SNIP Training Toolkit Part 6
Let’s Play: Activities that Strengthen
Peer Relationships




Let’s Play! Activities that Strengthen Peer Relationships

Many dildrenneed more tharunstructuredfree timeto mastersocial skills. They also need guidance about
whichsocial behaviors to emulat@ne waywe can help children tearn and develop social skills is by using
interactive games. Kids learn best when allowed to apply and practice what they're taught in a playful, non
threatening environment. Incorporating games into lessons is an excellent way to do that.

What are imprtant skills for children to masterResearch shows us that children with Cooperation,
Participation, Validation/Support, Sportsmanship, and Conflict Resolution skills have an easier time making and
keeping friends.Some examples of skills that fall it these categories are:

COOPERATION VALIDATION - SUPPORT (Friendly-Fun-and-Nice)

- Turntaking - Givingpositive attention toanotherperson

- Sharing toyAnaterials - Gving compliments.

- Consideringnultiple perspectives - Smiling

- Negotiating compromise -lF @AY Ly el NBySaa 2
- Offering supportor suggestionso a friend who

PARTICIPATION hasa problem

- Staying with the group

- Following directions SPORTSMANSHIP

- Joining play - Congratulaing the winner

- Paying attention to thegame or activity -Shakinhands andsayy 3 G D22 R 3

- Waiting - Knowing what to do when you make a mistake
- Cheeingfor everyone on your team

COMMUNICATION - Supporting the team with your attention

- Saying what you mean - Maintaining composure when you lose

-Understanding what someone has told you
- Making appropriate observations and commeni KEEPING YOUR COOL

- Askng appropriatequestiors - Griming

- Active Istening - Makinga joke

- Noticing and interpreting facial expressgsnd - Keepngyour voice calm and quiet

body language - Expressing anger and frustration appropriately
- Sharing humor - Self Regulation

- Making and responding to requests - SeltReflection Processes

Many children naturallgainthese skills as they maturéVhile dildren develop at their own pa¢evhichmay
differ slightly from child to child, we know that relationships wetnsistent,caring aduls as well aaccess to
early experiences and environmerttgat allow childra to practicetheseemerging skills cago a long way
towards encouraging their positive social emotional developmditite following are a number attivitiesthat
promote importantsocial skillsfrom giving compliments and staying in line to negotigtsncompromise with
peers, and helping out a friend in need.



Friendship Pie

Thisideais from the book,Including One Including Ay Leslie Roffman and Todd Wanerman. They created a
system of including children with special needs into their program that is relationship based.
A The children and teachers decided on some kind ways they wanted to treat each other.
A They listed thosevays on the outside of the pie:
F{l & «&a8&come fiiegtiRto play
*share
*Keep everyone safeéheir bodies and their feelings
*Help each otherfriends & teachers
*Give compliments, or put igvs.put downs, say nice things
A They put a stickermthe compliment pie every time someone acted in one of the agreed upon ways.
A When they got to 100 stickers they had a dance party.

Materials Needed: Large paper or&ster-board, Markers, &kers
Time it Takes: Initial activity 30 minutes, then ongoing

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEMFRORT,
SPORTSMANSHEEPING YOUR COGQdefiends on which kind friendship behaviors you decide to focus on.)

Ages: Pre-Kthrough Hementary
Hints for Modifying: Use pictures representintipe actions in addition to text. Keep the skills simple/more

concrete for younger children.oFolderor more socially advancezhildrenyou can use more
advanced/abstracfriendship behaviors and stars or check marks instead of stickers



Guess the Feeling...Identifying and Responding to Emotions

People who are good at interpreting facial expressions can better anticipate what others \aitiddloow to

interact withthen®® ¢ KS& | NB -3 X GA2l {Y:2¢NB2 NI LBNR(Thigfgadaie alioves ghildkdR o 2 (1 K
work on the social skills of empathy, self expression and reading body landLiigelassicharadesthisgame
giveschildrenthe opportunity to use social skdlsuch as perspectistaking and reading body language.

Part I: Players draw slips of pape#ith emotions written on them (or pictures of expressions portraying
emotions)from a container, and try conveyingwvithout using any words or soundthe chosen word to their
classmatesThe rest of the kids must guess the emotion being portray&side from using nomerbal
communication skills, kids converge and interact socially as they try guessing the word correctly.

