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Routine Activities using Empathy Cards
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Abstract

This report showcases communication activities employing Empathy Cards along with
reflections on these exercises. Empathy Cards comprise ‘Feelings Cards’ and ‘Needs
Cards,” which feature words representing emotions and needs. The teacher fosters a
secure environment, allowing students to transform foreign words into authentic
expressions. This application integrates Marshal Rosenberg’s Nonviolent

Communication into English learning, fostering proactive, interactive, and authentic

learning.
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DIFE LT, BEOH D NPME D JFENRBROH DIGETH D & HE TiE-> TV
i, HLPE_OSEOLZEFTLEL TV D,

TIREEE L3, BRalhiE (2005) 2MERT S L 912, £2iiE, EOHEAEMD T
HOZWETL2L0, EFDOHY LOZEET LI LBREENDLO, MFEZMEL LT
HYOEFIHMT L 2T LT BT (2021) 13, /=T 47 - =Ry —L L
THNALTNDO, BEOPIZAT =T 47 - 2N —REENDLTHAH, =N
V—OFRGEL LTARTIIE VSR T THE] LWHIFELZHTTEL,

FHEOMATIL, THVIRIF# LVWHZERFbhTWb, FVIES Z &DFITix,

MhFDOHY KO ZBEEST L] 2L MBFLMEL L THYDOERITHMT L) ZLn
BENDEAD, THVIROFH#E LITHENFEEL ONR D, Fl#ETRICBTHEL L
TOFEFEIL, [FHVIROF#E] HOVE, HENRaI 2= —32 3 SR HDHEFETH D
LEZBND,

J1—/v « 1Y ¥ —A (Carl Ransom Rogers) Z#ffk T 5H~v—T v/ m—BL/N"—7

(Marshall Bertram Rosenberg) 133E#& /)= I 2 =% — 2 > (Nonviolent
Communication LA T, NVC L lgE0) & L THEN e a I o= —2 a V2 KRS1F72@,

AROBMNIIEN 2 I 2= —2a VORI, BARLOMEZ®L T, EF
1« XFEERY TERWVEETDY (proactive, interactive and authentic learning) Z#3 L C X 7252
e, Z05VIRYOHRETH D,

1.2 NVC &(%

NVC &, BRZRGNHEWNRAEERDRNY OB LRI Z L2 HNELTEBY, 23a
== a O 4 OORMRERICEALEMITSH (F 1), NVC Tk, e LT feelings
DOJFIAIL needs (ZH D EHE 2 DO,

E
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1 123  Observations

2 J&lE  Feelings
3 P B Needs
4 ##H Requests
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F1DO1I~4 DT AELEE L TREATDHE, ROLIHITD, Zn NVC OFEAR
WESCEFRIEN 5O,

1. When I (see/hear/remember/...) ...,
2. I feel ...
3. ... because ... is important to me. (... because I need ... .)

4. Would you be willing to ...?

ARgiE, 1~3FTOT R RCONTHRYVE I, NVCICL BN 2= — 3
> DR Tlie 2K LIZ X D HHE reflective listening NV B 5D, Afia THEAT 25D
I, 2 DOEEANE T reflective listening % fHA AN 5 255E TH 5,

2. £BRA—FZRAWNVEOS 2= —23VBEBOEN

2.1 #fF
feelings & needs DHFEAFL L7 cards BT 1
Empathy Cards & W5, oI 7 A U 7D CNVC (The Needs Cards D—H

Center for Nonviolent Communication) & F L —F—, ¥—

v« EU Y (Jean Morrison) &7 URT 4 —> « X7 -

(Christine King) iKIZ L > TR X i=®), Consideration

FHIOWDIZ needs 1 — RE2FAED T 5, 4l A XD—#L
DI1— RIZ—20D need NENPNTZHDOE 60 BHE L, 74
BT 5, — AP 2, 3MEZITID, FALDITZ, £2IicE
WV RA G 2B, B OWNIEICHEE Z 5 S S0k
WEWED Y (savor), ZLTEL D EFEIZ, £DOH— NITHIB
Bz <O, GIZIXK 1 DX — RN TEDL, ENHDOH—
FzBEI L, A%y L, ABGEIRT %,

feeling # KRBT HSE L ZOREGEEMAG DT — FIL,
BEFO H ONBEEAFEL T D, EHIL, Feeling Cards 22O\ Tk, 32 O BEFO/R%E
Va0 FEEIRIC LTV 5, RICIEIRFORIZT, BEmIZIE, FAtke, ToREFELE
B9 Do HFE & £ ORRBENPNL TN D,
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needs X° feelings # BT HHFEIIR —EB L =7 [NVC A& A& DOBRIZVDOL
EWRZATE BiiR]ic®H 5, Feeling Cards & Needs Cards % & ¥ 72 Empathy Cards
= ANhB—t vy MORD,

