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BACKGROUND FOR THE INSTRUCTOR
The idea behind the SPIRAL board game is to encourage rehabilitation clients
to self-evaluate their functional status and to identify areas of personal development. This can provide a basis for a meaningful and interactive process of drawing
up an individual rehabilitation plan for the client. Issues which the client may find
tedious or difficult may be easier to discuss when the discussion is structured as
a game.
SPIRAL features question cards which portray different aspects of functioning and
allow players to evaluate themselves while proceeding in the game. Questions
targeted at specific groups can be found in separate supplements to these rules.
The questions are generally designed to generate discussion among the players.
Depending on the group, the instructor may wish to either encourage discussion
or restrict it as appropriate.
With some groups it may be useful for the instructor to join the game.
The instructor may wish to assign various assignments to the players to make the
experience more meaningful for them. Examples of the assignments can be found
at the end of this booklet.
Self-evaluations collected during the game can later be discussed in a more individual setting, making it possible to identify particular target areas for individual
rehabilitation.
Rehabilitation Foundation 2018
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TASKS FOR A GROUP OF CHILDREN OR A FAMILY WITH
A CHILD WHO HAS PARTICULAR LANGUAGE-RELATED
DIFFICULTIES
Linguistic proficiency and range of vocabulary
The Word Is... The family members pass around an object such as a ball or a bag of
peas. While holding the object, each player says a word in a specific category (for
example ‘animals’ or ‘foods’), or a word that starts with a specific letter.

RULES
This game allows you to evaluate yourself and your actions in various situations
while taking a nice stroll in the woods. The idea is to pick up fruits of the forest along
the way and to discuss whatever topics come up with the other players.

Build a Story... ...one sentence at a time. For example: We’re on a beach. Looking
for a boat. To take us to an island...
Fun with Adjectives:
a) Taking turns, the family members name an adjective that describes themselves,
providing reasons for their choice. The players can also agree that the adjective
must begin with the same letters as the player’s first name.
b) Each family member in turn comes up with a positive adjective that describes
one of the family members, providing reasons for their choice.
Our family
Strength cards: The family uses a set of strength cards (e.g. Pesäpuu or MLL), from
which each family member picks a card that portrays a particular strength of
another family member. The players provide reasons for their choices.
Family pinboard: The family members create a pinboard that shows things that
are characteristic for the family. For example, activities they enjoy doing together.
Impulse control
Simon Says: The leader tells the other players to perform specific activities, such
as jumping up and down or running. If the leader begins by saying “Simon says”,
the players must do what the leader says. If the leader does not begin by saying
“Simon says”, the players must not do what the leader says. Any player that makes
a mistake is eliminated from the game.
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Requirements:
Items which must be printed out:
Also required:
• Game board
• Counters
• Question cards
• A dice
• Reply forms
• Pencils
• Two sheets of berry markers
• Clipboards or other writing surfaces,
			 if needed

Preparations
1. Each player is handed a counter, reply form and pencil.
2. The question cards are shuffled and stacked on the table text side down.
3. The berry markers are spread out on the table or placed in a suitable bowl
with the red side up.
4. The counters are placed in the START square at the centre of the board.
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VOCATIONAL REHABILITATION TASKS

GAME PROGRESS
1. Each player writes his or her name on a reply form.
2. The first player rolls a die and moves the number of steps indicated
by the die on the forest path.
3. a. BASKET SQUARE: The player picks up a question card from the top of the
pile and reads out the title of the card as well as the supplementary 		
questions. The player considers whether the topic addressed by the question
is easy or challenging for him or her, and may if he or she wishes share his or
her thoughts with the other players. When starting the game, the players can
agree to accrue berries also by participating in the discussion on another 		
player’s turn. Under this rule, the players can pick up one extra berry every
time they provide a self-evaluation even if it is not their turn.
b. T SQUARE: The group performs an assignment selected by the instructor
(examples can be found at the end of this booklet). The instructor may also
tell the group to take a break in the T square.
4. Afterwards all players mark the place on the line shown in the evaluation 		
form under each title on which they would place themselves.

... experiences
a lot of difficulties

Self-evaluation
1) Name three characteristics that you consider to be your strengths
(for example that you are punctual, have a positive mindset,
or are good at coming up with new ideas).
2) Describe an important life experience that you are glad to have gone through.
Myself and others
1) Practising interaction skills: Pair up with another person in the group.
Practise a job interview situation. Pay attention to such things as looking the
other person in the eye and what impression you make (whether you 		
speak too softly, whether you slouch in your seat, whether you have 		
difficulty sitting still, whether you answer before the other person has 		
finished). Describe in detail your goals in terms of work or studies.

... does not experience
any difficulties at all

5. Each player also considers whether they would like to change themselves 		
when it comes to this particular issue. Everyone ticks off either Yes or No
in the change column to the right of the line.
6. Next, the following player rolls the dice.
7. The game ends when all topics have been addressed.

