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Workshop Description
We all think differently. As a neurodivergent educator in a diverse classroom, I know how 
difficult communication can be. Sometimes understanding each other practically or 
empathically can be challenging. What seems obvious to one person can be confusing to 
another. In this event, we will learn games that creatively demonstrate the different ways we 
communicate and more importantly, the MANY ways we can be misunderstood. I’ll teach 
you games that build skills in clearer and more inclusive communication with interpersonal 
dynamics. Content includes a focus on how language and images can be interpreted 
differently. You’ll learn each game just like my students but with insider tips. Then, you’ll 
rotate through up to seven playing stations for hands-on experiences. A packet will be 
included with game directions, variations, reflection questions, etc. Apply these innovative 
games to the arc of a course, a specific unit, a class period, or a 15-minute exercise. All of 
these have been successfully integrated into my university courses but can be applied at any 
level. Pedagogically, these activities promote UDL in conjunction with gamification.



Agenda
1.DEFINITIONS & PEDAGOGY PG 3-8

2.PREPARING TO IMPLEMENT GAMIFICATION & 

UDL PG 9-21

3.PRACTICAL IMPLEMENTATION EXAMPLES PG 

22-50

4.DISCUSSION



1. Definitions & Pedagogy

The following is a quick overview.
An in-depth exploration of the 

following pedagogical practices is 
part of another full workshop.

Email me to learn more



GAMIFICATION
• “Gamification, or gamified learning, is a way to create 

immersive, engaging, and student-centered learning 

environments.”

•  “In a gamified classroom, knowledge acquisition can become 

a collective or competitive adventure.”

• “The application of game dynamics, mechanics, and framework 

into a non-game setting.”

https ://teaching.uchicago.e du/news/pedagogy-corner/what-gamification
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UNIVERSAL DESIGN LEARNING 

(UDL)

• Universal Design for Learning is a framework developed 

by CAST to improve and optimize teaching and learning for all 

people based on scientific insights into how humans learn.

• The goal of UDL is learner agency that is purposeful & 

reflective, resourceful & authentic, strategic & action-oriented.

https ://teaching.uchicago.e du/news/pedagogy-corner/what-gamification
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UDL is a powerful 

approach because 

from the very start of 

your lesson, it helps 

you anticipate and 

plan for all your 

learners. It can help 

you make sure that 

the greatest range of 

students can access 

and engage in 

learning — not just 

certain students.

https://www.understood.org/en/articles/understandi

ng-universal-design-for-learning
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PEDAGOGY
• Gardner's Multiple Intelligences

• Bloom’s Taxonomy

• Backwards Course Design

• Liberatory and Resilient Systems

• More type & details at the end of slides

https ://teaching.uchicago.e du/news/pedagogy-corner/what-gamification
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2. Preparing to Implement 

Gamification & UDL  



SET THE VIBE
• In the first week of class, I’m very 

transparent with my students about my 

pedagogy which includes customizing the 

class to THEM

• The more students feel your investment in 

their learning, the more likely you are to get 

investment back



• Don’t just say, DO.

Early in your class make sure to do something 
that demonstrates your pedagogy and 
Gamification spirit.

• In higher ed, week 1 is normally when 
students can add/drop. You want to make sure 
they get a clear understanding of what to 
expect in your class and how you teach



Consider things like:

• Community agreements

• Grading & Attendance Policies

• Extra Credit

• Admit you might not know everything, but 
the magic of teaching this way allows 
you to learn new things too



Example 
of a 

community 
agreement
regarding 

group 
projects





GET TO KNOW THEM

• Pre-class survey

• Implementing Best Practices

• Word Cloud/Open ended questions

• Gardner’s Multiple Types of Intelligence

• Getting to know you warm up games



Pre-class Survey-Common Questions

Anticipated Graduation

What's your reason for taking the class? What are you hoping to have learned by the end of it?

Do you have specific interests or desired job(s) you're hoping this class may help you prepare for?

