the
discussions around emotions.

9. Monopoly — Financial Literacy and Patience

1. Social-Emotional Skill:

Financial Literacy and Patience

Monopoly helps children develop financial literacy by introducing concepts like
budgeting, saving, and investing. It also teaches patience and long-term
planning, as the game requires strategic thinking and waiting for the right
opportunities.

2. Recommended Age: 8 years and older

Monopoly is suitable for children aged 8 and above due to its more complex
rules and the need for a basic understanding of math and money management.

3. Number of Players: 2 to 8 players

Monopoly 1s best played with a small to medium-sized group, encouraging
social interaction and decision-making as players trade properties and manage

their finances.
21



4. Game Description:

Monopoly i1s a classic board game where players move around the board buying,
trading, and developing properties. The goal is to accumulate wealth by
collecting rent from opponents, building houses and hotels, and avoiding
bankruptcy. The game is driven by both luck (rolling dice) and strategy, as
players must decide when to buy, sell, and invest in properties. The last player
remaining without going bankrupt wins.

5. Learning Objectives:

By playing Monopoly, children will:

Develop financial literacy by learning the basics of buying, selling, and managing
money.

Practice patience as the game can be long and requires players to wait for favorable
conditions to act.

Enhance strategic thinking by weighing risks and rewards in property purchases,
building developments, and trades.

Learn how to negotiate with other players during trades, practicing communication
and persuasion skills.

Build resilience as they face setbacks like losing money or landing in jail, teaching
them how to handle challenges and keep playing.

6. Game Variations:

Speed Monopoly: Shorten the game by limiting the number of rounds or starting
with extra money to accelerate gameplay.

Team Monopoly: Divide players into teams, encouraging collaboration and shared
decision-making about property purchases and investments.

Monopoly Junior: Use a simplified version of the game designed for younger
children, with fewer rules and faster play. This is ideal for kids who may not be ready
for the full version of the game.

7. Post-Game Discussion:

After the game, discuss the concepts learned during play:

How did you decide which properties to buy and when to invest in houses or
hotels?

What strategies helped you manage your money throughout the game?

How did you feel when you faced financial challenges, like paying rent or going
bankrupt?

What did you learn about long-term planning and patience?

8. Tip for Teachers/Parents:

Use Monopoly as a way to introduce children to real-world financial concepts,
like budgeting, saving, and investing. Encourage them to think about how these
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lessons apply in real life. After the game, discuss the importance of financial
responsibility and how patience can lead to success in both the game and in
managing personal finances.

9. Materials Needed:

¢ Monopoly board game: Includes the game board, property cards, money, houses,
hotels, and game pieces.

10. Game Duration:

60 to 120 minutes, depending on the number of players and their strategies. The
game can be lengthy, making it ideal for extended play sessions.
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10. The Settlers of Catan
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1. Social-Emotional Skill:

Resource Management and Strategy

The Settlers of Catan teaches children about resource management,
negotiation, and strategic thinking. Players must balance gathering resources,
trading with others, and building settlements while adapting to the changing
game dynamics.

2. Recommended Age: 10 years and older

The Settlers of Catan is ideal for children aged 10 and above due to its complex
rules and the strategic thinking required to manage resources and negotiate
effectively.

3. Number of Players:

3 to 4 players

Catan 1s best suited for a small group, where players interact frequently by
trading resources and competing for settlement spaces, creating a highly social
and interactive game experience.

4. Game Description:

The Settlers of Catan 1s a board game where players act as settlers developing an
island by building settlements, cities, and roads. Players collect and trade
resources (wood, brick, wheat, sheep, and ore) based on the roll of dice and the
locations of their settlements. The goal 1s to earn 10 victory points through
building and expanding. The game requires a mix of strategy, resource
management, and negotiation as players compete for limited resources and
advantageous positions on the board.

5. Learning Objectives:

By playing The Settlers of Catan, children will:
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¢ Develop resource management skills by learning how to prioritize and trade
resources effectively.

¢ Enhance strategic thinking by planning where to place settlements and roads,
balancing short-term gains with long-term objectives.

¢ Practice negotiation and communication skills by trading resources with other
players to achieve their goals.

