
Who can enjoy our games with some small 
adaptions to the rules?

TEACHERS
Special Education Teachers

Occupational Therapists
Psychologists

Speech Therapists

PARENTS
Families that include an individual with  autism

Families that include an individual with down syndrome
Families that include an individual with cerebral palsy

Families with typically-developing siblings

Set-up - Suggestions

SCHOOL HOME
Prep Time Teacher prep (15 minutes per game)

Watch the You Tube videos!
Parent prep (15 minutes per game)
Watch the You Tube videos!

Group Size Small groups (3-5 kids) with a teacher playing for 
about 20 minutes per exposure

1 or 2 parents and 2-4 kids playing for about 
40 minutes per exposure

Location Special Ed room, specialist office settings, 
mainstream classrooms, recreational areas

Kitchen table, living/family/game room



Array – Adaptive Play

“Array is beautiful! The cards and color combinations are 
appealing, and the kids loved being able to ‘Splatter’ and 
‘Slam’ each other!”

~Mom of a child with autism
 
“Nice quality, colorful, intriguing”

~Mom of a child with Down Syndrome

Adaptive play
When first playing the game, use only the cards divided in 2 colors 
• Rationale: Players on the autism spectrum frequently find it more “aesthetically logical” than trying to plug in 1/3 

card to 1/2 or 1/4 card; it looks more orderly.
• With increased comfort level, add the other 3- and 4-color cards

• Eliminate the “Splatter” and “Slam” cards for some players. Down Syndrome players in particular often do not en-
joy the “punishment” aspect of “Slamming” or “Splattering” another player

• Play for time instead of reaching 100 points helps set expectations
• Rationale: there can be a “winner” without having a “loser” who stops the game
• Children respond well to understanding the game’s time duration
• This helps therapists, who usually do not have enough contact time per session with children to play to 

100 points



Adaptive play:
– Original game most successful when played with Middle-School aged students
– Players aged 12-13 (Middle School): no adaptation needed
– Players aged 5-11 (Elementary School): 

• Eliminate the action cards
• Teachers and parents are encouraged to customize CUBU for younger players, using only one criterion for 

sequencing (by color position OR number of boxes) at a time
• The CUBU cards are also very good tools to teach counting. They can be used in the same way as “touch 

math,” a visual/spatial depiction of number meaning (such as using the dots on dice instead of the Arabic 
numeral). With CUBU, the concentric rectangles – 2, 3, 4, 5, or 6 on each card – can be counted incremen-
tally.

CUBU – Adaptive Play

“I like CUBU because of the higher level of thinking in-
volved, and students stay engaged with each other and the 
game. Our teachers like it because students have to plan 
their next move and build off of something else. The stu-
dents like CUBU because it is fun to play, and different from 
anything they have played before. Key points are that game 
can go long or short, and they have a lot of control in the 
game.”

~Middle School Special Education Teacher



Adaptive play:
– Play for time instead of reaching 100 points helps set expectations

• Rationale: there can be a “winner” without having a “loser” who stops the game
• Children respond well to understanding the game’s time duration
• This helps therapists, who usually do not have enough contact time per session with children to play to 

100 points
– Separate 2 of each of the 12 colors and play “color match” or “memory”
– Use the cards as color flash cards

Spectrix – Adaptive Play
“I loved Spectrix...I love the application to math and 
strategy involved. I was shocked at how quickly my 
kids liked this game and how quickly they started 
seeing how to pull things apart and rearrange.”

~Elementary Special Education Teacher
 
“Spectrix is my personal favorite- perhaps because I 
had the schema in mind from playing Rummykub”

~Elementary School Speech Therapist