Rank certain skillsets and previous knowledge

Is there anything you're particularly excited about/looking forward to?

Is there anything that you're nervous about, intimidated by, or are dreading?

Anything else you'd like to share with me?



“Best and Consent-Based Practices” ASK:
● Are there any people in the class you feel you can not be paired/in a group 

with? (No questions asked)

● Do any of the options cross your boundaries or are inaccessible in a way they 

would limit your participation? Are there things I can do to accommodate your 

needs (share details or not)? 

● Give alternatives/radiate openness for your students to ask. Such as, “Instead 

of acting in a pair or small group, I’d like to propose this independent project 

for myself instead….” 

(Then check to see if that still meets your learning objectives, adjust as needed)

● Other comments/feedback you’d like to share?

According to Theatrical Intimacy Education: “Best Practices must meet two qualifications: 

“We can give this task to anyone in the room and get our desired results. It must serve the most vulnerable in the room first…”

 “[Learn] tools for developing a consent-based process, setting boundaries…” https://www.theatricalintimacyed.com/



Pre-class Survey Examples

• Lighting Design (Spring 2024)  
 https://forms.gle/KacjVXzWc6VSsDqF8

• Intro to Theatre (Spring 2023) 
https://forms.gle/7sVduN6LH5yhynzs9

• Collaboration (Fall 2023) 
https://forms.gle/xbudUYpo5bjpggvS6

• Intro to Design (Fall 2023) 
https://forms.gle/xbudUYpo5bjpggvS6

https://forms.gle/KacjVXzWc6VSsDqF8
https://forms.gle/7sVduN6LH5yhynzs9
https://forms.gle/xbudUYpo5bjpggvS6
https://forms.gle/xbudUYpo5bjpggvS6


This can also be on a white/chalkboard with tallies added to popular words/phrases

Start of Term Word Cloud Questions

“What is important to you?”



Gardner’s Multiple Types of Intelligence 
(Howard Gardner)1. Linguistic/Verbal

2. Logical/Mathematical

3. Musical—Sensitivity to melody, rhythm, pitch & tone

4. Spatial—ability to envision & manipulate spatial relationships

5. Bodily/Kinesthetic—ability to use the body & handle objects

6. Interpersonal—ability to understand others & human relationships

7. Intrapersonal—ability to use one’s own emotions as a key to understanding 

oneself & others.

8. Naturalistic—sensitivity to the natural world and ability to interact with it

9. Existential intelligence (sensitivity and capacity to tackle deep questions about 

human existence)

https://www.niu.edu/citl/resources/guides/instructional-guide/gardners-theory-of-multiple-intelligences.shtml

“Raise your hands 
with which number is 
your strongest/easiest

….what about most 
challenging?



Getting to Know You 
Warm-up Game Examples (Google Search)

13 fail-safe icebreakers to use in class today

https://teacherblog.ef.com/great-esl-icebreakers-and-

warmups/

16 Fun "Get To Know You" Games for Kids Perfect for 

School

https://www.teachstarter.com/us/blog/classroom-getting-

to-know-you-icebreaker-games-us/
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3. Practical Implementation 

Examples



•  Student Population: Demographics, 
size, Needs

• Prep & Energy: you matter!

• Time: Mini/Warm-up, one class, unit, 
continuous

• Materials 

• Learning Objectives

THINGS TO CONSIDER



CURRENT GAMES

Modified Commercial 
Games: 

• My Story, Our Story 

  using Dixit/Mysterium cards

• TEAM 3 +Discussion

• Hues & Cues + 
Discussion

• DUDE + Discussion

Mine/Non-commercial:

• I Say, You Do

• Describary
• What Subtext?

• Maya’s “Choose 
Your Own 
Adventure”

• In Just a Few

https://docs.google.com/document/d/18EG91znzZv3-3zocOSr13NPujQLZRZen0mHljBx4s9U/edit?usp=sharing

https://docs.google.com/document/d/18EG91znzZv3-3zocOSr13NPujQLZRZen0mHljBx4s9U/edit?usp=sharing
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I SAY, YOU DO
A game about how directions can mean different things. 

