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Abstract 
 

Public education has become increasingly standardized and academically focused in the 

past decade. As a result, traditional kindergartens which provided young children their first 

experiences out of the home have all but disappeared. Preschool programs have now replaced the 

kindergarten experience, but with an increased focus on academics. Children have less time to 

play, and early childhood educators are often not educated about the developmental significance 

of play or how to support play. The following is a critique of the highly standardize and scripted 

trend in education as developmentally inappropriate and detrimental to children’s development 

in the five essential domains of early childhood. Further, it proposes how early childhood 

classrooms should support self-directed play, why it is the correct cognitive approach to learning 

for young children, and how to assess if the classroom is organized in such a way that supports 

children in the essential domains: physical, social, emotional, language, and cognitive 

development through varied approaches to learning via self-directed play. 

Keywords: early-childhood, education, play pedagogy, self-directed play, types of play,  

early-learning standards, essential domains, school readiness
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Introduction 
 

Public education has become increasingly standardized and academically focused during 

the past decade. As a result, traditional kindergartens which provided young children their first 

experiences out of the home have all but disappeared. Preschool programs have now replaced the 

kindergarten experience, but with an increased focus on academics. Children have less time to 

play, and early childhood educators are often not educated about the developmental significance 

of play or how to support play.   

The increasing focus on academic, operational knowledge as an early learning standard 

began due to the federal government’s recognition that the achievement gap across the United 

States was ever-widening. No Child Left Behind Act was signed into law in 2001. The 

legislation brought into focus children who had historically been underserved or not served at all 

by the school systems. These children included: ELL children, children living in poverty, African 

American children, and children with special needs (Kolodziej, 2011). The centering of these 

populations of children was a benefit of NCLB. However, the policy sought to correct deeply 

embedded social inequalities through implementing pedagogical practices that relied heavily on 

scripted education and standardized testing as a measurement tool. Scripted teaching and 

teaching to the test have transformed kindergarten in the United States into an environment that 

resembles what once was a first-grade experience. Five-year-old children are expected to remain 

still and quite for much of their day to learn operational academic knowledge. There is no time or 

value given for imaginative play. Kindergarten resembles what first grade and second grades 

once were (Miller & Almon, 2009). This approach has not been a successful approach to closing 

the achievement gap; moreover, this pedagogical approach is counter to current neuroscientific 

research about brain and the importance of play and movement for healthy development. Early 
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childhood is a unique period of human development, recent research from The Lego Foundation 

(2021) indicates that a play-centered curriculum is a pedagogical approach to early childhood 

education that reduces inequity. Returning play to early childhood classrooms allows children 

the benefit of a developmentally correct pedagogical approach. Social issues to be addressed 

within the sphere of human rights rather than through pedagogical practices of teaching towards 

standard tests that do not truly educate our children. 

The following is a critique of the highly standardize and scripted trend in education as 

developmentally inappropriate and detrimental to children’s development in the five essential 

domains of early childhood. Further, it proposes how early childhood classrooms should support 

self-directed play, why it is the correct cognitive approach to learning for young children, and 

how to assess if the classroom is organized in such a way that supports children in the essential 

domains: physical, social, emotional, language, and cognitive development through varied 

approaches to learning via self-directed play.
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Literature Review 

The State of Children’s Play in Early Childhood Settings 
 

Miller and Almon (2009) reported on the state of Kindergartens in the United States. This 

report is the most comprehensive study on play and its diminishing role in early education in the 

last decade. The report, published in 2009, eight years after No Child Left Behind was signed 

into law, used nine studies conducted in the U.S. that were current at the time of the report. The 

studies revealed that scripted education and standardized testing had become an established part 

of kindergartens, and didactic teaching methods replaced free-play and outdoor play. Although 

the report states that the new academic standards were causing children to be labeled as 

demonstrating educational and emotional behaviors inappropriate for the kindergarten classroom, 

highly academic curriculums have only increased in kindergartens. Pre-school programs that 

focus on academics and cognitive abilities via academic curriculum theories have found their 

way into pre-kindergarten standards. As the emphasis on early academics increases, so has the 

incident of pre-kindergarten expulsion. Pre-kindergarten children are expelled three times the 

rate of children in K-12, African-American boys are at the greatest risk for expulsion (Gilliam, 

2005). Children ages 2-5 are displaying behavioral “disorders” at alarmingly increasing rates.  

