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   Instruction

The Kunterbunts ...
The Card Game for  
getting to know Emotions

Rossa • Rossa • Grigo

May we introduce – the Kunterbunts!

»Walk the dog« – you have to skip a turn. »Family visit« – 
you draw two cards. Do you have an angry dog in your 
hand? Or just happy children? In psychotherapy sessions 
with children there is a lot of playing and »The Kunter-
bunts« is an easy game developed for this purpose based 
on »Uno« rules. In addition to fun, it teaches empathy as 
well as the reciprocal effects of emotions in families. A 
hearty laugh can often be just as contagious as helpful-
ness and sadness. Emotions are conveyed and recreated 
quite unconsciously, regardless of age. 

Empathy training. Psychological and educational profes-
sionals are trained to teach children – whether in kinder-
garten, school or in a therapeutic setting – the basic rules 
of social interaction. In doing so, they build on behavioral 
patterns that children bring with them from their fami-
lies. An essential condition for prosocial behavior, which 
goes far beyond the so-called contagion of emotions, is 
empathy. Children who have deficits in the area of self-
perception and perception of others are often under so 
much stress that this has an impact on the child’s attenti-
on and ability to concentrate. Empathy training therefore 
plays an important role in the socialization process – and 
creates the prerequisite for developing »real« options for 
action in interaction situations.

At the beginning of the empathy training stands the 
perception, recognition and interpretation of one’s own 
feelings. This experience forms the basis for perceiving, 
recognizing and interpreting the feelings of others. The 

more practiced a child is in this skill, the easier it will be 
for him or her to react correctly to other people’s emo-
tions and to find sustainable solutions to a wide variety 
of problems. The fact that a free space can be created 
between one’s own emotions and those of others is also 
an essential part of this process, which at the same time 
promotes autonomy.

In psychotherapy with children, the perception of emo-
tions is a focal point. Frequently, one’s own emotions are 
made directly or projectively conscious and are clarified 
through schema work. To the majority of therapy approa-
ches applies the fact that empathy training always plays a 
special role, as it is a basic requirement of many interven-
tions.

Therapeutic play. Therapeutically and pedagogically effec-
tive games and exercises are designed in such a way that 
the therapist and the pedagogue assume a special role. 
Regulating, judging and instructing, he or she participa-
tes as a game leader and creates an encounter in a defined 
framework with fixed rules, which favors new experien-
ces in a goal-oriented way. 

»The Kunterbunts« is a therapeutic-pedagogical card 
game that can be flexibly adapted to the given condi-
tions, both in terms of time and space. This makes it pos-
sible to play »The Kunterbunts« at home in the family, 
at school with classmates and teachers, or in therapy. 
It is easy to play, quickly explained and can be sensibly 
adapted to the individual focal points with its game 
variations.
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Game structure and rules

for 2 to 6 players

The card game consists of 120 cards, 90 emotion cards of 
the family members (father Kunterbunt, mother Kunter-
bunt, daughter Mina, son Rico and dachshund Gildo 
Kunterbunt) and 30 event cards with special rules. 

Emotion cards. The family members show each five posi-
tive emotions (happy, surprised, in love, relaxed, concen-
trated) and five negative emotions (anxious, sad, angry, 
exhausted, disgusted). Each emotion-person card is twice 
in the game – except for »disgusted« and »concentrated«, 
which are only available once.

Happy familiy members

Surprised family members

Family members in love

Relaxed family members

Concnetrated family members

Anxious family members

Sad family members

Angry family members

Exhausted family members

Disgusted family members

 
Game variation 1: The Kunterbunts
The game is played according to the rules of the card 
game »Uno«. At the beginning of the game each player 
receives 7 cards. The remaining cards are placed face 
down on a pile, one card is placed face up next to it and 
forms the discard pile. The player who had the best day 
can start the game. This player places a card from his or 
her hand onto the face-up pile. A card can only be put on 
top of a card with the same family member or the same 
emotion (i. e. for example, the concentrated mother or 
the happy son may be placed on top of the happy mo-
ther). If a player cannot place a matching card he draws 
a card from the face-down pile. This card can be played 
immediately if it matches. 
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If he or she does not draw a matching card, it is the next 
player’s turn (the game is played clockwise). The player 
who puts his penultimate card onto the pile must shout 
»Home alone!« to indicate that he has only one card left 
in his hand. If a player forgets this and another player no-
tices in time (before the next player has drawn a card or 
made his move), he must draw one additional card. The 
player who first puts his or her last card on the face-up 
pile wins (unless this card is the »Family Council«! – see 
below). The winner shouts: »Everyone is out of the house!

Event cards

Family visit: »Ding-dong, Gildo gets a visitor«, that means 
the next player must draw 2 cards. Family visit cards 
must match the emotion card that was previously put on 
the pile. For example, if a mother’s emotion card is on top 
of the discard pile, only the family visit card on which the 
mother is opening the door can be played. An emotion 
card may be played – or (before the cards are drawn) an-
other family visit card may also be played (the next player 
must then draw 4 cards, etc.).

