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ABSTRACT S

Thzs book of play activities for children from 2
months to 2 years of age is designed to be used ky pareats,
caregivers, or child care students. The games descrited include
activities for'motor, language and Ccognitive developlent,
self-concept developsent, and' 1nterpersonal relationships. The gales
-are grouped into eight series based on the child™s age or )
developmental level. The descriptlcns of the games include the .
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the game. Each description also includes illustrations 'to help
clarify the activzties involved. In addition to the classification of
the games by age, a list -at the end of the Look alsc grcups the gaudes
according to the leatrning activity 1nvc1ved (BD)
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f\' — to learn language ’
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You cah play the games in this book. with

infants and tdddlérs. This includes childrén from,

about twq months to two years of age.

Thesg_games are morethan just flin.-Babies learn

through play. These games help children:
— to use their bodies
— to begin to think
— to feel good about themselves
— to feel good about the person caring for t‘lem
YO .
Through play, babies learn that they can make
things happen with ' their hands, legs, eyes, and
veices. Play helps babiesiearn what to expect when

* they do certain things.
Babies need games to help them with thislearning.

Games let them look at, listen to, taste, smell, and

handle interesting things. They learn to listen to.

watch, and talk ,to people while phying games.
Games help babies develop their bodies and minds.

4
-~

Games. for different gges

You will find eight series of games 1t this book
The order of the series should nearly match the
way your child develops. The games 1n Series One
are beginning games. The games 1n Series Two are
more advanced, and so on Children can advance
from one series to next at their own rate

In each series, you donot have to start with Game
1."You ean play Game 7 first, an®hen Game 2, if
;/ou want to Start with any game in the senes.

Games for ﬂlfferent interests i
> We have tried all the games in th1s book with many

. bables. Some babies liked the quiet games. Others

- liked more Jctive games. We'leamed, ﬁer sure that no
tWO‘J&blCS are alike. So we included ajgny different’
kinds of games in this book. They&m match the
different 1nterests of different chlldgen Choose
games that match your baby s interest and mood..

" Feel free to skip any game that doesn’t fit our
<hild. Perhaps later on your child will enjoy the
games y ou skipped. -

Someﬁmes you will find thateour bab‘ doesn’t

“enjoy a game he or she onge liked. Perhaps the:

~

How to Use This Book:

Ji 4

r -

game has become too easy. Your baby may be
bored with it. This is when you can use your ideas
to change the game a bit. This may make the game
more challenging for your baby.

The games in, th1s book are-~ only suggestions.
Change»thes games to match your Chlld s intergsts.

- For e)gample Game 21n Series One uses keys. If your

child isn’t interested in keys, try something else
— maybe a rattle. See if that will interest your baby.

Is it fun? Your baby will tell you!

It 15 good to keep in rhund that you are playing
with your.baby. Don’t force your child to play a
game a certan way.'Thes'e are not school lessons.
They are not something to be learned no matter

- how your child. feels. It 13 important that the baby

and you enjoy these games.

Yo
wants Yo play Smiling, cooing, reaching for your
hand are signs that yourssgby might want to play.

+ You will also learn to tell,when your baby is tired

-

' «Simple toys are best

’

or hungry. Crying or fussing are ways a bab)( tells
you 1t’s time to change the gamgor stop.

Your baby may want to%Afay with a game long
after you have tired of it. Try ‘not to stop your
child’s furn and leamfng just because §ou are ready
to go on. -

The playthings 1 this book are simple. You®

won’t need to buy costly toys. Child'ren e to
play w1th thingg that you use in th¢ ho Y
‘learn a great deal from handlmg these thmgs

Comments from people who have played these games.

Finaliy, some words of counsel. The games in
this bodk have been used by thousands of adults
and infants. We have learned much from-those who
used the*games. And we want to share with you
the collected wisdom from thelf"EOm,menfs This
will help you and*your baby get much ‘more from
the book. So please keep the following comments
in mind as you use the book.

1. Don't race. Don’t .try to move your child
rapidly through the book. This won’t be fun for

"will soon learn to tell when your baby

N

*




your child. And no*fun usually means nolearmng
So racing is-a waste of timg. It cdn dlso be harmful
if you eXpect too much from- “the child

2. Pay more attention to the Purpose. Yqu will
see thewlim of the game. and Purpese included with -

' each'game Pay m%‘(eJ attentlon to the Purpose That *

is what you want Your child tovlearn Your infant
may not do the actions in the Aim. Yet your child™
may still be learming what you want — the Purpose
3. Make the games part of your day-to-day life.
For example, you can do many Eyes-and-hands
. 8ames while you do other things. Play them while
you are diaperifig, visiting with friends, and even

" while you are working Try nottoset up a 30-minute ‘

game time ach day. Instead, play with yourchild at
rhany diffefent times during the day. '

4. Free y is, important. During the ganfes.
you will use objects in a planned way, Your child
may, also want to play with those objects in his or
her own way For example. your child may play
alone for'many minutes with the spindi@in Game 2
of Series Eight. This free play - 1S important.
Children.use 1t to explore on their own. They begin

tdt trust themselves during free play ,

5. Watch your baby. Spend rguch time watching
what your baby does with you and with playthings
You may get so involved in what you're. doing that
you forgef to watch what the baby 1s doing. And
your baby will do many interesting thmgs-tBat you
might not expect: So lean back, relax. and learn
from the show. It’s beautiful ' .

6. Break the gadmes up into small steps so the

- child can succeed. Thijs will help you find ways to
help your child reach the game’s purpese. Several
small steps are easier to learn from than one big step
-And ‘the baby can féel he has succeeded several
times instead of maybe failing once. :
7. Change the playthings. Use othrer play things
besides the ones listed in the games. Make sure the
playthihgs you use are interesting to your child.

».Let’s say your infant is learning the 1dea that thm'gs

‘don’t disappear. Your child will learn this better if

you use different playthings at,different times. N

.8. -Be flexible. Change games when infants don’t
_enjoy them.‘CreaAte a new game thatgetsat the same
. purpose. Fordeas, look over the suggestions under
What else you can do &t the end df each game. Also,
see the Games Listed According ta Learnmg Areas
on page 80. '

“Let yotu.fhildf e the lead once in a while. Don't
Kpect 108 percent succéss Don’t do the tasks
rigidly. Don’t teach. Let your mfantlearn

9. Remember, each child is different. The age
range§ given for each series are only general guides.
They may not fit your child®xactly. Your £hild’s
growth 1n leammg will speed up for a while. Then
it will slow down. Then it will*speed again. Don’t
worry 1f your chlld s in a slow period while your
friend’s chfd is learning'quickly. Go along with

things that interest your baby today.

- 10. Warning: Your style of play is important.
-Children learn about your love. warmth, and
approval through the games. They can also learn
about your d1sapproval coldness, and w1thhold1ng
of love. Builld warm feelings between you and your

+ Vinfant through the learning gages: Have fun with
yourinfant. Enjoy the games.

Do you see these games as play? If so, you and
your child will enjoy éach other as you play them.
Children love to learn. Learmng is natural for
them. It ocecupies a great deal of their time.

- Learning at home .

We ‘present this book as an aid to you and your
baby. Lt’s not a stép-by-step guide for the educa-
tion of the young. It’s a beginning from which you
can create your own games suited to your child.

We hope the book w111 help you and your child
discover that:

— early learning can be fun

— the schoolroom is- not the only place for
education .
— education 1s the day-to-day give and take of
v people, young and old alike.

J. Ronald Lally |

Professor of Child Development and Education * g

Syracuse University

JraJ. Gordon .
Dean of the Coliege of Education
Unversity of North Carolina

.\
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' ' ’ . , .
) The Development of This Book = .
. . . \

) ' ’ The games’in this book were ‘compiled.'in 1967 at the

University of Florida. After being field-tested in hundreds of )
" ' situations representing a wide variety of adult-chitd com- L e
’ ‘ —_ binations, the games, were improved anq;pub]isf_led-in the ° :
book Intellectual Stimulation for Infants and Toddlers.
ince then, thousands of other persons have tested the games AR P

afld suggested improvements. Learning Games for Infants and
Toddlers is the result of all t’histesting«and, refinement.

| Our Problem with. Sex -

"‘\/ None of the games in thjs book are for boys only or for
’ girls only. But sometimes you’ll find us talking about your - .
child as “her.” Sometimes we use the word “him.”” No matter . g
what pronoun is used, the-game is for boys and girls. -
If wg followed the old way of writing. we would use “he”
and “him” and “his” only. We would say these male
pronouns refer to both males and females. But somehow that .
doesn’t seem fair. So we decided to use male pronouns in +
some games and female pronouns in other games. Until . -
someong invents pronouns that include both sexes, wlfy o Y

should male pronouns bf the only. ones used for both sexes’

-4




Serles One
"\ Age: about 2'to, 6 months L

Senes One games are for very young 1nfa,nts (about 2tob months)
They help your ch;ld Jeam 1n three areas: \

’

~ L They help in early communrcatron (talking and listening) between
- you “and your baby.
2 They help infants follow object,s wrth their eyes and move their
bodies toward the objects.
3 They let your child learn the feel of many different textures and
shapes. : o ¢

The Commumcatzon games let your infant get used to hearing your
voice." And your 1nfar&. will make baby sounds to talk bagk These

games also l?"lp you look into each other’s eyes.
«  Eyeswand-hands and Eyes-and—body games develop three skills:

— ¥hey help your infant keep objects in view.

- 'They teach your child to bring dbjects into view.

- They help “your child get his or her eyes and hands workmg
together’to’touch and explore objects. .

The%smg—th senses games help children collect information about
-giffefent o'b ects. This helps them begin to understand how obiects can

lodk and fee, tge sameé. These games also teach infants the differences
between objects.!

All the games\ln Series One can be played at a very young age. Yet
many of them are\ still fun for older children. For example, Game 3 in
this senes can be played in different ways throngh the child’s first few
years. In this game, the child simply.explores different kitids of objects.
If you keep supplymg new objects, your child will enjoy playing this
&ame again and agjm

) Remember, wzgch ‘for the signals your infant gives you. As soon as
possible, move away from doing these games as special sessions. Fit
them in here and there throlighout your’ day. Change the games and
playthings as-you play at differenttimes in the day.

..
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The Flrst Conversatlon

- Cammumcatlon game

/
Position
Baby’s position: lying on back on the floor, bed, crib, ot sofa.
Your position: kneelmg at the baby’s side.

14

L 4 . "~

_ Action . . N .. -
f. Wher: your baby makes amy sounds that are used in talking, tickle the baby’s ®immy
and smile. T}iése sounds 'are not crying, fussing, or noisy breathihg.
2. Repeat the sounds your baby makes while lookmg into her eyes.
- 3. After making the seund, remain silent for five seconds. Keep lookmg into yOL"
baby’s eyes. ) '
* 4 Repeat the action.

2

Aim of the game

Your baby responds by making similar sounds.

’

Purposs . ’ to
_ To help your child use her voice to communicate with other people.

What else you can do

Similar gan‘yps: Series Two — 1,5,7; Series Three -- I Series Four — 1.

.

‘[KCmOne/Gumﬂ I o ' ]‘-0
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Learning to Look

Eyes and-ears game

Positon - _

Baby’s posmon lymg on back. - o

Your position: behmd your baby’s head with your hand on the baby s étomach Try to
keep your fage away from the baby’s gaze.You want the baby to watch the object
and nmot you. s~ :

Note: Remove your hand from the baby s stomach if it distracts him.
ACtioﬁ ’ . . [ s - o . ) hd ’ = R ’
1. Hold a noise-makjng object, such as a ring of keys, abouE a foct above your baby 3 face:
2. Shake the object gently until your haby looks at'it. - . . )
3. Watch your baby’s eyes to‘ e how he follows the object. .
4. Move the objectslowly in a c1rcle in the air, around your baby’s head.
5 Change the direction-of the circle. )

» Aim of the game

1. Your batp' s eyes follow the object as it goes in a complete Cll'C]e
2. Your baby’s eyes do not jerk back and forth. . o

i 3 ”

Purpose ~ »

.

To help your baby pay attention to thlngs and keep his eyes on them.
What else you cando . _ 4 ..

1. If your baby can’t follow tke object in a circle, makt only part of a cirele,
2. Over the baby’s crib, put mobiles that may be watched as they move.

3. Move objgcts back,and forthin a stralgh"nne in front of your baby

4. Similar games: Series One — 4,6,7. *

»

. A
Series One / Game 2

;
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11: KC eries One / Game 3

Full Tt Provided by ERIC.

