Flip Your Thinking
USE FOR:  Cognitive Coping

Material:  At least 2 people, (but if you have more you can play in teams or rotate turns), scenarios that will be meaningful to the client/family, Cheat Sheet that has Helpful Thoughts Prompts (optional but can be used if the client will have trouble identifying Helpful Thoughts). 

How to Play:   Player 1 reads a scenario and acts it out.  Player 2 needs to help Player 1 change their thinking.  Players can use the Cheat Sheet if they are having trouble figuring out how to flip their thinking into Helpful Thoughts.

If you have a client who likes competition, you can keep score of how many times each player is able to successfully change the Unhelpful Thoughts into Helpful Thoughts.  If they earn a certain number of points, they could earn a Bonus Prize at the end of the session.  
Players can rotate positions to keep it interesting and to give everyone a chance to act out the Unhelpful and Helpful Thoughts.

Cheat Sheet and Scenarios to Get You Started on back of card:  






Scenarios to Get You Started:
1. Timmy gets a time out and feels really mad.  He tells his dad he hates him.
2. A boy fails his math test and says, “I’ll never be good at math!”
3. A kid is rollerblading but does not put on his knee pads.  He falls and skins his knee.
4. A kid wants to go fishing but his Dad has to work and can’t take him today.  The kids feels disappointed and thinks, “I’ll never get to go.”
5. A kid trips in the cafeteria and smashes his sandwich.  He thinks, “Now I’ll go hungry all day!”
6. A kid plays the drums.  His younger sister drools on his drumsticks.  He thinks, “Great, now I have her cooties and can’t play my drums.”

CHEAT SHEET (Reminders to help the client find the Helpful Thoughts)
· Find the Silver Lining of the situation (for younger clients, “Looking for the rainbow”)
· What can I learn from this?
· Is that really true?
· What can I do next time?
· Is that helpful?
· What is helpful?