2.2 BEXEEREZEL

» BAELSIREI - A 72 OHITC Pair Work

FAEIZIE, “Tremember I...” IZHET T, ABMTEIL7ZZ LIZOWTHENTHH I, Z
D&, HEFOMERZ —S>ES LT TRATE L Z L bbby (A TR
HBEE), T LT, FOZLEEBELTHDEEDHEYD feeling & need 2, I — K&
RIRNBIR L A Z IO TXERT 5, ZEARAIL, BAT 5, 2ok - A—#
T, BAROHITEFTE 29 5, HAIT speaker. listener #HH 5, 7 0 O4L B observers
12725, speaker & listener (L. REEOBRHP TRNRT D, ZOIFEITEEL T, AT
DO~@IZ2ONWT, PAICERZIET . HATOS3h/NRICE EDD, HHEICL > T
FARETRT,

@ speaker (I KX 727 T

listener (I reflective listening Z 9%, B& e & i3, B & BUn 72 #iPH T 2
B9, HDHWI “Pardon?” “Sorry?” & =:ia b,

S)

@ observer |, “What’s going well?” D Eik THIEZLT 5,

- 1ESCHI

A: Taro
I remember I played video games.
I feel happy because fun is important to me.
B: Hanako
I remember I played with fireworks on the beach.

I feel happy because peace is important to me.

PO
A: What’s up, Hanako?
B: T remember that I played with fireworks on the beach.
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A: You remember that you played with fireworks on the beach.
B 1 feel happy because peace is important to me.

A: You feel happy because peace is important to you.

B Yes, and you, Taro?

A: T remember that I played video games.

B You remember that you played video games.

A: 1 feel happy because fun is important to me.

B: You feel happy because fun is important to you.

A: Yes, thank you for hearing me.

B:You are welcome. Have a good day!

A: You too, Taro.

23 R7HE

BREOWHFEVIZ, AN —HIZR> T, I—RKOHNE, 5O ORKFLEZRA TR
TLHHELH D (ZFEFI@), HA T UE, needs xR 2 THD (ZFEHIO), S HITH
NTLE HBRFZIRA TH D (KFEHI@D) , BEWDAEZAEZ & LIFELZELRN D,
FRE T T DR AR TE 5, LT ORFEFITIX, A 2 listener, B 7% speaker & L
TEEEBO DM, B andyou, _ ? (_ OSIFFHTFOLFIZAND) X >0TIZ
listener & speaker MAZ{XT 5,

=)
A: How are you, Rei?
B: 1 feel tired.
A: You feel tired.
B: Yes, and you, Miu? (Change)

- O
A: How are you, Rei?
B: 1 feel tired because I need rest.
A: You feel tired because you need rest.
B: Yes, and you, Miu? (Change)

(REIRS) 25



OSAMU MIMURA

s D@
A: What'’s up, Rei?
B:Tremember I danced.
A: You remember you danced.
B ... and I feel excited,

A: ... and you feel excited,

(Change)

24 VSR -T4RANyay
speaker DA %, 4 H ) reflective listening 5 & W I BRE L H D, BAICE-T
I3 feelings X° needs ZEKILT 2 HFEDOR T L HANN I R— 32,

=6
A: How are you, Rei?
B 1 feel happy.
All You feel happy.

» XEEPI©
A: What do you need, Miu?
B: 1 need learning.

Al You need learning.

» XEEHID
A: What is important to you, Rei?
B Growth is important to me.

Al Growth is important to you.

