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[57] ABSTRACT 
7An empathy game comprises several series of cards 
and means for counting empathic responses. The 
cards of one series are identity cards and each card of I 
this series bears indicia corresponding to a role to be 
taken by a player in the course of play. The cards of 
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another series are situation cards and each card of this 
series bears indicia corresponding to a situation with 
which the role-taking player is confronted. Two series 
of reaction cards are provided from which the role 
taking player may select his reaction to the situation 
presented. Prior to the start of play, one series of reac 
tion cards is dealt to a ?rst player and the other series 
of reaction cards is dealt to a second player. To play 
the game, a player takes a card from a deck formed 
from the identity cards and another card from another 
deck formed from the situation cards, displaying both 
cards. The ?rst player then chooses, and plays face 
down, a reaction card from one of the series of reac 
tion cards previously dealt to him as his reaction to 
the situation presented by the situation card in the 
role indicated by the identity card. The other player 
then selects a reaction card from his set of reaction 
cards which he believes to correspond to the reaction 
of the ?rst player. If he judges correctly, one accurate 
empathic reaction is scored on the counting means. 
The counting means may include a pair of rods which 
extend transversely across a playing board and are ad 
vanceable lengthwise therealong. Notched ?anges ex 
tending lengthwise along the edges of the board are 
adapted to receive and disengageably hold the ends of 
the rods at discrete locations along the board. Trans 
parent sheets extending from each end of the board 
with their free ends attached 'to said rods cover areas 
corresponding to the number of accurate scores as the 
rods are advanced from notch to notch. 

4 Claims, 5 Drawing Figures 
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EMPATHY GAME 

BACKGROUND OF THE INVENTION 

This invention relates to the ?eld of games and, more 
particularly, to a novel game which is useful not only 
for entertainment purposes, but for measurement and 
development of empathy. I 
Research psychologists have recognized that both the 

intellectual and emotional development of children is, 
in part, dependent on the empathic capacities of their 
parents and teachers. It has further been recognized 
that the satisfactory and successful conduct of affairs in 
the adult world, especially in the area of communica 
tions, is facilitated where the participants in these af 
fairs have a high capacity for empathizing with other 
participants in the same affairs. A ?eld where a particu 
larly critical need for empathy exists is the ?eld of psy 
chotherapy. The study of empathy, particularly with a 
view towards discovery of systematic methods for de 
veloping it, has therefore been an important concern of 
psychological research. _ 
Because the capacity to empathize involves both the 

cognitive and emotional powers of man, and particu 
larly because the achievement of empathy involves in 

' teraction between two or more'persons, psychologists 
have been faced with serious dif?culties in even mea 
suring empathy, much less providing systematic meth 
ods to develop it. Some techniques have been devel 
oped which provide an at least semi-quantitative indi 
cation of empathy. S. C. Mahoney’s doctoral disserta 
tion, The Literature Empathy Test, “Development of a 
Procedure for Differentiating Between Good Empa 
thizers and Poor Empathizers,” Ann Arbor, University 
of Michigan Micro?lms, 1960, No. 60-2677, describes 
a pencil and paper empathy test in which reactions of 
a test individual, to various ?ctional characters, are 
translated into a test score. RIF. Dymond, in her article 
“Personality and Empathy,” Journal of Consulting Psy 
chology, I950, Vol. 14, pages 343-350, describes a test 
involving a trait-rating scale. In accordance with Dy 
mond’s test, a test individual is required to rate himself 
and another test individual on six traits and to predict‘ 
how he would be rated by the other. The accuracy with 
which each test individual predicts how another test in 
dividual has rated him provides a measurement of the. 
individual’s capacity to empathize. 
Mahoney’s Literature Empathy Test method‘ is ad 

mittedly limited by the fact that it requires college level 
academic ability and is signi?cantly related to the abil 
ity to read. Dymond’s work, on the other hand, empha 
sizes the importance of role-taking in the determination 
of empathic capability and further suggests that em 
pathic ability is reciprocal in nature, ie; it is easier to 
empathizewith someone who has good empathic abil 
ity than to empathize with. someone who does not. 
While the above-described ‘efforts are illustrative of 

the fact that the measurement and stimulation of empa-, 
thy are both matters of substantial importance, prog 
ress in this ?eld has been limited. A need has existed for 
new and improved tools for measuring empathy. For 
the study of empathy to provide the’ maximum bene?t 
in the area of clinical psychology, moreover, a further 
need exists for tools and methods useful in stimulating 
and'developing empathy. 

