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Lambrini Arvaniti - 2nd Primary School of Nea Aghialos – VARNALEIO

Class: 2nd Grade – 8 years old pupils 
Teaching tools: Fairy tale, board game, “thymometer”, dramatization.



  

Goals:

 Assist pupils to:
● Recognize each emotion.
●  Be able to distinguish them and categorize them in both positive and 

negative.
●  Understand the effect of our feelings to us and others.
● Be able to recognize when they are possessed by the feeling of anger.
●  Understand some ways of reacting and managing anger.
● Know some techniques of tempering anger.
●  Anger and consequences for others and us.

Objective: Have students know the emotions.
 Learn to manage their anger.



  

1st Activity 

First, students are given some cards with faces that 
express some emotions, and they try to guess it. 

We then categorize feelings into positives and negatives, 
and we do various scenarios about which may be the 
cause of each emotion.



  



  



  

.After finishing with the 
distinction of positive and 
negative emotions, students 
write words on a paperboard 
that can cause each emotion 
and place it on the card below

WORDS THAT
CAUSE PAIN

WORDS THAT
CURE

WORDS THAT
MAKE SOMEONE 

SMILE 



  

2nd Activity

Reading a fairy tale 

"The Island of Feelings" 

by Manos Hatzidakis from you tube.

https://youtu.be/B63I9X6rMlo

https://youtu.be/B63I9X6rMlo


  

3rd Activity

The next activity is about 
anger. The following fairy 
tale is read to the students 
and discussion is taking 
place.

“The Green Dragon and the 
Magic Box"



  

Once in a beautiful forest lived a green, great dragon. Every morning that awakened he saw the trees 
of the forest, took deep breaths and felt happy! The forest was so beautiful that quickly gained 
tremendous reputation, resulting in the arrival of animals from everywhere. 

Since then the dragon has lost his peace. And no more, he began to easily get angry and angry. The 
first time he was angry was because the shadows picked up acorns and left them everywhere on the 
ground. The dragon went to make his walk, stepped on it and began to jump from the pain. He was so 
angry that his fire came out of his mouth. The result was burning the tree beside it, but also its 
tongue. For days he could neither talk nor eat. 

As soon as he met, something else happened that made him angry. A hare ate carrots and threw the 
stalks out of the dragon's cave. The green dragon came back, burned out of his mouth, burned two 
trees this time and made more damage to his tongue. As for his tongue, he had blisters filled and 
made him eat only yoghurt and talk ... bloody! 

One day he came to the woods a helper who just saw the great disaster, he searched for what was 
coming. He soon found the dragon to get angry and fire out of his mouth when a moon had filled the 
place with holes. 

Then the elf went by and gave him the "magic box". From that day on, the dragon not only did not get 
angry, but stopped firing and burning the trees. Today the forest has become green, as it is old. "



  

But what was the magic box?
It was a colored box in which the dragon wrote 

everything that made him angry.



  

Then we also make a magic 
box where, when someone 
gets angry for some reason, 
they will write it on a card and 
put it in our magic box. 

At the end of each week we 
will open the magic box and 
discuss.



  



  



  

4th Activity

Table - I Learn to Control My 
Anger



  

Before we start the game, I tell kids that we all get angry sometimes. Some 
things irritate us more than others. The game will teach them how to 
recognize and control their negative emotions.

You'll need:
• 1 pawn per player
• 8 red cards (behaviors that cause anger outburst)
• 8 green cards (behaviors that end the child's anger)
• Lego chips or blocks etc. (reward)
• 1 dice



  

Instructions

• Players (2 to 4) put their pawns on the starting point.
• The youngest player starts first.
• If it is in a green box, it gets a "quiet card" and reads it hard (or you read it).
• Every time a player falls into a green box, he also gets 2 chips or blocks.
• If it is in a red box, it gets a red "anger card". That means he's angry. Read the 
card. If your child can tell you what to do to control his anger then he wins 2 chips.
• If it happens in the box with the baby boy I get on the wooden horse, the child 
gets 2 chips!
• If he gets into a bomb, he loses 2 chips!
• Anyone who gets first in the end gets 3 more chips.
• Winner is the player with the most chips!



  

Continue playing
 
Once it's over, I ask every child to describe 5 things that make her angry. I 
ask the child what he can do to calm down in each of these situations!

The game and the cards are on the next pages.



  



  

5th Activity

We place in our class an 
anemometer which will help 
us to control each student 
the intensity of his anger.



  

Do not hit the others.

Do not hurt yourself.

Do not ruin things around you.

THEME RULES

Talk about how you feel.



  



  

6th Activity

We make emoJi with various emotions to decorate the class.



  

7th Activity

Drama play

In the following game, each student rotates the arrow and where it 
stops, he/she is called upon to dramatize the emotion she 
experienced and to tell what could make him/her eel that way.
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