Part Il: Once someone haguessed the correct emotion, choose a student to approach the charades actor and
dreact appropriately to the emotion being portrayed.

la GKS OU2NJ YR aNBFOG2NE tSI @S (GKS aadifivehem Sy o2
Walk studets through the steps of the game first and model the first round.

Emotions

Materials Needed: Feelingd-lashcardsphotographs of people making different faciabegssions)

Ideally, tryto use multiple models for each emotion. Your collection should include expressions of: happy, sad,
scared, angry, disgusted, and surprisedwell as other emotions you know your students may be dealing with.
Alternately, you can usedlingnameswritten out on scraps of paper.

Time it Takes: 15-30 minutesor the amount of time you have.

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEVFRORT,
SPORTSMANSH{EEPING YOUR COOL

Ages: PreK through Elementary
Hints for Modifying: As you are teaching Part Il of the game, model the appropriate response firstinostorm

options as a class before the chosen student approaches the charadesla#danyardmame tagsthat the
students wear to delineate the roles (actor, reactor)



Feelings Matching

I SNBQa | 3AFYS (GKFd OFy 06S LXIFI@8SR AYRAQDGARdAzZ tf& 2NJ
a situation that might evoke the emotion. Forthegain@ g2 NJ = &2dzQff ySSR (2 ON
each depicting an emotieavoking situation. The images can come from a number of sources. If you're artistic,
you can draw your own. Alternatively, stage and photograph "live" scenaligg your stdents as models can

be a very effective way of engaging then the game, ouse free photos or clip art you can find on the web.
Whichever approach you take, make sure the action in the picture is easy to interpret. Here are some ideas for
scenarios:

A person receiving a gift

Someone running from a threat

A foot being stepped on

An ice cream cone that has fallen on the ground (rendering it inedible)

A tower created from toy blocks being kicked over

A child sharing

A person receiving a higive

A person being snubbed or ignored by others

Some situation cards may evoke multiple emotions.

Students take turns picking a4 OSy I NA2 OF NRZ | yR (GKSy OK22aAy3 GKS
OR they picla feelings card anthen choosea scendo card that represents the emotion shown. Either way,
encourage them to share with the group why they made the matealk your students through the steps of the
game first and model the first round.

To To To o Do To o Do Do

Materials Needed: Feelingg-lashcardgphotographs of people making different facial expressions)

Ideally, try to use multiple models for each emotion. Your collection should include expressions of: happy, sad,
scared, angry, disgusted, and surprised, as agetither emotions you know your students may be dealing with.
Scenario Flashcards

Time it Takes: 15-30 minutes or the amount of time you have.

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEMFPRORT,
SPORTSMANSHIEEPINGOUR COOL

Ages: PreK through
Hints for Modifying: Limit the field ofscenariochoices depending on the needsezchstudent.



Explaining Facial Expressions

In this simplegame, players take turns picking a card from the deck and inventing a reason for the facial
expression displayed. For example, if the player picks a card with a woman showing disgust, the player might s
G{ KS 2dzaid & S misedn aldoye phad a a tdRaBokdtivé game where the students work

together to create a scenario/story to go with the emotiowalk students through the steps of the game first

and model the first round.

N B

C-0-L-O-R-CARDS

Materials Needed: Feelings Flashcards (photographs of people making different facial expressions)

Ideally, try to use multiple people/exampldésr each emotion. Your collection should include expressions of:
happy, sad, scared, angry, disgusted, and surpriggdvell as other emotions you know your students may be
dealing with.

Time it Takes: 15-30 minutes, or the amount of time you have.

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNIGALIDATIONSUPPORT,
SPORTSMANSHIEEEPING YOUR COOL

Ages: PreK through High School
Hints for Modifying: Provide youngestudents or students who need additional supparvith pre-written

activities (or picture scenarios) to choosem. Add theelement of collaboration for older/more advanced
students



Make the Statue Laugh

Strong social skills involve the ability to practice self control. Invéirision of a classgame, one kid plays "It" as

all other kids freeze like statues. The "It" kid performs actigvighout touching the statuesto make the

"frozen" kids laugh, making funny faces, doing a wild dance or making funny noises. The first kid to laugh
0502 Yi&8 T2LNJ (GKS ySEG NRBdzyR® LF¥ GKS bLib 1AR LISNF2N
bursting into laughter, they successfully show self contkriatiors: have all the kids lie on the gnad and

remain quiet and stilMWWhen theymove, they are out. Thast child to move is the wner. Or set it up so the

whole classvins ifeveryone stays still for a prgetermined period of time . Have the whole class congratulate

each other on whatever their level of succeg#ilk students though the steps of the gamend model the first

round.