3. B®

31 Ri-REVRIRERZD
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feelings & needs # &I THL &, HHHHEZDFHE (vulnerability) %5 TDH C.EH
RICRDGE b DD, FLIOWE TR 7 7 AOTORRMEICEENAT L Z LIZR D,
NEDHLHEETAI 2= —ra 2T 2EIE, ZOFEICEL- T, #EIBEOE
B E B9,

b, NEOHLSEICLD2aIa=r—varzHEToThid, SEOERIEIC
ODWTHEZRT, HORIUIELZDORWHIFTIT) L9, ELBAEVOT T A N\ —
FEET LR FANCRHERT R E LT, PEHEOLHANZ R T 52 &5, Hihilo
EHERERNERD1EA 9,

’@r”rﬁs’;J MU, GELES RN, BXELE LSRN, EWHZRAERND

BNDD, FAEORELACKIAZEET L2 LN, Zb - ZRRGEZF-o TV, £
@*jif‘\ HERROBIMEMRDETEZB<=DIZ,  “Let me skip this time.” & 35 L C
HEHIDE—DODHETHD, HIXTL T LW EHRETHILICL-T, ZOFAELHE
CREADAI 2 =7 —2a UEIICBINT 52 L1225,

32 M- HEHTRVFEY

H7%yH & D feelings =° needs ZHR T DL ZAND, BESITEZIET S EE, A
WL ERE (proactive) THD, LT, TOEREEZETDOIX “How are you?” 7»HhhE 5
%5& (interaction) 72,

FRHEICHORB T2 ZLICEARETH THIEID L N0 T 0, S E D EEKD
EDRWAERELE NS X HOEH LTV, W) Z e85 Ly, Z oy
WX T HDEBEOEREANERENFE RO MDD, HoBHFOERK, OF Y feelings X°
needs & | BEEECATHERY L AE OO W BT, B HE DFERM EM P OVWIZFETHY |
ZRRTCEZSMERETH-TH, BRI E 2T, AMOEERFELRDT,

PTG OFRFED feedback DFUT, WERFHET 5 Z L DRWREIRAE L SFETHZ &
NTEZ, EWVIHDORH T,

Empathy Cards %M\ T, HE &t D feelings X° needs (2B A BT TxEET 5 2
L, B oMEEZBZ T, BC~DOINEEZERD, A&AE L LB L HE I Ma s
L7z Th D, ZIUFFEWFED (authentic learning) & 5225 D TlE7e\ Dy,
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AN AIEER L L COMEEFRF>THA S HLFED (2003) [ZivndOFKHEE] M
KGR, 140.

(REHRS) 27



OSAMU MIMURA

2. TAMIFE L mERDD LENTE TN E S, RIHTHOHEAL TEREL « BT 2 FER
DIZENS 2 LD TE, LnLENZHEL TWD Z LITTERY, EOTOIMIEREFE LT,
HBOOWL G EMADRNTAS L HR D, BEORNTLELAD T ENRTED, WL MU
RHZENTED, DEVMEDENLRLZENTES, &WVWH T E&TT, ) HRuth (2005) ,166.
3. [ZNZEIEL DEEVPEFET 2T, DELBELEF>TH20IE, HSETHY 7 A7

=R T=F =X T I a TV APERTHLEIHDT N —=THY, WEEDLNTNDH
FTAY =T OHRTNZIE, a7 =T 47 - 2= IR b D ThHD, DEN, HO%d

ICREDORDUES L TEAET 50T i Z2hE & LTEOEEMA I ETHI L, HY
LITES O, BREZTANLLNRWEEDO DO TH, Mh#F & LTHEELZRD, £OADZ L &R
BLTAHLZ L, EORS THVHTY, BIHEMICAROF, BENICENTALZ L) TLVT 4

HinZ (2021) .

4. YR ESEEL TANDENRCY NRONTLEIDEAINEHRL TS D HIZ, FENIE
WICHBEREFZAS TN EWVWH 2L ZELTOELELOEEDHENENE THLEHEETHDLZ &
IZRDOE, blelidido b Lz, 2Lk, E0Xdicaia=br—varviziiud, 2EV DL
INTEEZ LTI DW= D 4T, BT bickkEhbo TV ——AEZRNR S S & F 550K

HEGIEHELON, LOBENHER DI LNRTELON, HHEFELEZLTHFLHMLAEZ DD
MES o, £ LThHhHFIETIZEY Dz, Tk [ 5723 2 =% — 3 > ] (Non-violent
Communication) & 7= LIZMES] ~—3 v/« B n—¥ o —7 (2012) ,19.

