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Educational Goal: "Empathy Adventure"
aims to teach children about
neurodiversity, empathy, and the
importance of accommodating different
needs. It fosters a supportive environment
where players learn from each other and
celebrate diverse strengths.
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Players work together to
complete challenges and
collecte empathy tokens by
understanding and
accommodating each other's
needs and preferences.

Players: 4-6 players, including
one player taking the role of an
autistic student.

Game N.1



Game Board: A path with various stops, including
challenges, safe zones, and empathy boosters.

Empathy Tokens: Earned by successfully
completing challenges.

Challenge Cards: Describe scenarios requiring
cooperation and understanding.

Character Cards: Each player has a card
describing their character's strengths, preferences,
and challenges.

Accommodations Cards: Strategies to help players
navigate challenges, focusing on communication,
sensory needs, and social interactions.

Components



Setup

Each player draws a
Character Card, including
one representing an
autistic student with
specific strengths (e.g.,
attention to detail,
honesty) and challenges
(e.g., sensory sensitivity,
social communication).

Shuffle the
challenge cards
and place them
face down on
the board.

Place the Game
Board in the
center and
distribute empathy
tokens evenly
among players.



Players take turns moving their
pieces around the board.

When a player lands on a
challenge space, they draw a
challenge card and read it aloud.

The group must work together to
solve the challenge. Players use
their character cards and
accommodations cards to
navigate the scenario.

Gameplay



Sensory Overload: The classroom
gets noisy. Discuss and decide
how to create a calm environment.

Group Project: Plan a project
where everyone's strengths are
used. Ensure the autistic student
feels comfortable with their role.

Social Situation: A new student
joins the game. How can the group
make them feel welcome,
considering different social needs?
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The game ends when all players
reach the final space on the board.

Players count their empathy
tokens. Discuss as a group how
they supported each other and
what they learned.

The game emphasizes
cooperation and understanding,
rather than competition.

Winning the

Game



Game N.2



Game N. 3    Edpuzzle
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https://edpuzzle.com/assignments/668f9ca0921d2a1e3c232a99/watch
https://edpuzzle.com/assignments/668f9ca0921d2a1e3c232a99/watch
https://edpuzzle.com/assignments/668f9ca0921d2a1e3c232a99/watch
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