Materials Needed: None
Time it Takes: 15-30 minutes, or the amount of time you have.

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNIG/ALIDR.TIONSUPPORT,
SPORTSMANSHIEEEPING YOUR COOL

Ages: PreK through Elementary
Hints for Modifying: 5 A & LJt | @ @A & dzI £ a whhitEheyrasé Rying t& o (ek: kdep bibdizStid, Stay

jdzA SGo FyR GKS aLGé 1 A BesillygniakelotheisHafgh) Reridsl studbids bfythase (i 2
goals before each round and throughout the game if necessary.



Play Skills and Problem-Solving Role Play and Practice

Children can comap with the greatest solutions. kén children own thg@roblem solving process they are

more apt to follow throgh with the solutions later on becausesly will remember solutions better if they come
up with them themselvesin this activity, we givehildren the opportunity to come up with the solution to a
problemthey face in your programImagine some common problem scenarios in your rooBame examples

are:

Two childrertrying to sit in the same chair

A child who is upset

Two children wanting the same toy/object.

A child with too much or too litd energy

Two children disagreeing

t NBaSyid I a02YY2y youNBderitsi lsraindt@rs potemidll folutivrds. Decide as a group
the best one or two ways to handle this problem. Then choose actors for each of the roles, set the scene, and
take a video of the children role playing the problem and the first solution. Switch actors for the second solution.
Remember to applaud your actors and have them take a Adwese solutions end up being representations of
the social, play, and sakgulation skills we are trying to teaclYou can use the videos periodically and
proactively, to review and practice these skills before problems arise.

To To To Do o

Using iPads to Illustrate
Problem Solving Strategies
'\ -

Materials Needed: iPad orCamera
Time it Takes: 45-60 minues per problem

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEVFRORT,
SPORTSMANSH{EEPING YOUR COOL

Ages: PreK throughHigh School
Hints for Modifying: If you do not hag access to video, use a camerahave the students draw pictures of the

problems and solutionsConsideprovidingexample imagesor drawing®f the scenarios you present to your
children to support their understanding of the problem they are being asked to solve.



Problem Solving Wheel

Visual Supports can be helpful reminders when kids are already escalated. In those moments, verbal
communication can be overwhelming and difficult to process for some childreis.vSual supporis a useful

tool to remindchildren of their optbns when they come across a probldPersonalize this tool by starting with

a blank wheel and filling ithhe potential appropriate actions togethais a group.Foster accountability and

build community by encouraging students to compliment and congratulate each other when they see a friend
making an appropriate choice when faced with a problem.

What can I do?

Walk away ond
let it go

Wait and Q \

cool of f S

60 to amother
activity

SCisSOrs, go
&€
€

Materials Needed: Paper, Images of potential solutions, andders, OR a large copy of this or similar image
Time it Takes: 15-20 minutes initial introduction, then ongoing use

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEVFPRORT,
SPORTSMANSH{EEPING YOUR COOL

Ages: PreK through High School

Hints for Modifying: Modify images and solutions to be age appropriate. Carry a small version with you and post
large versions where conflicts are most likely to occur.



Following Directions/Self- Control Games

Games such as Follow the Leader, Simon Says and Red Light, Green Light teach kids to listen and fadlow rules
order toallow children the opportunity to also practice giving clear directions, reverse the roles and let them call
the commandsThese games were designed to help children practice paying attention, following directions,
remembeing rules, and demonstrating asgie of self regwtion. To teach themwalk students though the

steps of the gameand model the first round.

