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How to UseThis Book

You caft play the games in this boot' with
infants and tdddlers. This includes children from
about two Months to two years'of age.

Thess,gfameS are more -than just fl.m.-Babies learn
through play. These games help children:

to use their bodies
to learn language
to begin to think
to feel good about themselves
to feel good about the person caring for Them,
y

Through play, babies learn that they can make
things happen with their hands, legs, eyes and
voices. Play helps babies learn what to expect when
they do certain thingS.

Babies need games to help them with this learning..
Games let them look at, listen to,taste, smell, and
handle interesting things. They learn to listen to
watch, and talk to people while playing games.
Gaines help babies develop their bodies and minds.

Games,for different Nies

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

In each series, you do not have to start with Game
1.You can play Game 7 first, aurthen Game 2, if
you want to. Start with any game in the senes.

Games for different interests

We have tried all the games in this bOOk with many
, babies.

more

babies liked the quiet games. Others
_liked more ctiife games. We learned f9r sure that no

twojbabieS are alike. So we included.tiny different
kinds of games ,in this book. They;01match the
different interests of different children. Choose
games that watch your baby's interest and mood.

Feel free to skip any gaiiie that doesift fit Our
.child. Perhaps later on your child will enjoy the
games, you skipped.

Sometimes you will find thatvour bat). doesn't
enjoy a gar>7e he or she on'ce liked. 'Perhaps, the

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

The games in this book are only suggestions.
Change .the.games to match your child's interests.
For viample, Game 2 in Series One .uses keys. If your
child i'sn'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 is good to keep in iftind that you are playing
with your.baby. Don't force Our child to play a
game a certain way. These are not school lessons.
They are not something to be learned no matter
how your child, feels. It is important that the baby
and y u enjoy these games.

-Yo will soon learn to tell when your baby'
wants o play Smiling, cooing, reaching for your
hand are signs that youy might want to Play.
You will also learn to tell,when your baby is tired
or hungry. Crying or fussing are ways a baby tellsz
you it's time to change the gamp/orstop.

Ybur biby may want toz4ay with a game long
after you have tired of it. Try not to stop your
child's fun and learning just because you are ready
to go on.

,,$imple toys are best

The playthings ih% this book are simple. YOu'
won't need to by costly toys., children e to
play with thing that you use in the ho

'learn a great deal from handling these things.

Comments from peoplo wbo have played these games

Finally, some words of counsel. The games in
this bodk have beeh used by thousands of adults
and infants. We have learned mu'c'h from-those who
used thegames. And we want to sha?e with you

, the collected wisclOrn from thefflOmnients. This
Will help you andyour baby get much'rpore 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

I
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your child. And ndfun usually means no learning.
Sd racing is 11 waste of tim1. It can also be harmful
if you expect too much from the child

2. Pay more attention to the Purpose. Ygu, will
see thZrkplim of the game and Purpose included with

lkeachfrgame. Pay m re attention to the Purpose That
is what you want Ur child tolearn Your infant
may not do the actions in the Aim. Yet your child's
may still be learning what you want the Purposc.

3. Make the games part of your day-to-day life.
For example, you can do many Eyes-and-hands.
games While you do other things. Play .them while
you are diapenig, visiting -with friends, and even
while you are working, Try not to set up a 30-minute
game time ach day. Instead, play with your child at
rtiany diffe ni times during the day.

4. Five r is important. puring 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 spindlein Game 2
of Series Eight. This free play is important.
Childremuse it to explore on their own. They 'begin
td` trust themselves during free play

w5. VVatchyour baby. Spend rpuch limwatching
what your l?aby does with you and with playthings
You may get so involved in what you're. doing that
you forger to watch what the baby is doing. And
your baby will do many interesting things-that you
might not expect: So lean back,' relax, and learn
from theshow.,It's beautiful

6. Break the games, up into small steps so the
child can succeed. This will help You rind ways to
help your child reach the game's purpose. Several
"small',steps are easier to learn from than one big step
-And 'the baby can feel he has succeeded several
times instead of snaybe failing once.

7. Change the playthings. Use other playthings
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 idea that things
`don't disappear. Your child will learn this better if
you use different playthings at,different times.

, 8. Be flexible. Change games when infants don't
enjoy them.' Create a new game that gets at the same
purpose. For ideas, look over the suggestions under
What else you can do gt the end bf each game. Also,
see the Games Listed According to Learning Areas
on page 80.

1

'Let yoq.r..fhild...(9ke the lead once in a while. Don't

leX"pect
leki percent succss. Don't do the tasks

rigidly. Don't teach. Let your infant learn.
9. Remember, each child is differtnt. The age

range given for each series are only general guides.
They may not fit your child'exactly. Your ihild's
growth in learning will speed up for a while. Then
it will sloW down. Then it will speed again. Don't
worry if your child Is in a slew period. while your
friend's chlid is learning quickly. Go along with
your infant's rate of leaNing. Watch for and do the
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 disapploval, coldness, and withholding
of love. Build warm feelings between you and your
infarit through the learning goes. Have fun with
your infant. Enjoy the games.

Do you gee these games as play? If so, you and
your child will enjoy each other as you play them.
Children love to learn_ Learning is natural for
their'. It occupies 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 step -by -step guite for the educa-
tion of the young. It's a beginning from which you
can create your own games suited to your child.

We how the book will help you and your child
discover that:

early learning can be fun s

the schbolroom is not the only place for
education
education is the daylo-day

. people, young and old alike.

1. Ronald Lally
Professor of Child Development and Education

'NollpN Syracuse University

Ira 1. Gordon
Dean of the College of Education
University of North Carolina

give and take of
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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 - child corn-
binations, the games, were improved anctd published. in the
book Intellectual Stimulation for Infants and Toddlers.

ince then, thousands of other persons have tested the games .%

a d suggested improvements. Learning Games for Infants and
oddlers is the result of all tiiistesting.and,refinement.

Our Problem with. Sex
None of the games in this 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
what pronoun is used, thegame is for boys and girls..

If we 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

someorw invents pronouns that include both sexes, wiry
should male pronouns 7 the only. ones used for both sexes9

4.
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Series One

\ Age: about 2/toi6 Iiionths

I

Series One games are for very young infants (about 2 to 6 months).
., .They help your child learn in three areas:

1. They help in early communication (talking and listening) between
-yotrand your baby. . .

2. They help infants follow object with their eyes and move their
bddies toward the objects.

3. They let your child learn the feel of many different textures and
shapes. -4- .

.

The Communication games let your infant get used to hearing your
voice.' And youi 'infaniWill make baby sounds to talk back. These

1games also ligip you look into each other's eyes.

Eyes d-hands and Eyes-and-body' games develop three Skills:

ey 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 working
togetherio 'touch and explore .objects.

Thelsing-thsenses games help children collect information about
--ttiffetent (Meas. This helps them begin to understand how objects can
lot( and fe4tpe same. These games also teach infants the differences
between object .\

M the games 1-1 Series One can be played at a very young age. Yet
many of them area, still fun for older children. For example, Game 3 in
this sitaes_can be played in different ways throUgh the child's first few
years. In this game, the child simply,,explores differentkitids of objects.
If you keep supplying new objects, your child will enjoy playing this
Tame again and agAin.

7"Remember, wqch 'for the signals your infant gives you. As soon as
possible, move sway from doing these games as special sessions. Fit
them in here and there throtighout youeday. Change the games and
playthings as-you play at different times in the flay.

t
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'The First Conversation
Communication game

PoSition

Baby's,position: lying on back do the floor, bed, crib, or sofa.
Your position: kneeling at the baby's side.

Action
* 1

f . When your baby makes any sounds that are used in talking, tickle the baby'stmmy
and smile. These sounds are not crying, ftising, or noisy breathing.

2. Repeat the sounds your baby makes while looking into her eyes.
3. After making the sound, remain silent for five seconds. Keep looking into yOut

baby's eyes.
4, Repeat the action.

2

Aim of the game

Your baby responds by making similar sounds.

Purpoie

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

What else you can do

Similar games: Series Two 1,5,7;, Series Three 1: $enes Four 1.

ft

Series One / game 1
to

3
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Learning .to 'Look
Eyes-and-ears game

Position

Baby's'positionl lying on back.
Your position: behind your baby's tead with your hand.on the baby's stomach. Try to

keep your face away from thelaby's gaze.,You want the baby. to watch the object
and not you.

Note: Remove yoiir hand from the baby's stomach if it distracts him.

Action
-

1. Hold a noise-making object, such as a ring of keys, about a foot above your baby's' face:
2. Shake the object gently until your baby looks at'it.
3. Watch your baby's eyes tqze how he follows the object.
A. Move the objectslowly in rcircle, in the air, around your baby's head.
5. Change the direction.of the circle.

Aim of the gene

1. Your bat's eyes follow the object as it goes in a complete circle.
2. YoUr baby's eyes do not jerk back and forth.

Purpose

To help your baby pay attention to things and keep his eyes on therp.

