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About Positive Press 

Positive Press is a board game that teaches school-age children 

to look at the world from a positive perspective while having fun 

and being creative. The game, based on theories of Aaron Beck 

and cognitive behavioral therapy (CBT), challenges negative 

assumptions and misinterpretations, and helps to prevent the 

formation of negative and dysfunctional beliefs. Combining 

elements of adventure and exploration with a journalism theme, it 

engages children with its light and playful approach. 

Positive thinking is an important ingredient in achieving success 

for everyone, children included. It is a building block for 

achievement, motivation, self-esteem, resilience, social 

competence, and much more. Positive Press provides children 

with opportunities to build hope, see possibilities, find solutions, 

develop problem-solving skills, deal effectively with challenges, 

and persevere. It is a tool for building positive automatic thought 

processes that will serve them well into the future. 

In the game, players become roving reporters for the Positive 

Press, a “good news” paper. Reporters must investigate leads as 

they make their way through Upbeat City, a whimsical, busy, and 

sometimes chaotic little town. While on their “up” beats, reporters 

check out news tips by drawing cards that include such categories 

as Features (questions to elicit positive responses), Editing 

(turning bad news into good), Fact Checking (opportunities to 

challenge false assumptions), and Advice Column. They also 

draw Breaking News cards that feature positive statements and 

affirmations and Crabby Crank cards that ask them to explain 

why specific negative statements are incorrect. 

Positive Press is designed for players in grades two through five. 

It can be used with younger children if you help them read the 

cards and older children when developmentally appropriate. 

Game Contents 
 

 Game board  

 Six colored pawns 

 Numbered die  

 Six card decks 

 Six Journalist’s Notebook cards  

 Facilitator’s booklet  



 Rules 

 

 

Theoretical Basis 

Aaron Beck believed that people who developed negative belief 

systems (negative schemas) early in life tended to suffer from 

depression later in life. He said that these belief systems develop 

from early negative experiences and can lead to ongoing 

dysfunctional beliefs about the world. 

One of the American Psychological Association’s “10 Ways to Build 

Resilience” involves maintaining a hopeful outlook and expecting 

good things. This is a goal of Positive Press. A person who thinks 

positively is more likely to keep trying and to find a way to 

succeed, despite obstacles, than someone with a negative 

attitude. That goes for individuals with and without disabilities. 

Believing in oneself requires positive thinking. For many, positive 

thinking takes practice.  

Positive Press is based on and incorporates CBT techniques, 

including cognitive reframing or restructuring (changing the 

meaning one has assigned to a circumstance, such as changing a 

problem into an opportunity; learning how to think differently; 

replacing “faulty thinking” with more rational, realistic and positive 

thinking; learning to stop negative thought processes and 

replacing negative thoughts with more positive self-talk). 

The game aims to counter early negative thoughts and beliefs and 

prevent them from developing into negative schemas and to 

establish positive thinking habits that can be built upon for a 

bright and successful future. 

 

The Cards 

 Features – These questions are open ended and designed 

to elicit positive responses; for example, “What makes you 

a good friend?” or “How does it feel to do your best?”  

 Editing – These cards ask players to turn bad news into 

good; for example, the response to “If I fail, I am a loser” 

could be “If I fail, I am going to try harder next time.” 

 Fact Checking – These cards offer opportunities to 

challenge false assumptions; for example, “Sarah didn’t 

play with me today. She hates me.” Remember, a good 



 

 

reporter always checks facts, and doesn’t assume anything. 

Objectivity is the key. What are some possible reasons for 

Sarah’s behavior?  

 Advice Column – Problems are presented in an advice 

column format, providing players with the opportunity to 

look at problems objectively, rather than personally, and 

build empathy.  

 Breaking News – These cards feature positive statements 

and affirmations.  

 Crabby Crank – Crabby Crank is the game’s purveyor of 

bad news. Players pick these negative cards and either 

have to explain why the statement is incorrect or move 

back two spaces on the board. 

 
Getting Started 

Open the board. Each player chooses a pawn and places it at the 

starting point on board. Place the card decks text side down 

around the board, and give each player a Journalist’s Notebook 

card. 

The player whose name is closest to the beginning of the alphabet 

goes first, and the rest go in clockwise order. Players roll the die, 

move forward, and pick a card matching the color of the space, or 

follow the instructions on the space.  

Most questions are open ended. If an answer misses the point of 

the question, coach the player to give a better answer. There are 

some true-false. If an incorrect answer is given to these 

questions, coach the player until a correct answer is given. Players 

keep the cards they answered and put them on the spaces of the 

same name in their Journalist’s Notebooks. If a player cannot 

place a card on the notebook, it should be returned to the bottom 

of the deck. 

Down-and-Out Dump – Players who land on the Down-and-

Out Dump spaces have to move their pawns to the Down-and-

Out Dump in the corner of the board. On their next turn, they roll 

the die to advance. Players who roll 1, 3, or 5 move back to the 

last square they were on and roll the die again to move ahead. If 

they roll a 2, 4, or 6, they remain in the dump until their next 

turn. They return to their last space and then roll the die to 

advance. 



The object of the game is for players to make their way through 

Upbeat City and to the Newsroom with their Journalist’s 

Notebooks completely filled. The first player to reach the 

newsroom with a filled notebook wins.  

 

Learning Objectives 

Players learn: 

1. to think positively in even the most challenging situations; 

2. to replace negative thoughts with positive ones; 

3. that thinking positively can help to create more successes 

in life;  

4. to develop problem-solving skills by seeking positive 

solutions; 

5. to deal effectively with challenges;  

6. to develop resiliency, which leads to greater self-esteem 

and confidence; and 

7. some fundamentals of journalism. 

 

 



 

 

Questions for Post-Game Discussion 

 

1. What did you learn from playing this game? 

2. Please share your definitions for negative thinking and 

positive thinking. 

3. Why is positive thinking important? How does it help us? 

4. Name five negative words and then give opposite (positive) 

replacement words. 

5. Explain a time when you used positive thinking (or, you 

chose to think positively instead of negatively). 

6. Explain a time when you changed a negative thought into a 

positive one. 

7. Explain a time when you helped someone else think more 

positively. 

8. What can we do from now on to challenge negative 

thoughts? 

 
Additional Suggestions  

(Optional opportunities for in-class or homework) 
 

 Newspaper Search – Have students find positive stories in 

the newspaper and bring them to the group to discuss. 

 Journals – Ask students to keep journals that reflect 

positive thinking in their day-to-day lives. If they are 

dealing with a negative situation, have them write about 

the positive things they can draw from their experiences. 

 Interview – Have students take turns interviewing each 

other, then reporting what they learned, as well as adding 

positive comments about the person they interviewed. 

 5 W’s – Have each student create a positive news story 

using the classic who, what, where, when, and why 

approach. 
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