9 Simon Says/Opposites Game
You can play the classic version of Simon Says, or try this alternétivesk studentstod [ A a 4§ Sy (2 Yeé
RANBOGUAZ2YA FYR R2 gKIFG L &l &3 ForexampR2yguRai: ¢t23170 KY $ 2N
y 2 a\8hHedyoutouchyourears. Can they fight the urge and focus ooly your words?It can betough
initially, butwill get betterwith practice! These games require kids to focuswemat isimportant and resist
what is likely their first impulséMaterials Needed: None

9 Follow the Leader
Have kids line up behind a leader and follow her through an obstacle course. Kids must sggyaimditake
turns as they pass through each section of the course. Alternately, the leader can move around a clear space
and the followers simply can copy her actiomgaterials Needed: None

9 Orange Light, Purple Light
Like Red Lig, Green Light, teacheractd & | dad2L) t A3Ki¢ o0& adlyRAYy3 |
the room fromtheOK A f RNBy ® ¢ K Supdlifiefest tdlofs fo Bfrésént skof dndRgin this twist, you
can usdlifferent colorsor shapeE & dzOK | & LJdaidnile® NF 2 B @ BB L f 2y 4 lpodk NB
a yellow trianglefor & & (i 2 LJ® ¢ cart alicd thkBuNBh¥ing the stop light!
Materials Needed: ConstructionPaper

Time it Takes: The amount of time you have

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEVFRORT,
SPORTSMANSH{EEPING YOUR COOL

Ages: PreK through early Elementary

Hints for Modifying: Use visuals to reinforce yodirections, and therolesaf KS 3 YSa 6 SEY 9

a [
orlanyardF 2 NJ 6 KS f SI RSNE {AY2y 2NJ GKS dqaid2L) ft A3aKGE G2



Following Directions/Self- Control Games (continued)

Here are a few more gamelesigned to help children practice paying attention, following directions,
remembering rules, and demonstrating aspects of self regulation

 Drum Beats
Try using drum beats to represent different actions that children can do while sitting (e.g., clapgtogping)
or while moving around the room (e.g., walking or dancing). For example, children walk quickly to fast

drumming, slowly to slow drumming, and freeze when the drumming stopped. You can also change it up and ac

students to respond to oppositaies (walk slowly to fast drum beats and quickly to slow drum besksberials
Needed: Drum
9 Sleeping Children

In this game,lecircle leadersigsz & { £ SSLIA Y AT & NBLIAY B3S LAyt dEK $ yAXSA f(

pretendingto sleep, the circle leadersays ¢! YR ¢ KSy G(BSsSHB| &YaAKSE &KBHE
and pretended to act like monkeyghe circle leader then repeatise songand suggeststher animals. Children
who are pretending to sleep alled on to @ye suggestions for other animal¥.ou can makthis more
complicated by showing 3 different colored circles (ex: red,,ldnd purplg. On the red circle would ke
picture of a snake, on the blue circle was a picture of a butterfly and there was malaom the purple circle.
When it was time to wake up, the circle leader psitat one of the circles and the chileh actout the animal on
that circle. Pointing to the purple circle (tloé&cle with no picture) allowthe leader to choose any animafter
a few rounds, you can removke pictures and children k& to remember what animal was on each circle.
Materials Needed: ConstructionPaper, Markers

9 Freeze
In a normal game of Freeze, music plays and children dance and jiggle until the music abtemtfyand the
children freeze in place. But in thi®olsof the Mindversion, as the music plays, the teacher holds a picture of a
stick figure in a certain pose above her head. The children are supposed to observe the position of the figure
without daing it, and when the music ceases, they assume that position and that positioTbelymportant
part of playing thé=reeze gamehis wayis the practice of controlling impulses by observing the stick figure
without immediately doing as the stick figudees. This helps then when they're older, she says. Later in life, if
they get angry, instead of punching or yelling, they're able to stop themséiaterials Needed: Music Images
of stickfigures in various poses

Time it Takes: The amount of time you have

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEMFPRORT,
SPORTSMANSH{EEPING YOUR COOL

Ages: PreK throughearly Elementary

Hints for Modifying: Visuals to represent the elements of Freezing (still body, quiet mouth)
10
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Collaborative, Improvisational Storytelling

To play thisooperativegame, puta set of feelingsards face down on the table. Then players decide together

on some story elements must appear in the story (e.g., an arctic wasteland, a lemur, and a banana). The goal i
for the players to take turns making up the narrative, building on each &ldea and (eventually) making use

of all the required story elements. To begin, first player picks a card, and starts the narrative. He can take the
story into any direction he likes, but he must incorporate the emotion depicted on the édtelc a minute or

two, the next player picks a card and continues the narrative. Players continue to take turns until they have usel
all the required story elements and reached a satisfying conclusion.