.What else you can do

lb&

Mit

1. If your baby can't follow the object in a circle, mak'e only part of a circle'.
2. Over the baby's crib, put mobiles that may be watched as they move.
3. Move objgcts backhand forth in a straight tine in front of your baby.
4. Similar games: Series One 4,6,7.

1
V

/ ,

A.

a

Series One Game 2 9
4.
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Getting the Feel of Things ,

.'thiligr.the-sertses game
., . t I-_ : . , . *

POSiti00 . : ;..,
1 0.

, . . '10 '. !' AN. OP
---....,

Any relaxed positiohr -,...,* ), '-'''

..."

.,
:-..._.r . *---4 La..

Action ,

, . . .

k t011ect 'different types of objects (square, round, hard, sat, fuzzy,long, sliort, sticky.)
Afrom around the house.' ..-t r / ....$

--,

.2. Present the objects to. your baby one at a twee. Select Objectsthat won't hurt the baby.
Let your baby explore them. .. 1

. 3,. When-your baby seems tired of one object, give her another one to explore.
4. Watch the movements youcibaby -makes': Does your baby treat different objects differ-,

ently? If so. this prekes thatyour baby is beginning to learn-to change her body move-
ments to fit the objects explored.

5. How many ways does your i nt have to explore the world?
Examples: bahging, mouthi , ippi and rubbing.

4

.04

rt,

Aini of the game_ '

4 4

Your baby actively explores (feels, looks at tastes, and so on) different objects when alohe.
, er`' .;

,.. ,

Flurpose -

;

I. To help your baby learn to tell thedifferences between objects by using the senses.
2. To help your baby discover ways to use her body 'tlifferently with different Objects.,

What else you can do.

Similar games: Sebes TwoI 7; Series Five 2- Series Eight 5.

I
'10 Series One / Game 3

1

1'2,

'I
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Position

itt

. Turning to.Look
Eyes-and-body game

,Baby's position: lying on back.
YoUr positiOn: behind your baby's head with your handon the baby's-stoMach. Try to

keep your face away from the baby's gaze. Let the baby Nato the object and not you.

dir Action

1. Hold a*noise-making object, such as a ring of keys, in yo
above your baby's pose

2, Move the Object in a curyed line from this position until your lvind-rests.on the urface
of the bed or floor tathe right of the baby. .

3. Watch your baby's eyes to see how he follows. If the baby is having trquble following,
sloW down. / .

,

4. Return the-object to starting position. Hold the object in your left hand and move it
iti-a curved lineto the othei side until your Wand rests' on the surface ofthe bed'or floor
to the left of the baby. - -. .

inctes

Aim offthqi genie

Your babytunts his head tofollow the object.

Purina ."4.

To help your baby get his body and eyes working together and find out how pleasant it is
to do this.

"

What elta you can cro
.61

1.,USe'your face as the .olge-et and move behind your baby.
2. Use your baby's bottle.
3; Similar games: Series One

Y
7,9; Series Two 4.

,13

lef

Series One Game 4 14,



.What. I Hear I Can See
Ears-Ind-eyes game

Baby'spoSition:slying on back.
Ye our position: behind the baby and out of_sighe

Action

1: Shake a rattle to the right of and a little behind, your baby's head. Wait 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, "New, where is-the rattle?"
5. Now, Ake the rattle right above the top of the -baby's head. Wait a few seconds.

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

Aini of the game

Your baby turns her head toward the sound of the rattle.

Purpose
p

1. To get your baby to realize that her eyes, ears, and bod can work together.
2. Tolelpy beour baby gin to connect words with a on , .

What e(se you can do

I. Calling your baby's name while hiding or standing behind the baby..
2. Watching your baby's movement when sounds are made in the room.
3. Similar games: Series One -2 7., Series Two 4!

14
...... . ,
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qrasping Things I Want
Eyes-and-hands game

IS

Position

Baby's position: lying on back.'
Your position: next to the baby.

Action

1. Hold a rattle about 12 inches above your baby's stomach. Shake the rattle until the
baby looks at it, and say, "See the rattlp."

2. Watch your baby's hand and eyes. Does hiS hand open before it gets to the rattle?
Does the baby watch his hand? the rattle? both?

3.. Move the 'rattle slowslk toward your baby's hand so that the baby looks at his Mild
'and the rattle at the same time. N?Nv say, "Get the rattle." When your baby jets the
rattle,smile and say, "Johnny has ihe rattle." (Use your child's name.)

I

a

Aim of the game

Your baby grabs the rattliasit comes within reach without first looking at his open hand.

Purpose

1. To help your baby connect grasping with seeing.
2. To hog) conneaaction, with action words.

( .

What else you can do

1. Use other objects to get your baby to grasp. For example, use the baby bottle, your hand,
or a small'doll.

2. Similar games: Series One 9.

4

SWISS Ono / Gam. 8 13
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ucap Move -to Keep ThindO.in'Sight

Position
ao.

Eyes-and-body game

Baby's position: lying on stomach.
Your position: facing thq baby, witliiyour hand on the baby's bottom.

Action

1. Use soniethinglike keys or a can filled with rocks for this game. Dangle the noise-making
object directly in front,ofipur bai?y'S face and say, "Look at the keys."

2. Raise the object slowly in the air, encouraging the baby4o lift he& head and push up with
.:herhands.Say something like, "Follow the keys. Keep yiiippeyes on the keys."

ax. 3. Watch the baby'shands lind,ChestCan your baby lift her chest off the floor?

r

I

Aim of the game ,,
4

44, , , .-4414:

Your baby lifts lier bead and part of her upper bodY,liying to follow the object tli,her eyes.

Purpose

To help your baby discover the use of her body to help her eyes follow an object.

ioWhat ,else you can do,
.

:

w1. Move Objects slo ly!behiad ;our baby's head. See if the baby will move
the object.

2. Similar game: Series T;io 4. .

t

14 Soria Ono Mame 7 i
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-Learning,Familiar Rhythms and Sounds
Communication game

0

Position"

Baby's position: sitting on your lap!
Your. position: holding the ljaby on your lap, facing you

Action

Take your baby's hands in yours. While you sing, make the motions of the song with your
baby's hands. .

The song goes:

"Pat-a-cakg, pat-a-cake, baker's man,
Bake me a cake as fast as you Can., r.

Roll 'em and roll 'em and mark 'em with a B.
And toss m in the oven for baby and the!"

Note: It is imertant to play the same rhythm game many times so your baby can learn
to expect the next step. Ybur baby will begin to move to the rhythm, This shows
you(baby is expecting the neat step.

AA

4112 r dit'e ri

'

Aim of the game

Your baby shows by his body, voice, or smile that the game is fun. Yo
it

Purpose

To help your haby feel rhythm in the use of his arm muscles and body movements.

What else you can do

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

4--

Series One /'Game 8
. .

ti
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St etch ",
Eyestan -hands game

Position

Baby's position: propped up in a sitting position, or lyingon back.
Your position: facing the baby.

Action

1. Put your finger through an elastic p that'has been threaded through A spool and
knotted. Encourage your baby to grab the spool by saying, "Mary, get the spool."
Use your child's name.)

2. When your baby grabs flit spool, 11 on it gently. Say, "Run on it."
`3. After yourbaby has pulted on the spool for awhile, let her get it./

Aim onhe game

Your baby reacihe? ror and gtabs the,spool, holding on long enough to dull it.

Purposi

'1Pfo give your baby the feeling of pulling atainst something that has spring to it.
2. J'a help your baby get all parts of her body working together. J

What else you can do

I. Use your index fingers. Have your baby grasp your fingers. 11 your baby up to a
standipg po4ition.

2. See if you can lift your baby off the ground by using onn/ the strength of the bab9's
grasp on,your fingers.

ieriss'Oni/ Gamalio`
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Age: about 4 to 8 mc:o s
Series Two' games are pla for inf nts from about 4 g months

. of %age...You will ke that in tg are xliected to do-more in' these
,. games. At this age, infants are begknnin to uSe their bOdies to explore... ,

They have ',better control over theit ices; hands, eyes, and bodies.
, 4 ...' They begin to use this corilrol. .,

..- / "' :

In Serieswo, you will find more of t e three kiiids of games used in
Series One. One new 'kind of game is added. This'kind of game.teaches
tli,e .infant that,thingsdon'tdisappear., . ' -.' ',

,I., h ,
-. ', ' (

The Thihks-cion 7:disappear games 'mad, surprise se you. you will begin
, to -e. how yOur infant thinks ullfferentl, fibril-admits-. infants think. - . ti.that thingt out of sight bavedisapPearetr. "- ) . ,.. 0 .

, The, disappearing 'game vAill heli1 Youhchild2undesta'nd that thing,
including yog,, ait perrilqinat. Your -child will ',learn -i(ou ate always
there,Rsomewhere. Youishild 'nets the'safefeelirlg ofknOwi u are, .".