Go walkies: The next player must miss out once. These 
cards must also match the emotion card that was previ-
ously put on the face-up pile. So for example, the father 
walking the dog may only be placed on top of other emo-
tion cards of the father. Afterwards a father card must be 
played (or another »Go walkies« card).

Secret: This card can be placed on top of any other card 
(except another secret card). The person who plays the 
card may choose a person to be placed. He puts the card 
down and whispers: »I have a secret and I would like 
to tell it to …«. While doing so, he inserts the name of 
the family member that the next player has to put down 
(either as an emotion card or as a family visit/Go-walkies 
card).

Family council: This card can also be placed on top of any 
other card. The player who playss this card stands up 
briefly and says »Family council«. Now all players pass 
on their cards to the neighbour to their right. As soon 
as each player has new cards in their hands, the game 
continues in normal order. The following card must be 
related to the last card played before the »Family council« 
card – or another family council is held and the cards are 
passed on again. Caution! Whoever plays the »Family 
council« card as his or her last card has made the person 
to his right the winner.

Game variant 2: How did it come to this?

The game proceeds as in variant 1, but in this variant 
players are asked to comment on the card they have play-
ed. If a player puts down the card of the exhausted father, 

for example, he has to use his imagination to explain why 
the father could be exhausted. A possible answer could 
be: »The father is exhausted because he had a hard day 
at work« or »The father is exhausted because he carried 
the heavy suitcases to the car«. Apart from the fact that 
the cards of the family members are commented on, the 
course of the game remains otherwise unchanged.

Game variant 3: A »motley« story

All playing cards on which a family member is depicted 
are sorted into a pile and placed face down in the cen-
ter of the table. The player who starts now takes the top 
card from the pile and begins the »motley story«. The 
story begins with the person depicted on the drawn card. 
Example: (1st card dachshund Gildo/Joy) »On a sunny 
day, dachshund Gildo happily made his way to the swim-
ming pool.« Now the next player draws a card and conti-
nues the story with the person and their mood shown on 
the card. Example: (2nd card Son Rico/Surprise) »When 
Rico wanted to go his morning round with Gildo, he 
was very surprised when he couldn’t find the dachshund  
anywhere in the house and shouted loudly, ›Gildo, where 
are you?‹«. Now it’s the next player’s turn. 
In this variation, the whole group wins once all the cards 
have been drawn from the deck and all the characters 
have been included in the story. This game variation can 
be quite challenging. Therefore, when playing it for the 
first time, the number of cards can be reduced (e. g. each 
person and each emotion per person only once).
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Hello my name is Mina,  
Mina Kunterbunt!

I am 12 years old, I live with my family and 
sometimes I like to be alone at home. We 
are a quite crazy family. There is always a 
lot going on with us, we constantly get fa-
mily visits. There is no scientific explanation for it, but 
whenever the doorbell rings, there are at least two people 
at the door. But before I tell you more about our family life, 
I would like to introduce you to my family. First of all my 
father. The order has no meaning, I love my parents both 
the same, each one has his strengths and weaknesses and I 
just know when it is better to ask my father or my mother 

something. So my father’s name is Harald, Ha-
rald Kunterbunt – but I’m sure you can proba-
bly guess that. My brother and I just say »Dad« 
and my mother calls him Harry. Once, my 
friend Hannah was visiting us and my mother 
shouted »Haaaaarrrry« loudly through the 

whole apartment, I was kind of embarrassed. Who is called 
Harry nowadays when he can’t do magic.

My mother’s name is Soraya, she’s not from 
Germany and she’s very funny and likes to read 
books to relax. She often mixes up the german 
definite articles, especially when she is angry 
about my untidy room. Without mom, a lot 
of things would go wrong in our house be-
cause dad is always forgetting appointments and misplacing 

things. Next, I should introduce you to my 
little brother Rico, he is in the 2nd grade and 
loves to play with building blocks. Since mom 
forbade him to just come into my room wit-
hout knocking first, I have a bit of peace from 
him. Oh yes, actually I shouldn’t tell anyone 

this, but Rico listens to Bibi and Tina all the time to fall 
asleep. So, now only our dachshund Gildo is missing, yes 
Gildo Kunterbunt. Dad once said that our dog can sing well, 
has long ears and loves nut pastry, so no other name would 
have suited him better. Hmm, I didn’t unders-
tand that, but Gildo listens to his name and he 
is totally sweet. When he’s at the front door, 
it means he wants to go for walkies and, no 
matterif it’s raining, storming or snowing, 
one of us goes out with him.

Dad, who always works very concentrated on the computer, 
once wrote down our family rules. Two of them were my 
suggestion: 

(1) The family council. Whenever a family member has a 
problem that he or she cannot solve alone, he or she may 
summon the family council. Then the whole family comes 
together and finds a solution to the problem. So family 
council means: to address, discuss and clarify. 