Materials Needed: Feelings Rshcards
Time it Takes: 15- 30 minutes

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEVFRORT,
SPORTSMANSH{EEPING YOUR COOL

Ages: Elementanthrough High School

Hints for Modifying: Consider making a story element deck as well, so that children have visual reminders of the
elements they are supposed to be including in the stavindify story elements to bege appropriate.

11



Collaborative Construction

Group construction projectgresent kids wittopportunitiesi 2 LIt & | §GSydAz2y G2 SI OK
communicate, negotiate, and cooperat€onsidediscussing and agreeing to roles (ex: truck driver, foreman,
architect,taper, etc) to help studentplanhow to contribute. Before you being this activity, review problem
solving/conflict mediation strategies with your studeniisclude time at the end for the group to reflect on the
experience of working together.

Materials Needed: Building SupplieBlocks, Lego$lay h, Cardboard etc.)
Time it Takes: Depends on thescope of the constructioproject

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEMPRORT,
SPORTSMANSHIEEPING YOUROL

Ages: PreKthrough High School

Hints for Modifying: Keep activitieglength scopeand materials) age appropriate

12



Cooperative Ball Games

Ball passing games help kids successfully interact with each other in the name of a common goal. Without
interruption or dropping a ball, kids hit, kick or toss a ball back and forth. To keep the ball moving back and
forth, kids anticipate their partner'actions, and make accommodations based on those actidow. long can

G2 02N Y2NBO (ARa {1SSLIF oFlftf aAy LII&Ké ¢KSNB |
ball, or hit the ball back and forth (as in volleyball). But the basa id the same: Players move the ball back

and forth without dropping it or interrupting the rally. Success depends on anticipating and accommodating
SI OK 2 i K SBExnddrage téains@riy, sudporting each other and achieving common goals, by bging ve
clear about the goal of working together.

Materials Needed: Bal(s)
Time it Takes: 10-15 minutes

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEMPRORT,
SPORTSMANSHIEEPING YOUROL

Ages: PreK throughElementary

Hints for Modifying: Create K S SEGN} NRtS 2F | aOKSSNI SI RSNEE 6K2
well. Thenhave the players rotate through each role

13



Plan a Party

Throughthis activity, childrenlearn the importance of negotiation and compromise by planning a mock birthday
party, or a real party for your classroommdividually, kids mull over choices rediug activities, the lunch food

and type of cake. Once kids identify their favoated least favorite options, they come together and see what

they agree on.Kids must come to an agreement about what to eat for lunch, what activity to engage in, and
what sort of cake to haveYou can also include elements like music and decoratiarsdBefore you play,

makean identicalsetof cardsfor each participant. Each set should incluth®ices for theelement students are
planning

w /FNR& RSLAOGAY3I aSOSNIf RAFFSNBYyd OK2A0Sa 27F f dz
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To play, each kid looks over the cards and identifies his favorite and least favorite options. Then kids can try to
see what they agree on. Can they negotiate an agreement? Help kids understand the nammgpodmise:

They might not be able to agree on their favorites. But maybe they can arrive at an acceptable plan by
eliminating options that people really dislike.

Materials Needed: Activity/Food/Cake Choicedtds ( set for each student)
Time it Takes: 30- 60 minutes

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEVFRORT,
SPORTSMANSH{EEPING YOUR COOL

Ages: Elementary

Hints for Modifying: Limit the amount of choices for younger childrg@ajr imageswith text on the choice cards
Practice the steps of compromising before beginning the activity, and post reminders of the steps that students
can access during the activity.

14



Draw Your Day

Planning requires a lot of energy from the prefrontal cortéxthe Vygotskia#thased Tools of the Mind

I LILINB I OKEX OKAf RNBY INB SyO2dzN} 3SR (2 ONXRnsgiplel L I
process encourages futwa@rientation, ard requires children to think before doing, a key aspect of impulse
control.

Encouraging planning can be as simple as askingsyodentwhat they wantto play next and askinipem to
describe whatheyQ f f It cBuld dnean taking a few minutes to talka@ut/plan what your students want to do

with their upcoming quiet timerecess ortrip to the library. Turn it into a written plan by discussing the plans,
writing yourstudentQ @ R A @ retedsargagdi®ncouragingerto draw a picture to completéhe planning
process.