..
. , there. Ydtr,r iniant 3,yill, 4fir11 iyouFe /here eV,en-41fienypii can ,e seen.

.,,,

Ktiowing tliaelffigS don't disappear. Wilt ll'elp 'your l'iliclik future
.learning. it.will:shbW yOlirchilti.that things out of sightcarr be kund.*
Your irifdnegworld. Will begin. to make sense.lt will. hOonger.hea
world filll'-,of'thcrigs'tkar appear,'Illen eisait7eat., Yourchibli will learn
that thing's corne and go with a certain'order. It's -a wbrhil,iii.iyhich your
child, can often,tell what iy,ili happen. For example.; i,f'yoU hide liebind, a
do r, you'wilLstill'be you. Yilann KOu come to-i4, j,oi.i.,,Won:t be 'a duck.
Your infant lean'is to'ckPecat the, gine you to Fome out 0,

4
t ,N. .: e- ., ., : ... :.Remernber that:, xotif tiaby ig eaming more tkan' the games. Your

child also 'learns about:Ai/di:you:are while -yoU Play together. Every at
. this early age, ybut inftitis beginninetolearn:

4(
° *.,

I..

to trustcirnot trust ycu . . -: , . ' '..;i4

,.--, to be relaxed or tense. around y,cria 4 - .t

to enjoy or not enj.by,doifig things,with you.- ._ - e

' Jr

10
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...

COM munitaticii ame

Position .5t,
1

Your
;
position: holding the baby in your arms.

' t

I

Action (. . ,
1. When your babtis relaxed and h py, say some, s,oundslie is not,used to.Try sounds

like brr-own, gm-cite, bzzz-y, or ot er sounds. Exatriples:' uh-oh, aaa- all.gone: _.

2. Fac'e your baby when talking so that he can watch ,ypur lips. NUzzle or cuddle the baby

t
/- ,after y.imake the sounds\ -, '

i 3. Pause and give the baby timeto make sounds. Remember, give your baby a chance to
make the sounds. , - ./

4. When, your baby makes sounds, lath, smile, 9/nuzzle him happily.
5. Try to make this and other communication games a time yod bo,th enjoy.
6. See if your.baby tries to copy your sounds. Does the baby try?

,.

t

r

'4,

ti

Aim of the game

Your baby rzalces sounds like yours.

Purpose

To help your baby try to make speech-like sounds.

What else you ean de

Any sound or word imitation games pred face to face with your baby.

18 . Series Two / Gem' 1
20:



Little Piggy
Communication game

<Posit On
.

Baby's position: propped in a sitting position or lying on,back.
Your position: facing the baby or holding her on your lap.

Action ,4.

d your baby's big toe between your thumb and index finger and say,110111161it

"T is little piggy went to market."
, 2. Hold the baby's second toe and say, "This little piggy stayed borne."

3. Hold the baby's-next toe and say, "This little piggy had roast beef."
. 4/HOld the baby's next toe and says "'ibis little piggy had,none."

5. Hold the baby's little toe and say, "And This little piggy cried wee, wee, wee,
all the way home."

4

a

N.
114,

Aim of the game

Your baby shows enjoyment.

Purpose

J

I. To help your baby get to know different parts of her body".
2. To help your baby become-interested in playing games with others.

What else you,can do

1. Apy song or word games that bring you and your baby together to teach each other
and to play with each other.

2. Similar games: SerieS'One 8; Series Four 5 Aeries Five 3; Series Six. 7.

Stoles Two / Gyms 19



.Hiding a Pert
Things-don't-disappear game

?

Position

Baby's positiOti: sitting with a flat surface 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 andcctver it quickly.

Leave a little ofthe toy showing.
3. Say, "Wheretis the toy? Find the toy."

f

/

Aim of the game.

Your baby gets the'toy when it is partly covered.

4 Purpose

To help your baby realize that things don't tlfsappear.

What else yoU can do

1. Cover the toy completely and see if your child can find it.
2. Similar games: Series Three 2,6; Series Four

. 22.
%ries Two / Gams 3
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Turn to See'
Eyes-arid-ears, game

Position

Baby's position: propped with pillows in a big chair.
Your position: standiog out of sight behind the baby.

Action

, e

.1. Hold a bell -or other noise-making object in your right hand and ring it, but not so loudly
that it scares your baby. Say something like, "Find the bell."

. 3. Hold the noise-making object in your left hand and ring it on the otheriti-de of your
baby's head and say, "Now, find the bell."

..'

,

so Aim of the game

your baby turns

,

at

i

body 'toward the noise-making object.I.
Purpose

To te.1111 your baby learn to move as an aid in finding objects she hears.

t

o VVIiet else you can do

Similar games: Series One 5,7; Series Eight 6.
4

V .23 ..,

Series Two / Game.4 21



.22

C.

0

r
Position

. \
.Name Game.
Communication game

Baby's position: on your lap.
Your position: sitting, holding ayfiagazine, with the baby on your lap.

Action

1. Point out and name at least 1 s ictured in a'ipagazine.
2. Wh'en you point to the object say, "See e car. Look at the doe'

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!" i . .
Note: You may often use questions and explanations while playing with children that

they cannot understand at an adult level. Ydur baby can hear the differences in
the sounds of your voice when different actions'are expected. This helps your
child begin to becortle aware of language. We do not expect the infant tO under-
stand all the words you use.

r. .

l.

Aim of the game

Your baby makes similar sounds after you.name the objects.

Purpose

To help your baby learn that everything has a name.

What else you canclO .-

, , ?

--)

/ Similak games: Series Two 7 rSEries Three 1; Series Four 1,8; Series Fi;e 2;
Series Six 2,4,5,6; Series Seven 2,3,8; Series Eight 1,4.,

. .
Sales Two./ Gem. 5 ,P.'
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Position

p

The Mirror
-Eyes- and - hands game,

Baby's position:, sitting on your lap.
Your position: sitting on a chair or on the floor. You and the baby should be facing the .

same diree.ton.

Action .
. .

1.-gather objects from around the room that you can show t/your baby in a mirror.
2. Hold the error so that your baby can see his teflection. Point to the reflection and
, ,_

i
`say, ``I see Johnny." (Use yourchild's name.)

3. Then say, "Where is Johnny? Ond Johnny. Look at Johnny."
4. Pick up the objects, one at a ti ri e, and move them behind the baby's head. Let the baby

see himself and the objects in th mirror. Name the objects. Tell your baby something
abolit the object, such as, "This is a bail, and it.:i.round."

5. Then say, "Where's the ball?" an so on.

-
Aim bf the game

I. Your baby smiles and reaches for himself in the mirror.
2. Your baby watchei the objects in the mirror and in your hand.

Purpose

1. To help'your baby become aware of his own appearance.
2. To give your baby first experiences in seeing objects with their reflections.c

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.

25' Series Two / Game 6 23
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Position

Any relaxed position.

Forming Categories
4 S

Using-the-senses game

4
Action

See how many different feels 4.1 can show your baby.

a.,Give your baby something hard. Say something like, "This stone is hard. Pat it."'
b. Give your baby. s'omelhing soft. Say, "This pillow.is soft. Poke it. Squash
c. Give.your baby something square. Say, "This box 'is square." Run the baby's

fingers around the corners. .

d..Give your baby something fuzzy. Say, "This cat is fuzzy." If he rubs it on Os
cheek,.say, "It feels gOod. It feels fuzzy."

Aim nithe game

YOur baby reaches for and feels or pats the objects while listening to your voice.
4

Purpose ..
b a 1

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

What else you can do

Similar games: Series One 3; nes Five 2;, Series Eight

24 Series Two / Game 7' 26

4l

-



c

116

f"---77.
wit

rf

Series Three
Age: _about 6 to 12 mons

Infants about 6 to 12 months of age will enjoy'Series Three games,
This series' contains two new areas for your infant to explore.

One area is imitation, copying others. Much of an infant's learning is
by imitation. Young childten most often imitate thoseTeople who care-
for them each day. That Makes you an important teacher for yoUr child.

Imitatiim games, will go on well into life. These early ,games-help the
child watch the waysotliers.do things.

Wing tools is the second n area en Seriei Three. The 'Using-a-to-al
4t, games Delp-the child begin to figure things out withoutimitating."

The first tools an infant uses are parti of his or her body. The infant
then uses objects and people as atmeans to get what's wanted.'Finally,
the child uses ideas as tools: Watch your child learn to use more and
more advanced tools. You will find that, by two years of age, your
child is using ideas as WO's:.

I
2.7w

7

. .

.
.
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Position

Any relaxed poSition.

Action

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 times.

4

Namesin the Home
Communication game

V

C

Aim of the game

Your baby makes sounds after you.make- them,

Purpose

To help your baby learn that everything has a name.

