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Based on practical use, we categorize games into five types. Each is illustrated with a
specific case study, along with how teachers can guide neurodiverse children and activate
peer facilitation.

1. 8/ 5 WMEZE / Cooperative and Visual Scanning Games
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Game Example: Disney Eye Found It
Target Skills: Joint attention, turn-taking, cooperative response

Teacher Strategy:
- Encourage ASD children to engage in shared visual tasks with peers
- Model and scaffold phrases such as “I found ! or “Did you see it too?”

- Assign peer partners to lead visual pointing and verbal imitation.



2. X HERESHESE / Attention and Nonverbal Communication Games
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ZEHK: 1Spy Eagle Eye
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Game Example: I Spy Eagle Eye

Target Skills: Visual attention, body language, turn-taking

Teacher Strategy:

- Use visual cue cards and prompt structured questions

- Introduce turn-taking tokens to reduce impulsivity

- Encourage nonverbal communication like pointing and eye contact.



3. 1855 &5X 3 / Verbal Expression Games
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ZEHWRK: Roll & Write Word Game
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Game Example: Roll & Write Word Game

Target Skills: Vocabulary use, complete sentence expression, listening and response
Teacher Strategy:

- Provide word cards or sentence frames for support
- Use cooperative word-building tasks in pairs
- Reinforce peer compliments to encourage engagement.



4. BEEH 55 iR FFFIE / Self-Regulation and Turn-Taking Games

Builds the fine motor

ZEHExK: Gumball Grab
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Game Example: Gumball Grab

Target Skills: Turn-taking, patience, impulse control

Teacher Strategy:

- Visual rotation boards clarify sequencing

- Countdown tools support ADHD children to regulate waiting
- Encourage social reinforcement after each turn.



5. MimIBE 417538 / Win-Lose Emotional Regulation Games

ZHIJERk: Rubik’s Race
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Game Example: Rubik’s Race

Target Skills: Rule-following, emotional modulation, win-loss acceptance
Teacher Strategy:

- Pre-game scripting of phrases for winning/losing moments

- Emotion cards guide children to name their feelings

- Teacher modeling and repetition fosters group empathy language.
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