Where word choice and detail matter

• Size & Format: This can be done in pairs, small groups or as a large group. Ideally, 

students can’t see each other’s work. For example, a larger circle with their backs to the 

center of the circle. This also works well online.

• Time: Each round is about 5-10 min. It can be a warm-up game, several rounds in a row, or 

something that continuously added on to over an extended series of classes.

• Materials: Blank pieces of paper and pencils. Optional, a large box, cover, DM screen, or 

something to help the director to hind their work.

• Prep/Setup/Clean up: Minimal, less than  5 minutes



I SAY, YOU DO
A game about how directions can mean different things. 

Where word choice and detail matter
Directions:
1. Everyone gets pencil and a few pieces of paper
2. Pick who will be “The Director” that gives the directions and the rest will 

be “The Designers” who try to draw what the director is saying. I often 
start as The Director the first time the game is introduced to give students 
an example of the framework.

3. Have the director create something on the paper in less than a minute. 
This could be any combination of abstract shapes, lines, drawing a picture, 
folding the paper, ripping it, etc.

4. The director will then try to give the designers only verbal instructions on 
how to change the paper to look like what they’ve created in just a few 
min. During this time, there should be no talking or questions from 
designers.

5. Everyone shows what they created.
6. Have a Reflective Discussion. Question Examples: How close were the 

designers to creating the director’s paper? Why? What was clear? What 
was confusing? What additional information would have been helpful?



DESCRIBARY
A co-operative game about utilizing vocabulary to describe images.

• Size & Format: Large group. Forward facing “presenter-style” to a projector.

• Time: Each round is about 5-10 min. It can be a warm-up game or several rounds in a row

• Materials: Projector, wifi/cell service, individual technology.

•  www.PollEverywhere.com or similar website. 

• Optional Category Randomizer: Dice, physical or digital  wheel, pulling from hat, etc.

• Prep/Setup/Clean up:  Before class, it takes me about 10-15 min you create an account 

and get familiar with the program. Then,  5-10min to prep each poll/round with images. I can 

add on more later when I have time and reuse in other classes. I now have about 25 that I 

rotate with.

http://www.polleverywhere.com/


DESCRIBARY: SUBJECT EXAMPLES



DESCRIBARY: SUBJECT EXAMPLES



DESCRIBARY

VIDEOS

(I’ve been calling this game 

Descriptionary for the last 5+ 

years since I created it. 

However, I just saw that 

someone else had created a 

different game with that 

name, so I’ve changed the 

name on new material)

• Video Tutorial Prep: 
https://youtu.be/mLimcAOkIu8?si=xVBj
AWopn0SZ8WXO

• Examples with Students:
• https://youtu.be/4HhsOmJzttI?si=B9rAj

Zd5lU8vUx__

• https://youtu.be/mwkjHeI6_jY?si=DBo
R7wOYrCDX-rEM

• https://youtu.be/_AIBZZzJqc4?si=OQx
nduHE2YXgbpxK

This is part of another
full Gamification 

workshop.
Email me to learn more
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WHAT SUBTEXT?
A game about (mis)communication. 

How subtext is subjective, especially within writing.

• Size: Large group of students, recommended 10-30. 

• I normally have a group of 15-20 I prefer my students arranged in a big circle for 
this activity, but you can do it in any arrangement.

• Time: The more people, the longer the activity. 30-90 min to complete. This can 
be down all at once or can be split up into shorter parts over a few days

• Materials: Notecards, pen/pencil, blank piece of paper.

• Prep/Setup/Clean up: Minimal, less than 15 minutes.



