A therapeutic card game
| a tool for developing
'Levgames. emotional intelligence
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‘Levgames® Topics

- »The importance of games and the the ability to play.
»Playing cards as a bridge to the inner world.
»emotional intelligence

»The Emoshis - A therapeutic card game.

»Case studies

» Experiencing therapeutic card game
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The importance of games & playing

significant that it was recognized by the United Nations

The importance of games and playfulness is so

as a fundamental right of every child in the world.
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An existential and surviving need.

Opportunity for enjoyment, joy and a positive experience
Cognitive, emotional and social development.

Social experience of relationships, norms and social
situations: negotiation, compromise, waiting in line, winning or
losing, giving up or standing on my own, succeeding or failing.
Enables a successful experience separated from failure fear.
Enables an optimal level of arousal in which curiosity and
inquiry are experienced as safe.
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Playing cards as a bridge to
the inner world

~an expression option to each participant.
a .». ~Associative stimulant.
> Refreshing, Changing atmosphere, relaxing.
»Giving access to the depths of the unconscious.
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Development of B FBE DR
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Sentence &
Conversation
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Development of emotional language FRAEANBE D=

Image Sound Word Sentence & Conversation
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joy Tomorrow I'm going on vacation with the my family.
| feel Joy.
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Anger My sister enters my room even though | do not allow her.
| feel angry.
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Sadness my best friend just moved to a different city.
| feel sad.
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The emotional brain 15 b
https:/lyoutu.be/GK6snsdJSlk

The Emotional Brain
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MacBook Pro
https://youtu.be/GK6snsdJ5Ik


Why is emotional intelligence so important?
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“Only in playing, the individual (child or adult) is able to be
creative and to use the whole personality, and it is only in being
creative that the individual discovers the self.”

Winnicott
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Components of

emotional intelligence

Understanding emotions Using emotions Emotion management
the ability to recognize  the ability to harness emotions  the ability to regulate
and to understand for the benefit of processes & emotions (ourselves
emotions, mine and the  toimagine feelings in a future and others)
other (empathy) situation or event.
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The Game Kit Contains: 54 Emoshis cards & 72 word cards describing: emotions, thoughts, feelings

and behaviours, Game instructions, including 18 activities, Interpretation map of each Emoshi card
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A therapeutic card game that enables to practice, play, express and experience a variety of: emotions,
thoughts, sensation and behaviors. The words enable deeper understanding of the emotional language.
Can be used as a diagnostic tool or as a therapeutic tool. Can be played with a groups or individuals.
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The interpretation map ﬁ@ﬁv w7 Divided into four categories
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Emotion - BX|&
A person’s mental state of feeling in the sense of an affect.
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Thought - B
A mental process that enables decisions, imagine and ideas.
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Sensation - BE

Inner body experience as sensed and processed by the sensory system.
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Behaviours - T8l
The range of actions that express feelings, thoughts and sensations.
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CASE STUDIES
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A BRIDGE FOR CONTAINMENT
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The meaning of emotional regulation
is the ability to explain to myself what
| am feeling, the ability to draw what |
feel, explain it in words, the ability to
add elements and colors to my
painting, All that constitute emotional
processing and its containment.
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The meaning of self-containment
is the ability to listento allthe
voices inside me, until | reach a
decision, one that feels like the
right decision for me.
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Experiencing therapeutic card game
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> If the Nooshie could speak, what would it say? M

» Choose a Nooshie card that expresses what you are feeling today.

» Choose two Nooshie cards that describe who you are and who you want to be.

» Please select two emotion cards: One card represents a feeling you like to
feel and another card that represents a feeling you do not like to feel. Draw

both emotions on a white sheet. Now Draw a bridge between them.
» The game includes 20 activities.
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© all rights are reserved to Tal Zaharin
Ph.D in Social Worker, Trauma Specialist-S.E.P
Instructing therapists, groups and professional

teams from various fields — Psychotherapy,
Education & Welfare.

www.levgame.net R
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