SUMMARY OF THE INVENTION 
It is the object of the present invention to provide a 

2 
game whose scoring depends on the empathic reaction 
of the players. It is also an object of the invention to 
provide such a game which is enjoyable to play and can 

I be used for recreational purposes. It is a further object 
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of the invention to provide such a game wherein the re 
sults of play are indicative of the empathic capabilities 
of the players. And it is an additional object of the in 
vention to provide such a game by use of which the em 
pathic capabilities of players are stimulated and devel 
oped. Other objects and features will be in part appar 
ent and in part pointed out hereinafter. 

Brie?y, therefore, the present invention is directed to 
a game adapted for recreational use and for the mea 
surement and development of empathy. The game 
comprises several series of cards, and means for count 
ing empathic responses. The cards of one series are 

' identity cards, each bearing indicia corresponding to an 
identity which represents the role which a player is to 
assume. The cards of another series are situation cards, 
each bearing indicia corresponding to a situation with 
which the player is confronted. The cards of two addi 
tional series are reaction cards, bearing indicia corre 
sponding to the reactions which the player may choose 
for a situation presented. One series of reaction cards 
is allocated to one player, and the other series of reac 
tion cards is allocated to another player. To play the 
game, a ?rst player takes and displays a card from a 
deck formed from the series of identity cards to estab 
lish his role for play. He then takes and displays ‘a card 
from a deck formed from the series of situation cards 
to establish the situation with which he is confronted 
for the play. Following this, he selects from his series 
of reaction cards the card which most closely corre-' 
sponds to the reaction which he has to the play situa 
tionv in the role of the play identity. The indicia on this 
card is temporarily hidden from the second player who 
then selects from his series of reaction cards‘ the card 
corresponding to what he believes the reaction of the 
?rst player to be. The reaction cards are then com 
pared and an accurate empathic reaction is scored for 
the second player on the counting means, if the reac 
tion card selected by him corresponds to the reactio 
card selected by the ?rst player. ‘ 

BRIEF DESCRIPTION OF THE DRAWINGS 

‘FIG. ,1 is a plan view showing a game board and 
counting means useful in playing the game of the inven 
tion; ' ' ~ 

FIG. 2 is a side elevation of the. game board and 
counting means; ' 

FIG. 3 shows a typical identity card; - 
FIG. 4 shows a typical situation card; and‘ 
FIG. 5 shows a typical reaction card. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

The empathy game of this invention isbased on Carl 
Rogers’. theory of personality and, is designed to pro 
mote understanding on the part of a player of both him‘ 
self and of others. The game is suitable and enjoyable 
for recreational play alone, but possesses further utility 
in being adapted for the measurement and stimulation 
of empathic capability. Four basic assumptions under 
lie the design of the empathy game: (1) role-taking 
ability is a suitable operational de?nition of empathic 
ability; (2) ability to predict another’s response while 
he is role playing is a suitable measure of role'taking 
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ability; (3) experience and practice in predicting an 
other’s response will increase this ability; and (4) use 
of a game situation utilizing positive reinforcement and 
immediate feedback methods will make this practice 
enjoyable. 
As noted above, it has previously been known that 

role-playing is useful in the measurement and develop 
ment of empathy. This fact is further exempli?ed by the 
use of role-playing in the training of psychotherapists, 
with trained judges rating sessions for amounts of em 
pathy. There has been some question, however, as to 
whether the improvement noted after such training 
represents a basic improvement in empathic capacity, 
or whether it simply relates to the verbal acquisition of 
empathic responses. By use of prewritten response 
cards, identical for each player, the empathy game of 
this invention eliminates this variable from the role 
playing situation. 
Referring now to the drawings, there is shown at H a 

game board which de?nes an area in which empathic 
responses may be scored in the course of a game. indi 
vidual counting members 3 are constituted by elongate 
rods which extend transversely across the width of 
board 1 and are movable lengthwise along the board. 
Sheets 5, preferably transparent and of different colors, 
extend from each end 7 of board 1, and each of sheets 
5 is attached at its free end to one of rods 3. Upwardly 
projecting ?anges 9 extend along the longitudinal edges 
of the board and include notches 11 in their top sur 
faces which are adapted to receive and disengageably 
hold rods 3 at discrete locations along the board corre 
sponding to the score obtained in the course of play. 
Card 13 is an identity card showing a role to be as 

sumed by a player in the course of play. Card H5 is a 
situation card which indicates a situation with which a 
player is confronted in playing the role of card 13. Card 
17 is a reaction card illustrating one reaction which a 
player may have to the situation with which he is con 
fronted in play. 