¢ Learn adaptability as the game’s landscape and resource availability change with
each turn, requiring players to adjust their strategies.

o Build resilience by managing setbacks, such as resource shortages or being blocked
by opponents, and continuing to find new ways to succeed.

6. Game Variations:

e Beginner Version: For younger players or beginners, simplify the rules by limiting the
trading aspect or allowing only certain trades to make the game less complex.

e Team Play: Players can form teams, working together to strategize and pool
resources, which adds a collaborative element to the game.

e Scenario-Based Play: Introduce custom scenarios where players must meet specific
goals, such as building a certain number of cities or reaching a specific trade
objective.

7. Post-Game Discussion:

After the game, reflect on the strategies and interactions that took place:

¢ How did you decide which resources were most important to collect or trade?

o What was your strategy for placing settlements and roads?

¢« How did you handle negotiations with other players?

e What did you learn about adapting to changes when resources were scarce or
opponents blocked your plans?

8. Tip for Teachers/Parents:

Use Catan as a tool to teach real-world lessons about economics, negotiation,
and the importance of flexibility in planning. Encourage players to think about
how the skills they developed in the game, such as managing limited resources
and negotiating, apply to everyday life. After the game, have a discussion about
the importance of long-term planning and cooperation.

9. Materials Needed:

¢ The Settlers of Catan game set, including the board, resource cards, settlements,
roads, cities, dice, and development cards.

10. Game Duration:

60 to 120 minutes, depending on the number of players and the level of
strategic depth in the game.
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11.  The Resistance — Trust and Deception

1. Social-Emotional Skill:

Trust and Deception

The Resistance teaches children about trust, deception, and critical thinking in a
group setting. Players must work together or deceive one another to achieve
their goals, encouraging both teamwork and individual decision-making.

2. Recommended Age: 10 years and older

The Resistance i1s ideal for children aged 10 and above, as it involves complex
social interactions, strategy, and bluffing that younger children may find
challenging.

3. Number of Players:

5 to 10 players
The game thrives in larger groups, making it perfect for social gatherings or
classroom activities where teamwork and social dynamics come into play.

4. Game Description:

The Resistance is a social deduction game where players are divided into two
groups: the Resistance, who aim to overthrow a corrupt government, and the
Spies, who work to sabotage their efforts. The Resistance members must
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successfully complete missions without being sabotaged by the Spies, while the
Spies try to remain hidden and subtly disrupt the missions. The game relies on
discussion, suspicion, and bluffing as players attempt to figure out who can be
trusted and who is lying.

5. Learning Objectives:

By playing The Resistance, children will:

Develop critical thinking and deduction skills by analyzing other players' behavior
and attempting to uncover the Spies.

Enhance social awareness by observing body language, tone, and actions to
determine trustworthiness.

Improve communication and persuasion skills, as both the Resistance and the Spies
must convince others to trust them or follow their lead.

Learn about trust and deception, experiencing both the challenges of building trust
in a group and the emotional impact of betrayal.

Build resilience as they navigate the emotional highs and lows of being trusted or
deceived by their peers.

6. Game Variations:

Advanced Resistance: Introduce additional roles, such as the Commander (who
knows who the Spies are but must remain hidden) to add complexity and increase
the strategic depth of the game.

No Talking: In this variation, players are not allowed to speak during the mission
selection phase, relying solely on body language and votes to determine who to trust,
making the game even more about observation.

Timed Discussion: Limit the amount of time players have to discuss each mission or
accusation, adding pressure and forcing quicker decisions.

/. Post-Game Discussion:

After the game, reflect with the players on the social dynamics they
experienced:

How did you decide who to trust during the game?

What strategies did you use to persuade others to trust you or to uncover
deception?

How did you feel when you realized you were deceived, or when you successfully
deceived others?

What did you learn about trust and how people communicate when they are being
honest or deceptive?

8. Tip for Teachers/Parents:

The Resistance can be an excellent tool for teaching children about the
importance of trust in relationships and how to manage deception in a healthy
way. After the game, discuss how trust is built and maintained in real life, and
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how to handle feelings of betrayal in constructive ways. This can lead to
valuable lessons in emotional intelligence and conflict resolution.