1.  À la carte menu

2. Group Consensus/Smaller Groups 
• You choose based on larger collective data

• ranked choice +other considerations

3. Style/Medium to Demonstrate Understanding

4. Assign Based on Individual Preference

5. Student Proposals

MAYA’S VERSION OF

“CHOOSE YOUR OWN ADVENTURE”
A journey where at points throughout a course options are presented and then the student 
“adventurers” make choices that lead them on different chosen paths while still meeting the 

learning objectives

This is part of another
full Gamification 

workshop.
Email me to learn more



END:
ALL PATHS 
TOGETHER

Path splits into options A-C

Path splits into 
options #1-6

START 
TOGETHER

ALL PATHS 
TOGETHERAdventure

“A”

“B”
“C”

#1

MAYA’S VERSION OF

“CHOOSE YOUR OWN ADVENTURE”

COURSE ADVENTURE MAP EXAMPLE

#2
#3
#4
#5
#6

Group 
Choice

Group 
Choice



MAYA’S VERSION OF

“CHOOSE YOUR OWN ADVENTURE”
A journey where at points throughout a course options are presented and then the student 
“adventurers” make choices that lead them on different chosen paths while still meeting the 

learning objectives

• This is a full hour-long separate 

presentation.

• Please inquire for more details



IN JUST A FEW
A discussion game about analysis and trusting your gut response

This game is inspired by the games Just One and Blank Slate. Both of which are whiteboard-based games where you can only 
write 1-3 words to explain what you're thinking. In class I give every student a whiteboard and prompts related to the reading 
material that they’ve  been assigned. (I use it with a theatre script.) It's a quick exercise to tap into their gut reactions as I 
emphasize there is no "right" one answer. I also emphasize that your responses are a representation of your own experiences, 
previous knowledge, etc. So, I don’t expect anyone to produce the same  answer. 

• Size & Format: Full class, positioned in a big circle

• Time: ~5 min/prompt. This depends on group size and length of discussion. I often do 8 questions for about 40 min.

• It can be a warm-up game, several rounds in a row, or something that continuously added on to over an extended series of 
classes.

• Materials: White board and dry erase marker per student. I’ve also used laminated paper of a page protector

• Prep/Setup/Clean up: less than 5 min

• Optional scoring: award points based-on and of the following thoughtfulness, participate, up votes from other students, 
etc.



was inspired by the 
white board word 
games: 

Blank Slate 
Just One

You do not need 
the games to play

IN JUST A 

FEW



IN JUST A FEW
A reading reflection and discussion game about 

analysis and trusting your gut response

Directions:

1. Give each student a white board and dry erase marker

2. Have a list of prompt questions (or be inspired as the discussions progress)

3. Each student writes their answer in a limited number of words (I typically say 1-3) Advise them 
to write big and clearly, since other students will need to read it from a distance

4. Give them a short set time to write their response. Depending on the complexity of the 
question, I give 30-90sec. The goal is a gut/first instinct response not an overly analyzed 
“this must be the right answer” response. They should keep their answer secret

5. When everyone is done, have them hold their white boards up at the same time

6. Go around the room and have everyone read their word aloud to promote more accessibility 
and give everyone a voice

7. Once everyone has read theirs, I follow up with questions that generate a discussion. Students 
should keep their worlds visible for the whole discussion

8. Repeat for as many prompts/time as desired



MY STORY, OUR STORY
A Using Abstract Illustration Cards from games like Mysterium & DIXIT

• Size & Format: This can be done in pairs or small groups. It is 
co-operative.

•

• Time: Each round is about 10-25 min. It can be a warm-up 
game, several rounds in a row, or something that continuously 
added on to over an extended series of classes.

•

• Materials: Abstract Illustration Cards from games like 
Mysterium & Dixit, paper, pen/pencil

•

Prep/Setup/Clean up: less than 2min



Amazon.com: Libellud - Dixit - Board Game : Toys  Games

401 Games Canada - Dixit

Vision Cards

https://cl.pinterest.com/pin/44402746315612472/
https://share.google/X7exOxnUccUaklIcO
https://share.google/xw1aBC8mLOxd18xtR
https://opinionatedgamers.com/2015/08/18/review-of-mysterium-libellud-asmodee-english-edition/


MY STORY, OUR STORY
A Using Abstract Illustration Cards from games like Mysterium & DIXIT