Go a step further and help older children plan their day, creating a picture schedule or written schedule to help
them see how they can have time to do both what they need to doveauat to do by following a planwhen
distractionst NA 4SX aAYLi & NBYAYR (KSY 2F 4oKIGi GKS@QNB OK
want. This simple exercise helps reinforce an internal locus of control and encourages them to focus on what
they want most over what they want nowhg epitomeof impulse contrd).

Materials Needed: PaperMarkers, Crayons, or Coloredriils
Time it Takes: 5-25 minutes

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEMPRORT,
SPORTSMANSHEEPINGOUR COOL

Ages: PreK through High School

Hints for Modifying: Provide gplanningtemplate for students to fill inProvide images of activities for them to
choose between
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Ice Breakers and Brain Breaks

Ice Breakers can be used to introduce a group to one another, or to deepen the connections between students
that already know each other. They can h&lipdentsto identify personal characteristics and tecognize
commonalties within the group
9 Activity Blocks
Createactivity blocks for a quak brain break in the classroomUse these blocks as a movement activity to
break the ice in a new group or before your students get too wiggly to focus. Choose students to roll the blocks
and lead the activity! Materials Needed: Cardboard, paper, tape
f Name Game
It is helpful for kids tdearn the importance of capturing a person's attentioefore speaking to themFor this
game, kids sit in arcle, with onechildtaking a ball. Thehildwith the ball says the name of anothehildin the
circle and rolls the ball to him. Tle&ildreceiving the ball in turn says the name of anothkildin the circle and
rolls the ball to her. Play continues in this manner, with kids learning to adtiregserson with whom they
wish to spe#t to. Materials Needed: Soft, Foam Ball
9 ILike My Neighbor Who....

Arrange students into a circle where one persoimithe middle The person in the center of the circle begins

GKS 3IYS o0& aleAPBALBOAT 208 Y&ShiESwEtEsTh? Bihtande ith & piece

of information thatistrue forher9 EI YLX SY aL f2@S Yé ySAIKo2NE SaLISO
2F adlGaSz t20Sa (2 L)X Fe@& ol aiaSsbanladsheds fiished with thedSaiementy &
everyone (including the person in the center) who this applies to moves from their cone to an empty come that
is not right next to them.The person who remains in the middle begins a second round of the.dAaterials

Needed: None

YourTherapySource
TE

Time it Takes: 10-20 minutes depending on the size of your group

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEVFRORT,
SPORTSMANSH{EEPING YOUR COOL

Ages: PreKthrough Elementary

Hints for Modifying: Remember to take student mobility into consrdé&on
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Say Something Nice

Many people have troublgracefully accepting complimé&nand may not give complimengzasily. Learning
these two social skills is importampmpliments are a way of initiating and deepening relationships. They are
great conversation starters and a waygshow appreciation for others. For this activitayvk the students sit in

a circleand give one player a soft foam ball. That player thrtvesball to another child, who has to say
something nice about the persavho just threw the ball to hefFor instance, the students caay anything

from "You have a pretty smile" to "You tell funny jokgsdntinue the game until all of the students hawad a
compliment given to them by their classmat@&gefore you begin the activity, practice some compliments with
the group.

Materials Needed: SoftFoam Ball
Time it Takes: 10-20 minutes, depending on the size of your group.

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEVFRORT,
SPORTSMANSHIEEEPING YOUR COOL

Ages: PreK- Elementary

Hints for Modifying: Provide compliment templates and reminders for children to use as examples to draw from
if they get stuck.
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Giving Flowers

Begin the game by dividing the group into two teams. Line up the teams on one side of the classroom a few fee
apart fromeach other. Select one player from each team to sit in a chair on the opposite side of the room. Give
the first players in each team a bouquet of fake flowers. When you say "Go," the first player runs to his
teammate sitting down on the opposite side tietroom. He hands her the flowers, saying, "These are for you,"
and switches places with her, sitting down in the same chair. She races back to the team and hands off the
flowers to the next player in line, saying, "These are for you." The player whoesdbe flowers has to say,

"Thank you," while the giver has to respondpt're welcome." The first team to have had all its teammaies
inthell S I ¥h@irwins the game.

