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Values and questions invites students into conversations about values they 
can bring to their learning, their work, their relationships, and other aspects 
of their lives. Th e cards are designed for any adult who works with students 
in grades 6–12 – including classroom teachers, administrators, counselors, 
psychologists, social workers, learning specialists, and support staff  – and 
wants to start meaningful conversations with individual students or groups.

Values and questions has two decks. Values cards have words that describe 
ways of being that make life meaningful, such as curious, generous, and 
imaginative. Framed this way, values aren’t things or actions; they are 
qualities a person can choose to bring to a variety of situations. As chosen 
qualities, our values tell us how we want to be in our lives. Th ey might 
tell students how they want to be in a particular class, how they want to 
be when they do a particular assignment, how they want to be in their 
relationships with peers and teachers, and, more broadly, how they want to 
be in and beyond school.

Th e questions on the Questions cards contain blank spaces. Any value 
can fi ll in any blank space, and students respond to the resulting question 
in an individual refl ection, partner conversation or group discussion. Some 
ways of using the cards are more playful and game-like, while others are just 
conversation starters. Players can follow the rules, riff  off  them, or make up 
their own ways to play. No matter how players use them, if the cards help 
students imagine new ways to live by their values, everyone wins.

VA LU E S  and Quest ions
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Ways to play

Conversation starter
Th is game promotes deeper understanding of values and of each other. 
Instead of merely taking turns responding to a given question, players 
listen to one another and respond to each other’s responses. Try this with 
a student who is too often noticed for their weaknesses rather than their 
strengths, who is rarely noticed at all, or who you just want to get to know 
better. You can also have two students who are working through confl ict 
use this game as a way to see and appreciate each other. Th is game is based 
on the collaborative conversations protocol (Porosoff  & Weinstein, 2019), 
which itself is based on the work of psychologist Jonathan Kanter (2016).

How to play
Number of players: 2

1. Player 1 draws three Values cards and three Questions cards. From 
these, Player 1 chooses one Values card and one Questions card 
and responds to the resulting question.

2. Player 2 responds to Player 1’s response.

3. Player 2 responds to the same question.

4. Player 1 responds to Player 2’s response.

5. Roles reverse: Player 2 draws three Values cards and three 
Questions cards. From these, Player 2 chooses one Values card and 
one Questions card and responds to the resulting question.

6. Player 1 responds to Player 2’s response.

7. Player 1 responds to the same question.

8. Player 2 responds to Player 1’s response.

9. Th e process repeats if both players wish.
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Conversation starter, step 1
Player 1 has drawn three Values cards and three Questions cards. From these, Player 1 
chose one Values card and one Questions card and will now respond to the resulting 
question, Which of your classmates inspires you to be compassionate by setting an example?

trustworthy

curious

compassionate

When did you fail to be 
____________,  

and what can you learn 
from that failure?

Which of your classmates 
inspires you to be 
____________  

by setting an example?

What’s your earliest 

memory of being 

____________?

Quest ionsQuest ionsQuest ionsQuest ionsQuest ionsQuest ions
VALUESVALUESVALUESVALUESVALUESVALUES
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Question ladder
In this game, either the value or the question will stay the same from round 
to round, which leaves room for players to reference each other’s ideas and 
discover interesting similarities and diff erences between them. Play with any 
student you want to get to know in a diff erent way, or have two students 
play together if they need to fi nd common ground and appreciate each other.

How to play
Number of players: 2

1. Players decide together on a number of rounds.

2. Player 1 turns over the top three Values cards, chooses one, and 
returns the other two to the bottom of the deck.

3. Player 1 turns over the top Questions card, fi lls in the blank with 
the value, and responds to the resulting question.

4. Player 2 now has two choices:

 • turn over two more Values cards, choose one of the three 
Values cards that are now face up, and return the remaining 
two to the bottom of the Values deck

 • turn over two more Questions cards, choose one of the 
three Questions cards that are now face up, and return the 
remaining two to the bottom of the Questions deck.