What else you can ilo;

1. Tell your child the name of anything..
2. Similar games: Series Two 5; Series Four 1 Series Five e"--' 2; Series Six 2,5,6;

Series Seven'. 2; Seriespght 1.
8 /

28 Series Three / Germ I
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Hide in the Box

Things- don't - disappear game.
Position .

Any relaxed position.

Action

4

es

1. While your baby is watching, place one of the baby's favorite objects in a bag, box, or
jar in such a way that your baby can't see the object.

2. Ask, "Where is the doll?" 'Or',say, "Take the doll out of the box."

r

010

Aim of theame

Your baby takes the dall out of the box, bag, or jar.

Purpose

Tozhelp yovuuhild understand that o

What else you can do

on't disappear.

1. Use two b xes. but lye the.toy in: one. Let yOur chijd se you hidetheatoY.
2.Similar : Series Two = 3; Series Three 6; Serio FoJ 2,4,7.

*

# 29'
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Position

ti

Byilding and' Nesting
Imitation game

Baby's position: sitting On the floor.
Your position: sitting next to the baby.

Action

a

1. Save three tin cans 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 wn for the bottom, and the smallest
can on the-top. Knock the,pyramid down a encourage your baby to imitate . ; 11.

your motions.

Aim of the game

Your baby knocks over the pyramid-with her hands.

Actioh

3. Place ch smaller can inside the next lar'ar can.

4. Lay the ans on their .stlie and pull the small one out
&slowly.
5. Try to g ur baby to &limp the cans out by saying,

"Take,the cans out."

Aim of the game
, 9

Your baby damps the cans
,

out.

.10
Pur.r
To help your /baby realize through imitation that objects can be used in different ways.

What else you can do

Similar Series Fodi 3,6; Series Five 6; Series Seven 5.

13.0
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Get What You Want
Using-a-tool game

Position,

Baby'positioA: in a sitting position on your lap or at a table with a flat surface that the
baby can get up and crawl on.

Your position: beside or in front of the baby.

Action

1. Place a small'blanket within reach of your baby.
2. Put a favorite toy on the blanket but out of reach of the baby. .

0 ' r
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. e
4. As your baby acts, you should use action words'which tell the baby what is going on.

For example, "See, you got the bakby pulling the blanket."<

4

Aiin of the game

Your baby pulls the);danket and grasplithe toy.

Purpose

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

What else you-can do

1. Use towels, pot holders, pillows, as the tool.
a. timilir games: Series Three 5,7; Series Five 8; Series Six

4'

- 4; Series Seven I .

friserhre / G.
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Pull the iligrA String'
Using -&tool game

Position

Baby's position: propped in a sitting position on your lap with a flat surface like a
table top in front of her.
Action

1. While your baby is watching, tie one end of a string around a favorite toy.
_Place the toy out oereaoh, in front of the baby. Say, "Get the toy."

Aim of the game. --

Your baby pulls The "siiingandgets the
g" the toy.

Action

2. Place 'the toy with the siring
attached out of each again.

, Place two more strings
alongside.the string with
the toy attached.

Aim of the game- ..
ATE

Your baby chootes Co pull
the string with the toy
attached.

Action
3. Repeat 1 and 2 above, but -have your baby

sitting on the floortwith the three
hanging doWn yward the floor.

Aim of the game

Same as r and 2. z

Purpose

To help your baby learn to use objects as tools for getting what she wants.

er'
Similar games: Series1Three 4,7; Series Five 8; Series Six 4; peries Seven .I.
What eise.gyou.can do

9.1

ak
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The -Dinalipaiaring Toy
Things-don't-disappear game

Position

Baby's position: in a sitting position on yourap with a flat surface like 'a'table top in
front of him.

Action

*'

1. Place a favorite toy away from your baby so that he must reach to get it.
2. Put a piece of carpoard 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 point out the different things that are

happeiiing. Say something like, "I'm hidirig the toy behind the.icreen. You can't see
it now."

Aim of the game

vs

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

Purpose

To help your baby realize thpt things don't go away just because they can't be seen.

Whet else you can do

I. hold the cardboar4 between you and the baby; and slowly lower the toy behind it.
2. 'Similar games: vies Two 3; Series Three 2; Series Four 2,4,7.

a3

9
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ao and detit
Eyes-and.body game

Position

Any relaxed position.

Action

1. Give an 'object to your baby and iet the baby explore it.
2. Keeping the object in the baby's sight, 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, p the kitchen.

Aim of the game

Your baby crawls after and gets the object.

Purpose

To help your baby learn to go after things that interest her.

What else you can Ito

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

2. Similar games: Series One 7; Series Three 8; Series Six 4.

32 Stiles Three / Come 7 34
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.Position 1

Play Ball
Eyes-and-body game

Baby's poiition: on hands and knees or sittinkomthe floor.
Your position facing the baby.

Action

1. Roil a ball toward and away from and to the left and right of your baby.
2. Say, "Look at the ball. rGo get the ball."

/44ttr: Use a.ball that wiles} your baby's interest.

/

4

4

-

Aim of the game .
Your baby moves after the ball 'to ge t it.

Purpose

1. To get your baby interested in using crawling for finding out about the size of think in
relation to distance. I

i .

--c,
2. To help your baby learn that the ball does not get small when ii moves away.

What else you can de

1. Move things away from and back to your baby. while heyatches. 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. - .

3. Similar game: Series Seven = 4.

35
1
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Series Four
Age: abotitgone year

Series Four games are directed toward children about a year old. By
. this time, your child might be able to:

say one or two words '
understand many wrds you speak

. understand that things don't disappear ,-

search for things that have gone °tit of sight.,

One,year-olds are interested in movement. This movement puts them
in contact wish' many objects. Earlier, they were curious about these
objects. Now they can move toward objects and reach them.

The new learning area in this series is Reversible games, These games
help the child understand the ins and outs, ups and downs, backs and
forths of life. The child begins to learn how thinks work. .,

This series should stress independerit action. Let your child take the
lead once in a while.

.
*

w

,

,

.

\

e
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Name the Parts
Commuhication game

p

Position

Any relaxed position.

Action

1: Point 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.

7

Aim af the game

Your baby makes similar sounds to y9u 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 1,5; Series Five 2; Series Six 2,5,6;

Series Seven 2; Series Eight' 1.

t37
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Unwrap to Find
Things-don't-disappear game ,

Position
7--

Any, relaxed position.

Action

r

L.

1. Wrap your child's favorite toy in a piece of brown paper while the child is watching.,
' 2. Give tilt wrapped toy to your child.

3. Say, "Get the toy out of the paper.7

a

Aim of the game

Your child unwraps the paper and gets the toy.

. Purpose : '
1. To help your child understand that although the toy is out of sightit can.be found.
2. To teach your child to use tools (arms and hands) to find things.'

',
/

. What else you can do

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

Sena Four / Game 2
38
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Tilrand Empty
Reversible game

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

Action

41.

1. Give your baby an empty oatmeal box. Show the bay how to fill it with objects fro
around the room. Show your biby how to empty the box. Say, "See, the box is full. A
Let's empty the box. See, the box is empty."

2. Repeat thd exercise.

f

1'

.0°

Aim of the game

Your baby fills and empties the cereal box.

'Parpose

.1. To help your baby lea'in that what can be done can also be undone,
2. To give your baby practice using his small muscles.'

What else you cam &FT
.

I. Covering and uncovering; threading and unthreading; walking to and walking backwards,
froth a position.'

2. Similar games: Series Three 3; Series Four 6.'

30
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The Hidden Transfer
Things-don't-disappear game....

. Position

Child's pOsitioni, sitting on the floor.
Your position: facing the baby.

Action .

1. While your baby is watching, place a favorite toy in a kitchen pan.
-2. Cover the pan containing the toy with a dish towel.
3.j;iiimp the toy out onto the floor, keeping the toy hidden under the towel,
4. Show the empty pan to your baby and observe.

Note: Use a toy that doesirt make noise when it hits the floor.

I

ti

Aim of the game
Mb

Your baby searches under the towel and gets the toy.

Purpose ..
To help your baby realize that objects don!t lisappear and that searching will help her
find things, -

. What else you can do

Similar games: Series Twq .3; Series Three 2,6; Series Four 2,7.

38 Swiss Four / Game
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Beehilie
Communication game

f,

Position

Any relaxed position.

ction
. .

1. Make a fiSt with your hand, enclosing your thumb in your fingers. Thii is a beehive.
Brilig3# nger as you count each bee. Begin withyOur thuipb.. +,

,
2. Then g.

"Here is the bee hive. Where are the bees?
Hidden away where nobody sees.
Soon they comecreepeg out of the hive...
one! two! three! fait! fives.

rc

4

.op

.

fi

- . II
.-

,Aim of:the game 1 a',. -. .

Your baby listens ,tvour voice and patches your,fmsers as you recitethe verse.
is

Purpose /. j
, >

. .To help your baby enjoy 'playing games that lead to knoving numbers: "
N

8
. se What else you can do. 4 .

,
.