Materials Needed: bouquet of flowers
Time it Takes: 10-20 minutes, depending on the size of your group.

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEVFPRORT,
SPORTSMANSHIEEEPING YOUR COOL

Ages: PreK- Elementary

Hints for Modifying:
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Acts of Kindness

Before the game, think of several different scenarios that represent kindness or meartihesaples include "A

boy gives his mom a hug" or "A girl makes fun of her friend." Sit the students down and tell them a scenario,
adding more details if you like. Ask the students whether the situation represents an act of kindness or an act o
meannessilf a child thinks she has the answer, she raises her hama can choose to ruhe activity as a

contest and giveut points for correct answers, or as more of a discussion, encouraging students to come up
with alternatives to the actions in the mean segios.If you choose to do a contesté first child who gives the

right answerreceivesa point. After presenting several of these situations, the player witmtbst points wins

the game.Thedwinner€ chooses a way for everyone in their class to Ioel ko them(exreceiving higHives,
compliments, etc)

Materials Needed: None
Time it Takes: 10-20 minutes, depending on the size of your group.

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEMFPRORT,
SPORTSMANSHIEEEPING YOUR COOL

Ages: Pre-K- High School

Hints for Modifying: Adapt the scenarios and the depth of conversation to the ages of the students. Consider
printing out photos representing the scenarios to support visual learners.
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Speaker, Listener, Observer

Listening involves paying attention, asking questions, and reflecting back what someone says. When you
practice active listening, the other person in the conversation feels h€amd.popular method of teaching

active listening assigns people to one of three roles: A speaker, a listener, and an observer. The speaker is
instructed to talk for a few minutes about something important to him. The listener attends quietly, providing
cuesto the speaker that she is paying attention. When the speaker is finished talking, the listener also repeats
0FO12 AY KSNJI 26y ¢ 2TNRD%A SINGSS NDFHS 2SN E  LWIRA BDd & dz (S
speaker stay on topic? How dide listener indicate that she was paying attention? After the observer shares his
observationswith the others, the players switch roles and try again.

Materials Needed: None
Time it Takes: 20-30 minutes

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEMFPRORT,
SPORTSMANSHIEEEPING YOUR COOL

Ages: Elementary through High School

Hints for Modifying: Provide visual reminders of the responsibilities of each role.
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Social Stories

A social storglescribesa situation, skill or concept in terms of relevant social cues, perspectives, and common
responses in a specifically defined style and forn@xcial storiesvere initially developed for use witthildren

with an Autistic Spectrum Disorder, but can be helpful for teaching social skills to all chil@henpurpose of a

social story is to give clear, concise information for appropriate behavior in a specific social situation. Social
stories can also be made into salcvideos. These can be very useful for studéetsause they can be viewed

over and over again. This helps to reinforce the skills being taught and can ease anxiety for students. The videc
can have text and voiceover so students can listen to the iotnus while watching the videos. Some students
could be included in the making of the video and even star in their own video. Social videos are especially good
for supporting students in new situations, such as a first day at a new sochpaigram The® stories or videos

are them read/shown to the student multiple times preventatively to help them prepare for the chosen

situation before they encounter itKeep it simple and positiviecus on the behavior you are hoping to see!

Playing

Sometimes [ like to play with other
kids.

Want 10
}Q I can ask them, "Do you want to play

# |with me?"

If they say "yes", I can play with them.
I will have fun.

If they say "no", it's ok.

I can ask someone else or play by

myself.

Teacy Bopd, 2009

Materials Needed: Paper, Images, Pen or Computer (for text), Video de¥iceking a video social story
Time it Takes: 20-30 minutes to make,-80 to use.

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEVA/RORT,
SPORTSMANSHIEEEPING YOUR COOL

Ages: PreKthrough High School

Hints for Modifying: Use images, and language level appropriate for the age and comprehension ability of your
student.
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Friend Book

al 1S | & CNIndyrade each 2HjlEsiare three things about themselves (e.g. favorite color, number
of siblings favoriteactivity), and wrie it on a page.Glue apicture of each child on their pagéet the students
decorate their pages with drawings and stickefdterwards, photocop the book so every child has a copy to
keep., ¥ @2dz R2y Qi KI @S | 00S&aa (42 I O2LASNE YI 1S 2adzali
through. This activity encourages learning about others and finding commonalities.

