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The "Empathy Go Fish” game is designed to encourage family members
to reflect on personal experiences related to empathy, vulnerability,
and kindness. By sharing these experiences and listening to others,
participants will build deeper connections and foster a compassionate
family environment.

Family Objects

Cultivating Empathy Through Shared Experiences:
Family members will share personal stories and listen to each other's experiences, promoting

understanding and compassion.
Enhancing Emotional Awareness and Self-Reflection:
Participants will reflect on their own emotions and personal growth, fostering greater self-awareness.

Strengthening Family Connections:
Through open communication and active listening, the game aims to deepen emotional bonds and create

a supportive family environment.

%;ﬁ Success Milestones

Meaningful Sharing:
Each participant openly shares personal reflections in response to the prompts, contributing to authentic

family discussions.

Active Listening:
Family members demonstrate attentiveness by thoughtfully responding to others' shared experiences,

indicating empathy and understanding.

Inclusive Participation:
All participants engage actively in both the card game and the reflective conversations, ensuring a

cohesive and supportive experience.
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Objective:
The "Empathy Go Fish" game is designed to encourage family members to reflect on

personal experiences related to empathy, vulnerability, and kindness. By sharing these
experiences and listening to others, participants will build deeper connections and foster a

compassionate family environment.

Materials Needed:
» A standard deck of playing cards with the tens and face cards (Jack, Queen, King)

removed, leaving Aces through Nines.
» A list of empathy and vulnerability prompts corresponding to each card rank (detailed

below).

Setup:
1.Prepare the Deck: Remove all tens and face cards from the deck, ensuring only Aces

(valued as one) through Nines remain.

2.Deal the Cards: Shuffle the modified deck thoroughly. Deal five cards to each
participant. Place the remaining cards face down in a draw pile accessible to all
players.

3.Introduce the Prompts: Explain that each card rank corresponds to a specific prompt
related to empathy and vulnerability. Participants will respond to these prompts during

the game.

Instructions:
1.Objective: The goal is to collect pairs of cards by asking other players for specific

ranks and responding to the associated prompts, thereby facilitating meaningful

conversations.

2.Taking Turns:
The game proceeds in a clockwise direction.
On their turn, a player may ask another participant for a specific card rank that they

already hold in their hand.
If the asked player has the requested card, they must hand it over, allowing the

asking player to form a pair.
Upon forming a pair, the player places the two cards face up in front of them and

responds to the prompt associated with that card rank.
If the asked player does not have the requested card, they say, "Go Fish," and the

asking player draws a card from the draw pile.
If the drawn card completes a pair, the player lays down the pair and onds to

the corresponding prompt.
Regardless of the outcome, the turn then passes to the next player.
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3. Responding to Prompts:
o Each card rank has an associated prompt designed to elicit personal reflections
related to empathy and vulnerability.
o When a player forms a pair, they share their response to the prompt with the group,
fostering open communication and understanding.

Empathy & Vulnerability Prompts:
Ace (1): "What is something you are proud of accomplishing recently, and why does it
make you proud?"
Two (2): "Who is someone in your life that makes you feel supported, and what do they
do to help you feel that way?"
Three (3): "Describe a moment when you showed kindness to someone else. How did
it make you feel?"
Four (4): "What is one thing you've learned about yourself through a challenging
situation?"
Five (5): "Think of a time when you were able to forgive someone. What did you learn
from that experience?"
Six (6): "Share a time when you felt vulnerable with someone. How did they respond,
and how did it affect you?"
Seven (7): "When was the last time you felt misunderstood? How did you overcome
that feeling?"
Eight (8): "Talk about someone who inspires you with their empathy. What about them
do you admire?"
Nine (9): "Share a moment where you had to put yourself in someone else's shoes to
understand their feelings better."

Winning the Game:

The game continues until all pairs have been formed and the draw pile is exhausted. While
there is no traditional "winner," success is measured by the depth of sharing and the
strengthening of family connections achieved through the game.

Additional Variations:
» Team Play: For larger families, consider forming teams, allowing members to
collaborate on forming pairs and sharing reflections together.
 Themed Rounds: Focus on specific themes for each round, such as "Acts of Kindness"
or "Overcoming Challenges," to guide the reflections.
« Creative Expression: Encourage participants to draw or write their refle s before
sharing, adding an element of creative expression to the activity. .]

% +he school o€

PLAY




N
N
A
\
\
N
A
A
\
N
3
\
\
N
R
S

S

Additional Notes:
"Empathy Go Fish" offers a unique blend of familiar gameplay and meaningful
conversation, making it an ideal activity for family bonding. By integrating reflective

prompts into a classic card game, families.
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