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by Ficharc A, Gardner, M. D.

Revised and Updated
What's Included in the Box
* 108 Dang Caras * 108 Tasong Cards + 108 Foolng Cards
* Game boars s SPNNOT * 6 parars
* bag of chips 2 dce

The Taking, Feelng, 8 Dong Game —devised by Dr, Rchard A. Gargner in 1568 and 415t pubished in 1973« has anjoyed worid-
wide Wtizaton a5 an extremoly eHecive psyChotherapeutic nstnument. MOst Chikd tharsQsts CONsdar £ 3n NTISPeNSaDie part of
thewr playrcom equipment. With 8 hgh degree of predclabvlity, the game will angage the most resistant and inkbited children imo
meaningful psychotherapeutic endeavors. The game routinely faciitates csclosures often not otherwese abtairable. Further, the
materiais ahicitod by e game Save as Pants of depanun “or meaningtul pEyChotarapeutic Intarchanges,

During the decades aver which Or. Garoner has ubleed the Game, ba has found nathng 1o Changd » the Game's Dasc format
Trnes change, however, and some revisan and updating of the nstruchons and question cands wens warranded Thes new verson
retains 1he basc format of the ongmal game. Howevoe, some of 1he question cards hawe been updated, madfed, or impraved —
wath the result that the ramed Game s by 1O Oove éven mae alfactive than the angnal

Purposes of the Game

The Taling, Feelng, & Dong Gare: A Psychothorapoutic Game for Cnidren was devised to ecable tharspsts to learn more
ADOUT thewr chid patents’ psychologed procedses, Chelgran n traatment 00 rat generally come forth with revelabons about
thameshves, especaly thase that may cause psychologeal fen, anuety, shame, o Guit. Ths ame enabies Chiden 10 provine
such nformation in & wdy that s nonthrestenng in short, it enables the theragiest to ind out whiat is Gang 0N in the chidd’s mang
i the comtent of a frendly and often enoyabibe Garme 10rmat-« 50 unvarsaly apEeatng ta chddren. It Ltizes the vehichs of
stancar board Game piay, 8 1onmat with which most chddren are Lurduy

Trowgh 1ha game facitates the shcilaton of the Chikes responses via 1osen remforcement, it 15 by N0 Means a form of befavor
mogtcatan. The purpose of the token reinforcemant & NOT 1o change behuvior at the manifiest keved fahich s whul is 000 0
Denavor Moshcation] but 1o use such renforcement for the ekGtaton of psychodynamically meannghul matersy, matenal that =
desgned 10 Seve 36 3 pont of depature Tor meanngiul peychotherapeutic INerchanrges batwoen 1he chid and the therapest

The Tawung, Feelng, & Dong Game has prayen helptul for shorering the paychotherapeutc Hrocess DOCALSS  GUCRY ane
predoisdly provaes the therapst with niormatan abiout the chikd's undang pSycholgeal processes. INtormaton that meght
PV 1aKen Weeks Of evan MOnths 10 eitil May evon be obtaned dunng Ihe irst few sessons, The game was ongnaly desgned
10 eratie nhibted chddren 16 reveal themselves, But eyven Chukign wha are mare freely engaged  Gract discusson and
nsght-onented Merapy wit tnd d a pleasuranio 304N PEYCHoll aDeUNC RXPRNeNce

Who Can Play

e Tawing, Feslng. & Dong Game nas proven uselu 10r Chl0 patents as Yyours as aje four. Younger chiloren, because of
COgNve Immatunty, Canaot gancsally pliy BOANd games € a meanngiul way, Tho upper age range is appeoumalely early
adolescence (3066 12 10 15). Children o the Bracket are 1Sualy 100 oid 10 Mvoive themseives in antasy play (espocialy aound
00%s| and may be 160 Young ta nvohe Ihamsekes meannglully m Groct face to-face dacusson, especially when such
BSCUSLONS Inaive the development ol ireght Many in this older age Deacket wil welcome the game and openyy state that o
helps peoode theen wilh matenal for GSCUSSON wWith the Marapat.