T on v . \ o - K s v _
- pem————— = : . -~ ’ ' N ) . A .
P A : —
Gettlng sthe Feel of Thlngs I
* ] » ,' )
S o .Usmgsthe ser?ses game ) - -
) i "‘"."‘,‘ A ‘ . ‘ . .
Position . - ,43 L w0 L
:n,o ',-% ST el Do DR,
Any re!a\xe} posltron ﬂ\)‘. . Y o A
Actlon : R - . U Co " .
. Collect drfferen»t types of objects (square round hard soft fuzzy;long, short strcky)
rom around. the house.” P ™~ 7 RN ‘
.2. Present the objects to your baby oné ata tnne Select ob}ects that won t hurt the baby. | B
Let your baby exploge them. .. '* - ) - . - S
. 3. When-your baby seems tired of one object, give her another one to expPore ot
4 .Watch the movements youg baby makes: Does your baby treat different objects dlffer-‘ . - -~
ently" If so. this prewes that-your baby 1s begrnnmg to learn to change her body move- o ) )
‘ ments to fit the objects explored. ' ‘ , s L e ’
S. How many ways does your infant have to explore the world? S et
Examplgs: banging, mouthi and rubblng Lol ce -
/ . . ) . a
- 4
w . R 3 -
v ] ¢
\ L4
. )
’ ' /
_“b» v . e
’ ‘k -
a " - - N
. N ,
Aim of the game
I Your baby actively explores (fee}s looks a& tastes, and s0 on) drfferent .QbJects when alohe oo
P’urpose - : . ' _— ) Cotal LT
l To help your baby learn to tell the.differences between objects by using the senses.
~ 2.To help your baby discover ways to use her body drfferently with dlfferent objects s
¢ . < -
What eise you can do’ - ) ; - )
Similar games: Seties Two,~ 7; Series Five — 2; Series Eight — 5. o
¢ . . L. v
v - . (- .
. _1_'2, ' ’
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SR Turnlng to. Look o ﬂ
. S ]
) ’.‘ - 7. ' Eyes-and-body game ‘ .
. Ty . : ‘ : v .o
Positon . el K Coe '
. . , da
Baby’s pos‘itlon lymg on back. : -t ,
Your posltron behind your baby’s head with your hand on the baby s-stomfach. Try to . ¢ S
keep your face away from the baby’s gaze. Let the baby \Gﬁ‘xh the Ob_]CCt' and not you g
" Action R )
1. Hold a norse~mak1ng Ob_]CCt such as a rmg of keys in yo rn } mches - |
above your baby’smose. -+ : A - |
2. Mqve the Ob}CCt in a curyed line from th1s posmon un,trl your ynd rests on the urface . /

of the bed or ﬂoor to.the right of the baby. . d
3. Watch your baby s eyes to see how he follows. If the baby is havmg trquble followmg,
-slow down. g - -
4 Return the ob;ect to starting posmon Hold the object in your left hand and move it
if-a curved line, to the other side until your hand rests on the surface of@e bed or flpor ) RN
to the left of the baby. : -

Aim of,thgganie SR r
Your baby tusss his head to follow the object o S " . ‘

To help your baby get h1s body and eyes workmg together and find out how pleasant it is

to d0cth1s 5o
- ' c L3N A
What else you can do " o .
1. Use your face as the object and move behmd your baby. . .

2. Use your baby’s botile. R . ] i .

"3, Srmllar games: Senes Onei—g 7.9; Senes Two — 4. o ’ : ’

,,13 . ‘: ’ .

Series One / Game 4

\ ’ & /
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s Yerles Oné Y Ames - » ' . "

What I Hear | Can See

’ o o Ears—and eyes game
R _ - ' e A N )

. Position™~* . - . -
- Baby’s position: ’lyxng on back. . o .

Your posmon “behind ‘the baby and out )Lﬁ-gh»t’ .

Acnon ‘ . . .

1. Shake a rattle to the right of,and a little behmd your baby’s head. Walt a few seconds. .
2. Ask “Where is the rattle?” ‘ .

3. Shake a rattle to the left of, and a little behind, the baby’s head, Wait a few seconds.

.4. Ask, “Npw, where is.the rattle?”

5. New, sliake the rattle righ above the top of the baby’s head Waijt a few seconds

"6. Ask, “And now, where is the rattle?” .

: r
Ainof the game ’ ‘
Your baby turns her head toward the sound of the rattle. K
Purpose ) . - ” .

2. To.help your baby begin to connect words with a ,

1. To get yeur baby to realize that her gyes, ears, and{bgd)/ can work together.

What olse you can do

.+ 1. Calling your baby’s name while hldmg or standing behind the baby

2. Watching your baby s movement when sounds are made in the room.
3. Snmﬂar games: Series One — 7; Series Two — 4! .

e U




. .
\ » .

\]

Qrasplng Thmgs ] Want

Eyes-and- hands game ‘ ' IR

L Y .
. e L. R ) - +‘ - . .
Position ) s : % / .
" Baby’s position: lying on back. - .
Your position: next to the baby. . k
‘ , . : *
Action - .

1. Hold a rattle about 12 mches above your baby’s stomach. Shake the rattle until the
baby looks at it, and say, “See the rattle.”

- -

2. Watch your baby’s hand and eyes. Does his hand .open before 1t gets to the rattle? - .
.Does the baby watch his hand? the rattle? both?’ .

3. Move the Tattle slowly toward your baby’s hand so that the baby looks at his hand
‘and the rattle at the same time. QQW say, “Get the rattle.” When your baby J‘
“rattle,-smile and say, “Johnny has the rattle ” (Use your child’ 's name. )

ts the

Alm oft.he game ) , T e .

r
Ycrur baby grabs the ratﬂ'as it comes within reach without first looking at his open | hand.
. / .
Purpose v . . . ‘
. ,
1.To help your baby connect graspmg w1th seeing. ’ . . L
2. To help connect action with attion words. )
e ons (
What else you can do B
l Use other objects to get your baby to grasp. For example use the baby bottle, yaur hand,
or a smalt doll. W .
2. Similar games: Series One — 9. . . . ) ‘ S
\ - i /
) : . '

. ' - . o, _ Series One / Game 6 13




: _' I Qap Move to Keep Thmgs in Slght

>

Eyes- and body game

i Pasition - -

Baby’s position: -lying on stomach. > .
, Your position: facing the tz‘aby, wid{your hand 6n the Baby’s bottom.

4

~

Action . ‘ .

1. Use something like keys or a can filled with rocks for this game. Dar‘rgle the noise-making
object directly in front, ofygur haby s face and say, “Look at the keys
2. Raise the object slowly in the air, encouraging the baby}o lift heg head and push up with
, ~her-hands. Say something like, “Follow the keys. Keep yog“eyes on the keys.”
v (3 Watch the baby’s hands 'and'chest\Can your baby lift her chest of f the floor"

* B L
N 8

i

¢

Aim of the game 7.

Your baby lifts Rer 'head and part of her upper body }rymg to follow the object th her eyes.

Purpose . : . » .
To help your baby dlSCOVCf the use of her body to help her eyes follow an object.

What else you can do T ' SR
1. Move objects slowly. behr d your baby’s head See if the baby wrll move around ﬁnd
" the object . . o : / 4

2. Similar game: Series Two — 4, , . .

EEET ; - .16

'\
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&

~Learning‘,FarhiIiar 'Rhyth.ms'fénd' Sounds

P 4

¢

. . Communication game
\ - - -

Position- ) : ' -
Baby s position: sitting on your lap: . : : ) C. R
" Your, position: holdmg the baby on your lap facing you.

_Action ‘ .

Take your baby’s hands in yours. Whlle you sing, make the’motions of the song with your
baby’s hands. . ! \ } .

The song goes: : o s '

“Pat-a-cake, pat-a-cake, baker’s map, .

Bake me a take as fa_st as you ¢an. , ] ' ‘
%  Roll’em and roll ’em and mark ’em with a B. . ’

And toss jem in the oven for baby and me!”

. s » ‘
Note: ltis impo'rtant to play the same rhythm game many times so your baby can learn

‘. .to éxpect the next step. Your baby will begin to move to the rhythm. This shows
yom “baby is expecting the naxt step. ) ) ' .

Q)

‘€

Aim of the game ' ‘ ' ' ’

Your baby shows by his body voice, or smile that the game is fun. You®baby wahts to do
it agan‘ ’

Purpose .

To help your baby feel rhythm in the use of his arm muscles and body movements '
z ) o=

. What else you can do

Any nursery rhymes or songs in which the body is used for rhythm

My .
. . |
* ’ 1 “ Series One /'Game 8

.
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.-~

Position o .
Baby’s position: propped up in a sittin posmon. or ]ymg»on back. :
.Your position: facmg the baby. ~ o s

K M . . . [ u
Action r a , . - ‘ o, . .
1. Put your finger through an elastic 1¢op that has been threaded through a spool and

4
. knotted. Encourage your baby to grab the spoql by saying, “Mary, get the spool.”
) (Use your child’s name. ) . : y o
o ; 2. When your baby grabs thie spool, pull on it gently. Say, “Pull on it.” : -
. ' 3. After your baby has puled on the spool for a&/hlle let her get it. K

- Aim of‘hegame » g

Your baby reacére§ f'or a.nd gl‘abs thg spool holdmg on long enough to pull it.

1

‘ Purpose ] .
1/ To gwe your baby the feeling of. pullmg a‘galqst sdmethmg that has spring to it.

;( ‘ 2 Ja help your baby get all parts of her body workmg together. J
What else you can do ) r ' ' A ) o )
. 1. Use your index fmgers HaVe your baby grasp your ﬁnger,s Il your baby up toa
0 * standipg position. - . O ¥ |
' . 2 See 1fyou can lift your baby off the ground by using only the strength of the baby’s
' grasp on.your fingers. o , . . ' ’

N 4 . .
-!*_ e ) e . S

. \ ‘ Vet ) .
mu'Onl/ Gamcs‘ . N ) o ’ . 18 ) .




-

Senes Two'games are plal%' for mf nts from about 4 1 o . )
. of\age -You will %€ that infant§ are xpected to. do more in’ these" T Lt
B games. At this age, infants dre beannm to use their bodles to explore " "
.. They have "better cbntrol over thell‘ 1ces hands eyes, and bodies. )
- The»y begm to use thlS control.

Series One. One new kmd of gMe is, added. Thns'kmd- ofgame teaches

P the infant thatthrngs don t\dlsappear. TS e AN O )
' The Thmgsdon tdzsappedr gqmes may, surpnse you You W1ll begm N A
“to see‘ how your mfan'f thr,hks 'dlfferenﬂ) frot‘nv adufts‘ ‘Infdnts think . ‘ ’
that thhgs out of srg.ht‘ bave drsa«opeared ' K e T
v The drsappeanng game wrll heig your,chnld understand' that thmgs « N
mgludmg YOu, are penﬁane"rt \four child will* leam §r0u are a]ways , N

there,’somew here. Yowchr]d neg's the safe feehrtg of knowl uare
" there. Yourmfant wllHearn sou, ethere eVen'When you can seen

Knowing- that ‘tfﬂtgs dont msappear wrll h‘e]p_ your ch:l‘d'& fumre k .
-learning. Tt,will show' yGus child .that things out of sightcarrbe fbund., - = - | T
Your mfant s wor]d will begm, to ‘make sense." It will ho longer be.a 4 ' "
world fulls of thmgs that appear, the-q drSappeax Your:,cht]& will learn

. that thrngs cojhe and go with a certain order It’sa world.i n'whrc"h your '

-
child can ‘ofteh tell what Wil happen. For~exam~ple.,- 1f'you hide behind,a { -
dqor ynu “wil still’ “bo you. Whan y6u: come ’out you won’t be" aduck. . BE .
Your mfant lcarhs to' eXpect the. Same you to come out. N Lo ' e X
Rernembcr that- xoui"})aby is teammg more ghan the games Your -« - f -
+ child also leams abouf who you are w,hnle yo'u~ play together Even at, ’
v . this early age, your mffﬁt is begmnmg to"leam T - .
) - — totrust O'rnot trust yQu E » e, uE : ‘: ‘ ’.’Z
'~ 10 be relaxed or tense. aroundx L ey - . '
) —to en}oy or not enjoy domg thmgsw1th you "’ L ‘.. . ., ' . .