3

12

Nonverbal communication
Back talk: The players stand in line. The last player in line draws a figure, a number
or a letter on the back of the player in front of him or her. That player in turn tries
to draw the same figure, number or letter on the back of the next person. The
figure, number or letter is passed on until the first player in line draws it on paper
or blackboard. The players see whether the figure, number or letter changed as it
passed from one player to the next.
Theory of mind: The players and the instructor arrange themselves into a circle.
The instructor says the name of or produces a facial expression or gesture that
conveys an emotional state (such as “being in love”). The players then take turns
producing a facial expression or gesture that conveys the state of being in love.
Each player then gets to suggest something that goes through the circle in the
same way.
Emotions
Emotional roleplay: One or several players take turns to portray an emotion while
the other players guess which emotion is being portrayed. The emotions can be
selected for example by means of emotion cards (cards bearing the names of different emotions).
Visualisation exercise: Try to think of a time when you last were really angry. What
made you angry? How did you act? What got you to calm down? Players can share
their thoughts with the group if they wish.
Emotion cards: Cards bearing the name of different emotions are placed on the
table. The players take turns to select a specific emotion that describes the way
they feel right now and tell the group about it.

SCORE
It is more fun to go berry-picking in the forest when you have company. You can
talk to pass the time and find out where you can find lots of berries.
In this game, the player whose turn it is can pick up an upside-down berry
every time he or she tells the other player his or her answer. The answer is also
noted down in writing.
Additionally:
1. Any player who lands on a red square discovers a nice patch
and gets to pick up two berries.
2. Any player who lands on a bear’s paw is startled by a nearby bear
and turns over their berry basket. They lose the berries they had collected
and must start again from zero points.
3. If a player lands on a
and escape the bees.

bee-hive, he or she can roll the dice again

4. The first player to reach the goal gets to pick up three more berries.
The player who has reached the goal stays in the game and continues to pick up
a question card on his or her turn, which the players then go through as before.
5. The winner is the player with the highest point score, i.e.,
with the most valuable berry basket.
* When starting the game, the players can agree to accrue berries also by participating in discussion
on another player’s turn. Under this rule, the players can pick up one extra berry every time
they provide a self-evaluation even if it is not their turn.
* If player assignments are used, the players can agree that a player is awarded a berry every time
they participate in an assignment.
* If the game is unfinished and will be resumed later, the scores are written down
and the berry-picking continues the next time the group meets.
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UTILISATION OF THE REPLY FORM
It is important that the reply forms are filled out carefully during the course of the
game. When the game ends, any sections left uncompleted as well as the additional sections at the end of the form are filled in independently.
Resources and outside support are evaluated on the same scales as are used in
the actual game. Please note that the rating scale differs somewhat. The goal is to
discover what kind of support each player perceives themselves as getting from
different sources and whether the player would like to see any changes in that
regard. Finally, it is considered which of the topics addressed during the game
the player is most satisfied with and which of them he or she would most like to
change.
The forms should be put away for further use during the planning, monitoring
and transfer of information during the rehabilitation process. For example, the
GAS goals can be selected from among themes which the rehabilitation client has
identified as key areas for personal development.

Ability to relax
Stress scale: The scale extends from “maximum stress” (for example at one end of
the room) to “completely relaxed” (at the other end of the room). Stand on the
scale at the point that describes how you feel. Also think about the direction from
which you arrived here and what are the factors that are adding to your stress.
Breathing exercise: Place a hand on your diaphragm. Breathe in slowly and deeply
through your nose, all the way to the maximum capacity of your lungs. If you
breathe with your diaphragm, you will notice your hand move. Your chest should
move little while your diaphragm expands. After breathing in deeply, stop for a
few seconds and then breathe out slowly, emptying your lungs. When breathing
out, relax your entire body. Repeat ten times.
Mindfulness exercise (3 min.):
1st minute: Take a pause.
”Take a pause and be present in the moment. Sit in a comfortable position with your
back straight, but try to stay relaxed. If possible, close your eyes.”
”Ask yourself quietly: What is my situation right now? What kind of thoughts do I
have? What do I feel? What sensations do I notice in my body?
”Recognise your thoughts, feelings and sensations, whether they are comfortable or
uncomfortable. Do so without judging them and changing them in any way.”
2nd minute: Collect yourself.
”Next, turn your attention gently towards some aspects around your breathing. You
can focus for example on your stomach, chest, nose or some other part of your body.”
”Continue observing yourself with each breath you take in and let out.”
3rd minute: Expand your consciousness.
”Let your consciousness slowly and smoothly expand outward from the part of the
body you are observing: to your chest, back, shoulders, hip, face...”
”Next, let your consciousness expand to the air that you breathe... The space you are
in... the world outside it…”
”When you are ready, open your eyes and return to your normal state of awareness.”