9. Materials Needed:

¢ The Resistance game set, which includes role cards, mission cards, and score
markers.

10. Game Duration:

30 to 45 minutes, depending on the number of players and how long discussions
last.
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12.  Ticket to Ride — Strategic Thinking and Cooperation

1. Social-Emotional Skill:

Strategic Thinking and Cooperation

Ticket to Ride encourages children to develop long-term strategic thinking
while fostering cooperation and healthy competition. Players must carefully plan
their routes and manage resources to achieve their objectives, while sometimes
collaborating or negotiating with others.

2. Recommended Age: 8 years and older

The game is suitable for children aged 8 and above, as it involves planning,
route management, and basic geography. Younger children may require
assistance with strategy but can still enjoy the game’s mechanics.

3. Number of Players:

2 to S players
Ticket to Ride works well for small to medium-sized groups, allowing for both
competitive and cooperative play as players navigate the map and claim routes.

4. Game Description:

Ticket to Ride is a board game where players build train routes across a map of
cities in North America (or other regions, depending on the version). Players
collect colored train cards, which they use to claim railway routes between
cities. The goal is to complete destination tickets by connecting specific cities on
the board while earning points for the longest routes. Players must balance their
resources and decide which routes to claim, as they can block others from
completing their tickets.
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5. Learning Objectives:

By playing Ticket to Ride, children will:

¢ Develop strategic thinking by planning routes and balancing short-term and long-
term goals.

¢ Enhance problem-solving skills as they navigate blocked routes and find alternative
paths.

* Improve cooperation when players negotiate or work around each other’s routes,
learning how to compete fairly and handle setbacks.

e Boost geographical knowledge as they learn about different cities and regions,
improving their map-reading skills.

e Practice patience as they wait for the right cards to claim routes and manage
resources carefully.

6. Game Variations:

e Team Play: Form teams to work together on claiming routes and completing
destination tickets, fostering collaboration and shared strategy.

o Timed Turns: Introduce a timer for each player’s turn to increase the pressure and
encourage quicker decision-making.

¢ Global Version: Play versions of Ticket to Ride set in other parts of the world (e.g.,
Europe, Asia) to explore new maps and add a geographical learning component.

7. Post-Game Discussion:

After the game, reflect with the players on their strategies and the challenges
they encountered:

* How did you plan your routes, and what was your main strategy?

¢ How did you adapt when another player blocked your route?

¢ What did you learn about long-term planning and managing your resources?
¢ How did you feel when you had to compete with others for the same routes?

8. Tip for Teachers/Parents:

Ticket to Ride 1s a great way to teach children about the balance between
competition and cooperation. Encourage players to think about how they
managed their resources and plans, and discuss how the skills they used during
the game (such as problem-solving and adapting to obstacles) can be applied to
real-life situations like teamwork or project management.

9. Materials Needed: Ticket to Ride game set, including the board, train cards,
train pieces, destination tickets, and score markers.
10. Game Duration:

30 to 60 minutes, depending on the number of players and the strategies used.

30



13. Pandemic — Team Strategy and Problem-Solving

1. Social-Emotional Skill:

Team Strategy and Problem-Solving

Pandemic teaches children the importance of teamwork, communication, and
collaborative problem-solving. The game requires players to work together to
find solutions, plan strategically, and handle crises effectively, all while under
time pressure.

2. Recommended Age: 8 years and older

Pandemic is suitable for children aged 8 and older due to its cooperative nature
and strategic depth. Younger players may need guidance to fully understand the
mechanics, but they can still benefit from participating in team discussions.

3. Number of Players:

2 to 4 players

Pandemic is designed for small groups, where each player takes on a specific
role in a team. Players must work together, making it ideal for teaching
collaboration and shared decision-making.

4. Game Description:

Pandemic is a cooperative board game where players work together as a team of
specialists to stop the spread of four deadly diseases. Each player assumes a role
with unique abilities (e.g., medic, scientist), and the team must travel the world,
treat outbreaks, and research cures before the diseases overwhelm the globe.
Players win or lose together, and the game emphasizes collective problem-

solving and planning.
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5. Learning Objectives:

By playing Pandemic, children will:

e Learn teamwork and collaboration by working together to solve global challenges.