(2) The secret. The second rule that comes from me is the 
secret rule. Each family member may go to another member 
and say: »I have a secret and I want to tell you«. The person 
to whom you have told the secret must now decide whether 
it is a real secret. Real secrets remain secret, stupid secrets 
are discussed calmly in the family council.

You know, I once noticed that moods are just as contagious 
as colds and coughs. My mum, Rico and I were sitting in 
the kitchen once, completely relaxed and in a good mood. 
Then, when Dad came home, he was pretty pissed off, and I 
noticed how Dad’s mood had spread to all of us. Mum had 
gotten up and was suddenly cleaning out the dishwasher 
in earnest. Rico had run off to his room to sulk, Gildo had 
gone into his basket under the stairs and I wasn’t feeling 
well either. I then observed this phenomenon and found 
out that it also works the other way round. This means that 
bad and good moods are contagious.

For this reason, I decided to make a game about »contagi-
ous feelings«. It should be fun, easy to play, and should not 
have so many rules and because I came up with this idea at 
home, I simply call it »The Kunterbunts«.

Like a detective, I observed my family and noticed that 5 
good and 5 not so good emotions or conditions are com-
mon in our home. The good feelings are: Joy, surprise, love, 
relaxation and concentration, while the not so good ones 
are fear, sadness, disgust, anger and exhaustion.

I’m sure you know these feelings and that sometimes it’s 
not so easy to keep them separate because they can also 
change. Nevertheless, I drew each family member while 
they had one of these feelings. Each picture has now become 
a playing card.

This is how you play

After all the cards have been shuffled well, each player 
receives 7 cards. The remaining cards are now placed face 
down in the middle and the top card may be placed next 
to the pile with the picture facing up. The player who had 
the best day today may start. If more than one player had a 
fantastic day, each player should share his or her day and the 
others decide who had the better day. For the next rounds, 
whoever loses starts.

Assuming that the turned-over card on the table shows 
mum relaxing while reading, now the first player may either 
put down another picture of mum or another family mem-
ber relaxing. So either the person or the feeling must match. 
The order goes to the left, which means that after you, it is 
always your left neighbour’s turn. The winner is the first 
player to have no cards left in their hand.

   
Instruction for 

children
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There are a few more hints, and if you follow them, the game 
is much more fun. 

Family visit: If you play the »Family visit« 
card, the next player must draw 2 cards, or he 
also plays a family visit card and the next 
player must draw 4 cards. Once Rico had to 
draw 8 cards and was totally miffed, although 
he won later.

Go walkies: The »Go walkies« card means 
that the next player takes Gildo for a walk so 
that Gildo can take a dump, that means the 
next player loses one turn. And don’t forget 
the dog waste bags to clean up the poop, 
Mum would say. On the »Go walkies« card 
you can put another »Go walkies« card or the 
person who is taking a walk with Gildo in 
the picture.

Secret: This card is on of my favourites. 
Whoever plays that card gets to choose 
which person the next player has to put onto 
the pile. When playing the card, the follo-
wing sentence is whispered: »I have a secret 
and I want to tell it to (Mum/Dad/Rico/
Gildo/Mina)«. No other »secret card« may ever be placed 
on top of a »secret card«.  
 
Family council: This card is my favourite. 
When this card is placed, you shout out loud: 
»Family council« and each player gives all 
the cards he has in his hand to his neighbour 
on the right, so that all players have other 
cards in their hands. But beware, whoever 
plays a Family Council card as the last card 
makes sure that his right-hand neighbour wins. 

One more thing: If you only have one card left in your hand, 
you have to say aloud: »Home alone«, if you forget to do 
this, you have to draw a card from the pile of cards.

But now it’s time for you to finally start playing. I hope you 
like my pictures!

Best wishes

Mina

Rossa – Rossa

The Pirate Family 
Coalitions, conflicts, 
 codswallop
140 picture cards with a 
 20-page booklet in sturdy 
box. 
With illustrations by 
Steffen Gumpert. 
With online  material.  
GTIN: 4019172100261

By Jolly Roger, here come the pirates! Two ship crews 
have to be formed and equipped. Who wears the cap-
tain‘s hat on the red ship, and who decides what every-
one has to do on the blue ship? Who steers the ship 
and who is the cook? Is there a treasure map or a secret 
island? Are we dealing with peaceful or quarrelsome 
pirates, with a ship full of cannons and grappling hooks?

In separation, divorce or patchwork families, but also 
generally in difficult relationship constellations in the 
family and other groups, children often get into con-
flicts of loyalty. The „Pirate Family“ helps to illustrate 
these relationship constellations and conflicts and aids 
in the search for solutions. 
The card set is suitable for children from the age of 4.

https://www.beltz.de/fachmedien/psychologie/produkte/details/45249-die-piratenfamilie-koalitionen-konflikte-kokolores.html

