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Introduction
The Emo Cards Deck contains 52 cards, each with four 

diff erent emotion words.
Here’s a sample emo card:

The card has four stripes and each stripe contains an 
emotion word with an identifi cation number in front of it. 
The numbers and the colors of the stripes have no special 
signifi cance. Four emotion words are randomly printed on 
each card. There is no special connection among these words.

This deck of cards is designed for exploring feelings and 
emotions. You can use the deck to create your own party 
games, training games, and team building activities. You can 
play the games with your students, colleagues, friends, and 
family members. 
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This booklet contains detailed instructions for playing 
some of our favorite games. These games come in two 
varieties:

 Debriefi ng Games. You conduct a debriefi ng game 
to follow up a training activity (such as a simulation 
game, a role play, or fi eld trip) or a real-life event 
(such as a death in the family, marriage, or job 
promotion) to encourage the participants to refl ect 
on their experiences and share it with each other.

 EQ Games. You conduct an EQ game to help the 
participants to increase their awareness of their 
personal feelings and the feelings of the people around 
them. The resulting improved awareness is the fi rst 
step in managing emotions in an intelligent fashion.

Play and enjoy the games in this booklet. Also, design your 
own games and play them. Share your feedback and games by 
sending an email to thiagi@thiagi.com.

Thank you!
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Debrief
People don’t learn from experience; they learn from 

refl ecting on their experience and sharing their insights 
with others. Some of the learning from experience involves 
thinking while others involve feeling. We can use the emotion 
cards to conduct eff ective debriefi ng activities. Here is a 
standard procedure that we use--and recommend to other 
facilitators.

Synopsis
Divide the players into equal-sized teams. Display a packet 
of emo cards in the middle of the table. Ask a debriefi ng 
question and invite the participants to mentally select one 
of the emotion words as the response. Ask team members 
to take turns to hold up the card with the selected word. 
Ask the others to guess why they think the responder 
selected the word. Repeat the procedure with additional 
debriefi ng questions.

Purpose
To identify the emotional responses to a shared experience.

Participants
Minimum: 3
Maximum: 70
Best: 20 to 30
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Supplies
A deck of emo cards

Time
12 to 15 minutes 

Flow
Organize teams. Divide the participants into three to 

ten teams, each with three to seven players. Seat the team 
members around a table.

Spread the emotion cards. Display about 10 emo cards 
printed side up in the middle of the table. Make sure all 
the emotion words are clearly visible. Ask the players to 
independently review the words.

Ask a question. Get the players’ attention and ask your 
fi rst debriefi ng question. Example: What is your reaction to 
the experience?

Secretly select a word. Ask each player to scan the cards 
and mentally select a word that best refl ects the emotional 
response to the question. Tell the participants not to announce 
their choice now.

Display your word. Select a player in each team to play 
the role of the Responder and ask this person to pick up the 
card and with the selected word and show the word to the 
other players. Instruct this person not to say anything. 

Guess the reason. Ask the other players to refl ect on 
the word and call out the reason the Responder selected this 
word. The players do not have to take turns. They can make 
any number of statements in any order. During this time, the 
Responder keeps his or her mouth closed and listens to the 
statements.
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Explain the reason. After a suitable interval, ask the 
Responder why he or she selected the word.

Repeat the procedure. Ask the players to take turns to 
pick up and display the selected word. (More than one player 
may have picked the same word.) Repeat the process of other 
players guessing why this word was selected. Then ask the 
Responder to explain his or her reasons.

Use additional questions. When all players in the team 
have responded to the fi rst debriefi ng question, ask the next 
question. (Review the Play Sample below for suggested 
questions.) Repeat the same procedure as before.

 Conclude the game. Announce the end of the activity 
when you have processed a suitable number of debriefi ng 
questions.

Play Sample
Recently, we conducted a construction game with fi ve 

teams of participants. Each team was asked to build a tower 
using paper cups, ribbon, masking tape, cardboard boxes, 
drinking straws, and crayons. After 15 minutes, a judge 
selected the best tower and awarded a prize to the team.

Here are the questions that we used for debriefi ng the 
participants at the end of the game:

 How did you feel about the steps of the game?

 Who took on the leadership role in your team? How do 
you feel this person?

 How do you feel about the fellow members of your 
team?

 How do you feel about the tower you constructed?