• Directions:

1. Put students in pairs (quicker) or small groups of 3-5 (Add about 10 min total).

2. Give each group an abstract illustration card

3. Have each person in the group individually create a story based on the card. I give 

them about 5 minutes. It could be bullet points, outline, full paragraphs, or just think 

about it

4. Have group members share their interpretations with each other. About 5min

5. Work together to make a new story that combines aspects of the individual stories

6. Optional: Grow this by putting two groups together and build on the stories using both 

cards

7. Open Discussion. Prompt Examples: What surprised you? What was challenging? 

Which story did you like better and why? Did a leader emerge?



TEAM 3 
A game about how directions can mean different things. 

Where word choice and detail matter

• Size & Format: Groups of 4-8. Each group around a table with chairs. Co-op with additional 
competitive option

• Time: 10-20 min/round. This depends on group size, familiarity/frequency with the game, and 
familiarity with group members. The first time students play it, a round takes longer, but the more 
times they play it (especially with the same group members) the faster it gets.

• It can be a warm-up game, several rounds in a row, or something that continuously added on to 
over an extended series of classes.

• Materials: Team 3 game. Stopwatch (phone)

• Prep/Setup/Clean up: less than 5 min

•
Optional scoring: based on time and difficulty level of card



https://brain-games.com/en-us/products/team3-pink-party-board-game


TEAM 3 
A game about how directions can mean different things. 

Where word choice and detail matter

Directions:

1. Play the game as designed except have at least FOUR people on a team. Teams can go up to 
eight. (I have 3 boxes that I use in my classroom at the same time with 5-6 people/game. It doesn’t 
matter which version you use; I have both.

Team 3 Green Rulebook: https://cdn.1j1ju.com/medias/4e/60/5f-team3-green-rulebook.pdf

Team 3 Pink Rulebook: https://cdn.1j1ju.com/medias/2d/bb/f6-team3-pink-rulebook.pdf

2. The fourth person: Time how long each blueprint card takes to complete. Move around during the 
round to see it from each other player’s perspective.

3. Play 2 rounds so each group member tries at least 1 role, with none of them repeating a role.

4. Discussion. 

5. Repeat right away or later to test their improvement ideas
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HUES AND CUES
(With Color Perception Exercise)

Size & Format: Groups of 3-10. Each group around a table with chairs. Co-op 

with additional competitive option

Time: 30-60min This depends on group size and familiarity/frequency with the 

game. I typically do this as a one-off game and then have it in my mini-game 

library so that students can play it outside of class.

Materials: The game HUES AND CUES (~$18-30), A color blindness simulator 

app (Simdaltonism-Free) on IOS. Optional: Colored light bulb(s) About $6-15) and 

M&M/Skittles (or another type of colored candy)

Prep/Setup/Clean up: less than 5 min



HUES AND CUES
(With Color Perception Exercise)

Directions: Each of the following parts can be done separately or together

PART 1 (Optional) Color perspective in colored light (this is extra great for 
science/biology, color theory, art, theatre, etc.)
1) Do your best to make the room as dark as possible with only a colored 
light bulb shining on the board game. The result, what used to look like a 
rainbow, will look very different. I recommend using Red, Blue, or Green 
(primary colors of light).
2) Ask for 3-5 volunteers and have them close their eyes
3) Give them a few pieces of colored candy and then have them pick one.
4) Have them open their eyes and they have 30 sec to place the candy in the 
square they think will best match the candy they have
5) Turn regular white room lights on. Who was close and who wasn’t?
6) Turn lights off, have students close their eyes and pick a new candy. Then 
pick new color of light and repeat.
Discussion: Why did the color change? Is color subjective? Does it actually 
change or does just our perspective of it change?



From the perspective of a color-blind person, some colors are impossible to distinguish. 

