The iMPOJILan&Q 0 /a(ay and how

o use games in the classroom

SMALL-MOTOR (FINE-MOTOR) PLAY

Activities such as threading beads, buttons
and reels, peg and Pegboard games, and
P|03in3 with Puzz|es all contribute to

deve|oPin9 learners’ small-motor skills.

WhH small-motor P|c13 is imPortant,I
This kind of P|03 deve|ops fine -motor skills
which are imPortant for drcwin9 and writing.

Mcng c|oi|3 activities such as buttoning and

ZiPPinS clothes and tHing laces all r‘eo[uire

fine -motor Pr‘of‘iciencg.

What you can doto encourage fine -motor P|03!

Provide dai|8 oPPor‘tunities for learners to exercise their small-motor skills. Make sure that the
|iter*c|c3 |earnin3 areais q|w035 well stocked with paper [even newspaper will clo], as well as with
clr‘qwing and wr‘iting tools. Place Puzz|es, beads and Pegboqrds in accessible areas of the classroom

for learners to use clur‘ing work time.

GAMES WITHRULES

Young children er]jotj P|03ing games with rules. Theg also er]josj mqking up their own games and

negotiating the rules amongst themselves.

WI\H rules-based P|°3 is imPort.ant,i
These kinds of games teach life skills. T|'1e3 teach children how to dif ferentiate between fair and
unfair quﬁ’ how to quticipate ina group, how to take turns, and how to work cooPeerive|3 and

manage conflict.

What you can doto encourage learners to P|°3 games with rules:

Begin with simP|e games that involve two P|c13ers —for exqmp|e, SnoP. Provide lots of oPPor‘tunities for
non —comPet,itive group games like ‘T wrote aletter to my love’, ‘Ring -a —r‘ing -0 -roses and 'Broken
te|eP|'\one'. Competitive games like races and catch have their P|qce, but tr3 not to emphasise the

ospect, of winning [or |osing].
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