1. You.can use other counting games, such as One
$

Potato and One, Two, Buckle My Shoe.
2. Similar games: ,Series One 8; Series Fie :- 3; Series Six 7; 'Series Eight, ,1-- 8.

I" '6
41 isles FeSur %Gem* 6
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On a Off'
Reversi ergame

Position 4-. , .

Child's position: sitting on the floor or on.the bed.,
Your position: fitting on the floor or bed next to the baby.

.

Action

Give your child a rauto fill *th object's. Screw the lid on and off and say, "Let's take the
spoons ou of theiar.Un ew the lid."

4

I

4

4

J

.,&

Am ;:)f the gariie

Your baby screws the top on and off the jai.'

Purposei ,
I. To help yotn baby learn. that whacan be done can also be undone.

1 2. To give your baby practice,using his small muscles. . . ,

What else yob, can do ' . .

***

1. Have your baby /5 cork in and out of a bottle or put a plastic top on and o a coffee can; '
. .

AO2. Similar gases. es Three 3; Series Four 3. ,

.- to ..4
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Position

Any relaxed position.

Action s,

Hide-and-Sek
Thingi-Clor!'i-disiipeiiir game

.1. Play Hide-and-Seek with your child.
2. Hide from your child. Let the child-find you..
3. Let your child hide from you. .

,4. Hide some favorite toys.
5. Let your child hide the toys.

J

c

Aim of the game ,

Your child finds the hidden person or toy.

Purpose

I. To get your child to.explore different plates.
2. To encourage a good feeling toward discovery.

What else you can.do.

0

/
SiWilar games: Series Two*..3; Series Three 2,6; Series Four 2,4.

43
t
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Early Reading
Co Linication game

Position

Child's position: sitting on you

Action
j
1.Read a picture storybook to your child.
2. Let your child pointeifo pictures. Talk about the pictures. Say something like,

"This is a boat." Always speak in sentences.
3. Finish the story. Ask if your child would like to hear it again.

.Note: play this g often. "Iry to malce sure that you are not testing your child.
, Explain pictu iflbe, book in an enjoyable way.

4

Aim of t e gams

Your child likens to the story and sfiows intereest in hearinglf reaa.

TO help your child listen interest and get used to boo

what else yon can do
io

Similar games: Series Six Series n 2.

.
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Series Five
° Age: about 10 to 14 months

. Series Five`games are for the child from 10 to 14 months of age. In
this series, we begin-a kind of game that demands more thinking.

The Learn-a-clue game in Game 9 is the first of these thinking gaMes.
In this game, your child has to.guess. what plan you are using. The child
does this by figuring out tile. way you use the playthings. For example,
Your child figures out that the hidden object is always udder the little
cap. He or she learns thaf your plan is always to use the little can,

Try to make up some clue games less difficult than Game 9.
Remember, yswant your child to be able to tell what your next move
will be. Create a game that will help your child do this. .

Another learning area is it for childen at this age. These
children should be learning the meaning of words. Use any game, which
shows that your child understands Words. We encourage you to create
your own word games: For example, use questions like "Where's the
cup? Youl.child will enjoy pointing to things he or she khows. Andithis
shows you thatAhe child knows the meaning of the words for those things.
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Position

Scribble
Eyes-md-hands game

Child's position'. sitting Citable or on the floor.
Your position: bitting at a table or on the floor close to the child.

Action

1. Price, a piece orpaikr on the table or floor. Give your child a large pencil with a soft
lead, or a crayon.

2. If your child does not scribble, take the pencil and scribble on the paper.
3. Give the pencil to your child.

I

Aim of the game

Your child scribbles on the !Japer without help.

yPurpose

1. To hel? your child gain skills that will be used in later writing.,
2. To help your child make an early connection between paper and peail or crayon.

What eh* you can do

1. Finger painting..
2. Painting with brushes.
3. - Coloring.

4. Makintlhepeslmore acinced): circles squares, and Soon.
5. Similar Fame: Series Si n- 1;

44 *Ass Fly; /.Giros 1
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A Walk Outside
Communication game

Position

Any relaxed position.

Action'

1. Say to your child, "Do you want to take a walk?"
2. Walk around outside of the house.

tte: When you take the walk; you should encourage your child to do thints that can't
be done in the house. Exaniples: "Let's touch the tree. Seetow it feels? Let's
feel the sand** the bird."

Do this when you have some time, so that you can enjoy it yourself.

.1m

Aim of the game

Your child shows understanditg when you say, "Do i-ou.v/ant to take a walk?" or
"Let's touch the tree," and so on.

Purpose .
,

To help your child undersOld how words you say.connect with things that will happen.

Whet the you can do .

Make any statements that will move a child to actions which show understanding.
Examples: "Get the ball;Please touch my nose."

47
Swiss Fit* / Gm?* 2 , 45

,

Ant



"10

Pop. Goes the Weatil
'Cpmmunication game

-Position

posfibn: sitting on a low chair or onthe floor.
Your position: facing the child,-

ar
Action

Sing to Your child: ,.

io"All around the carpenter's bench
The, monkey chased the weasel,
The monkey thought 'twas all in fun! (
POP, goes the weasel.

As you sing POP, take your child's hands and pull the child up. Then sit your child.tack
down as you complete goes the weasel

Aim of the game

Your child listens for the POP and jumps up without'help when she heat's it.

Purpose

To help your child listen for a special signal and act on it.

Whet else you can do

1. Play Red Light Stop,Green.Light Go.
2. Similar games: Series Six 7; Series Eight 8.

48 SY* Five / Genve 3
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Button in the Slot
Eyes-and-hands game

N.

Positign

Child's position: sitting on the floor or-at a table.
Your position: sitting next to the child.

Action

1. Place esmall container on the'floor. Have a hole (like a piggy bank hole) 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 beckon'
4. Put the jar and buttons in front of your child.
5. If your child does not put any buttons in the jar, put some in arid say, "Let's put the

buttons in the'jar."
.

b. Empty the jar and let your child try again.

Note:. Don't make the slot too small. It should be easy for the buttons to go in the slot.

C

s

Aim 'of the gems

Your child puts buttons through the slo/Pby himself.

Purpose es.

, To help your child gain skills in using his small Muscles.;

Whet else you an do
,

1. Drop dried beans in a small-neck bottle.
2. Similar games: Series Four 3,6; Series Five 7; Series Seven ,- 4,7; Series Eight 2.

49-
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Which Hand Is It In?
er

Things; .don't- disappear game

Position

Any relaxed pdsition.

I

Action

I. Hold a small object in one of your hrds.
2. Show your child the object. Switch it baCk and forth between your hands several, times.

. 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) "No: It's not in this hand." Quickly open our hand. "This hand isempty.
Where is it?"

(b) "Yes. It is in this hand." Then quickly open your hand.

Aim of the game

Your child reaches for one hand or the other. The child shows by action or expression that
she understands your no or yes response Before you open your hand. '

'Purpose

To help your child learn that infonr\ation can c'ome from words. Example: No doesn't
always mean don't.

What else you can do

1. Hide a toy under towels.
2. Hide a ball tinder one of many cups. .

48 Sides Five / Gem 5
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Building a Tower
Imitation game

Poiition

Child's position; sitting on the flopr or at a table.
Your position: next to the child.

Action

I-. 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 child makranother tower.
5. If your child d

0
n't start to make a tower, hand the child a block and say,

"See, we can put one on top of another."
6. When your hild puts one block on top of another, say, "You can do it."
Note If th wer falls, don't make a big thing out of it.

ti

S

Aim of the game

Your child btkilds a tower byThimself.

Purpose

To help your child understand that objects can be
combined to make other objects.

What else you can do

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

2. Similar garfies: Series"Thiee 3; Series Six I :

Series Seven, 5.

dt
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Finding a Toy
Eyes-and-hands game

Position

Any relaxed position.

Action

1. Ma something of interest to your Child (a marble, a piece of candy, or a button)
insTae a match box. Give it to your child and say something like, "Get the marble
out of the box.".

2. If your child can't get the object, open the box slightly and say, "Now try to get
the marble." .

3. If your child still can't get the object, open and close the box in front of the child
a few times:

4im of the game ,
Your child gets the object out of the.box.

Purpose

To help your child learn a new way to get what she v.,

What des you can do

1. Put something in a drawer, ida can with a lid, in a
2. Simile!, games: Series Five 7- 1,4; Series Six 8;

_ants.

bread box.
Series Seve' 7.
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It's Always it the Same Place
Learn-a-clue game

Position

Any relaxe osition.

Action
. ,

-1. Put one of your child's favoiite toys under one of three different-sized tin cans that
have been placed in a line.

1

,
2. Don't let your child see which dan you hide the toy under. "
3. Ask your child to get the toy.
4, Change (he cans argund,but keep the toy in the same spot."
5. Keep repeating the game. Show yder child where the toy is if he can't find it.

r

4

Aim of the game

Your child removes thetan that the toy is under and gets the toy at least three that
in a row.