 How do you feel about the conclusion of the game?
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 How do you feel about the judge who selected the best 
construction?

 Did you win the game? How do you feel about winning 
the game?

 Did you not win the game? How do you feel about not 
winning the game?

 How do you feel about the team that won the game?

 How do you feel about playing the same game again?
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Emotional Charade
This game requires the players to act out diff erent emotions 

and to quickly and correctly identify the emotion that is being 
acted out by someone else.

Synopsis
Ask a participant to pick a card, secretly select an emotion 
listed on the card, and act it out through posture, gestures, 
facial expression, and noises. Ask the other players to 
guess the emotion and call it out. The person who fi rst 
identifi es the correct emotion wins a point.

Purpose
To express an emotion through posture, gestures, facial 
expression, and noises.

Participants
Minimum: 3
Maximum: Any number
Best: 15 to 30, divided into groups of 3 to 7 players.

Time
6 to 15 minutes for the activity depending on the number 
of players in the group.
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Supplies
• A deck of emotion cards
• Pieces of paper
• Pens or pencils

Flow
Organize groups. Divide the participants into groups of 3 

to 7 players. Seat each group around a table. Place a shuffl  ed 
packet of emotion cards in the middle of the table.

Select the fi rst Actor. Ask the players to point to the 
person who looks a movie actor. This person will be the Actor 
for the fi rst round of the game.

Select an emotion. Ask the Actor to pick a card from and 
review the four emotion words without showing the cards to 
anyone else. Instruct the Actor to select one of the emotion 
words and write it on a piece of paper, fold the paper to hide 
the word, and set it aside.

Display the emotion. Ask the Actor to show the emotion 
through his or her posture, gestures, and facial expression. The 
Actor must not speak but may make nonverbal noises such as 
grunts, groans, and screams. 

Guess the emotion. All other players shout out diff erent 
emotion words that they think the Actor is portraying. 

Score the round. When a player says the correct emotion 
word, the Actor says, “Correct” and shows the word on the 
piece of paper. The fi rst player who guessed the emotion 
correctly gets a point.

Repeat the game. The player to the left of the Actor 
becomes a new Actor for the next round of the game. Play 
proceeds as before.
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Conclude the game. Game ends when all players have had 
a chance to play the role of the Actor. The player who won the 
most points is declared to be the champion.
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Emotions Speak
This game requires the participants to relate the emotion 

depicted in a picture with an appropriate statement. 

Synopsis
Ask the participants to take turns to be the Judge. During 
each round, ask the Judge to turn over a card and read an 
emotion word. Ask the other players to write a statement 
that is likely to be made by a person feeling that emotion. 
Ask the Judge to select the most appropriate statement.

Purpose
To write a statement associated with the emotion word.

Participants
Minimum: 3
Maximum: Any number, divided into groups
Best: 15 to 30

Time
6 to 15 minutes for the activity, depending on the number 
of players in the group.
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Flow

Organize groups. Divide the participants into groups of 3 
to 7 players. Seat each group around a table.

Select the fi rst judge. Ask the players to point to the most 
serious looking person in the group. This person will act as the 
Judge for the fi rst round.

Turn over the top card. Ask the Judge to shuffl  e the deck 
of emo cards and turn over the top card to show the list of 
words. Ask all players in the group to read the last word in the 
list.

Write an emotional sentence. Ask the players to secretly 
write a sentence that the person with that feeling is likely to be 
saying.

Read the sentence. After 30 seconds, the Judge asks the 
players to take turns to read the statement. When everyone has 
done this, the Judge selects the most appropriate statement. 
The writer of this statement wins this round.

Continue the game. The player seated to the left of the 
Judge now becomes the new Judge. This player turns over the 
top card. Play continues as before.

Conclude the game. The game comes to an end when 
every player has had a chance to be the Judge. The player who 
won the most rounds is declared to be the champion.
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Friendly Advice
Very often, helpful suggestions from friends work more 

eff ectively than prescriptions from an outside consultant or 
coach. Here is an activity that adds an element of anonymity 
to increase the impact of friendly advice.

Synopsis
Ask each participant to secretly write down the number of 
an emotion word that identifi es a frequent and undesirable 
feeling. Randomly select one of these emotions and 
off er friendly suggestions for how to reduce it. Repeat 
the procedure with the choices from all participants in 
the group. Later, replay the game with the participants 
selecting a desirable emotion and receiving friendly advice 
on how to increase it.