5. Player 2 fi lls in the blank with the value and responds to the 
resulting question.

6. Th is process continues, with each player turning over two new 
Values cards or two new Questions cards, selecting from these three 
and responding.
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Question ladder, step 4 (option 1)
After Player 1 responded to the question, Is it possible to be ambitious when you’re sad?, 
Player 2 chose to turn over two more Values cards. Th ey will choose one of the three 
to fi ll in the blank in the same Questions card that Player 1 used.

ambitious

inclusive

honest

Is it possible to be 
____________  
when you’re sad? 

Quest ionsQuest ionsQuest ionsQuest ionsQuest ionsQuest ions
VALUESVALUESVALUESVALUESVALUESVALUES
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3–2–1 connect
Th is game has two phases. In the fi rst, players select values they want to 
think more about, and in the second, players respond to the same questions 
but fi ll in the blanks with diff erent values, depending on what they selected 
during the fi rst phase. Try it with any group as a way for students to identify 
their own values and open up to each other.

How to play
Number of players: 2–4

1. Each player is dealt three Values cards, and ten more Values cards are 
placed faceup on the table so everyone can see them.

2. Player 1 can choose to exchange any card in their hand for any card on 
the table, or pass and keep all of their cards. Th is process repeats for 
the remaining players, for a total of three rounds, so that each player 
has a chance to exchange each of their three original cards. Some 
players might end up with one, two or all three of their original cards.

3. Th e ten Values cards that now remain on the table are returned to their 
deck, and the deck is set aside.

4. Th ree Questions cards are placed on the table facedown. Each player 
places their three Values cards in front of them, faceup.

5. Th e fi rst Questions card is fl ipped over. Players take turns responding 
to the question, fi lling in the blank with their choice of their three 
values. After responding to the question, the player fl ips their Values 
card over to signal that they’re fi nished and that the card is no longer 
in play.

6. Th e second Questions card is fl ipped over, and players take turns 
responding to the question, fi lling in the blank with their choice of 
their two remaining values. Again, after responding to a question, the 
player fl ips their Values card so it’s facedown.

7. Th e third and fi nal Questions card is fl ipped over. Players take turns 
responding to the question, fi lling in the blank with whatever value 
they have remaining.
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3–2–1 connect, step 2
A player decides whether to exchange one of the Values cards in their hand for one of 
the ten laid out on the table. Each player will have three chances to exchange cards.

VALUES knowledgeable

reverent

responsible

fair

creative

active

generous

efficient

inclusive

practical

warm

patient cooperative
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3–2–1 connect, step 4
All players have put their selected Values cards faceup in front of them. Th ree Questions 
cards are placed facedown in the center.
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3–2–1 connect, step 5
Th ree of the players have already answered the fi rst question and fl ipped over the 
Values cards they used to fi ll in its blank. Th e fourth player is about to choose a value 
and respond.

patient

VALUES

in
c

lu
s

iv
e

VA
LU

ES

warm

resilient

VA
LU

ES c
o

o
p

e
r
a

ti
v
e

generous

productive

s
k

illfu
l

w
is

e

W
hen were you

 ____________ today?Q
u
e
s
t io

n
s

Q
u
e
s
t io

n
s

Quest ionsQuest ionsQuest ionsQuest ionsQuest ionsQuest ions



1 0

Pass the value
Players choose values to plug into one another’s questions. Th is game works 
best within a group of people who already know each other to some extent 
but want to get to know each other better.

How to play
Number of players: 2–6

1. Each player is dealt four Values cards. Th e remainder of the Values 
deck is set aside.

2. Player 1 fl ips over the top Questions card. Player 1 then chooses a 
value from their own hand to fi ll in the blank, which will result 
in a question for Player 2 to respond to.

3. Player 2 responds to the resulting question and keeps the Values 
card, which means that Player 2 now has fi ve cards.

4. Player 2 fl ips over the next Questions card and chooses a value 
from their own hand to fi ll in the blank, which will result in a 
question for Player 3 to respond to.