An alternateactivityg 2 dzf R 06S G2 KIF @S SIFOK OKAfR YIF1S Fy atlftf
class during a circle time meeting. Leave room in the back of the book for the other kids to leave positive, kind
comments(likea yearbook)

Materials Needed: Paper, photo of each child
Time it Takes: 15-25 minutes

Skills This Builds: COOPERATION, PARTICIPATION, COMMUNICATION, VALEVFRORT,
SPORTSMANSH{EEPING YOUR COOL

Ages: PreKthrough High School

Hints for Modifying: Provide Images paired with text for younger students to use to talk about themselves, a
field of choices for students who might need it, and be sure to ask age appropriate questions for each group of
students.
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Let’s Play! Activity Resources

Social Skills Building Activities

http://www.npr.org/templates/story/story.php?storyld=76838288

http://www.ehow.com/list 6675942 gamedevelopsociatskillskids.html

http://www.parentingsdence.com/sociagkillsactivities.html

http://voices.yahoo.com/interactivegamesteachkids-sociatskills7883714.html

http://www.parentingscience.com/faciagxpressiongor-kids.html

http://nspt4kids.com/parenting/buildingsociatskillsthrough-play-dates/

http://www.ehow.com/list 6623662 preschoalameskindness.html

Executive Functioning

http://www.therapyandlearningservices.com/3/post/2012/09/activitider-strengtheningexecutive
function.html

http://notjustcute.com/2011/11/02/want-to-giveyour-kids-an-advantagebuild-executivefunctions/

http://www.theinclusiveclass.com/2012/05/2&as/-waysto-improve-executive.html

Brain Breaks

http://yourtherapysource.com/videoblocks.html

Self Requlation

http://www.yourtherapysource.com/selfrequlation.html

http://www.toolsofthemind.org/extendedcampus/toolsofthemind/about/selfregulationactivitisgtml

http://www.themotorstory.com/The Motor Story/Blog/Entries/2010/11/8 Classroom Activity tbé Week
Activities to Enhance Self Regulation.html

http://www.themotorstory.com/The_Motor_Story/Bg/Entries/2010/11/1 Classroom_Activity of the Week
VestibularProprioception_Organizer.html

www.cdd.unm.edu/ecspd/..$elfRequlationTipsandStrategiedf
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http://www.npr.org/templates/story/story.php?storyId=76838288
http://www.ehow.com/list_6675942_games-develop-social-skills-kids.html
http://www.parentingscience.com/social-skills-activities.html
http://voices.yahoo.com/interactive-games-teach-kids-social-skills-7883714.html
http://www.parentingscience.com/facial-expressions-for-kids.html
http://nspt4kids.com/parenting/building-social-skills-through-play-dates/
http://www.ehow.com/list_6623662_preschool-games-kindness.html
http://www.therapyandlearningservices.com/3/post/2012/09/activities-for-strengthening-executive-function.html
http://www.therapyandlearningservices.com/3/post/2012/09/activities-for-strengthening-executive-function.html
http://notjustcute.com/2011/11/02/want-to-give-your-kids-an-advantage-build-executive-functions/
http://www.theinclusiveclass.com/2012/05/25-easy-ways-to-improve-executive.html
http://yourtherapysource.com/videoblocks.html
http://www.yourtherapysource.com/selfregulation.html
http://www.toolsofthemind.org/extendedcampus/toolsofthemind/about/selfregulationactivities.shtml
http://www.themotorstory.com/The_Motor_Story/Blog/Entries/2010/11/8_Classroom_Activity_of_the_Week__Activities_to_Enhance_Self_Regulation.html
http://www.themotorstory.com/The_Motor_Story/Blog/Entries/2010/11/8_Classroom_Activity_of_the_Week__Activities_to_Enhance_Self_Regulation.html
http://www.themotorstory.com/The_Motor_Story/Blog/Entries/2010/11/1_Classroom_Activity_of_the_Week__Vestibular-Proprioception_Organizer.html
http://www.themotorstory.com/The_Motor_Story/Blog/Entries/2010/11/1_Classroom_Activity_of_the_Week__Vestibular-Proprioception_Organizer.html
http://www.cdd.unm.edu/ecspd/.../SelfRegulationTipsandStrategies.pdf