Purpose
To brainstorm strategies for reducing undesirable emotions 
from the present and for increasing desirable emotions in 
the future.

Participants
Minimum: 3
Maximum: Any number
Best: 12 to 30
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Time
20 to 30 minutes, depending on the number of participants 
in each group

Supplies
• Emo cards, 5 to 10 cards per group
• Pieces of paper
• Pens or pencils

Equipment
• Timer
• Whistle

Room Set-Up
Arrange seats around tables to accommodate each group

Flow
Organize groups. Divide the participants into groups of 

3 to 5 people each. It does not matter if a group has one more 
person than the others.

Set up the tables. Seat each group of players around a 
table. Spread the 5 to 10 emo cards at the center of the table 
with the printed sides up.

Select a negative emotion. Ask the players to study the set 
of cards and secretly select an undesirable emotion that they 
frequently feel at the present. Ask them to write the number in 
front of this word on a piece of paper. Announce a 1-minute 
time limit.
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Collect the emo card designations. Ask the participants 
to fold the piece of paper in half to hide the number. Ask one 
of the participants to collect these folded piece of papers, mix 
them up, and pull one out at random.

Display the selected emotion word. Pull out the emo card 
that contains the word identifi ed on the paper and set the other 
cards aside. Display the card with the selected emotion word 
at the center of the table. Read this word aloud.

Discuss suitable strategies. Tell the participant who 
selected the emotion word earlier not to identify himself or 
herself. Ask this person to participate in the activity just like 
any other player. Ask everyone to off er friendly suggestions on 
how to reduce the occurrence and impact of this undesirable 
emotion. The players do not have to take turns but may talk to 
each other as in a normal conversation. 

Conclude the round. After a suitable period, ask the 
players to conclude their conversation about reducing the 
undesirable emotion.

Repeat the activity. Open another folded piece of paper, 
display the card with the selected number, read the emotion 
word, and repeat the friendly conversation as before. Continue 
repeating the activity until all selected words have been 
discussed.

Replay with a positive emotion. Ask the participants 
to study the same cards again and secretly select a positive 
emotion they would like to feel frequently in the future. Ask 
them to write the number in front of the word a piece of paper, 
fold the paper, and keep it hidden from the others. Play the 
game as before, except this time ask everyone to give friendly 
advice on how to increase the desirable positive emotion. 
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Friendly Comments
This game requires the players to respond to a selected 

word with a friendly statement showing sympathy or 
compliment. The fi rst player to match the response with the 
correct word scores a point.

Synopsis
Ask each participant to secretly select an emotion word. 
Instruct one player to assume the role of a Friend and 
respond suitably to the emotion on the card he or she 
selected. Ask the other players to identify the appropriate 
word. The fi rst person to name the correct word gets a 
point.

Purpose
To match an appropriate response with the emotion that 
elicited it.

Participants
Minimum: 3
Maximum: Any number, divided into groups of 3 to 7 
players.
Best: 15 to 30
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Supplies
• A packet of 6 emo cards
• Pieces of paper
• Pens or pencils

Time
6 to 15 minutes for the activity depending on the number 
of players in the group.

Flow
Organize groups. Divide the participants into groups of 3 

to 7 players. Seat each group around a table. 
Display the cards. Place 6 emo cards in the middle of the 

table with the printed sides up.
Select a card. Ask each player to secretly select one of 

the emotion words and write its number on a piece of paper. 
Ask the players to fold this piece of paper (to hide the word 
number) and set it aside.

Select the fi rst Friend. Ask the players to identify the 
person who has the friendliest face. This person will play the 
role of a Friend for the fi rst round of the game.

Make a friendly statement. Ask the Friend to imagine 
that someone is feeling the selected emotion. If this is a 
positive emotion, ask the Friend to make a cheerful comment 
(example: It must be your birthday today). If this is a negative 
emotion, ask the Friend to make a consoling comment 
(example: Don’t be afraid. We all support you.) The Friend 
makes a single statement clearly and loudly. He or she does 
not repeat the statement or say anything else.
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Discover the selected word. The other players study the 
words on the card and try to identify the emotion to which 
the Friend’s statement would be a suitable reaction. The fi rst 
person to grab the card with the word, shows it to the Friend.