Purpose

To help your child learn to figura out you'r plan.

What else you can do / .

1. Use objects of_different colors, or shapes. Always hide the toy under the same color
or shape. ,

2. Similar game: Series Seven 1.

53
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1 Series Six,
Age: about 12 to 16' modths:

You will discovertwo ntw learning areas in Series Six:
Grouping games .

Cause- It- to-happen games. J

TheGrouping games are very important. They help the child to sort
out things iE the world. The child learns that some thing70elong
together, and some do not. These games help your child put things
together that belong together..

Grouping games follow the early Sense ganies. The Spise games I

helped- the child understand the ideas of same and different. To play!
Grouping games, chirdren musthave an understanding of same and'
different.

,

Later, the ,child will learn that the same object can fit in several
gotips. A red ball, 'for example, could be grouped with balls or,- red
things. It- could, also be grouped with bouncing things oivround things.
For now, we want to see if the 'child can sort put things. We want the ,
child to sort out one group of objects from another.

The Cause-it-to-happen games help the child understand what causes
things to Happen. How d2'jou 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. Ift

-
IlirlosiM l IntroaktiOn

`e' , ,J
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PoSiti art

Any relaxed pbition.
I

&Ikon .
. . ...

1. Make arling on a piece of paper with a crayon or a large pencil.
.

2. Say to yourwehild, "Draw a line like mine."
., .

rIgt,3. After,j/oUr child h a line, compare the lams. Let the. child keep working with r
the crayon and, Oa ment on lines that look.like your line. Let the child compare
lines: " e -

aw a Line
Imitation grie

Nottlib The easiest line to nitke is up and dpwn toward thell/dy.
;. I

:
' '1.2

"seZrsi r

lb °Aim of the gime

To get your cyd to make a mark like the one you make.

'To help yogi; child gain skills needed'in

Whitt.eise, you can 'do

1 .44;74,1,1,ffirrhii.d imitae differenhapes, horiz8ntal linesfnumb* of lines, lines Of,
differee lengths.n

2. Sin* ganie`: Series Five 1.

56
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Body f'alls--;.,1410,4
,

1 corn munication" wire
. .. , .1.

, ,

Position ' ..
.

Any relaxed position. . ,,,
Action .

,-*/

4 ..--..., .
r. Name and point to "ffereht parts of your body. '

.
2, Ask your child to point different parts of your body and the child's body.

For examplite"Where-is my nose.?)Vhere is your nose?" I

4. '
_

.
-i

4

a

,

tit

1,6

or-

:*
I

*

4'

Atri pf the game

Your child points tothree different parts of her body.

Purpose -

1. Yo help yOur child to learn the different parts Of the body.
2. To shomyoii the words that your child knows.

What else you can do

Similar games': Series Two 5,7; Series Three 1; Series Four 1,8;

544,1.4. iolsi Six / Gam: 2 II'

Series Six 4,5,6; Series Seven Series Eight 1,4.
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. Cain and Stones
Grouping games -

Position

positiOnsitting on the floor.
Your position: out of the child's sight, watching.

1

Action

1. Place' four small stones and foul bottle caps
box blow.

2; Let your child play with the caps and ston
3. Say, "Look, Jim, these can go together

these are stwis. They aye. round. These
-sharp edges7w(Uge your child's name.)

4. Set the caps and stones up again and watch

in front of your child as shown in the

without any direction. 4*

they look'alike. So can those. See,
ps. They come off bottles and have

,

- Aim of the game

, Your child separates objects into correct piles..

,

*e

Purpose

what your child does. ti

4

To help your child leen about the things that are the same and,the things that are
differentin objects.

What else you can do

1. Put down twigs and staWs, Ask your child to put thein in piles.
2. Be' sure that there are different kinds of objects around for play at other times. If you

1` see your child putting a'group together,point out ii)e groups and nameNhe grouping.
3.'Similar games: Series One 3;Series Eight 3.

. 57
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Get What is Asked. For
Communication garpe

Position .

Child's posiOon: ill a crawling position on the floor:
Your position: behind the child.

Action

lice different items across the room (spc:45n, hairbrush, doll). These should be objects
thi child knows well. . 4

2. tell your'Clia4, "Go get the spoon. Give me 'the-spoon."
3. When your child brings tile object say, "Thank you for the spoon. Very good.

bring me the brush," and so on.

/
4

,

, Aim of the game

Your child gets the object you ask for.

111

Nr.

'Purpose

1. To help your child recognize differeabbjects and connect the object's name
its appearance.

2. To help youi child learn the names of actions like giVe and get.
.

What else you can do

Similar games: Series Eight 1,5,6.

40

Series Si* I Game 4

1

$

:A



Position

lir More, Early Reading.
Communication game. y

The child,"is sittin on your lap.

Action

1. Read a picture story book to your child.
2. Let yoUr child look at the pictures as you read.
3. Sat' to your child, "Where is the rabbit? Find the bird. What is the boy doing? .

Is he playing with his car?:'
4. Finish the' story.

Aim of the game

YOur shild points to three Of (he objectiyou name

Purpose
No

-Your child listens to the story aiJearns the names of different objects and people
from the book.

What else you can do .

Similar games: Series Two 5; Series Four 8; Series Six 8; Series Seven 2.

59 :
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Where Are, They?

Communicatiem game
, 1

Position .
, -

Any'relaxed position.;

'Action
4.

w

, -......, . ,
1. Ask your child questigns and talk about things that help the child identify himself,

members of.your family, and others.
2. say, ',Wheie is DIddi? Point to lia4 ddy.'" (point to Daddy.) t'..

"Where is Johnny? Point to-khnny. There's Johnlny.".(Point to Johnny.)
"Where is Stizy? You're Silai:'(Point to her.) /----

, .

s-

Aim of the game N'

Your childpoinis to or goes to the personinained.
4.

Purpose . .
To Help your child increase her language skips and knot the names of people important
to her.. .

What else you can do

Similar games: -Scries,Two 5; Series Three 1; Series Fout 1; Series Five 2;
-§iiliOSix -=..5,8; Series Seven 2; Series Eight =J1.

Series Six / Gems 6
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ow-Your- Boat
ause-it-towNippen game

Position

Child's position: sitting or standing on your lap or on the sofa.
Your position: facing the.child.

Action
4

1. Take youichild's hands in yours all sing "Row Your Boat:
/Me musicgoes slow,faster, faster, slow.)

2. Move your child's hands and arms in ainck-and-forth rowing tnotion.
The song goes:

"Row,`row, row your boat
Gently,down the stream;
Merrily, merrily, fnerrily, merrily;

; Life is but 'a dream."

3. Stop, in"the middl of the song and observe your child.

Note: 'Don't always op.!ysualiy, sing the song to its end.

go. Start -again after yo r child makes some motion.

ur

ti

Aim of the game .

Your child makes his 'hands and arms move to start you singing and moving again.

Purpoie
P imp

To heli5 your child practice causing things to haRpen.

What the you can do

up a music box, toy car, jack-in-the-boX, Let your child try to start it.

61. ' Serifs Six / BO
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Riadifig Alone
Communication game'

Posit on ' . i
, .., .

Child's position: on the floor, at the table, or on the sofa.

Action

1. Ask your,child, "Do you want to read a magazine?"
'2. If yes, turn the pages a few times and point to some items.
3. Let your child look at the magazine alone.

a,

Aim of the game

Your child turns the Sage` alone and looks at the pictures.

Purpose

To help your child get to know magazines as fhirigsito r

)

4

What else you can do ,./

Similar kames: Series Two -if- 5; Serietilfree FOUr = 1; iSeries Five 2;
Series Six 3,6; Series Seven 2;' Series Eight 1.

)

Swiss Six limwmt 8
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Series Seven
abut-.14 to 20,rrionths

The games in Series Seven are for children 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:

distan,ce and'size
what will fit into what
the difference beriteen liquids and solids
how to deal with barriers and heights. .

You* can create many space games. These games should help the child
understand:.

that things don't get smaller when they move away from you
what a body can,and cannot fit in or under
how shape is changed.

Space games help the child learn the beginning rules of physics. These
rules are needed in everyday life. They tell how different things work.
You will see a toddler dying physics experirn eats-as your child explores:

dropping W
pouring

4

ptying
.splashing

bumping
designing

fitting...

4

63
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It's Always Under the Same Can
Learn-a-clue ,garne,

O

Position

Any relaxed position.

Action . '
1. Tell your child to turn around and not to peek.
2.Put a toy under one of three illFferent-sized tin *ans.
3. Ask your child to guess which can it is under.

. 4. Change the position of the cans but always At the toy under the same can.
d5. 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 alwaystidden."

Aim of the game 4

Your child picks the can that the toy is under three times in a row.

Purpotie

To help your child learn to use clues (size, shape, and so on) to maji&clecisions.

What else you can do

I . Hide toys under objects of different colori dr shapes.11'4
2. Similar game: Series Five 8..