. o, -
- . - . Series Two / Introduction 17




: . - : ' v ’ 1: ;. -
o g flCUI} 80unds ERTER L
‘ Communicatlor‘ ame T y o
) ‘\ ‘ » - ’/“ . ‘ * ' [y
Position - LR \, .. s )
. Your posmon holdmg the baby in your arms. ' . L oL )
Actlon 5 ‘ ) . J <
1. When your baby, is relaxed and h py, say some sounds 'he s not. used to. Try sounds
’- like brr-own, grrr-dte bzzz-y, or atlfer sounds Exar.nples uh-oh, aaa-allogOne . .
- 2. Face your baby when talkmg_ so tit he can watch your lips. Nuzzle or cuddle the baby v
~ -after yop make the sounds . - . ’
‘ i 3. Pause antd geve the baby timeMo make‘sounds. Remember, give your baby a chance to
- \ make the sounds. . M ) . i 1
‘4. When your baby makes 50unds laugh, smile, Q/nuzzle him happily. - - o .
-5. Try to make tHis and other communication games a time you both enjoy.. e, 0]
' _ 6. See if your.baby tries to copy your sounds. Poes the baby try? )
B , N 1 . -« N
) . /
: \
J ) (
. ) .\J i
- . \
- ' //\ ) . )
-
A 4 ,
. { .
. ‘ ) 5
. Anmofthegame N o , . "
Your baby r&k@s sounds like yours ! N ) >
| Purpose - ' ‘ : : "
‘ ¢ To help your baby try to make speech-like sounds. ; R . : . L
What else you can de ~ . . ' c . ¢
' . Any sound or word imitation games plgyed face to face with }.Iour baby. *. ) )
’ A (9] - ) ) o 4 ’«:
" . *. 60_ WS . >

3 Series Two / Game 1

o »



-\

~

. . . o L ) .“ . . ,“‘t
¢ 7 . - Little Piggy - .~
‘ o Communication game
<p;,mon -

LY Baby s position: propped in a srttrng position or lymg on, back . -

N Your position: facing the baby or holding her on your lap
LY L .

Action s e o ' . "

. w your baby s big toe between your thumb and index finger and say, - h
o *“This little piggy went to market.” ‘ | ’
, 2. Hold the baby’s second toe and’ say, “Thrs httle paggy stayed home.” ‘
. " 3.Hold the baby’s-next toe and say, “This little plggy had roast beef.” "
4/H01d the baby’s next toe and says “Thrs little piggy had none.” *,

5. Hold the baby’s little toe and say, “And 'this httle piggy cried wee, wee, wee,
all the way home.” . / , ‘

T - R \ ’ ")
-9 - n ' -
~ Aimofthegame " ‘ . X
+Your baby shows enjoyment. , o -
' +
Puw . 4 - ,
1.To help your baby get to know different parts of her body" * o
IR 2.To help your baby become- mterested in playing games with others. 7
' What else you can do , ) ' - » .
I. Apy song or word games that bring you and your baby together to teach each other
“and to play with each other. ¢
2. Similat games: Senes ‘One.— 8; Senes Fonr — 5, Series Five — 3; Senes Six. —
Q ‘ ’ ., ) . . ) '

4 . - . ‘ .
s - ﬁ,j_ ; v ‘ Séries Two / Game 2 18
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Hiding a Part

Thin"gs-don't-disapp'ear game

“ ‘
. . . 7
Position i ) ) /

Baby’s position: sitting with a flat surfage in front of him.

Your position: beside and supporting.the baby. .

» . .

Action

1. Hold a favorite toy out to your baby. . ' : ' .
2. When your baby reaches for it, place the toy in front of the baby and cover it qulckly )
M Leave a little offthe toy showing. , . . |
B 3. Say, “Where is the toy? Find the toy.”

Aim of the game, : -
Your f)aby gets the toy when it s partly covered. ' : .

A Purpose . l s
N Y, To help your baby realize that things don’t Yisappear. ' -
What else you can do S f
1. €over the toy completely and see if your child can find it. p ' 5
2. Similar games: Series Three ~ 2,6; Series Four — 24,7, - . .
e 2 L S




. . , * B . b el
. - Turn to See
; i - Eyes-and-ears game ‘ : oL
, * - B Y ' ' . . oo

+Position . i

. Baby’s position: propped with piljows in a big chair. . \

Your position: standipg out of sight behind the baby. ’ o /!

Action

1. Hold a be]l-or other noise-making object in your right hand and ring it, but not so loudly

. thatitscares your baby. Say something like, “Find the bell.” ‘

- % Hold the noise-making opject in your left hand and ring it on the other #ide of your ’ e
baby’s head and say, “Now, find the bell.” ‘. « S

N .
i ~

L

s - > . .
\ ' ’

!

. 'A'im’ of the game ’ ‘
) Your’ baby turns body Iowz}rd the noise-making objsct.
F qubose' 5 b - | - ,

To ﬁ;{ your baby learn’to move as an aid in fi.rllding objeets she hears. '—> o

A]

%, What else you can do ‘

. ~ " Similar games: Series One — 5,7; Series Eight — 6.
4 R

. Q ' A ' , . ‘ ‘, _

ERIC: .t 23 . Series Two / Gamed 21
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2 ~

.
. - *
. . . v,
-
. .
- . ¢ '
. ame Game
1] * i . )
B > .
N

‘ . Co‘mmumcatton game

f
L3
, . T K ‘
'
.
'

- aqy - A
Position R

. Baby’s position: on your lap. ¢ s, - ' .
Your position: sitting, holding a phagazine, with the baby on your lap. -

Action
s pictured in a hagazine.
e car. Look at the dog\”

' 1. Point out and name at least I

2. When you point to the object say, “See
“In this way, name the objects you point to. .

3. Sometimes, while you are pointing, ask your baby, “What is that?’’ Wait a few seconds

'

and then say something like, *That’s a car!” .

T 3 ’ R

Note: Yeu may often use questions and explanatnons while playing with children that
they cannot understand at an adult level. Your baby can hear the differences in
the soumds of your voice when different actnons ‘are expected. This helps your
child begin to become aware of language. We do not expect the infant t6 under~
stand all the words you use.

\
1
. .
‘ . .
\ , .
} - . w s - “ !
. BT 4 Y e
. . . 4 : . - .
, .

Aim of the game
l : Yopr baby makes similar sounds after you name the objects.
r . Purpose

To he.lp your baby learn that everything has a name. ‘ -

X . Whatelse you can-do ~ 5
, Similar games: Series Two - 7#Séries Three — 1; Series Four — 1,8; Series Five — 2:
: " Series Six — 2,4,5.6; Series Seven — 2,3,8; Series Eight — 1,4.

- I3

|
i
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“. The Mirror
_Eyes-gnd-hanhs game. .. '
: L L »
Position v :./‘ o

v
Baby’s position: 51tt1ng on your lap.

Your position: 51ttmg on a chair or on the floor. You and the baby should be facing the .
same diregtion.-
Action . ' o, T )

1..Gather objects from around the room that you can show td/your baby in a mirror.

'2 Hold the ®Brror so that your baby can see his reflection. Point to the reflection and

“say, *I see Johnny.’ (U‘se your child’s name.)’

" 3. Then say, “Where is Johnny? F\md Johnny. Look at Johnny.”

4. Pick up the ObjCCtS one at a tm\: and move them behind the baby’s head. Let the baby

» see himself and the objects_m the mirrof. Name the objects. Tell your baby something
about the objecs, such as, “This&s a ball, and it round.”

5. THen say, “Where’s the' ball?”’ and so on.

AN ¢ )
B -

' T g . )

) Aim"i')f thngame

1. Your babyﬁsmiles‘and reaches for himself in the mirror.
2. Your baby watches the-objects in the mirfor and in your hand. ’ *

LI Y

Purpose
“

1. To help your baby "become aware of his own appearance. e, "
2. To give your baby first experiences in seeing objects with their reflections.» .

A

What else you can do "

1. Have: people your baby knows sit in front of a large mirror.
'Say the names of the people. -

2. Let your child play with toys in front of a wall or dresser mirror.

.. - . . e
.

2 J . Series Two / Game 6
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L : Formmg Categorles N

- : . Usmg-the -senses. game ij‘ - \
Position C : ,
. ) Any relaxed position. ©
. Action - . ) .ﬁ . .
. P See how many dlfferentfeels ygl can show your baby. .

a. G1ve your baby somethmg hard. Say something like, “This stone is hard Patit.”-
b. Give your baby: somethmg soft. Say, “This pillow.s soft. Poke it. Squash it™
_ C. lee\your baby something square. Say, “This boxis square ” Run the baby’s
ﬁngers around the corners.
. d..Give your baby something fuzzy. Say, “This cdt i is fuzzy 7 1f he rubs it on his
* cheek nsay, “It feels good 1t feels fuzzy.”

. .
.
s - . ' * .
- . .
> o n .
. ok 55 'A , .

»

)
Aim af the game

Your baby reaches for and feels or pats the objects while jgstening to yonr voice.
» YRS o I .

Pufpbse . o & . N

To help your baby realize that objects like balls and rocks have names for the way they
look and feel (hard, fuzzy, soft). ' :

- ° .

’

. Similar games: Series One — 3; $¢Fies Five — 2, Series Eight -, "

z‘EKc,,.,WG.m | o .26 .
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. ,-»Serles Th.ree

. Age. about 6 to 12 mov’-s

Infants about 6 to 12 months of age will enjoy Series Three games, ¢

This series ontains two new areas for your infant to éxplore.
.0 > )
One area is imitation, copying others. Much of an infant’s leammg is

by imitatioh. Young children most often umtate these.people who care-
for them each day. That makes you an important teacﬂer foryour child.

Imitation games, wul go on well into life. These early games “help the

child watch the ways thers.do thmgs , .

Using tools is the second n area‘m Senes Three. The ‘Usmg~a-tool
o games help the child begin to f‘ igure thirigs out thhoutlmltatnng

The first tools an infant uses are parts of his or her body The mfant .
then uses objects and people as #means to get what’s wanted. Fmally,
the child Juses ideas as tools: Watch your child learn to use more and
more advanced tools. You will fnd that by two years of age, your
child is using ideas as tools-:

»




' Names'in the Home -~ -

Communication game = -
- ! ‘b * ’ ‘ > : ) ' ‘
» : * \
. ¥ .
oAt Po’itioﬂ ‘ . i . Te .
- Any relaxed position. o * Do ’
"> . . <
" Action P i
1. Show youy baby different objects around the room. Name and describe these objects to :
the baby. Examples: chair, table,bed stove, refrigerator, lamp, door, window, rug. .
2. Ask your baby what the object is. Then repeat the name of the object a few t1mes T

L 3
S
:‘"E;‘:
Y - ' . 7 : ) :
Aim of the game o, B P A i .
Your baby makes sounds affer you-make- them. ‘ ‘ “ »
‘ ‘ Purpose ) e . o . , \
| .To help your baby learn that everything has a name. - | * : )
- , ’ 4 . : r
| . Whatelse you can go’ gy A i y;
1. Tell your child the name of anything. . = ' ) - R
- 2. Similar games: Series Fwo — §; Senes Four — l Series Five 2 Series SlX - 2 5, 6 )
N - Series Seven'~ 2; SenesExght 1. / o ‘
g 7 - kl R 28 ’ . DY
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L4

o ) /), . -.' | | |
- - Hide in the.Box

Things-don’t-disa ear game

L4 . v \\
" Position . o ‘ : \ -

o . ! ) K \
Any relaxed position. Y \

¢, . 7 Action - T R -
1. While your baby is watching, plate one of the baby’s favorite 'o’bjects in a bag, box, or

; jar in such a way that your paby can’t see the object. . ]
2. Ask, “Where is the doll?” Or say, “Take the doll out of the box.” . '
) \ - 2 . -
4
=
-~ .
PP Y~
4
*
"A
]
- g )
Aim of the.game ,
T 8 Your baby takes the doll out of the box, bag, or jar.
. <. Purposo % 2 / )

To;help yo'l{child understarid that o on’t disappear. -
What else you can do . ‘ . Yl . )

. ) L, L
l.Use two b xes but the the.toy in’ one. Let yp'tlr child see you hide the'toy. SV

<*  2.Similar gmics: Series Two — 3; Series Three — 6;‘S<_',ri$ Fodr— 247 - . ’ ,

* . ANV ’ ] " ' . *
O ) . ’ ’ 29 .
RIC RN e ‘ o

.
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¢~ Al

E By‘ifldi'ng; and Nesting

.. Imitation game
s ©

 Position [ M

Baby’s position: sitting on the floor.
Your positien: sitting next to the baby.