5. TNOEENT, AHOEEE TR 722 Li3db-oTh [HRED 1275 2 Lid7Rvy, NVC D%

KXo REBDD, ADEBE EIZITLOL00%E [BIR] LIRS, 20L& MEE LT
WHLZERHFHLTND Z EBRREZGIERIT L LB D007 [FA#,97-98.

6. Rosenberg, Marshall. B. (2015). Nonviolent Communication: A Language of Life -3/ edition.

-
—

PuddleDancer Press, 231.
T AR LIS L DB E 1, BN LIZZ &4, MHRIEIRNRL, MFPOSELMIMEY
Thb, IEFIL. BARLEFEEFEOHEE LTIRY AN EREBRTHND, TFHFEOXE
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10. ZE# 13 Feelings Cards 122\ TiE, KR AMEH BB OEHM  [WE, EARELE ?
EEALTWA,

BEICHR

Rosenberg, Marshall. B. (2015). Nonviolent Communication: A Language of Life -3
edition. PuddleDancer Press.

NVC Japan [ b7 > 7" (5 —H0) J
http://mvc-japan.net/material/empathy_cards/

KRIRNEBEN#S TWE, AT HEB?]
http://daijinkyo.in.coocan.jp/kyozai/page.htm

Rt (2005) THRMROEEE LI13M0) [HEOBEDOTZOIZ) HEFE.

HIOEE . (2003) [ 2 b OMFRESERE] FUAR R HARRGED.

TUT 4 B (2021 [EFEOMAELS T7F—F v - 22X =0T 0] CEFFK.

=Ty b B m—B =7 (2012), ZHBREEER, /IR [NVC A& AL DB
WO B ERE AT ] B ARG RTR AL

ek ANDBEFEIC/R D B #hE (ChatGPT % AV THEFDERK, 2023 )
BILE Bk YN O ES 8257 BUAESY A

1 read Fete reads read read reading

2 | nod 5787 < nods nodded nodded nodding

3 | dance iRy dances danced danced dancing

4 bike HEZHIZRE D bikes biked biked biking

5 hike INAFUTTD hikes hiked hiked hiking

6 | joke TLRES O jokes joked joked joking

7 smile WL smiles smiled smiled smiling

8 | whistle A &R < whistles whistled whistled whistling

9 write < writes wrote written writing

10 | argue a9 D argues argued argued arguing

11 | sneeze KL»hxtd sneezes sneezed sneezed sneezing

12 | sing /4] sings sang sung singing

13 | jog TaXrr4s jogs jogged jogged jogging

14 | stretch ARy FTD stretches stretched stretched stretching
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15 | sigh 7o EE o< sighs sighed sighed sighing
16 | laugh %9 laughs laughed laughed laughing
17 | cough %ET 5 coughs coughed coughed coughing
18 | fish #1025 fishes fished fished fishing
19 | talk FET talks talked talked talking
20 | walk #x< walks walked walked walking
21 | blink FILTET5 blinks blinked blinked blinking
22 | wink gATTDH winks winked winked winking
23 | swim k< swims swam swum swimming
24 | listen il < listens listened listened listening
25 | grin 2R %D grins grinned grinned grinning
26 | run # 5 runs ran run running
27 | yawn HLUVOETH yawns yawned yawned yawning
28 | frown HE LD frowns frowned frowned frowning
29 | clap FETL claps clapped clapped clapping
30 | nap BET5 naps napped napped napping
31 | sleep 1/304) sleeps slept slept sleeping
32 | skip Ax v TTDH skips skipped skipped skipping
33 | hop Bk.5 hops hopped hopped hopping
34 | shop = ALY/ ) shops shopped shopped shopping
35 | cheer IS B cheers cheered cheered cheering
36 | shiver s shivers shivered shivered shivering
37 | sweat Tz 0< sweats sweated/sweat | sweated/sweat | sweating
38 | chat Bl +5 chats chatted chatted chatting
39 | play SUIEN plays played played playing
40 | cry < cries cried cried crying
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