5. Th is process continues, with players responding to the question 
they are given and choosing a value for the next player’s question, 
until all players have had a chance to respond to two questions.
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VALUES

Pass the value, step 2
Player 1 fl ipped over the top Questions card, and chose the value generous from their 
own hand to pass to Player 2. Player 2 will now respond to the question, What’s an 
experience that pushed you to become more generous?

Quest ionsQuest ionsQuest ionsQuest ionsQuest ionsQuest ions
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Pass the value, step 4
After answering the question, Player 2 had fi ve Values cards. Th ey fl ipped over the 
next Questions card and chose the value respectful from their own hand to pass to 
Player 3. Player 3 will now answer the question, When can you be respectful tomorrow?
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Sorting values
Th is is the only game that has a player work with all 60 Values cards. Th e 
player fi rst identifi es the values that matter most to them and then responds 
to questions to think more deeply about those values. Use this game with 
a student who has shown a need for deeper refl ection. Try following up 
just after the game or in the days, weeks, or months afterward to help the 
student keep thinking about how they can bring their values to school.

How to play
Number of players: 1

1. Th e player sorts the Values cards into three piles, each with 20 
cards: values they think are most important, least important, and 
in the middle.

2. Th e player can choose to share how they decided which cards 
to put in which pile and anything else they noticed about their 
process of sorting.

3. Th e player gathers up the ‘least important’ and ‘in the middle’ 
piles into a single pile and puts the pile aside so that only the 
20 ‘most important’ cards remain. Using only these, the player 
again sorts them into three piles: six values they think are most 
important, seven that they think are least important, and seven in 
the middle.

4. Th e player can again choose to share how they decided which 
cards to put in which pile and anything else they noticed about 
their process of sorting.

5. Th e player gathers up the ‘least important’ and ‘in the middle’ 
piles and returns them to the deck so that only the six ‘most 
important’ cards remain. Th e player shuffl  es these six cards and 
lays them facedown.
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inclusive

creative

courageous

curious

authentic

considerate

warm

honorable

imaginative

fair

compassionate

practical

skil lful

graceful

playful

active

perceptive

thorough

persistent

independent

VALUESVALUESVALUESVALUESVALUESVALUES

6. Th e player turns over the top Questions card and one of the six 
Values cards, puts the value into the blank, and responds to the 
resulting question.

7. Th e player turns over another Questions card and one of the 
fi ve remaining Values cards, puts the value into the blank and 
responds to the resulting question. Th is process continues until 
no Values cards remain.

Values sort, step 3
Th e player has already chosen their top 20 values and gathered up the middle and 
least important Values cards back into a deck and set it aside. Th ey are now sorting 
their top 20 values.
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Values sort, step 6
Th e player is now working only with their top six values, and has turned these cards 
facedown. Having turned over a Questions card and one of the six Values cards at 
random, they will now answer the question, What’s an experience that pushed you to 
become more inclusive? 

Quest ions

Quest ions

Quest ions

Quest ions

Quest ions

Quest ions

VALUES

VALUES

VALUES

What’s an experience that 
pushed you to become 
more ____________?

inclusive

VALUES

VALUES
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Journal reflection
Here, students use the questions as prompts for private writing. While this 
is a less playful way to use the cards, students might be more honest and 
vulnerable in the privacy of a notebook than in a conversation. Because 
you won’t collect or grade this writing, students might opt out. But even if 
they do, they’ll see that you think exploring their values is worth their time. 
Whether they agree is up to them.

How to play
Number of players: 1–20 

1. Each player takes a Values card, a Questions card, and writing 
materials. Th e player fi lls in the question’s blank with the value 
and responds to the resulting question in a private written 
refl ection.

2. Players can choose to share all or part of what they wrote, or 
choose not to share at all. If the group is large, players can share 
with partners or in small groups or not at all.
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I can help him by doing 

breathing with him when 

he’s upset so he calms 

down, or distracting him, 

so he can be more careful. 

I can also talk to him 

about how I’m careful 

with my stuff and show

My brother really 

struggles to be careful. 

He’s on the autism 

spectrum and sometimes 

doesn’t understand how 

to be safe. 

He also makes messes 

when he’s angry or 

overwhelmed, and it 

seems like he’s not being 

careful with people’s stuff. 