14

Action .

1. Save three tin Gans that will fit one inside the other. Be sure that they do not have

" sharp edges. , : ‘

2. Build a pyramid with the largest can upside down for the bottom, and the smallest
can on thetop. Knock the,pyramid¢ down anfl encourge your baby to imitate | .
your motions. S R o )

-

‘\l

Aém of the game

{ Your baby knock® over Lhe pyramid'with' her hands.
Action
3. Place eqch smaller can inside the next lar‘g‘ér can.

4. Lay the¥ans on their $i8e and pull the small one out 58

A slowly. ’ ; .
5. Trytog ur baby to demp the cans out by saying, ‘g'
“Take.the cans out.” - .

Aim of the ggme %
- oo S Y
Your baby qumps the cans out.
’me:' ~ «
To help your Ibaby realize tJhrough imitation that objects can be used in different ways. \/

-
-

1

What else you can do : ’ : . \

Similar games: Series Four - 3,6; Serie? Five — 6; Series Seven— 5. Y |

’

Qo ,,"‘j‘ . .' 3
hrluThn:lGomoS . : O




Get What You Want

Usmg-a-tool game

¥ N R ’ e

Position- N

Baby’s positiof: in a sitting posmon on your lap or a‘t a table with a flat surface that the
baby can get up and crawl on.

Your position: bes1de or in front of the baby
L Plact a small blanket within reach of you} baby. . ' -
2. Put a favorite toy on the blanket but out of reach of the baby. . ! )
3. If your baby does not pull the blanket and get the toy that rests on it, push the blanket .’
toward the baby until he gets the toy. L4 .-

4. As your baby acts, you should use action words'which tell the baby what is going on.
_For example, “See, you got the ball by pulling the blanket »

iy

* Aifn of the game
Your baby pulls tuhnket and grasp.thc toy.

Purpose ,_/ .

To help your baby use objects as tools for getting what he wants

Whatelnyoucmdo <

1. Use towels, pot holders, pillows, as the tool. - ¢
.2. Similar games: Series Three — 5,7; Senes Five — 8; Series S:x 4; Senes Seven — 1.

’ x . \
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oL N\ ;
. R g - , ~ . - -~
}: ’ - ‘ ) ' 'ﬂ * ’ -
* . ' - - ; .. o - Y ’
... Pull the-Rigft String L
- ‘ . . ’ B . . L‘
s o . Using-aitool game - 3
} ‘ . ) ) - .
POSitiOﬂ ‘ ~ R -~ - F3
< Baby’s position: propped in a sitting position on your lafJ with a flat surface like a .
table top in front of her. v . . ° N ’
Action ‘ . ’ S, \ .
. 1. While your baby is watching, tie one gnd of a string around a favorite toy. oF ~ -
— Place the toy out ofPreach, in front of the baby. Say, “Get the toy.” ¢
- Aim of the'game 4=, - - .
- . ' th. ~ : - - - .|
< Your baby pulls the string and gets the . S ) ‘
. . * the toy. . ) : i W ‘
. . Action L.

s * _  2.Placethe toy with the strjng:”
- attached out of reach again.
‘ . Place two mobre strings
alongside.the string with
the ltoylattached.

M Aim‘ of th% game
Your baby chooles to pull
. ) the string wit]a the to¥
' attached. A

‘s

v

( s
’ . ] - \ ‘ 1
? \ ‘ /. ../ 4
. ‘ - . e i 1
Action ' i .
3. Repeat | and 2 abgve, but<have your baby
sitting on the floor*with the three strings
~ hanging down gpward the floor. .
Aim of the game
Same as ['and 2. N
o Purpose .
. To help your baby learn to use objects as tools for geftjng what she wants. : -
' ] - ¥ .
What else you can do R , f .,

;
Similar games: Series Three — 4,7; Series Five — 8; Series Six — 4, $eries Seven —.1.
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The Dlsappeanng Toy

P Things- don t-dlsappear gpme .

’
Pooition
Baby s position: in a sitting position on your lap with a ﬂat surfaee like % table top in-
front ofhun ' .
Action ' o
1. Place a favorite toy away fr/om'your baby so that he must reach to get it.
2. Put a piece of carg¢poard between your baby and the toy.
_ 3..Pull the cardboard back and forth so your baby can see, then not see, the toy.
- 4. Talk 'to your baby about what he is doing and peint out the different things that are

happemng Say something like, “I'm hiding the toy behind the screen. You can’t see
it now.”

Aim of the game ‘ .

Your baby reaches around the cardboard, and gets the toy.

Puw . .

To help your baby reallze that thmgs don’t go away )ust because they can’t be seen.
What eise you can do ‘ ‘

1. !'iold the cardboard between you and the baby; and slowly lower the téy‘behind it.
2. Similar games: ies Two — 3; Series Three — 2; Series Four — 24,7.

e

-33 ) 2 “S¥ries Three / Game 8 31




fGo and Get It
. Eyes-and-body game

Position .

14

Any relaxed position. ‘
Actlm . .’ ’ .

- 1. Giye anwobject to your baby and fet the baby explore it.:
St 2 Keepmg the object in the baby’s s1ght move'it to different places in the room.

3. Do this in different rooms, using objects usually f d in each room. Examples:
washcloth in’ the bathroom, shoe in the closet,.pxthe kitchen.

@

’

* Aim of the game
Your baby crawls after and gets the object. , i
__Purpose S
To help your baby learn to go after things that interesther. ' \/

Whatélseyoucan;lo

4

1. Interest your baby in any object, and move the object across the room. - Ask the baby
to get it. -

2. Similar games: Series One - 7; Senes Three — 8 Senes Sxx -

.

]

-
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.- - - . - Play Ball ,
. , . . g ’ ' .
Eyes-and-body game "2
Position - ) : . P
Baby’s position: on hhqu and knees or sitting-an'the floor. .

. Your position- facing the baby. * . ‘ . \ .

; ' < . !

" Action ' ' . : . ' _ |

1. Roll a ball toward and away from and to the left and right of your baby. ' '

% 2. Say, “Look at the ball. Go get the ball.” . )

Nore: Use a ball that will hold your baby’s interest.

m
’
-
o e cs et

.

Aim of the game »
Your baf)y moves after the ball to g‘ét it.

Purpose

1. To get your baby interested in using crawling for finding out about the size of things in

_ relation to distance. ' ) r -
~‘2. To help your baby learn that the ball does not get small when 1t moves away.

What else you can do”

1. Move things away from and back to your baby- while he watches. This helps your baby
see that distance affects how big things look, but it doesn’t change their size.

2. Have your baby crawl into spates he can barely fit into, so that he will have to move
his body to fit into the space. -y

3. Similar game: Series Seven 4. . . o .

»

Q . ) ‘ l
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" Series Four

Age: about one year )

[}

Senes Four games are directed toward chlldren about a year old. By
. this time, your child might be able to:
. — say one or two words
. — understand many gprds you speak
N . — understand that things don’t disappear -~
— search for things that have gone ott of sight.

One-year-olds are interested in movement. This movement puts them
in contact w1;h many objects. Earljer, they were cuarious about these
objects. Now they can move toward obJects and reach them.

The new learning area in this series is Reversxble games, These games
help the <hild understand the ins and outs, ups and downs, backs and
_forths of life. The chfld begins to leam how things work. ’ |

This series should stress independen't action. Let your ch11d take the

lead once in a while. - . .

34]: KCIQ Four / Introduction
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-~ Name the Parts
. Commuhication game -

P ’ . -~

i

k7

- Position o ) ) s

Any rélaxed position. -

Actnon ‘ - .
AR N

1. Pomt to and name parts of your baby’s body, such as arm, eye, nose, mouth, head,
neck, ear, foot, toe, and hand.

2. Touch the parts when you say them.

3. Help your baby touch the parts.

Your baby makes similar sounds to yqu after you name the object.

Purpose , _ . .
To help your baby learn the names of the parts of her body.

“~

What else you can do

1. Point- to’and name the parts of your body, a doll’s body.
2. Similar games:, Series Two — | ,5; Series Five — 2 Segies Six — 2,5,6;

L]

-

:37. - . »'

Senes Seven — 2; Series E’lght . -

o
\)
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Unwrap to Find

'Things-don‘t-disappear game

Posiion 1 _ .,
Any. relaxed position.

Action ' L -

1. Wrap your Chl]d s favorite toy in a piece of brown paper while the child is watchmg
2. Give tht wrapped toy to your child. . \ ..

3. Say, “Get the toy out of the paper.”

.

Aim of the game »
Your child unwraps the paper and gets the toy.
. Purpou : o

l To help your child understand that although the toy is out of sight-it can.be found -
2. To teach your child to use tools (anns and hands) to find thmgs

Whltolsoyoucando

1. Hide the toy in something more difficult to take apart.
"2 Smular games: Series Two — 3, Series Three — 2,6; Series Four -4,7.

‘aECm..,,w T3




“Fill'and Empty
Re,ver.sible game -

{
Position
- -
Child’s position: sitting on the floor, bed, or sofa.
Your position: next to the child.

. Action e co S ~
1. Give your baby an empty oatmeal box. Show the ba(y how to fill it with objects fro - v
around the room. Show your bdby how to empty the box. Say, “See, the box is full. J '

_ Let’s empty the box. See, the box is empty.” |
2. Repeat the exercise. J

o«

N

’

Aim of the game

Your baby fills and empties the cereal box.

' 'Purposa

.1. To help your baby learn that whtat can be done can also be undone.
2. To give your baby practice using his small muscles.’

.

What eise you cln do* ‘
1. Covermg and uncovering; threading and unthreading; walking to and walkmg backwards,

from a position.” -, ‘ - . -
2. Similar games: Serles Three — 3; Series Four - 6 L Lo~

- .
‘e
v
. .
.
4

. o
.
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The Hidden Traﬁsfér B 3

. ) , (Things-don't-disappe,ar game__ ' -
. ) 1 [ . .
Position . . . . .
, ~ Child’s p\o\sition:ﬂ sitting on the floor. ) F ‘ ' N < ) %
. * Youf position: facing'the baby. x g ' . ) ‘
" - Action . . ) ,
' 1. While your baby is watchmg, place a favonte toy in a kitchen pan A ’ Lo e
-2. Cover the pan contamlng the toy with a dish towel. "ot . N
roos 03, Jaamp the toy out onto the floqr, keeping the toy hidden under the towel,
’ 4. Show the empty pan to your baby and observe. i . i
. ) " , -
Note: Use a toy that doest’t make noise when it hits the floor. K ( . «
o a - . -
L4 R oy ¢ . —— . E
T 3
. N
# '
-~ °
4
% » -
, €
. &
b ~ - -
- v | ~.
. . R AT ¥ »
/ “ . . ) ’ ..
’ . Aim of thegame  ~ - .' ‘. ~ o ’
Your baby searches under the towel and gets the toy. T, , .
. " Purpose h ' LTS
To help your baby reahze that ob)ects don’ talsappear and that searching w1ll help het
find things. . .
. " . What eise you can do . \ |
.. * (3
Sumlar games: Series Twq —.3; Senes Three — 2,6; Series Four -2,7.
. . . by N
4 . . .
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' ) N . . ‘ -_" . . . B
v - - * Beehive “ ..
. . \ - L4

oo P . ‘ # Communication game - : Co )
_ . . . . N | S
. . Posltlon ~ W « - ) . . ‘
Any relaxed posmon. ’ a '
‘ : . . ' ) . .- ) - ~
. Action . ‘ . : . - B
' ) 1. M_ake a fj8t with your hand, enclosing your thumb in your fingers This is a beehive. L ¥ .
’ -~ Brifig o } nger as you count each bee. Begm with’your thulpb ¢ L e
. 2. Then , . . , ) . .
B “Here is the beehlve. Where are the bees? : : . .,
LA ; Hidden away where nobody sees. . . L ’ N o
. . . . - . -,
S * Soon they come-crecpfg out of the hive... ?, : N e T

. ¢

one' two! three! fi’ ﬁve‘ - . X C T oo

Q
,“ -
) ) S ,
-Aim of the game . .. : .
. . * Your ba‘by hstens to<your voice and watches your fingers as you reaté*the verse
2 . . ) ' o K4 L
. Purpon P / ) .. . .
« . To help your baby enjoy playmg games that lead to knowgng numbers \‘ ' .
1} h -
e r'What else you can do.’ . : ' < . » -
Y -
. 1. You'can use other counting games such as One Potato and One, TWo, Bucklc My Shoe. %
. 2. Simnlar games: Series One — 8; Series Ffe - 3; Series Six — 7; Senes Eight ~ 8.
| ) Q * ‘ ‘w .- C . . . - , * a . T
i EMC ; . g ¥ o 1 ! . - - 41 . ’ - ‘. . ’ &'”Faﬂf;&ms “
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. ‘ ) . ' e S : . /o, .
o - i, o ) ‘
‘ ‘ . +.Onand Off - - A
. : -~ Reversible game o S
" - s o o o 1
. Position ~ - - ‘ b ’ . ¢ ’ 'M," .
. :Child’s position: sitting on the floor or on.the bed.s - A o . o
¥ 5 - Your position: %itting on the floor or bed next to the baby. -0 .
b Action - - \ ,
s Give your child a jarto fill with objects Screw the 11d on and off and say, “‘Let’s take the *

—~—— . \ ¢

LY . . -

QQ, spoons-out of theJar..Unsdrew the Lid.”