In counting successful empathic responses made by 
an individual during play of the game, that player's 
counting rod 3 is advanced from a zero position in the 
notch nearest the end 7 from which the sheet attached 
to the rod extends. With each successful score, the rod 
is moved one notch farther toward the opposite end of 
the board. Thus, as an individual’s score increases, a 
proportionate increase is realized in the area vof board 
1 covered by the sheet trailing that player's score 
counting rod. This area is also referred to as the play 
er's “frame of reference." When the sum of the accu 
rate responses scored by the two players in a game be 
comes large enough, the two sheets overlap and thus 
the “frames of reference” of the two players overlap, 
indicating a certain degree of mutual understanding. In 
a preferred embodiment of the invention, where the 
sheets are transparent and of different color, the over 
lapping area assumes a third color which is different 
from the color of either of the two sheets, but corre 
sponds to the combination of those two colors. 
To play the game, a deck is formed from the series 

of identity cards, and a second deck is formed from the 
series of situation cards. One of the series of reaction 
cards is dealt to vone player, and the other series of reac 
tion cards to the other player. 
At the outset of play, one player takes a card from 

the identity deck and lays it face up on the game board. 
This card sets forth the role which that player is to as 
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sume for that play, for example, "mother." The same 
player then takes a card from the situation deck and 
places this card face up on the board. This card estab 
lishes the situation with which the player as “mother" 
is confronted in the play, for example, “who is told the 
Principal of the local school would like to talk to her." 
The ?rst player must then select a card from his series 
of reaction cards which represents the reaction he 
would have to such a situation, in such a role. He then 
plays this card which might, for example, state “pre 
pare to move," face down on the board. 
The burden is now on the second player to analyze 

what he believes the reaction of the ?rst player to have 
been and to play a card from his series of reaction cards 
which corresponds to that reaction. The two reaction 
cards played are then compared to determine whether 
the second player’s analysis is accurate. lf it is, he 
makes a score and advances the counting rod attached 
to the sheet extending from his end of the board one 
notch forward toward the opposite end of the board 
causing both the area traversed by his rod and the area 
covered by the sheet attached thereto to increase in 
proportion to his score. A player‘s end of the board is 
also considered to correspond to his “point of view," 
and thus advancement of his counting rod represents 
progression toward the other's point of view, and cm 
pathic reaction. 
The second player then takes his turn in taking an 

identity card and situation card, laying them face up. 
Considering the role he is to assume and the situation 
with which he is confronted as indicated by the cards 
thus taken, he selects a reaction card and plays it face 
down. The ?rst player attempts to match the second 
player's reaction card by analyzing the second player 
and judging his probable reaction to the situation. 

Play continues until all of the identity cards are ex 
hausted. As play progresses and scores are made, the 
counting rods are advanced lengthwise down the board 
in mutually opposite directions with the area covered 
by the trailing transparent sheets also indicating the 

. score and representing the frame of reference of the 
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player to whose score they correspond. if the sum of 
the scores of the two players is sufficiently high, the 
sheets will overlap. 

In a preferred embodiment of the invention the num 
ber of discrete positions, i.e., notches for receiving the 
counting rods is one less than the total number of iden 
tity cards to be played. Thus, the maximum score is 
achieved when a player's counting rod is advanced to 
the notch next to the last from the opposite player's end 
or point of view. It is not possible to advance all the way 
to the last position since it is never possible to com 
pletely empathize with another’s point ‘of view. 

It will be understood that counting arrangements 
other than the means described above can be used for 
scoring the empathy game. For example, pegs could be 
advanced along a series of holes in a board, a pointer 
could be arranged to slide along a scale, a digital score 
indicator could be provided, etc. 
The following example illustrates the invention. 