Correct guess. If the word is correct, the Friend says, 
“Correct” and shows the word number  on the piece of paper. 
The player who picked the card correctly gets a point. The 
selected card is replaced in the middle of the table.

Incorrect guess. If a player picks an incorrect word, the 
Friend says, “Not correct”.  The person who made the mistake 
cannot participate in this round. The other players continue 
trying to discover the correct word.

Repeat the procedure. The game continues as before with 
players taking turns to be the Friend. At the end of each round, 
the player to the left of the Friend becomes the new Friend. It 
is possible that diff erent players have selected the same word. 
In this case, they must make diff erent friendly statements.

Conclude the game. Game ends when all players have 
had a chance to play the role of the Friend. The player who 
made the most number of correct guesses is declared to be the 
champion.
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Preoccupied
Very often people are preoccupied with some background 

emotion while during a conversation. This game requires 
the players to identify the emotion that is coloring a person’s 
statements. 

Synopsis
Divide the players into two equal-sized groups of Feelers 
and Listeners. Give an emo card to each Feeler and a 
score-keeping card to each Listener. Ask the Listeners 
to pair up with a Feeler and start a conversation. Ask the 
Feeler to incorporate the emotion from his or her card in 
the conversation. The Listener earns a point by guessing 
the Feeler’s emotion correctly. At the end of 7 minutes, the 
Listener with the highest number of points wins the game.

Purpose
To identify the underlying emotion in another person’s 
conversation.

Participants
Minimum: 6
Maximum: Any number
Best: 20 to 40
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Supplies
• A deck of emo cards
• A packet of blank index cards
• Pens or pencils

Equipment
• Timer
• Whistle

Time
10 to 15 minutes 

Flow
Organize groups. Divide the participants into two groups 

of equal sizes. If you have an odd number of people, ask the 
extra person to act as an observer and watch what the others 
are doing.

Assign roles. Call one group Feelers and the other group 
Listeners.

Distribute the supplies. Give each Feeler an emo card. 
Ask the Feelers to review at the four words on the card and 
select one of them. Give a blank index card to each Listener. 
Tell the Listeners that this card will be used for keeping score.
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Explain the procedure. Present these instructions in your 
own words:

 The game will last for 7 minutes. 

 During the play time, each Listener will pair up with a 
Feeler and initiate a conversation on any popular topic 
(such as sports, movies, television shows, offi  ce gossip, 
or political events). 

 The Feeler will participate in the conversation and in-
corporate the selected emotion from in his or her card. 

 If the Listener can guess the emotion displayed by the 
Feeler, he or she will say, “I know how you feel,” and 
name the emotion.

 If the Listener announced the correct emotion (or a 
close synonym), he or she gets a point. The Feeler will 
sign his or her name on the score card.

 If the Listener’s guess is incorrect, the conversation 
ends without he or she earning any points.

 The Listener and the Feeler will fi nd someone else to 
pair up and repeat the activity.

Conduct the activity. Start your stopwatch or timer. Blow 
a whistle to indicate the beginning of the 7-minute play period.

Conclude the game. At the end of 7 minutes, blow 
the whistle again to indicate the end of the activity. Ask 
the Listeners to count the number of signatures on their 
score cards. Identify the person with highest number and 
congratulate him or her as the winner.
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Synonyms
Working with synonyms for emotion words increases you 

range of awareness. Here is an activity that involves some 
preparation on your part.

Synopsis
Prepare a list of synonyms for an emotion word. Announce 
the original emotion word and ask the participants to 
prepare individual lists of synonyms. Award one point for 
each word in the participants’ list that matches a word in 
your list.

Purpose
To generate a list of synonyms for an emotional word.

Participants
• Minimum: 3
• Maximum: Any number
• Best: 15 to 30, playing individually

Time
6 to 10 minutes
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Handout
A list of 10 synonyms for a selected emotion word (one 
copy for use by the facilitator)

Supplies
• A deck of emotion cards
• Paper
• Pens or pencils

Equipment
• Whistle
• Stopwatch

Preparation
Select an emotion word. Pick a random emo card and 

select on of the four words listed on it.
List synonyms. Use a thesaurus (I use the online 

thesaurus.com) and pick 10 synonyms. If you cannot fi nd 10, 
change your emotion word. Make a list of the synonyms on a 
piece of paper and keep it hidden.

