The rules of Pelmanism (a test of memory)
Shuffle the cards and place them all face down and spread out.
Select two cards. If they match (colour and shape in top right-hand
Operant : g corner), remove them from the table and you score a point and
conditioning \ have another turn. If they don’t match, turn the two cards back.
. |y When you fail to find a match, it is then your opponent’s turn.
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This game will help you remember links ﬁ ﬁ? i\“?

between key terms. Why not add some : Negative triad Physiological Maslow’s
of your own cards? And you could add : needs hierarchy
illustrations. o
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