82 SloiSomm/Gmlot
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Touch a Wotd r
.

Communication game':

ilosition

You and the child arecsitting together.

Action .

1. Turn pages in a baby's picture book and say to your child, "Where's the car?
Touch the horsey," and so on. ---...

2. Then say, "Now, look at this. This is the word for a car." Pointo the word and then
say, "Point to the car. Touch the word for car."

'VI

Aim of the game I

Your child pOints to the object named and the word for the object.
,I

Purpose

To help your child leiarn the words for different objects in magazines and books.

What else you can do

Similar, games: Series Two 5; S s Three 1; Series Four 1; 1

SerieiTive 2; Series Six 5,6,8; Series Eight 1.

6,5

e
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Position

Any relaxed position.

Sounds Things Make'
Colomunication game-

Action

1. Imitate sounds fOr your child. Use your body to show the action of the imitated object.
"A jet goes zoom. A duck goes quaCk. A fire engine goes ding, ding, ding. A train gees
choo, choo, chpo. A dog goes waif, wuff." .1

2. After each sound you make, ask the child,."How does a jet go?" and so on.
3. Use a picture or model of the objects whenyou play this game. 40 6

41.

Aim of the game

Your child imitates two of the sounds you make.-

Purpose

1. To.help your child prdnounce diffictilt sounds.
2. To help yOur child connect sounds with the objects that make them.

What else you can-do
.-.-

1. Have your child say the name of actions such as running, jugping, sleeping,
smiling, and so on. . . . -

2. Similar gases: Series One 1; Series Two 1,5; Series Four 1; Series Eight 6.

Serlei Seven / Game 3 66 -

I

I



The S.hape of Things
.Space game

Position,

Child's position: sitting on the
Your position:. facing the child.

at a table.;

Action

1. Cut and remove forms (circle,Inangle, square) from sheets'of cardboard. Put, the sheets
-on the floor in -front of your child one at a time.

2. Let your child play with them.,
3. Hand all the cut-out parts to your child and-say, "Put the circle in the circle hole.

Put the square in the square hole."
4. If your "child doesn't put the parts in without help, show her how the cut-out parts can

be -replaced in the sheets -they came from. J
5. Remove some of the forms if the number of pieces seemsto confuse your child.

AM- 1

'Or

S

4

4

Aim of the.game

Your child puts the cut-out forms in the correct sheets.

Purpose ,

1. To help your child notice and match simple forms.
2. To helryour child see the difference between-shapes.

What else you can do

1.iUse only one form. A perfectdircle fdrm is the easiest to use because it has no corners
to -match to the form sheet.

2. Have your child stacksmall containers in larger containers of the'same shape.
Examples.: small can in larger can, small box in larger box.

r

Series Irwin /Gem' 4 65



" Position

'y

BAg and Little
-/ Grouping ,same

B<

---_. . --, Any relaxed position.
'1/4 to .?

Action

I . Place three large an !three small blocks on.the floor. 40

2. Pile the blocks up indifferent patterns and dealeribe what you are doing. Example:
"Now, We'll take a big block. Now, we'll put a Iiittle block on, it," and so on.

3. Now, say something like, "Now, we need a big block. Give ore the big block."
your-child play with the blocks alone after you have played the game together.

ti

0

ti

Aim of the game

Your child giveryou the three blocks yoli ask for..

Purpose
...-

To help your child learn about opposites and size.

What else you can do

1. Have your child gkto show you he can tell the difference between opposites.
Examples: larie/sliall, hot/cold; fast/slow, black/white, happy/sad, high/low.

2. Similar games: Series One 3; Series TWo 7; Series Four 3; Series Eight 3.

ad &MN !liven / Game 5
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ThekShapc's Liquids Ta
'NS pa ce game

, - 4'

Position #
4

.1(*y relaxed position.

. Action
'

'I. Fill a pin with*ater. '.* '
.. e

2. Takla cup, fill it he water in the pan. Empty it. Do this,w iltIst ZitiQyii it' v'ratching:.
,3. Give your child the and say, "Fill the Cup. Empiy,the cup." ---

-.04. Let your child play for a whife'in'the-water. ,, . ,1, , , .
5. If your child Zioesn't fill the cup, help the child dip th cup into the vvapaer.,-

.
6. After your child has fillet and emptied the'cup for 4 while, take a second cup and hold

.

it ovet the pan. Say to thrchild, "Pour water
.

in my 4
\ '1

a.
Bo

#

child fills the cup you Itold\oVer the pan:.
-

ra

To acquaint ypur child with liquids and the way they change shapes and take the shape of
#

the contiuner they are in, . ..

What also you can do . ,
.t.

. 1. Let your Child play\fhtabove game while-taking a bath., : *
2. Use sawdust; sand, or soapy water forthe same activity.
3. HaVe you' child fit clay into, containers of different shapes.

e

,
- ..

69 ,.
..
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Paper. Folding
Imitation game,

Any relaxed position.

"17
I. Fold (piece of paper a few times in front of your child,
2. GiVe your child a new sheet of paper. Ask Your 'Id fold it.
3. If your child doesn't fold it, fold your sleet a::' ' p by step.

Ask your child to fold as you do.
4. When this is done, repeat I and 2.

a

.

S

yr

41

x e

Aim of the game ,

Your child folds the piece of paper.

Purpose
pN

110\
of

To help your child become better at small muscle skills and exact imitation.
4

What else you can do

1. Play movement genes in which. your child has, to do what you do.
2. Build a tor with different color blocks. Have your child imitate the towerikactly.

, 3. Similar games: Series Three 3; Series Five '6; Series Six I.

68 Sales Senn / Game 7
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A.

. What he Parts of the Body Do
Communication garb

Position

ld's position: sitti n a chair, at a table or on-the noon-
-Tout position-. fac. the child.

Action

t. Hold a doll on your lap and say to your child, "Let's play a game with the doll* Watch
men lin going to keep he dolly from hearing." Put your hands over the doll's ears.

2. Now, say; "I'm going t eep the dolly from seeing." iutyoui hands over the doll's
eyes. Do this for talking, walking, pointing, smelling, and so on.

.
3. Give the doll to your,childp,nd say, ;Now, you cover.tfie doll in the right place when

I tell you what to do. OK, keep the dolly from smelling. Keep the-dolly from seeing,"
and s,o on. 4

4. Repeat for different areas of body un41, your child eatchesron. Then go fast. "

5. Make this as much of a game as, possible.
6. After a while, ask what your child's NA is over. Your child probably won?trespond, so

tell her something like, "You have ybur hank on the dolly's mouth."
4

Aim of the game -;

Your child can cover four different parts of the doll's bOdy oh request.

Purpose ,
1

.14

To help yourchild get to know the name sed for describing what different parts of the
body do. a

,

What else you can do

1..Play this game with each other as well as with the0l.
'2. Use pictures instead of tfie doll. I
3. Similar games; Series Four 8; Series 2,6; Series Sever; 2; Series-Eight = 1,5.
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Series Eighi
A

. Age: about 16 to 24 months
Childrep at this age are almost ready to move on t9 a nPw way of

thinking. They will- begin- to figure things out without having to do
them. For example, your child will not try to put abig ball in a small
can. He or she will begin to knif that it won't fit. .

Your child will also begin at this time .to play many pretend games. The
child might use a towel as a blanket or pretend a fuzzy slip r is a dog.

Children at this age hold ideas in their Memories longer. ey"will see
something happen in the morning andimita it irrtkeiaftpinpon.-

,
,Series Eight marks the end of a stage of life. Dim if try $o rush yiautipiild

through to the next stage. The ways'o# thinking of the preschool chilck
begin to develo . But, for a lolig while, your ZIcild'i thinking will;

gibe based on p ways your child leaved in the first two years.

.Series Ei has ino new learnihg areas. The games pide more, <
, i.,

advrl learning in the areas already'covered.

1,
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Name the Object,
Communication game

Position`

Any relaxed position. 41ta c

Action ' ,,--
L

.1..Gakher a group of household items together.
2.' Hold up.an'Object (+dish, belt, towel, and -so on) and ask, "What is this?"
3. If your child gives the name for the object4,say, "Yes, it is. Good!" If your bhild doesn't

o

g% the'right name for the object, say something like, "No, it isn't. This is the belt.",
(Foinfro the belt.)

4. Now, asKyogr child what the object is. If your child misses again, say what the 'object is
. .

and ask your child to repeat its name. , .
r . . 4

Note- This game should be played With objebts your child knows well. Clange the objects
when your child aliwg gives the 'right answer.

,s

,-- ::(.4 -
'

,.-.--F , ' el.
>ii, .

II "
4 , ,

A"'

;

Aim of the game

Your child names 4hree.objects.

Purpose

E 4

To heiliyoUr childsay the name§ cif objects.