P
« &

[y

[ ‘ '\ o .’ fer ’
- _ " Aimbofthe game ~
. ! " Your baby screws the top on and off the jar.
B / Purposs. . oL \ .
1. To help 'your baby leam that wha can be done can also be undone , . . )
-~ . 2.To glve your baby practnce.usmg his small muscles. e s ! . ' "
‘e o . .. ~ .:’ o ! '
s - Whatelsey&:cando _ . c e > : ‘ .
“l Have your baby a cork in and dut of a bottle or put a plagtie top on and off a coffee can.’ A
2. Similar gaffies® ies Three — 3; Series Four — 3. ) . . . :
L e - e
44[ [ (thos Four / Game & - e S < e ‘x.
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’J“—‘

3

.
(%

v

-

< .
=3 5 . *

" Purpose
1. To get your child to.explore different places : e

Hlde and- S?ek

. Thmgs don t-dusappe#r game

\.__ N 'r e
Position . T

R4

Any relaxed position.

¥ . . - . /
Action . b2 ) -
, N _ .
1. Play Hide-and-Seek with your child. - ’ K

2. Hide from your child. Let the child-find you.

3. Let your child hide from you. N

4. Hide some favorité toys. :

5. Let your child hide the toys.
s A\

4
Aim of the game )
vYour child finds the }udden person or toy

o ! B s - F

2.To encourage a good feeling toward discovery. .

What else you can do.
Slwdar games: Series TWO' '35 Senes Three — 2,6, Senes Four — 24.

R L 43 | .
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I ' e NP . 7 °
. \ . - Co \‘:j ' ’ L U
~ " Early Readmg N

~—a

umcatlon ‘game

s

\

Position -
_ Child’s position: sitting on you

Qction . .
-~ o ¢ '} L d
1.-Read a picture story book to your child, » . s
2. Let your child point'to pictures. Talk about the pictures. Say somethmg like,
“This is a boat.” Always speak in sehtences.
3. Finish the story. Ask if your child would like to hear it again. &

Note: Play this g often. Tfry to make sure that you are not testing&our child.
- Explain pictureginthe book in an énjoyable way. .

Aim of ) ,
' Your child listens to the story and sﬁows intertst in hearing 1t read. - ’
- - ) ‘ ' » -
Pum 4 - ' . g J
To help your child listen interest and get used to boo o A
-.. . ﬁ . . * »
+ ~ What eise you can do Coae ﬁ. ~ :
. -'_ ' Slmilar games Series Six ~ 5 .8; Senes‘S‘E;}en — . '

4EKCth/a-ma 3 ‘
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SerlesFlve IR

°© Age. about 10‘to 14 months - (

v

- - Series Five games are for the chﬂd from 10 to 14 months of age. In ' 4
this’ series, we begin-a kind of game that demands more thmkmg

The Learn-a-clue game in Game 9is the first of these thmkmg games.
In this’ game, your child Ras to.guess what plan you are using. The child
does this by figuring out the way you use the playthings. For example, ,
your child figures out that the hidden obyect is alwazs uner the little
cap. He orshe learns thaf your plan is always to use the little can, ) -

Try to make u;; some clue games less difficult than Game 9.
Remember, yQ@ want your child to be able to tell what your next move
will be. Create a game that will help your child do this. v

. Another learning area is important for cﬁi]den at this age. These '
C children should be learning the meaning of words. Use any game, which
Vo ) : shows that your child understands words. We encourage you to create
' your own word ggmes. For example, use questions like “Where’s the - R
cup?” Your.child will enjoy pointing to things he or she knows, And his S g . T
.. . showsyouthatthe child knows the meaning of the words for those things.
A . : .

” -
~ ’ , . VY ‘1“..-"

‘ .2 ™ : .
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N -y s - . ' . L ~
g . ~ s - ) \ A
. zf .~ Scribble . N
T, Eyes-fand-hands game R
L Position g} A ‘
“«©  Child’s position: sitting atd | table of on the floor. )

~~".  Your position: 3itting at a table or on the floor close to the child. ' J ,

s T 2 Action : ' & : ’ § '

1. Pface a pnece of paper on the table or floor Gwe your child a large pencil w1th a soft ,
» lead, or a crayon.

' ' 2. If your child does not scnbble, take the penc11 and scnbble on the paper. , ‘ 0
- i " 3. Give the penc11 to your child. ~ '“L,)'
o "“‘
. -~ '
. r
‘ .
Your child scﬁpbles on the paper without help. e - N R e )
-‘ ~ . -Purm ‘ . , . . N . . R .
., LTo hel? ~your child gain ski‘l‘ls that will be used in latgr writing., .
¥ C’h 2. To help your child make an éarly connection befween paper and pentil ef crayon.
. . Whatelseyoucando . ' - "
- 1. Finger painting.. -, v R s . .
2. Painting with brushes. " -
-, 3.€Coloring. - . i
-, 4. MakingShapes '(n;ore arced) circles, squares, and so on. . !
) . 5. Simifar game Scn&s Si . . .

- . L

' [3 ~ . ) ) M TN "
ST A VA -
- - ' ‘. . ?' ' >
,.. ‘.v \y . P ..



. . . H »
- - . A Walk Outside
., Communication game - ” )
. . 4 . : N A. 1
Position - T e . '
‘ Any relaxed position. ) . . d ) - '
' Action’ . _. N . - !
. 1. Say to your child, “Do you want to take a walk"” ’
- " * 2. Walk around outside of the house. . . .
N ﬁme: When you take the walk, you should encourage your child to do things that can’t
b ) \ be done in the house. Exaxgpl&s “Let’s touch the tree. See‘how it feels? Let’s
feel the sandiiipe the bird.” ; Lot —
Do thls when you have some time, so that you can enjoy it yourself \ N *
LA )
s
.‘% -
o ‘ ' - . o |
- Aim of the game : ,
Your child shows unde'rstandng when you say, “Do you. \Vant to take a walk?” or
‘ “Let’s touch the tree,” and so on. ;
, Purposs * ‘ ' . ' ’
. "To help your cfuld undersﬁd how words you say connect vnth thinp that wlll happen
Whatelss youcando . - . —

. Make any statements that will move a child to actions whnch show undentandmg.
"+ Examples: “Get the ball. Please touch my nose.” )
. . . - . \ —_
Q ' - ' 47 ‘ .
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, ,fo(
. E Pop Goes the Weasel . |
/——\ n -
CQmmumcation game --
Position o . ,
. . Child’s posﬁm sitting on a low chair or on- the floor. ~ % '
Your position: facing the child¢ , ) _
W .
Action .. . o o \ N B -
Sing to your child: CL s - ) '
) “All around the carpenter’s bench s * ' ' ¢
L The.monkey chased the weasel, ( T .
- The monkey thought 'twas all in fun! - '
POP, goes the weasel. y ) \
As you sing POP, take your child’s hands and pull the child up. Then sit your Chlld Jdck
. down as you complete goes the weasé¥.

Aim of the game
Your child listens _i'or the POP and jumps up without help when she hears it. -
Purpose ' ) - T

To help your child listen for a special signal and act on it. < ‘-,
N . ‘ .
, . Whetelse you can do ‘ ‘ : .

1. Play Red Light Stop~Green. Light Go.
) 2. Similar games: Series Six — 7; Series Eight — 8.
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- 4. Put the jar and buttons in front of your child.”

— ' _ ,

Button in the Slot
’

Eyes-and-hands game -
\\v .
Position
; it N y ’
Child’s position: sitting on the floor or.at a table. - - -
Your position: sitting next to the child,. . < : ‘
Action '

. 1. Place a’small container on the floor. Have a hole (like a piggy bank hoie) in its lid.
2. Drop buttons (or pennies) through the slot while your child is watching. Say,
“Watch the buttons go in. See how I do it.” - ) .
3..Empty the jar and put the lid back_on.’ e ( J

-

5. If your child does not put any buttons in the jar, put some in arid say, “Let’s put the
buttons in thesjar.”
6. Empty the jar and let your child try again.

Note: - Don’t make the slot too small. It should be éasy for the buttons to go in the slot.

- ~

Aim of the game . S

Your child puts butténs through the sloPby himself. < ot

Purposs ; ) - '

To help your child gain skills in using his small muscles..

Whetelse youcndo : : A
1. Drop dried beans in a small-neck bottle. v L
2. Similar games: Series Four — 3,6; Series Five — 7; Series Seven ~ 4,7; Series Eight — 2.
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- Which Hand Is It In? - - -
£ : Thir‘)‘gs‘:don't-disabpear game
Position Ty X ,

Any relaxed position.

Action

I. Hold a small object in one of yohr hands. . ’

2. Show your child the object. Switch it back and forth between your hands several times.
3. Show both hands closed and say, ‘“Which hand is it in?” .

4. When your child reaches for one of your hands, say either (a) or (b) below:
(a) - “Na: It’s not in this hand.” Quickly open your hand. *“Ts hand is.empty.
Where is it?”
(b) “Yes. Itis in this hand.” 'fihen‘quxckly open your hand.

o
’

Aim of the game

Yourphlld reaches for one hand or the other. The chnld shows by action or e.xpressxon that
she understands your no or yes response before you open your hand. *

/ Purpose -
To help your Chlld leam that mfon'hatlon can come from words. Example: No doesn’ t
, ~always mean don't. - .
What else you can do .
» 4 N / -
1. Hide a toy under towels. - - 50 .

2. Hide a ball under one of many cups. .

v
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Building a Tower
. In!itation game

" . Position ™

Child’s position; sittiné on the floor or at a table.
Your position: next to the child.

Action ' .

1. Place blacks in a pile in front of you and your child.
2. Build a tower with 2 or 3 of the blocks.

3. Don t knock down the tower. Take it down.

4. Ask your child4& mak€another tower. .
5. lfyour child dg#8n’t start to make a tower, hand the child a block and say,

“See, wg can put one on top of another.”
6. When your.child puts one block on top of another, say, “You can do it.”

Note' If thd¥bwer falls, don't make a big thing out of it.

Aim of the game
Your child byjlds a towe.r by” h)mself

Purposa B

To help your child understand that objects can be
\ combined to make other objects, -

What else you can do’

1. Have your child build with cans, boxes and other
similar objects. Have him build desngns by
imitating what you do. Examples: pryamid,
train, two towers together/

L2 Slmilar garhes: Series Three —3; Series Six —1:
Series Seven 5.

\




1}

*~  FindingaToy =~ = -

b Eyes-and-hands game- e
Position |
. . Any relaxed position. : et
. Action o S . . ;
- L something of interest to your thild (a marble, a piece of candy, or a button)
inside 4 match box. Give it to your child and say samething like, “Get the marble
out of the box.” A .
2. If your child can’t get the object open the box shghtly and say, “Now try toget
the marble.”
3. If your child still can’t get the object open and close the box in frOnt of the child
_afew times: . _ ‘

Aim of the game _ ., . B
Your child gets the objkbct out of the,box.
Purpose

To help'your child learn a new way t6 get what she wa;lts. T | -
What eise you can do o

1. Put something in a drawer, in a can with a lid, in a bread box. : S
2. Smular games: Series Five — | 4, Series Six — 8; Senes Seven’ 7.

, : 52
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Learn -a-clue game

Position / ' P

. Any relaxeyosition.
.ActIOn : i‘

-
3
. “
L3

‘1. Put one of your chlld S favq'te toys under one of three dlfferent-srzed tin cans that -
have béen placed in a lme

2. Don’t let your child see which can you hide the toy under. *
3. Ask your child to get the toy. ; X

4, Change the cans around, but keen the toy in the same spot.” - 3
. 5. Keep repeating the game Show yoflr child where the toy is if he can’t find it.