Journal reflection
Th e student is writing a response to the question, Who struggles to be careful, and what 
can you do to help them? Meanwhile, their classmates are responding to other questions 
about their values. Th ey will be invited but not required to share what they wrote. 

Who struggles to be 
____________,  

and what can you do  
to help them?

careful
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Responding to challenges
You might fi nd that students’ responses – or your own – are short or 
superfi cial, especially if it’s your fi rst time playing this game, or if players 
don’t know each other well or aren’t used to talking about their values. You 
can encourage other people to say more by asking follow-up questions, 
validating their feelings, or sharing an experience that their response brings 
to mind. You can also encourage longer and deeper responses by going fi rst 
and off ering longer and deeper responses yourself. Finally, you can play the 
game multiple times, expecting less detailed and less vulnerable responses 
early on, and moving towards deeper and more courageous conversations 
as you become more familiar with the game and with each other.

If a student responds to a question with some version of ‘I don’t know’, it 
might be because they’ve never been asked a question like it, or they’ve never 
thought about the value in this way, or at all. At school, many questions 
have a right or best answer – or at least a right or best way of answering – 
and students might have trouble understanding that these questions have 
no right or best answers and aren’t even necessarily meant to be answered; 
they’re meant to elicit thinking.

If a student claims not to have any idea how to answer, resist the urge 
to off er a suggestion. Instead, try validating the student’s uncertainty and 
encouraging exploration: ‘It’s an unusual question, so it makes sense that 
you wouldn’t have an answer right away. What does come to mind when 
you think about the question or just the value by itself?’ Exploring what 
a student does understand or relate to might help them think about the 
question diff erently and respond. But even if the question continues to 
stump the student (or you), the point isn’t necessarily to answer it but 
rather to have a conversation about values.

If a question doesn’t quite work, tweak it so it does. For example, one of 
the questions asks: What book are you reading right now? How could reading 
this book help you be ___? But what if you’re not currently reading anything? 
Instead of not answering the question, you could refl ect on a book you’re 
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planning to read or the last book you fi nished, or you could refl ect on how 
not reading aff ects you. 

If a question requires interpretation, interpret it as broadly as necessary 
to fi t your situation. For example, one of the questions asks: In which class 
are you your most ___ self? A student might think of academic classes as well 
as classes in the visual, performing, or technical arts; physical education; 
advisory or wellness programs; school-based therapeutic services such as 
occupational therapy and speech; and after-school, weekend, or summer 
courses. Even though some of these aren’t called classes, they are learning 
environments and might tell a student something important about the 
qualities they want to bring to their actions in other contexts too.

If, for any reason, a question feels inappropriate to ask, skip it and pick 
a new question. For example, one question asks: What does it mean to be 
athletically ___? If a student has recently been diagnosed with an illness and 
their medical treatments prevent them from engaging in athletic activities 
for several months, it might feel inappropriate to have a discussion about 
athletics with this student. Always use your judgment about whether to 
follow a game’s rules or modify them, and whether to include certain cards 
in the decks when using them with certain students. When in doubt about 
a card, remove it from play. Every game will work with a partial deck, 
although you might have to adjust the number of cards in play.

Reflecting on responses
Values and questions is designed to evoke a diff erent kind of conversation 
than you might ordinarily have with a student or group. You might fi nd 
that students share aspects of their lives that wouldn’t necessarily have 
come up otherwis, or that after playing, the tone in the room shifts. You 
might want simply to let things be so that any further discussion simply 
emerges. Or you might ask questions to evoke further refl ection and values-
consistent action:

 • During the game, what did you notice yourself feeling or 
thinking?
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 • How satisfi ed are you with the conversations we just had?

 • How do you feel about yourself as a result of what you shared 
during the game?

 • How do you feel about yourself as a result of how well you listened 
during the game?

 • If you were to play this game again, what would you do similarly 
and diff erently?

 • Is there anything that came up today that you’re still curious about? 

 • Is there anything that came up today that makes you want to take 
a particular action in your life? What is that action? When do you 
plan to take it? How can I support you?