5

10

Self-evaluation
Strengths: Cards with different (positive) traits and characteristics are placed on
the table (for example the Pesäpuu [nesting tree] strength card). The players select one strength card that describes them as well as one depicting a strength that
they would like to get better at. The players’ selections are discussed by the group.
Preferences: The players form a circle with their backs towards the centre of the
circle. One player begins by describing what they like to do in their free time and
turns to face the centre of the circle. All other players who share the first player’s
preference for free-time activity turn to face the centre as well. Any player who
does not share the first player’s preference does not turn. The next player in line
describes what they like to do in their free time. The second round can focus on
activities that the players dislike, in which case the players who dislike that particular activity turn to face the circle.
Player circles can also be formed on more specific topics, such as a type of physical
activity, animal or occupation in which a player is interested. The game proceeds as
above.
Myself and others
Different greetings: The players take turns to show how they would greet the person on their left while imagining themselves in different situations. Possible situations: arriving at home and greeting a family member; going to a job interview
and greeting the prospective employer’s representative; greeting a salesperson at
checkout; greeting a doctor at a health centre; greeting the driver while getting on
a bus; running into a good friend on the town.
Exercise ‘Defining your personal space’: The players stand in pairs facing each
other. One of the pair begins to walk towards the other. The one who is standing
says STOP when he or she wants the approaching player to stop. The pair then
switch sides so that each gets to define their own personal space and set limits to
how close they want the other player to come.
Simon Says: One of the players plays the role of Simon. When he or she says “Simon says...” and gives a command, the other players must obey. If the player playing Simon does not says ”Simon says” before issuing a command, the other players
need not obey. A player is eliminated if he or she does not follow the rules. The
game continues until all players have been eliminated.
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BACKGROUND INFORMATION ABOUT THE SPIRAL GAME
The Future in the Game project
The SPIRAL board game was created as part of the The Future in the Game development project, which was funded by Kela and implemented in 2014–2016 by
the Rehabilitation Foundation together with the municipality of Lempäälä psychiatric unit and the Foundation for the Rehabilitation of Children and Young
People. The game is based on the SPIRAL board game designed by Kirsi Niittymäki
as part of her thesis as a tool to facilitate the visualization of rehabilitation objectives in the municipality of Lempäälä psychiatric unit.
During the The Future in the Game project, different versions of the game were
developed for mental health rehabilitation clients and for young clients undergoing neuropsychiatric rehabilitation. The usefulness of the game in supporting
goal-setting in the context of the GAS method was studied particularly closely.
The SPIRAL game for new target groups
The SPIRAL game for new target groups is the result of a development project
implemented in 2017–2018 which expanded the range of contexts in which the
SPIRAL board game can be used. Development of the game was supported by the
Social Insurance Institution of Finland (Kela) and carried out in cooperation with
the Rehabilitation Foundation, the Finnish Brain Association, Finla Occupational
Health, and the Foundation for the Rehabilitation of Children and Young People
(Mannerheim League for Child Welfare). The goal was to make the rehabilitation
process more client-oriented by increasing self-evaluation and making the SPIRAL
method, which supports the GAS technique, more useful in group-based rehabilitation. The project was a further step in making the SPIRAL method, which has
been found to be useful, more widely applicable by rehabilitation professionals,
and helping to spread the word about the ICF frame of reference and increasing
its utility as a practical tool. It produced SPIRAL game content that can be used
when working with adults undergoing mental health rehabilitation, young persons on the autistic spectrum or groups with language problems (adults, children
and families), as well as during vocational rehabilitation.
Additional information: www.kuntoutussaatio.fi/spiral
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ICF classification
The topics used in SPIRAL are based on the WHO’s International Classification of
Functioning, Disability and Health (ICF). The ICF is a hierarchical coding system
dealing comprehensively with issues of and limitations to functioning. Use of the
ICF in rehabilitation has been seen as an opportunity for client empowerment
during the rehabilitation process and as a way to promote multidisciplinary cooperation across all stages of the process.
Additional information: https://www.thl.fi/fi/web/toimintakyky/icf-luokitus
The Goal Attainment Scaling (GAS) method
In Kela-subsidised rehabilitation, the Goal Attainment Scaling (GAS) method is
used to define the goals of the rehabilitation. The structured GAS method makes
it possible to specify clear, individual and tangible goals for rehabilitation and to
follow up on how they are being met as the rehabilitation process moves forward.
Additional information: http://www.kela.fi/gas-menetelma

ASSIGNMENTS
This section includes examples of assignments which the instructor may use when
a player lands on a T square.
Solving problems
Visualisation exercise: Close your eyes and picture yourself waiting for a bus at a
bus-stop. You have an important meeting you are trying to get to. The bus is late.
What do you do? What do you feel in the situation?
Problem: Minna is at school. A mathematics test is about to start. She suddenly
sees that she left her pencil-case at home, and does not have a pencil. What should
Minna do? How do you think she feels? What would you do in her situation?
Group assignment
Magic carpet: The entire group stands on a carpet. The object of the game is to
turn the carpet over without stepping off it.
Lining up by height, shoe size, etc.: The instructor mentions a specific feature, and
the players line up accordingly, for example from shortest to tallest.
Living statue: The members of the group make various living statues as suggested
by the instructor. The members have two minutes to complete the assignment.
The statues can portray for example letters, animals or states of mind. One alternative is to make a moving statue that portrays the process of rehabilitation
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