-

3

v

.

. Aim of the game

Your child removes the can that the toy is under and gets the toy at l:EaSt three tlmek
in arow. ' .

qurpose . " 7. .

To help your child learn to figurs out yoﬁr plan.

' ~'Whatelseyou¢:ando 2 ) -

I’ Use objects of drfferent colors, or shapes. Always hide the toy under the same color
or shape. * | .
2. Similar game: Series Seven — 1.

- 93




- o . e '
- Series Six.
~Age: about 12 to 16 months

You will discover. L\!‘o ew leammg areas in Senes Sxx
— Grouping games . ’
— Cause-it-to-happen games. . I

'l‘herG-rouping games are very important. They help the chﬂd to sort -
out things ih the wodd. The child learns that seme thmgg.&elong
together and some do not. These games help your child put thmgs
together that belong together. . . .

Grouping games follow the early Sense games The S¢nse games /.
helpéd-the child understand the ideas of same and different. To play /
Grouping games, chdaren must have an understanding of same and'
different. . . ~ Y .

Later, the \éhilti will learn that the same object can fit in several
groups. A red ball, for example, could be grouped with balls or/red
things. It could-also be grouped with Bouncing things orround things. .

For now, we want to see if the child can sort put things. We want the
child to sort out one group of objeets from another.

The Cause-it-to-happen games help the child understand what causes
things to happen. How d3You start things? with a "key? with a push?
with a bang on the tabje? During t‘ series, let the child explore how

~ and why things work. oL - A& ’

¢

,EK..../!,.,."W

. ¥ . -




LS L, 7 ] N P E— . N
. . ? ) - v . : . [ ’ . ’ <
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C e -~ : S . '
N O .aw a Llne C
: o T e Imltati"on g/oﬂ‘t N e
& - Vo - : . C . , ,
3 . s ’POSltluyl .- .' e . ) N ) ‘ ‘ . LN
© s . . “Anyrelaxed position. " --._ Lo
- Ut » [N - i - . .
’ ) A‘cﬁm ' - ‘ . l L - 'l .) ! ‘ %W*
~ * ."}. Make aline on a piece of paper with a crayon or a large pencil. - e -
. = . v " . ¢
- 2. Say to your-ehx]d “Draw a line like mine. .
* - w3 After your child h graws a line, compare the lines. Let the. child keep working wnth ' °

-, thecrayon and pa
Jlines. T -4 .

.o Notgb The easiest line fo nhke is' s'up. and den toward the 8dy. ' .

l . ) *

pment on lines that look like your line. Let the child compare

. Anmofthegamo : . - R IA 0T
""" o Togetyour cfpltl to make a mark like the one you make. ) h :ﬁ . ;
.- ' : w w0 f , T .
e Purpose . . o S A A o
”’i “ o .o - " s t
) "To help your child gam sknlls needed'in waiting, - . ° A : . .
;“ ) mtqnywmdo ’ ’o-(/. ' ’ ! 4 -* v ’
. l Ha?!?s&rghdd imitsl dlfferen%hapes honz%ntal hnes‘numbep, of lmes lmes of, V0 P
St dtfferenﬁengths O . : . "’”‘" ‘,\_» N .
. 2 Smul garﬂe Senes Five - l -~ Y o e’ 4
Q . . - £ - [ » ’ ) 4 ) . h ’
. Q cr- . t < 5 5 . . o !
-%EMC Lo oy T N . ) . . . SeipsSix/Gime{ 53
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Body Parts

Commumcatnon gamo o

Position © .

Any relaxed position. o To-s
. . . ; B - , ". K

Actlon . . I 4 .

I Name and point to ffere’nt parts of your body
2, Ask your child to point different parts of youy body and the child’s body
For exmpWere s my nose? Where is your nose?” ¢

’

Your chrld pomts to‘three drfferent parts of her body.
Purpose' ' o 3
~1.To help your child to leam the drfferent parts of the bod’y
, 2.To sho“\you the words that your child knows.

What eise you can do

- Srrmlar games: Series Two — §,7; Series Three — 1; Seﬁés Four - 1,8;
-/‘- . Seneser—4S6 Senes Sevqn—238 Series Erght— 1.4.

2
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Lo _ Caps and Stdnes |

Grouping games -

, o
| . Posiion . ! : ,
Child’s position ;, sitting on the floor. Lo
. Your p‘osition: out of the child’s sight, watching.
s > . . ] .. . ~
' Action . : .
\ . » .
r ’ - 1. Place four small stones and fouy bottle caps in front of your child as shown in the R 4
! . . box bélow. . $
. ‘ 2. Let your child play with the caps and stongs without any djrection. -
ot 3. Say, “Look, Jim, these can go together they look-alike. So can those. See,

these are stws They are. round. These ApS. They come off bottles and have

~sharp edges: " (Use your child’s name.) . . i

. 4 Set the caps and stones up agam and watch w'hat your child does. »
- %
@ ¢ —

1 3

: 8

»
.
( ’ . ~\‘

- . o . «
;{;w/\\ " Almofthegame . p
19 % “ & . Your Chlld separates objects mto corzect piles.
. ‘L\,i’iya \, W E
J';“L‘?;J ’ -3 Pu ’
Pl To help your child learn about the things that are the same and the things that are
i %\\k *  differentin objects. , | . : i
ey ‘;F:J“\t;i%; . :
N ’_’ﬂ? g Whatelse youcando - ' . ‘ ) % ‘
F . .+, | Putdown twigs and staws. Ask your child to put them in piles. " . P2
BN 2. Be-sure that there are different kinds of objei?ts around for play at other times. If you -
, o v see your child puttmg a‘group together, point out tl;e groups and name he grouping. . ¢
S 3 Similar games Seriés One — 3;4Peries Eight — 3. .
T‘\:.? [ ¢ ’ : d *

[MC . Vo w ., 5% v ' Serim 8ix /Gome 3, 55 -




. v } 5 ~N . 4
Get What is Asked For
< . o Communication garpe ‘
L. R . :"'\ : . "~\. . . ) y . ” A
? P“ltld’\ ) . . . l L A *? e
- Child’s pomﬁon ina crawlmg posrtnon on the ﬂbor , 1 . )
" Your position: behind the child. - Do o -
Act'on : ‘ ) ' . ’ ! .A . ’ )
® \Rl@ce dlfferent 1tems across the room (spo&n halrbrush “doll). These should be objects
thé child knows well. < . .
2. Tell yourthild, “Go get the Spoon Give me the spoon.” .
3. When your child brings the object say, “Thank you for the spoon. Very good
bring me the bsush,” and so on. LA
* - -

i .
: ’
4 -
»
NG
\
'Y
' P 'Y ;
* ‘)' N ’ ’ . }
» Aim of the game ) . .
- Your child gets the object you ask for. . ~ )
‘Purpose - . . )
1. To help your child recognize dlffereifbbjects and connect the object s name wjth
. its appearance
U 2. To help your child learn the names of actions like give and ge.
o What else you can do ' )
Similar games: Series Eight — 1,5,6. . ‘f
" ]:SorluSix/Gom4 L. '« - W@ -




More Early Readmg

Communicatlon game ,,',

&a

1. Read a picture story book to your child.

2. Let your child look at the pictures as you réad.

3. Say to your child, “Where is the rabblt? Find the blrd What is the boy doing"
Is he playing with his car?”’

4. Finish the story.

r

Alm of the game
Your ehlld pomts to three of the objecfs you namec,

Purpoio ‘ -
Your child listens to the story ngems the names of dlfferent objects and people
from the book. .

5

-

What else you can do ST .
Slmilar games: Series Two — 5 Series Four — 8; Series Six — 8; Series Seven -2

59 "
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I . .
g .
.o Where Are They? R
o \ Communicatiog ‘game ’ o
. Position’ =~ * : . " . -
' Any relaxed position. - ! s o B Lo
- ' . . . P~ L' .

.Mtion ' B s ' M ;

\ -

. ‘l Ask your chlld questlgns and t&lk about thmgs that help_ the child 1dent1fy hxmself ) ‘
" members of your family, and others. - N

2. $ay, “Whete is Diddy? Point to Daddy.” ’ (point to Daddy.)
“Where is Johnny? Point toJohnny. There s Johnny.” (Point to Johnny )
“Where is Suzy? You re Suzx ”'(Pomt to her.)

Ai!“ pfﬂ'.“me \’ \ Lo N - " -
Your child points to or goes to the personsnained. y .
* . - . . R *
_ Purpose ; ! LT
Sae ° To help your child mcrease her Ianguage shl{s and know the names of people 1mportant )
T,' to her.. - ) N . -
iw . Whatdnyouemdo ‘ ' - .
- | Similar games: Senex’Two — 35, Series Three — 1; Senes Fout ~ 1; Series Five — 2; 1

ix =.5,8; Series Seven — 2; Series Eight 1.

EKC Series Six / Gome 8 | : _‘ m - o

A ruiToxt provided by m:




ow ‘Your Boat

ause-it- to~happen game

Position ,

Child’s position: snttmg or standing on your lap or on the sofa.
Your position: facing the ch11d :

~ , ®
vActim “ : ’ i L

4
1. Take your Chlld s hands in yours aﬁ sing “Row Your Boat-
musnc goes slow, faster, faster, slow.) _ =
2 Move your chﬂd s hands and arms in a back-and-forth rowmg ’monon
e The song goes: . ' .. * ] R
“Row,Yow, row your boat
Gently down the stream;
Merrily, merrily, ferrily, merrily;
Life is but a dream.”

‘
4
A

3 Stop, in’ “the middle of the song and observe your Chlld
Note Dan’t alway’s {top. /Usual.ly sing the song to its end
' Start again after your chlld makes some motion. '

©

Your child makes his hands and arms move {o start you singing and moving again.

Purpote . ' ! e .
To help your child practice causing things to hagpen.

L od

Whltdnyoucando

”md up a music box toy car, mck—m-the-bm;, Let your chxld try to start it.

A

e’

" Serles Six / Geme'7




N
A ~Rg'a'di‘g Alone =~ - .

L '~ Communication’ game ¢ .

I;Q;ition“ | - }/ e : 5/

L
Child’s position: on the floor, at the table, or on the sofa. -

Action X

1. Ask your, child, “Do you want to read a magaz.me"” :

2. 0f yes turn the pages a few times and point to some items.
- - 3. Let your child look at the magazine alone. !

i

v

-~

Aim of the game o - ST .
) « Your ¢hild turns the hage, alone and looks at the pictures. . o ]
L . Purpose : : -t ) @ \r-

3

3 ‘ - f e \ ’ \ - )

. To help your child get to know magazines as things'to regd. ot . -
. Whatelss youcando = e ‘

- oy - . .
Similar hamﬁs Series Two - 5 Semejg‘lhree - 1 S'enes Four —1; §enes ane -2 -\ .
Series Snx 5 6, Series Seven = 2 Senes Eight — 1. : L _

YN ! T" ry ‘l‘ F

l:]’




'Series Seven
Age about44 to 20 months

The games in Series Seven are for chlldren 14 to 20 months of age.

Space games are introduced in this series. But they could have come
earlier. Space games help the child understand about '

~ distance and 'size - -

— what will fit into what

— the différence bétveen liquids and solids

+ how to deal with barriers and heights.

You can create many space games. Thes¢ games should help the child
understand:’ .
— that things don’t get smaller when they move away from you
— whata body can and cannot fit in or under
— how shape is ¢hanged. ‘

Space games help the cni]d learn the béginning rules of physics These
rules are needed in everyday life. They tell hoy different things work
You will see a toddler d‘ng physics experiments-as your child explores

dropping . > :

pouring ,

e yine

.splashing
bumping
designing
fitting...