EXAMPLE 

From a group of 155 college freshmen who were 
given the Literature Empathy Test (LET) described by 
Mahoney, 54 were selected whose LET scores differed 
by one standard deviation, or more, from the mean. 27 
of these students had scores which were one standard 
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deviation or more greater than the mean‘according to 
the LET test, andthe other 27 had scores which were 
one standard deviation or more below the mean. The 
54 students were divided into three groups for playing 
of the empathy game of the invention. Group 1 con 
sisted of high LET scorers paired with high LET scor-v 
ers, Group 2 consisted of high LET scorers paired with 
low LET scorers, vand Group 3 consisted of low LET 
scorers paired with low LET scorers. 
Each pair of players played the empathy game once 

and the scores were recorded. Each of the 54 students 
was also given four sub-tests of the Wechsler Adult ln 
telligence Scale, speci?cally, information, Comprehen 
sion, Block Design, and Picture Arrangement. A signif 
icant negative correlation was found between the 
scores attained on the empathy game and the differ 
ence between verbal and performance scores, de?ned 
as verbal minus performance, on the Wechsler test. A 
correlation factor of -—0.23 was calculated which, with 
53° of freedom, indicated a correlation with 95 percent 
con?dence. 
To determine whatvariables had the greatest in?u 

ence on the empathy game scorers, ‘a multiple regres 
sion analysis was made using sex, the four Wechsler 
subtest scores, and the Wechsler verbal minus perfor 
mance difference scores as predictors. in the group 
which made high scores in the empathy game of this in‘ 
vention, significant correlations with the Comprehen 
sion and Picture Arrangement scores on the Wechsler 
test were found. Comprehension accounted for 8 per 
cent of the variance in high empathy game scores, 
while Picture Arrangement accounted for 7 percent, 
each representing a correlation with 95 percent con? 
dence. 

In view of the above, it will be seen that the several 
objects of the invention are achieved and other advan 
tageous results attained. I 
As various changes could be made in the above prod 

uct without departing from the scope of the invention, 
it is intended that all matter contained in the above de 
scription or shown in the accompanying drawings shall 
be interpreted as illustrative and not in a limiting sense. 
What is claimed is: 
l. A game adapted for recreational use and for the‘ 

measurement and development of empathy comprising 
a series. of identity cards each bearing indicia corre 
sponding to an identity which represents the role which 
a player is to assume; a series of situation cards each 
bearing indicia corresponding to a situation with which 
the .player is confronted; two series of reaction cards 
bearing indicia corresponding to the reactions which 
the player may choose for the situation presented; and 
means for counting empathic responses including a 
game board de?ning an area each end of which corre 
sponds to a player’s “point of view," individual count 
ers for ?rst and second players comprising elongate 
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members extending transversely across the width of_ 
said board and advanceable lengthwise of said board 
across the area defined thereby to record ‘a score, and 
means oppositely disposed at discrete positions along 
said board for receiving the said members and disen 
gageably holding said members ‘ at discrete locations 
along said board, whereby a ?rst player takes and dis 
plays a card from a deck formed by said series of iden 
tity cards to establish his role for a play, then takes and 
displays a card from a deck formed from said series of 
situation cards to establish the situation with which he 
is confronted for the play, then selects from his series 
of reaction cards the card which most closely corre 
sponds to the reaction he has to the play situation in the 
role of the play identity, the indicia on said card being 
temporarily hidden from a second player, the second 
player then selects from his series of reaction cards the 
card corresponding to what he believes the reaction of 
the ?rst player to be, the reaction cards are then com 
pared and, if the reaction card selected by said second 
player corresponds to the reaction card selected by said 
?rst player, an accurate empathic reaction is scored for 
said second player by advancing his counter from the 
end of the board representing his own “point of view" 
to the end of the board representing said first player's 
point of view so that, as play progresses, the proportion 
of the game board area traversed by a player’s counter 
corresponds to his total score and any overlapping tra 
versal of the two individual counters corresponds to the 
extent of mutual empathy achieved by the players in 
the course of play. 

2. A game as set forth in claim 1 including ?exible 
sheets whose widths-are substantially the same as the 
width of said board, one of said sheets extending longi 
tudinally from one end of said board and having one of 
said members attached to the free end thereof and the 
other of said sheets extending longitudinally from the 
opposite end of said board and having the other of said 
members attached to the free end thereof, whereby the 
area of said board covered by a sheet as the counting 
member is advanced during play corresponds both to 
the number of accurate reactions of a player and to his 
frame of reference and the extent of overlap of the two 
sheets corresponds to the degree of mutual empathy of 
the players. 

3. A game as set forth in claim 2 wherein said sheets 
are transparent and of different colors so that the area 
of overlap assumes a third color di?‘erent from but cor 
responding to the combination of the other two colors. 

4. A game as set forth in claim 1 wherein said means 
for receiving said members is constituted by upwardly 
projecting ?anges extending along the longitudinal 
edges of said board with notches in the top surfaces of 
said ?anges for receiving the ends of said members. 
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