¢ Enhance problem-solving skills by planning strategies, prioritizing tasks, and
adapting to crises.

o Develop communication skills as they discuss strategies and share information with
their teammates.

e Practice managing stress and decision-making under pressure, as the game
escalates quickly and requires quick thinking to manage disease outbreaks.

6. Game Variations:

¢ Introductory Version: For beginners, reduce the complexity by focusing on a simpler
strategy or using fewer diseases to make the game easier to manage.

* Role Reversal: Switch roles halfway through the game to challenge players to adapt
to new responsibilities and develop different strategies.

¢ Timed Pandemic: Add a timer to each player's turn to increase the urgency,
encouraging players to think on their feet and make quicker decisions.

7. Post-Game Discussion:

After the game, reflect on the teamwork and strategies used:

¢ How did you decide which tasks were most urgent?

¢ What role did communication play in your team’s success (or challenges)?

¢« How did you feel when the pressure mounted and you had to make decisions
quickly?

¢ What did you learn about working as a team and adapting to unexpected
challenges?

8. Tip for Teachers/Parents:

Pandemic is an excellent tool for teaching children about cooperation and crisis
management. After the game, discuss the importance of sharing information,
delegating tasks, and trusting teammates. The game’s structure mirrors real-life
scenarios where teamwork and quick problem-solving are essential, making it a
valuable leaming experience.

9. Materials Needed:

¢ Pandemic game set, including the game board, role cards, disease cubes, player
cards, and various tokens.

10. Game Duration:

45 to 60 minutes, depending on how quickly the team develops strategies and
responds to outbreaks.
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14. Dixit — Imagination and Interpretation

1. Social-Emotional Skill:

Imagination and Interpretation

Dixit encourages children to tap into their creativity and emotional intelligence
by interpreting abstract images and coming up with stories or phrases. It fosters
imaginative thinking, empathy, and the ability to see things from different
perspectives.

2. Recommended Age: 8 years and older

Dixit is 1deal for children aged 8 and above, as it relies on abstract thinking and
interpretation. Younger children may enjoy the visual elements, but older
players will better grasp the depth of creativity and metaphor in the game.

3. Number of Players:

3 to 6 players
Dixit is best enjoyed in small to medium groups, where players take tumns
interpreting and guessing the meanings behind the abstract images on the cards.

4. Game Description:

In Dixit, players use beautifully illustrated cards to create a story, phrase, or
description. One player, the storyteller, chooses a card from their hand and gives
a clue about it without showing the card. The other players then select one of
their cards that they feel best matches the clue. All selected cards are shuffled
and laid out, and players must guess which card was the storyteller’s. Points are
awarded based on correct guesses and creative clues. The key to success lies in
giving clues that are neither too obvious nor too vague, encouraging creativity
and interpretation.
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5. Learning Objectives:
By playing Dixit, children will:

¢ Develop imagination by thinking creatively and coming up with unique ways to
describe abstract images.

¢ Enhance emotional awareness as they interpret the feelings and themes suggested
by the artwork.

o Improve perspective-taking by understanding how others might interpret the same
image differently.

¢ Foster empathy by learning how to give clues that resonate with the audience and
recognizing how others perceive their descriptions.

¢ Build communication skills through storytelling and metaphorical thinking.

6. Game Variations:

o Wordless Dixit: Instead of giving a verbal clue, players act out or use gestures to
describe the card. This adds a layer of creativity and non-verbal communication.

* Themed Dixit: Choose a specific theme for the game, such as "feelings" or "nature,"
and have all the stories and clues revolve around that theme.

¢ Collaborative Dixit: Play in teams, where partners must agree on the clue for the
card, encouraging collaboration and joint creativity.

7. Post-Game Discussion:

After the game, engage players in a discussion about the images and
interpretations:

¢ What was the most creative clue you heard during the game?

¢ How did you decide which card best matched the clue?

¢ Did any of the cards remind you of real-life situations or emotions?

¢ What did you learn about how people interpret images and stories differently?