.
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It s Always Under the Same Can

Laarn-a clue game '

-

Position . -

Any relaxed position. e T ‘ . .
Action . / v ‘ ; - ’ (

1. Tell your child to turn around and not to peek * . .

2. Put a toy under one of three Qferent-mzed tin aans.
~ 3. Ask your child to guess which can it is under.
4. Change the position of the cans but always 1’1 the toy under the same can. ___

«5. When your child guesses the right can, say, “Good! Let’s try it a few more times to see”

if you know where the toy is always hlddeq. \ “—

. N
N ’
.
# Aim of the game A
Your child picks the can"that the t(’)y‘ isinder three timesin a row. ’ 2
pum A | . .
To help your child learn to use clues (size, shape, and soon)to makgﬁecnsnons v B
What eise you can do w*/ .
1. Hide toys under objects of dnfferent colors or shapes. 34 S
2. Similar game: Series Five — 8. - i
P . .

v N v

-



Touch a Wotrd - -
S Communication game’’

Rosition ‘
You and the child are sitting together. ¢ °
Action
1. Turn pages in a baby s picture book and say to your chxld “Where’s the car? 3

Touch the horsey,” and s0 on. -~ - , id

2. Then say, “Now, look at this. This is the word for a car.” Point-to the word and then ¥
say, “Point to the car. Touch the word for car.”

* 4

p——— »
e 3] .
A ‘ - ‘ '
4" e y
i
.. " Aimofthegeme f 4 . \
' Your child pomts to the object named a and the word for the object. 7 '
Pu LN ‘ Ja——— ‘ .
To help your child learn the wer‘ds for different objects in magazines anﬂ books.
What else you can do J ‘ . .
‘ Similar.games: Series Twa — 5; Seflles Three — 1; Series Four — 1; g !
' Series Five — 2; Series Six — 5,6,8; Series Eight — 1. ~ '
! L
' \)‘ . o . N ‘ v r- s - ) ‘ v i
ERIC ‘ o 63) o Series Sever (Geme 2 683 .




}SQunds Things Make ST

Cohmumcatlon game-

£ . ... f - ‘-.4 .
" Position - j ' < . N

\ . Any relaxed position. - .
‘ - ‘ . < . .
Action ; : n ..
1. Imitate sounds for your child. Use. your body to show the action of the 1m1tated object.
“Ajet goes zoom. A duck goes quack A fire engine goes ding, ding, ding. A tram goes ,
choo, choo, choo. A dog goes wuff, wuff.” ' . “
2. After each sound you make, ask the child, “How does a jet go?” and so on.
P 3. Use a picture or model of the objects when you play this game. )
s I .
P 4
-
r
. -
h\ .
Aim of the game
«* Your child imitates two of the sounds you make.’ )
o - Purposs Yo ‘ " ! T
. . '
R 1. To.help your child prdnounce difficylt spunds © 9.
. 2. To help your child connect sounds with the objects that make them. . )
<
‘e aWhat else you can’do ©

w L Have your child say the name of actions such as running, sitting, Julfpmg, sleepmg, .
smiling, and so on. ' N - - ’
2. Similar gagges: Series One — 1; Series Two — 1,5; Senes Four — 1, Series Elght -

EC s«M«chon/Gomc:! : p \ ‘ ' 66 ‘ . . h | %



" L. To help your child notice and match simple forms.

The Shape of Thmgs .

Space game

K

- Position_
Child’s posmon sitting on the
Your position: . facing the child.
Action _ ' b T

1. Cut'and remove forms (circle,.tn'gngle, squglre) from sheets of cardboard. Put the sheets ’
-on the floor in front of your child one at a time. . . -t T
. Letyour child play with them,, . . '

DR

N

* 3. Hand all the cut-out parts to your child and«say, “Put the c1rcle in the crrcle hole. -~ _'

W

Put the square in the square hole.”
* 4. If your child doesn’t put the parts in wrthout help, show her how the cut-out parts can,

be réplaced in the sheets they came from. . LR
5. Remove some of the forms if the number of pieces seems-to confuse your child.
. .
~ R _ w _l .
_ N .. @, e f . . €;§

Alm of the qamo

Your child puts the cut-out forms in the cortect sheets

2.To help‘your child see the difference between shapes.

ri L]

Wﬁatolsevoueundo R : o B

‘ L4
1.Us¢ only ong form. A perfect érrcle form is the easiest to use because it has no comers )
to match to the form sheet.

2. Have your child sfacle small containers in larger contamers of the same shape
Examples small can in larger can small box in larger box, ’

. .
L . 3 PO
. N -

e L4 - .

Ll e T e 6'7 | ‘/s«iufcvﬁtllggg\'nQ

er "




- T N i . J
Kl’v o ) ,/ - . "
~ ~ . A 8
) . [ + &
Big and Little . . .
A ~ . / .
S '/ Grouping game .
*Posion - L )
..~ Any relaxed position. / . \ e .
Action o PR
1. Pface three large anc' ree small blocks on.the floor. hd ’ . -
’ 2. Pile the blocks up in’different patterns and degwibe what you are doing. Example
" “Now, we'll take a big block. Now, we’ll put a little block on it,” and so on. -

3. Now, say semething like, “Now, we need a big block Give me the big block.”
jjl your-child play with the blocks alone after you have played the game together.
N - . ) " - N - . .

L4

/ Aim of the gama . .
‘ Yeur child glves'you the three blocks you ask f or.. ~ ’ / .
) // ‘ Purpqoe . . - . ) ’ )
) // o To help your child learn about opgosites and size. i
o/ ) What else you can do ’ ‘

! 1. Have your child act to show you he can tell thJe difference between oppos1tes
- Examples. large/small hot/cold, f‘ast/slow black/whnte happy/sad, high/low.
2. Snmllar games: Serfés One — 3; Senes Two = 7; Senes Four — 3; Series Elght 3. ¢

[KC Series Séven / Geme 5 ‘ . S ST ’
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The Shapes qumds Tak‘

' ’.~Space game

LRosition . . &
‘Aey relaxed position. -
. " Action :

‘1. Fill a p&h with Water. T , . - . .
2. Takepa cup, fill it he water in the pan. Empty it. Do this,wﬂlg Y‘W i§ watching!

3. Give your child the and say, “Fill the cup. Empf the cup.” = -
4. Let'your child play for a while'in'the water. et ¥ P
5. If your child Hoesn't fill the cup, help the child dip th;);up into the wajer.- Te v

v

6. After your child has filled and emptied the: ‘cup for q whale take a second cup aqd hold
Tt ovet the pan. Say ‘to th& child, “Pour water in my ﬁp .
.

Y
)

AimofthegiMe - . |
‘\%'o%child fills the cup you h,old\o'yer the pan
Purpose ' ‘ -

To a¢quamt your chﬂd with liquids and the way they ehange shapes and take the shape of
the cont}mer they are in, R .

»

Whatelseyoucando , L

1. Let your child play\fh?above game whnle takmg a bath.,
2. Use sawdust sand, or seapy water for the same actmty
3. Have youp child fit clay mtq contaipers of drfferent shapes

S«Iuleme ‘87




o IR ’w - e ) \,
-~< = . Paper-Folding Lo e

»

f v / oo - ) ] ‘ X . -~ ~
J ) - - . ., ‘mitation game. oy
N~ - Any relaxed position. Y " :
ot A . . ' o . R
\ o 1. Fold g piece of paper a few times in front of your child’ B
2. Give your child a new sheet of paper. Ask your b fold it. . i
o ¥ 3. K your child doesn’t fold it, fold your sheet agpin,step by step. .. \ ’
. ‘ .7 = 7 Askyour child to fold as you do, « N ‘;
. ) 4. When this is done, repeat 1 and 2. = - .
* * ' ‘ 2 . ) N . ' "
, \ )
- -
'4( _, - — .
) 4
.
» Q@ .
s
: PR
* .y b / ~
. .
;.
. , S
. P
v .
o o f
| & v Ny
[ b & »
Aim of the game - S i .
Your phild folds the piece of paper. = . - ‘ o
Purpose - ) ; .
) To help your child become Petter at small muscle skills and exact imitafion. ) '
. ’ ‘ ¢ I4 ‘ ! * ’
. What else you can do , .
L ¥ Play ;poveme'nt games in which your child has to do what youdo. ’
. . " 2. Build a towér with diffetent color blocks. Have your child imitatp the towerﬁactly.
. 3. Similar games: Series Three — 3; Series Five —'6; Series Six — 1. .
Q , o ~N. o .
” . v 0 ‘ .
EMC Series Seven / Geme 7+ ) - - L ‘9
Fullox Provided by ERIC )  a . . ‘ . [] .
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Whatfhe Parts of the Body Do

~

——. Position

Commumcation game

¥
2
v

e

ild’s position: sitting,on a chair, at a table or on'the floor.-
ouf position: facjfig the child. ' S ’ : ] ’
Action -
1. Hold a doll on your lap and say to your chxld “Let’s play a game with the dolln. Watch ‘ e
me; Igm going to keep the dolly. from hearing.” Put your hands over the doll{s ears. _
. Now, say, “I’'m going lueep the dolly from seeing.” Put ‘1001' hands over the doll’s
eyes. Do this for talking, walking, peinting, smelling, and $0 on.
- Givé the doll to your child.and say, *‘Now, you cover the doll in the right plaoe when
I tell you what to do. OK, keep the dolly from smelhng Keep the dolly from seemg,"
and spon. v
. Repeat for different areas ofithe body ungl your chnd catches, on. Then go fast, °
. Make this as much of a game as possible.
. After a while, ask what your child’s hgnﬁ is over. Your chxld probably won: tsrespond so
tell her something like, “You have your hanﬂ on the delly’s mouth.” *

Amofthogame s ' o .' ‘ a ¢
Your dlild can cover four dxffe\rent parts of the dou s body oh request.

2

i’urpou . ] _ . o
- - . ~
sed for describing what different parts of the
. - [ . - .

To help your child get to know the name
body do. - ; %
What eise you can do . .y : ' .
1. Play this game with each other as well as w1th the 9611 |

+2. Use pictures instead of the doll.

. 3. Similar games; Series Four — 8; Series Six’

.

A,

:

»

; Series Sever, - 2; Series:Eight — 1,5. -

¢

71
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()

[}

Serles Elgh{ \ [

. Age: about 16 to 24 months

. ° A
SO

B Chrldrqp at this age are almost ready to move on tQ a n¢w way of
th;nklng Thpy will - begm to ﬁgure things out without having -to do

them. For exarpple, your child will not tfy to put a big ball in a small

< can He or she will* begin to knc' that it wort fit. - . . {\ )
Your child will also begin at this time to play many pretend games. The '

child mxght use a @wel as a. blanket or prétend a fuzzy slngr isadog.

Chrldren at thls age hold ideas in their memories longer ey will see
somethrng happen in the moming and. mutaé it m'thel aftﬂmpon

" Series Elght marks the end of a stage of life. Don"t try to msh youy)ﬁld
through to the next stage. The ways of thmklng of the preschool chrid‘
. But, for a loug while, your cFuld s thinking wilk
ﬁ)e based on e ways your Chlld leasned in the ﬁrst two years.

has mo new learmng areas. Thé games pr%:lde more '

14
-

‘.'ﬁ L “. o B ¢ 1)

.

l: KC Series Elﬂlt I lmroduqlon

Aruitoxt provided by Eic:




l - « . P ., . 1 -,
v : . ' , N/ o,

S Name the Object 0T
.'- ' | communlcatlon game _— \

. . -

»- Position' ' v N : o
. Any relaxed position. o . . . " . R

. Action ’ , v . ' ' e . - ; oL T

’ 1. Gatpera group of household items together o _ : .
4 2. Hold up- an ObjCCt @dish, belt, towgl, and so on) and ask, “What is this?” . ’
3. If your child gives the name for the objects say, *“Yes, 1t is. Good"” If your thild doesn t i
. 4 the’ nght name for the object, say something like, “No it isn’t. This is the belr.”,
A .. (Point'to the belt.) . *
4 Now, ask your child what the object is. )lf your chr[d misses again, say what the object is

'and ask your child to repeat its name. © , | .

Note- This game should be played with objects your child kriows well Change the objects o B /
when your chr)d alway‘! grves the nght answer .

To help your child sathhe name$ of objects.

thtdnyoueando

o "

Y

-

-~

Sumlar.garges - Series Two — 5 75 Senes Three - 1; Senes Four —

Series San

2,3,8.