Whet else you can do -
,

Similar,gales,:- Series Two = 50; Series ;Three 1; .Series
Series Six. 2,4,5,61 Series Seven -1 2,3,8.

J

Four .,8; Series_Five ?;
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. Position

Objects in Order,
Learn-aClUe game

Child's position: sitting at i table or onthefloort.
Youi position: sitting at a table or on the floor across from the child.

,

a

Action

I. Show your child ispindle set up with fokr, rings arranged on it by size. Have the largest
ring on the botto m, then the next largest; on up to the sgnal est ring on top.

2. Let your child play with the toy a few °Minutes.
3. Take the spindle and the gs and let your child watch as you slowly put the rings on

the spindle. Say, "See wh t I fan do with the rings. First, I am putting on the big,big
ring. Now, am putting the big ring. Now.,1 am putting on the littlering:" An6last: ,

"Wow, I am putting e teeny weeny-ring,"

Let your child see the finished spindle.. I

t
I.

0

a« .

4
ap-:

`*ek

' 4. Take the rings off the spindle. Place the rings and the spindle in front of y Ur child and
say, "Now, you try it." -'

4
' 5:,Help your chile by saying, "First, the big big ring:" As'yourchild finds,th rrett

' say, "Next, the big ring. Next, the little ring. And last, the.teeny weenyring.
6*lf your child ptitAgon the wrong ring, take doff and 'say, for exaMple,."No;show me

the big big ring."Help you d ncl,the four cbrrect iings,if necessary.
7. Take the pngs off. Place the rin, and spindle in front df your child and say, "Nowf, you

,, ,. . do it by yourself.' Do not help hi
* I lb A. . . rZ .

FYO le .. . Make sure your child has free ri e to play with the spindle' and iings in his own way..
(

. * 71 4
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Aim of the game

Your child puts the rings on the spindle in order.

Purpose . s
To help your.chfrd learn the difference between objects that are the same, except for size.

2. To help your child learn some of file words used to describe size.
3. To let your child experience that things can be ordered froom big to little..

.
What else you can do

1. Show your child9ther ways to arrange the rings, both on and off the spindle. Let your
,child try them. Examples: place the rings on the spindIallvting with the small ring
firs-t, (*arrange the rings in outer in a row, not on the spindle.

2. Use five sticks of different lengths and see if your child can put-Ahem in order, from big
to little. Also use cans, dolls, books, and so on'

3.imilar games. Series Five 8; Series Seven 1,5.

a4

a 4
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Hard and Soft
Grouping game,

Position

Child's position: sitting on the floor or at a'table.
Your position: next to the child.

Action

I. Place hard and soft.objects together 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 objects 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.

411

4

. -Ai.

Aim of the game

Your child sorts the hard objects from the soft objects.

Purpose
*

To help- your child learn to group-objects by feel and to give words to the feelings.
_

What else you can do 4V

1, Do this same game with other kinds p objects. Examples: fuzzy/smooth, StiCkticlean,
wet/dry, hot/cold, heavy/light. ./

2. Similar games: Series One 3; Seri Two 7; Series Six 3; Series Seven- 5.
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Colors

4

.

Grouping game

Portion

Child's position: sitting on the 'floor or on a sofa or at ble.
Your position: facing the child.

Action

1: Select five blocks of different color"for play.
2. Place two blockt of different colors in front ofyour child.
3. Point to a block and say, "This is red."
4. Ask your child to give you the red one.
5. Ask your child to say the color of the 'Kock she handed to you.
6.4-Use ly two colors at a time. But change the colors. For example, start with blue and red

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

colo

11,

4

,..

Aim of the game I

I. Your child giies you the correct block.
2. Your child names the color of the block.

T, Purpose ,.
To help .your child-earn colors. 11,

What else you canto (.
4 k. Have your child tell you the namesof colors in stop lights,,on TV,in magazines, on signs.

2. Put together different objects jhat ire all the same Color. Ask your child what is the
same about them. . 0

, 3. USe onipins or colored piciffres.

vs*
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Blindfold Guessing
liping.the-senses game

Position

Child's position: sitting on your lap, facing 'away from you.
Your position: sitting on a sofa or chair.

Action

1. Place a blindfold on your child.
6ive your child different objects to feel (spoon, rock, rattle, and so on) and ask What
they are.

t

3. Use objects the child knowsvell.
t

41

1?
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. i
Aim of the gems

Your child} names the objects.

urP0o
. ,

To help your child put the name of an object together with the way it fee

+:J

Mist-list you can do

I. This game can also be played with the sense of smell.
2. Putobjectsjka box. Say to your child, :Put your hand ine box. Tell me what's

1
in the box?'

! 3. Put four objects in a box. Say the name of One of the objects, for example, ball.
Then say to your child, "Put your hand in the box. Taitiout the ball."

A
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Make the Same Igand

.Using-the-senses game

Position

Any relaxed position.

Action

1. Give your child a can and three objects that will sound differently When they are
rattled in the can (marble, safety pin, a piece of wood).

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

3. Don't let your child see you put the object in your can. -ie`

4. Rattle the'object in your can.
5. Say to your child, Listen to this. Can yciu make the same sound?

Make the same sound in your can."
6. If your child' oesn't put the saitie object in his can, take the object out of your

can and start over.

Aim of the yarns .

ab

ols

I

Your child drops the same three objects in, his can that you 4e-1/dropped in yaws.

PurOose k,
.

1. To help your child realize that different sounds can be made by putting different .

kinds'of things together.,
. .4 A2: To tel that an object is by the way it sounds. '

What else you can do

Similar games: 'Series One 3; Serivilliwo ries Seven 3,5.

t
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The Shape of Things Placed Toge er
Spagarne .

Position

Child's position: sitting on the floor.

-Action .
-

1. Place about eight bl2cks on the floor. Nit therbloblcs around the rim of a pie pan,
magazirie,.square ca pan, and so on.

.2. Encourage your child.to do the same.

\

3. Remove the object from the center.
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 takipaway the pan? The outside of
the pan makes acircle, too. See?",

4

Aim of the game . .

Your child makes a circle, sqiiare, and soon around the objects used

Purpoi!

1. To help ybur child learn about different shapes.
2.,Tq show how objects like the cake pan can be used as a form 'for a shape.
3. To show how objects like the blocks can be used to fornfathape:,

Yhat else you can do
.

Have your childmake shapes in a sand boX, on paper, with fingeypaints.

°L. 80
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Ring around the 'noses
,

e Commtinication game

Pogtion

You and child holding hands and standing on the floor.

Action

a1.:Walr'impnd in circle while you sing "Ring Around t
2.Sit down When yo. u get to down in the line all fall down.

-The'song goes'.

"Ring around the rose's,
A Pocket full of posies,
Ashes, ashes, all fall dotn.

e Roses."

. .
3. It is fun to change the rhythm of the song;so that your child doesn't know when yoU

are goiin to say all fall down.

= Note: Play this With-as rtany children in the circle as you can.

Aim of the game

Your child goes down when you say all fall down.

eurpose

"PTO help your child put actions together with words. . .
2. To get your child interested in games which increase her ability to do what she bears.
3. To helP.your chid use her large muscles (moving the whole body) in response to cues

she hears.

What else you can do

I . Play musical chairs. -
2. Similar-games: Series One .8; Series Four 5; Series Five 3; Series Six 7.

al *Ws Eight / Gene 8 79



Palms Listed cording to Learning Areas
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80

The wt infants antht\oddlerslearn are.
different from the ways we adults learn
The 11' learning areas- described in this
book show you most of the .ways that
infants and toddlers learn. It's good 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. ender each learning area,.
you'll find the page numbers' of all the '

games in this book that fit that area.

.

Communication garqc

!Ages 8, 15, 18, 19 P
22, 2405, 39, 42, 45,
46, 54, 56,,57, 58, 60,
63, 64, 6971.

14.

Eyes -and -body games

Eyes-and-body games
pages 11, 14, 32, 33.
Eyes-and-hands games
pages 9, 13, 16, 23,
44,47, 50.
Eyes - and -ears James

pages 12, 21.

Use the are fisted below to get ideas for
creating new games. Thegarnesin this book',
are good,exampts of bow to teach a child
to each learning area. These games show
you the kihds offames 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 more
help to your child in each area. And the
games.you create are, likely to be mcIire fun.

Using-the-senses games

pages 10, 24, 76, 77.

iiThings-don't-di sappfiar
games

pages,20, 27,3"116,
. 38, 4'1, 48.

Matron games

pages 28,4*, 53, 68.
ar

,Using-a-tool games .

`pages/9:30. Similar
_ games under other areas:-

'pages 3'2; 51, 56, 62.

Revertible games

pages. 37, 40, Similar
games under other
areas: pages'8,

Learn-a-clue games

pages 51, 62, 72.

Grouping games

pages 55; 66, 74, 75*,

Cause-it-to-happen.
games'

page 59. Similar
games under other
areas: pages'69, 77, 78.

Space games

pages 65, 67; 78.
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