Example: In a recent session, I selected the emotion 
word hesitant (because the participants showed a lack of 
initiative). Here is my list of 10 synonyms:

 Afraid
 Averse
 Doubtful
 Halting
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 Indecisive
 Loath
 Reluctant
 Shy
 Skeptical
 Tentative

Flow
Explain the game. Make sure the participants have paper 

and pens. Explain that you will announce an emotion words 
and each participant will write a list of synonyms within 1 
minute. For every word in a participant’s list that matches a 
secret list that you had prepared earlier the participant would 
earn a point.

Start the listing activity. Announce the word, remind 
the participants of the 1-minute time limit, and start the stop 
watch. Let the participants write their lists.

Stop the listing activity. At the end of 1 minute, blow the 
whistle and ask the participants to stop writing. 

Award points. Pull out list and read the synonyms, one 
word at a time. Ask the participants to give themselves a point 
for each word in your list and their list. 

Identify the winners. Identify the participants with the 
highest score. Congratulate them for having a high level of 
emotional intelligence.

Debrief
Ask for unique words. Ask participants to read any words 

in their list that was not included in your list. Have a brief 
discussion about the possible reasons why this word was not 
in your list.
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Discuss the diff erences. Take any of the synonyms and 
ask the participants to compare it with the original emotion 
word that you supplied. Ask them to discuss the diff erences 
between these two words. 
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Top Words
This game requires the participants to study fi ve emo cards 

and identify the most positive and the most negative emotion 
words. The participants do this individually and validate their 
choices with the joint review from another team.

Synopsis

Ask the individual participants in a team to study 20 words 
in fi ve emo cards and secretly identify a word describing 
the most positive emotion and another, the most negative 
emotion. Ask the teams to exchange the packet of fi ve 
cards with the next team. Ask each team to jointly select 
the most positive and negative words. Finally ask each 
participant to compare his or her individual choice of two 
words with the words chosen by the other team. 

Purpose

To identify the most positive and the most negative 
emotion words from a list of words.

Participants
Minimum: 4
Maximum: Any number
Best: 12 to 30

Time
7 minutes for the activity. 7 minutes for debriefi ng.
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Supplies
• Five emo cards for each team
• Paper
• Pens or pencils

Flow
Organize teams. Organize the participants into two to 

seven teams, each with two to seven players. Seat each team 
around a table.

Study fi ve emo cards. Place fi ve emo cards in the middle 
of the table with their printed sides up. Ask the players around 
the table to review the cards. Also ask each player to secretly 
write the numbers that identify the words describing the most 
positive emotion and the most negative emotion on a piece of 
paper.

Give the cards to the next team. Ask a player in each 
team to gather up the fi ve emo cards and give the packet to the 
next team. The card packet from the last team goes to the fi rst 
team

Identify the top words jointly. Ask the team members 
to jointly study the words on the packet of fi ve cards they 
received from another team. Then ask them to identify the two 
words, one with the most positive emotion and the other with 
the most negative emotion.

Give the top words. Ask each team to write the numbers 
associated with the most positive and the most negative 
emotion words on a piece of paper and give it to the team from 
which they received the packet of cards. 

Score the words. Ask each team member to compare the 
top two words with the words he or she listed earlier. Each 
person gives himself or herself a point for matching the words.



Emo Card Games 27

Conclude the session. Identify the participants with a 
score of 2 for matching both the top words. Congratulate these 
winners.
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Emo Card Games
Objectives

Precisely naming diff erent emotions is an important skill 
for becoming aware of your feelings and the feelings of other 
people around you. The objectives of the emo card games is to 
increase your range of emotion words and understand how to 
manage them.

Cards
The deck contains 52 cards, each with four random 

emotion words. A total 208 words identify diff erent feelings 
and emotions.

Games
This book contains eight best games from our collection of 

emo card games. You can create your own training games and 
party games with this deck of cards. We constantly design and 
play-test additional card games and post them on our website

Play your way to improved emotional intelligence.

Emo cards deck and the games are
designed by Thiagi and published by the Thiagi Group. 
Produit en coopération avec Mieux-Apprendre, France.

In Zusammenarbeit mit van den Bergh Thiagi GmbH, Schweiz.