8. Tip for Teachers/Parents:

Dixit is a powerful tool for fostering creative thinking and emotional expression.
Encourage players to explore different interpretations of the same image and
discuss how their personal experiences shape how they perceive art and stories.
After the game, ask children to create their own artwork or stories based on the
cards they found most inspiring, further developing their creativity.

9. Materials Needed:

« Dixit game set, including the deck of illustrated cards, voting tokens, and score
markers.
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10. Game Duration:

30 to 45 minutes, depending on the number of players and the depth of the
stories and discussions.

3. Adaptations and Tips

Tips for Adapting Games for Different Ages:

When adjusting games for younger children, simplify the rules or reduce
the complexity to match their developmental level. For example, you
might use fewer pieces, shorter rounds, or focus on specific elements of
the game that they can easily understand. For older children, you can
introduce additional challenges, like time limits or more complex
strategies, to keep them engaged and promote higher-level thinking.
How to Use Games to Encourage Social-Emotional Discussions:
After each game, take time to reflect on the social-emotional aspects of
the experience. Ask children how they felt during certain moments, such
as when they had to wait for their turn, make a difficult decision, or
communicate with teammates. Encourage them to share stories from their
personal lives that relate to the emotions or strategies they used in the
game. This process helps children connect the game to real-life social
situations, improving their emotional intelligence and self-awareness.

4. Conclusion

Long-Term Impact of Games on Social-Emotional Skill Development:
Games play a crucial role in fostering social-emotional skills that children
carry with them throughout their lives. By consistently engaging in
structured play, children learn how to communicate effectively, manage
their emotions, work in teams, and develop problem-solving skills. These
abilities are essential for success in both personal relationships and
academic settings. Over time, the lessons learned through games help
children become more resilient, empathetic, and confident in navigating
social situations.

Integrating Games into Educational and Family Programs:
Incorporating games into educational programs and family routines is an
effective way to promote social-emotional learning in a fun and engaging
manner. In classrooms, educators can use games as tools to reinforce
collaboration, communication, and emotional regulation. At home,
families can use games to strengthen bonds, teach life skills, and
encourage meaningful conversations about feelings and social
interactions. By making games a regular part of these environments, both
educators and parents can create opportunities for continuous growth and
development in children’s social-emotional lives.
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5. Additional Resources

+ Books and Articles on Social-Emotional Learning:

"The Whole-Brain Child" by Daniel J. Siegel and Tina Payne Bryson:
This book offers strategies for developing emotional intelligence and
building healthy relationships in children.

"Emotional Intelligence 2.0" by Travis Bradberry and Jean Greaves: A
great resource for understanding emotional intelligence and applying it
in both personal and educational settings.

"SEL Every Day: Integrating Social and Emotional Learning with
Instruction in Secondary Classrooms"” by Meena Srinivasan: A
practical guide for educators on how to incorporate SEL into their
teaching practices.

"Promoting Social and Emotional Learning: Guidelines for
Educators” by Maurice J. Elias et al.: This book provides detailed
msights into implementing SEL programs in schools.

o Articles:

« "The Importance of Play in Promoting Healthy Child
Development" — American Academy of Pediatrics

» "The Impact of Social and Emotional Learning" — CASEL
(Collaborative for Academic, Social, and Emotional Leaming)

+ Websites and Apps for Educational Games:

o

CASEL (Collaborative for Academic, Social, and Emotional
Learning): https://casel.org/

Offers a wide range of resources for understanding and implementing
social-emotional learning, including research-based strategies and
tools for educators.

Common Sense Education:
https://www.commonsense.org/education/

Provides recommendations for apps and games that promote SEL,
along with reviews and tips for integrating these tools into learning
environments.

Breathe, Think, Do with Sesame (App): A free app that teaches
children emotional regulation and problem-solving by helping
characters in different situations.

ClassDojo: https://www.classdojo.com/

A classroom tool that helps teachers build a positive leaming
environment by encouraging teamwork, emotional resilience, and
communication.

Stop, Breathe & Think (App): This app provides mindfulness
activities designed to help children and teenagers develop emotional
awareness and self-regulation.
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