About the values
We defi ne values as ‘qualities of action that make life meaningful’ (Porosoff  
& Weinstein, 2018). Th is defi nition is derived from Dr Kelly Wilson’s 
(Wilson & DuFrene, 2009) more technical defi nition: values are ‘freely 
chosen, verbally constructed consequences of ongoing, dynamic, evolving 
patterns of activity, which establish predominant reinforcers for that activity 
that are intrinsic in engagement in the valued behavioral pattern itself ’ (p. 
64).

As qualities of action, values describe how we do things such as learn, 
work, interact, solve problems, conduct experiments, write essays, draw 
pictures, listen to classmates, and comfort friends. To name qualities of 
action properly we need adverbs: work productively, interact compassionately, 
or solve problems resourcefully. However, we fi nd that students and teachers 
more easily make sense of adjectives like productive, compassionate, and 
resourceful, so we’ve used adjectives on the Values cards.

For the Values cards, we selected qualities that a student can choose. 
For example, we did not include powerful, even though power is important 
to many students, because how powerful any one student is depends on 
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the social context and not simply the student’s own choices. But a student 
can choose to be kind (for example) at any time, and without waiting for 
someone else’s approval or validation.

We also selected qualities that a student can express in a wide variety 
of contexts, especially but not only at school. For example, we did not 
include athletic, even though athleticism matters to many students, because 
students can only be athletic in certain contexts. However, a student can 
be compassionate (for example) in any classroom, in a gym, at home, with 
friends, at work in the future, and at school right now.

Finally, we intentionally did not include defi nitions on cards because 
we want players to bring their own defi nitions to these terms, agree upon 
defi nitions together, and defi ne the terms fl exibly depending on the 
question. For example, the word graceful might bring up images of a dancer 
moving gracefully, but consider the questions:  What could  it mean to be a 
graceful thinker? and What does being graceful look like in your culture? In 
these contexts, grace isn’t a quality of physical movement but of thinking 
or interacting.

If students don’t know some of the words on the cards, you can look 
them up together and discuss their meaning. Th e simple act of seeking and 
negotiating a defi nition could lead to meaningful conversation.

Finally, some words on Values cards might have meanings that seem 
similar. For example, the words imaginative and creative might be off ered 
as synonyms for each other in a thesaurus. However, these words have 
slightly diff erent shades of meaning: being imaginative means picturing 
lots of possibilities (and impossibilities), and being creative means making 
something in a personal and original way as opposed to imitating others. 
More importantly for this game, diff erent words might bring to mind 
diff erent ideas, stories, and conversations. For example, the question, 
What’s an experience that pushed you to become more imaginative? might 
bring to mind a diff erent answer than, What’s an experience that pushed you 
to become more creative?
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About the questions
Each of the 90 questions contains a blank, which players can fi ll in with 
any of the 60 values. Th e game thus has 5400 possible questions to which 
players can respond! Students might respond to the same question diff erently 
depending on the person or group with whom they’re playing, the setting in 
which they’re playing, and the type of play. Th us, the structure of these cards 
and the methods of play can elicit a wide variety of possible conversations.

Th e questions themselves rely on a language tool called deictic framing 
(Hayes, Barnes-Holmes, & Roche, 2001). Briefl y, everything we experience 
in life comes from the perspective of I (ourselves), here (our physical location), 
and now (our present moment). But by imagining our situation from the 
perspective of another person, another place, or another time, we begin to 
expand our awareness of what is possible for ourselves, here and now. Th e 
questions in this game invite players to think about how they might bring 
their values to various situations, so they can expand their awareness of what’s 
possible in their lives.

Th e questions evoke freely chosen behavior rather than suggesting 
how students should behave. Children and teens already have many rules, 
expectations, and preferences that govern their behavior. Th ese aren’t bad, 
but they can sometimes lead to infl exible responses, such as impulsively 
breaking a rule, rigidly adhering to a preference, unthinkingly conforming 
to an expectation, or escaping the context in which a rule or expectation 
operates. Values off er another way of responding so that students can build 
lives they themselves fi nd meaningful.
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