Sim Daltonism lets you visualize colors as they are perceived with various types of color 
blindness by just pointing your camera. Use it to improve visual designs by making them 

more accessible, to understand better strange colors choices on a child’s drawing, or simply 
to get a better understanding of the world from the perspective of a color-blind person.

https://michelf.ca/projects/sim-daltonism/

PART 2: Have all the lights on and (turn off 

colored light if you did Part 1).

1) Open up a colorblindness simulator app, 

they turn your camera settings to mimic 
people with color blindness and 
deficiencies. I use Sim Daltonism (IOS only), 

but there are several. I prefer using a tablet 
since it has a larger screen for people to see 
more clearly.

2) Have students huddle around and move 
the camera around the game board. 

3) Change the settings to represent 
different types of vision

4) Discussion: Accessibility-being aware that 
others might see things differently from a 

biological standpoint. Contrast is important 
in visual aids.

Hues and Cues®

https://michelf.ca/projects/sim-daltonism/
https://michelf.ca/projects/sim-daltonism/
https://michelf.ca/projects/sim-daltonism/
https://theop.games/products/hues-and-cues?srsltid=AfmBOorsjDu27owG_W8LlO8lFTTzKwJ6In7JWVPMiwW7RGRtxU-al1Lk




PART 3: Play HUES AND CUES as designed, 

but add follow up discussion.

How to play Hues and Cues
https://youtu.be/emL0VvBnaMQ?si=o-1CsDhYZVLgO6mvHUES AND CUES

(With Color Perception Exercise)

PART 3: Play 

HUES AND 

CUES as 

designed but 

add follow up 

discussion.

https://youtu.be/oZSveXpjbak?si=ES0dvlOcCy0N23ls

https://youtu.be/emL0VvBnaMQ?si=o-1CsDhYZVLgO6mv
https://youtu.be/emL0VvBnaMQ?si=o-1CsDhYZVLgO6mv
https://youtu.be/emL0VvBnaMQ?si=o-1CsDhYZVLgO6mv
https://youtu.be/emL0VvBnaMQ?si=o-1CsDhYZVLgO6mv
https://youtu.be/oZSveXpjbak?si=ES0dvlOcCy0N23ls


DUDE
A Game where you say dude. There’s lots of different ways to say dude.

The word "dude" appears on each card in one of six different ways, with 12 dooode cards, 
12 dewd cards, 12 dude. cards, 12 dude? cards, 12 tiny dude cards, and 12 tie-dyed dude 
cards. The goal is to quickly find matches for as many of your cards as you can. To play, you 
say the word "dude" as you think it should be said, based on how it appears on your card. At 
the same time, listen to how the other players are saying the word "dude". Trying to figure 
out whether you have the same card as another player is the essence of dude.

• Size & Format: 3-6 players

• Time: 10-25 min

• Materials: The game DUDE

• Prep/Setup/Clean up: less than 5 min.

 Additional time if you’re making your own cards



DUDE
A Using Abstract Illustration Cards from games like Mysterium & DIXIT

Directions:

1. Play the game as directed. You 

can also make your own cards 

with different words and designs 

that are more relevant to your 

subject.

2. Reflective discussion: What 

worked well? What was 

challenging? How does saying 

the same word differently impact 

it’s meaning and your 

understanding?
How to Play Video:

https://youtu.be/RGirA194mx4?si=_xZaa9QaTVvLivWS

https://youtu.be/RGirA194mx4?si=_xZaa9QaTVvLivWS
https://youtu.be/RGirA194mx4?si=_xZaa9QaTVvLivWS


4. Presentation

Discussion



Let’s Play Games! 

Improve Communication and 

Empathetic Understanding
Prof. Maya Michele Fein, MFA

Associate Professor of Theatre 
at Baldwin Wallace UniversityContact: 

MayaFein@gmail.com

Website:
https://www.mayafein.com
/teaching-portfolio

mailto:MayaFein@gmail.com
https://www.mayafein.com/teaching-portfolio
https://www.mayafein.com/teaching-portfolio
https://www.mayafein.com/teaching-portfolio
https://www.mayafein.com/teaching-portfolio
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