1,8;' Seﬁeiﬁive -2

-
i

¥

;i'

1]

2 . B '
. R -. -
:‘_/~‘ .
‘ b
LA P .
1]
g ’ . f s
* /
PR
Q‘ '
. ¢ ‘. PR
]
El
» N J
4
. -Aim of thegame ** . I A R Ce
. - .. R M N . .
- " Your child names three objects. > . Y . - ,
- « » ‘ . - I 4 . - -
& * . Purpose , S A - ;

2,456, Senqueven ,
-‘ . o o -3 N . .y CtL . \S«Iu?t'l,&m‘i n
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Objects in Order

. . o Learn -a- clue game
L 4

. I - N
v - . o ' [ S ' , 3

. Position

[
©

Child’s position: sitting at 4 table or omrthe floor. ‘>
Your position: sitting at a table or on the floor across from the child.
L4 N . ~,

Action . ' ' ‘

1. Show your cf;xld a spmd'le set up w1th four.rings arranged on it by size. Have the Iargest .
ritg on the bottom, then the next Iarges;on up to the allest rmg on t0p

2. Let your child play with the toy a few r‘nmu(es .

3. Take the spmdle and the gngs and let your child watch asyou slowly put the rings on
the spmdle Say, “See whit I Yan do with the rings. Fu'st I am putting on the big big >
ring. Now, T am putting gh the Wig ring. Now. 1 am putting on the little-rimg.” Andast: .

- QNow, I am putting e teeny weeny ring”’ , B .

" Let your child see the finished spindle.. ¥ - E ' )

b (Y
' . say, “Next, the big ring. Next, the httle ring. And last the teeny weeny.ring. ‘
,6-.“If your child pucj;)n the wrong nng, take it off and say, for éxample, “No!show me
) the big big ring.” Help yourehild fjnq the four correct nngs if necessary. T
' 7. Take the fings off. Place the ringy and spindle i in front of your child and say, “Now, you
. do it by yourself Do not help hi ’ .o ’ .
N . ' Note Make sure your chnld 'has free fie to play wnth the spindl¢ and ;mgs in hlS own way
/ f
> . . 7 . B
ERIC ot e N N .
I, um /Gom. 2 : ) . i . . ' . RN
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.
-

* Aim of thé game .- , o . ‘ ' o -

Your child puts the rings on the spindle in order. ~ -3 -
Purpose < " - "
e ‘ L "l"o‘he]phyour child leamn the difference between objects that are the same, except for size. . .-
. 2. To help your child learn some of Me words used to describe size. |
3. To let your child experience that thipgs can be ordered fr.om big to little.. ' -
L0 - 4

What else you can do . ' ©

1. Show your chlldpther ways to arrange\ the nngs, both on and offthe spindle. Let your

.child try them. Examplfes: place the rings on the spmd‘rtmg with the small ring - “.
first, or.arrange the rings in order in a row, not on the spindle. '
2. Use five sticks of different lengths and see if your child can putsthem in order from big \ .
to little. Also use cans, dolls, books, and so on® .. ~ :
3\€imilar games.” Series Five — 8; Series Seven — 1,5. .
. M - - '\ >
s o ’ * “ e )
i @
)
» < {
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Hard and Soft
4

! Grouping game

L |
.,.Posmon N . } s
Child’s position: sitting on the floor or at a’table.
- Your position: next to the child. Py *

« *

Action

1. Place hard and soft objects toge’iher in one pile.
2. Ask your child to place the hard objects in one pile and the soft objects in another.
3. If your child cannot do this, take the hard ob;ects and say, ““These are hard.”
Then put them in one pile. :
4. Put the objects all back together in one pile and repeat the game.

[ .S
.
(s
Almofthegame ' "' . . .
4 N
Your cthd sorts the hard objects from the soft objects. -, ot R . ’
—~ . . \ 7o, : . ) - - )
T Purpose . - o
. . To help your child fearn to groupobjects by feel and to give words tq the feelmgs e
’ - Whatelsoyoucando o . ) i} . oy
- . ,l Do this same game w1th other kmdsp ob;ects Examples fuzzy/smooth sticky{clean, - .
. P “wet/dry, hot/cold, heavy/light. K - ., ‘
- . 2. Slmxlar games: Senes One -3 Sen ? Two - 7 Series Six — 3; Senes Severi’— 5. .. 4
- o . ¢
¢ . . ¢ . K o n..' ; M 3
[’ sorms.om/s.moa . ' T o . C .




Colors

Groupﬁ\g game

Position
Child’s position: sitting on the floororon a soia or at» *ble
Your position: facigg the chﬂd

Action B

1. Select five blocks of different color®for play.

2. Place two blocks of different colors in front of your child,

3. Point to a block and say, “This is red.” |

4. Ask your child o give you the red one.

5. Ask your child to say the color of the block she handed to you. .

@+Use only two colors at a time. But change the colors. For example, start with blue and red

togefher. Then switch to blue and green. .
7. Tell your child the name of the new color only. See if your child can remember the other

colof.
&

Aimofthe game - -
1. Your child gives you the correct block.
2. Your child names the color, of the block.

B’; . Purpose 5
To help your child"learn colors. BEES

Whatelsoyou-ca/\.do ) i < : s

"

k Have your child tell you the names‘ of colors in stop lights, on TV ‘in magazines, on signs.
2. Put together dlffergnt objects ,that gre all thc same Color. Ask your child what is the
same about them. ) ) L J
~+ 3. Use oraydns or colored pictifres. ' ‘ ’

.

{ Series Eight / Geme 4
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Blindfold Guessing . .
" Uging-the-senses game ‘
Position - D . .
Child’s position: sitting on your lap, facing away from you.* : '
Your position: sitting on a sofa or chair. \ - - -
. .
Action - - .
1. Place a blindf6ld on your child. ,
' R Give your child different objects to feel (spoon ‘rock, rattle, and so on) and ask what ‘
they are. ° ) y
3. Use objects the child knows ggvell. )

’

. 0 , . » . ad .
Alm of the game : : . .
Your chilg names the objects. " , : 7 ‘_,,," -
. To help your child Puththe name of an object together with the way it fe?, e
S What sise you can do - ' o
L This game cin also be played with the sense of smell. ' .
"+ 2.Put objects ‘}\a box. Say to your child, “Put your hand in ghe box Tell me what C IR
in the box’
o \ 3. Put four objects i in a box. Say the name of one of the objects, for example, ball. ,
Then sy to your child, “Put your hand in  the box. Tzk%gut the ball.” = _ * .
# - . . * N § LS ® 5 . -
- R 2 ¢ \' "
'[KC m!w/om.s . - ‘ - e . . TN
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Make the Same'§9und |

. ’ Usin'g-'thqusensés game

LY
~

Position
Any relaxed position.
A . . . [

1. Give your child a can and three ije'cts that will sound differéntly ‘when they are
" rattled in the can (marble, safety pin, a piece of wood). o

. Take the same kind of can with three objects like those your child has. Drop one
of your objects in your can.

. Don’t let your child see you put the object in your can. J(‘

. Rattle the object in yaur can. \

. Say to your child, Listen to this. Can you make the same sound?
Make the same sound in your can.” ' B

. If your child doesn’t put the sarfie object in his cah, take the object out of your

can and start over.

-

~

. M L.
- ﬂv' , ( .. ( e '.
his can?ll?at you }ngropped in yours. )
Purpose : . Moo ) e
1. To help your child realize that different sounds can be made by putting different -
kinds of things together. ' ' _ h ,t?’ .
2. To tejl what an object is by the'way it sounds. - - 3 i S
Whatelse youcando -~ ol . o
o » \ ' A
Similar games: Series One — 3; Series $wo — 7; feries Seven — 3,5.

Your child drops the same three objects in

»
'

.. Series Eight / Game 8.
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.~ The Shape of Things Placed 'i'.o'g'éh"

<

. . . ' Space'game .
Position

Child’s position: sitting on the floor.

‘Amion . ) . \
magaziﬁe,_square cake pan, and so on.

2. Encourage your child.to do the same.
3. Remove the object from the center.

the pan makes a circle, too. See?”’,

'
’ * 4 \ . i
N .
. .
. <

' .

o § Aim of the game . . .

" else youcando - a B '
" Have your child'make shapes in a sand bo, on paper, with fingeppaints.
\)4 - = M Py ‘: Lo . H 8 O 7
EMC Series Eight / Geme 7 - N . ,
v e R . ; e

IText Provided by ERIC . . ‘,
c . s

1. Place about eight blocks on the floor. Put the blocks around the ritn of a pie pan,

S

1 s
4. Explain what you and your child-are doing as you go along. Example: “Let’s make a
circle around this pie pan. See the circle when you tak’away the pan? The outside of

e ey

Your child makes a circle, square, and so-on around the objécts use(‘

S . Purpoll o SR
., Xy . 1. To help your child learn about different shapes, ~ )

~ + 2.Toshow how objects like the cake’ pan can be used as a form for a shape.
3. Fo show how objects like the blocl‘cs can be used tq form a shape:-

\
’
.j

-
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N thg around the-Roses IR

-\
. -/ , e .
< T NS Commumcation game .
h - f\ l .
. Posjtion . S ' ) .
. You and child holding hands and standmg on ) the floor - * S 3
Aqt:on - -

) 2 Slt down when you get to down in the line all fall down:
. ~ The'songgoes: ', -
“Ring around the roses, ‘
e ‘A pocket full of posies, ‘ i .
| Ashes, ashes, all fall do¥n. <
3.1tisfunto change the rhythm of the song, so that your chlld doesn‘t know when you
- are goH)g to say all fall down.: - y

N

[ ) t
1 * Note: Play thls with-as many cﬁrldr,en in the circle as you can. i

v R
\ -
PR - ) -
> - IS+
. et
. R4
‘

. o Aam of the game ) )
Your child goes down when you say alI fall down ;
" - N . [ 3 L “ L] . -

Purpase : , (
- . ‘ﬂTo help your child put actnons together with words " \ N ‘
‘ b 2 To get your child interested in games which increase her ability to do whgt she hears. . - X
. w3 3 To help-your chjld pse her large muscl,es (movmg the whole body) in response 10 cues '
L P she hears. ( _ - . -
; N Whatelsayoueando , -
| 1. Play musical chamsif Sy ’ -
2 Slmnlar gamel -Series One — 8; Series Pbur -5 Senes Five — 3; Senes Six — 7
s .
. . a 81 } " ' Series Eight / Geme 8 ) n.
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dlfferent rom the ways we adults leamn
The 11'learning areas described “in this
book show you most of the .ways that

infants and toddlers learn. It’s go'od to ..

know these different learning areas. Then
you ggn help your child explore more
fully each way of learning. '
You’'ll see the learning areas in bold
type below. Pader each learning area, ,
you’ll find the page numbers of all the "

-games in this book that fit that area.
rd »

)
-
.

/

i
i

Use the ar sted below togetideas for ,
creating new games. The gamesin this book -

are good examplfs of how to teach a child
fn each learning area. These games show
y.ou the kinds of games you can create to
help your child through each learning area.

_We hope you will invent many games in
these 11 areas that match your child’s

interest. By making these games, you will ~

get a better understanding of the areas of
infant learning.-You’ll be.able to give er_e
help to your child in each area. And the.

‘games you create are likely tobe more fun.

A .

“Communication ga *  Using-the-senses games Revemble games

pages 8,15, 18,19
2 295, 39, 42, 45,

pages 10, 24 76,77. . pages 37, 40, Slmllar

games under othér

46, 54, 56,57, 58, 60, ‘:":;?*’m ‘tisdppgar areas: pages 28, 67.
63, 64, 69,71, 79. m *
= . Q <. 4 bagés 20,27, 31,36, . Leam a<lue games
., - Eyesandbody games | . 38,41, 48, pages 51,62, 72.
. . Eyes-and-body games )
= pages 11, 14, 32, 33. ’ qiiatlon games’ . Grouping games

Eyes-and-hands games
pages 9, 13, 16, 23,
44 .47, 50. )
E{yes-and-ears games

] Lpages 28,4%, 53, 68

*Using-a-toot games . v Gause-it-to-happen .
"pages“29* 30. Similar ~ games:

pages 12, 21. - games under other areas:- . page 59. Similar

«  ‘pages 32,51, 56, 62.

'

; -

«
.
*®
hl Py “
. 4
A

games under other

. areas: pases 69, 77,78,

Spaea games
' pages 65,67, 78.

\

pages 55; 66, 74, 75{

N -

Games Llsted Accordmg to Learmng Areas

_The wa’ infants anNMdlemleam are.

\-

\
&
!



© mother. * BEENEN
fathor Q:} S
grdndpau b - “
' favori te adint or‘uml" '
older \htur or brotiier

'1hlld~ care protumondl\
l6ver of nfants and- tgddh,rs

~,i{ «. we offer..
?
}un WIth your chily .
lcarnmg for.you '?d your child _
“athore than 65 gaies ll].!d*ind toddlefs enjoy
hope.. " o

hdt th uhlld in yuwr hie wnll get fwry good start>:*
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