Clinicians struggling with the question of classifying psychiatric disorders in preschool-ages 

children (Egger & Angold, 2006) begs the question of the effects of the early academic approach 

on our children? 

The Perry Preschool Project intervention study (Schweinhart, et al., 2005) empirically 

demonstrates the positive social and economic effects of a preschool program in which the 

children were allowed an experience of self-determination. The educators participating in this 

study were treated as professionals. They were compensated commensurately with their public-
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school teaching peers (Derman-Sparks & Moore, 2016) and allowed pedagogical autonomy in 

responding to the children in their classroom and their educational needs. The longitudinal study 

followed the children in both the control and intervention groups into their 40 s demonstrating 

long and short-term benefits to the individual children. The preschool program was expensive 

however the rate of return of the investment was economically and socially significant. The 

children who participated in the program showed a reduction in imprisonment and social services 

needed in early to mid-adulthood (Schweinhart et al., 2005). With this pedagogical, social, and 

economic information available why then are American preschool children demonstrating 

behavior disorders? Why is preschool aged expulsion prevalente? 

Education Paradigm Shift: Social Responsibility to Economic Imperative 

 A significant shift from the time of the Perry Preschool Project, which began in 1962, is 

the economic landscape of the United States. According to the Bureau of Labor Statistics, 28% 

of mothers with young children worked in 1975. That number more than doubled to 60% by 

2013 (Feldman, 2015). Now more than half of American children under 5 years of age are in 

some type of childcare environment for up to as many as 36 hours a week (Laughlin, 2013). To 

maintain standards of living in the U.S., it is a common necessity for two parents to be in the 

workforce. Often parents are focused on full-time work that requires their children to be in child 

care facilities for much of the day. The 2006 NICHD study shows that increased time in care 

outside the home is correlated with an increase in challenging behavior in preschool and 

kindergarten classrooms. Family economics reflect the cultural shift in attitudes towards the 

purpose of education. There has been a fundamental epistemological shift in education from a 

social democratic approach to that of a global market approach. With the global market 

approach, education’s primary purpose is to ensure that American students, thereby the United 
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States, remain competitive in the global marketplace (Hursh 2007). No Child Left Behind had a 

second achievement gap to close via high stakes testing and teacher accountability; the gap 

between the global economy and the United States economy. Hursh argues (2007) that NCLB is 

indicative of the market-oriented policies that began to replace the government s social 

democratic approach to policymaking. Illustrative of this argument are the remarks Lyndon B. 

Johnson made on April 11, 1965, when he signed the Elementary and Secondary Education Act 

into law.  

In this one-room schoolhouse, Miss Katie Deadrich taught eight grades at one and the 

same time. Come over here, Miss Katie, and sit by me, will you? Let them see you. I 

started school when I was four years old, and they tell me, Miss Kate, that I recited my 

first lessons while sitting on your lap. From our very beginnings as a nation, we have felt 

a fierce commitment to the ideal of education for everyone. It fixed itself into our 

democratic creed…. So, it is not the culmination but only the commencement of this 

journey. Let me urge, as Thomas Jefferson urged his fellow countrymen one time to, and 

I quote, "Preach, my dear sir, a crusade against ignorance; establish and improve the law 

for educating the common people …. (Johnson, 1965) 

In his remarks, President Johnson notes the personal nature of education. His comments indicate 

human connection and relationship are established at school and are foundational to learning. 

Further, he states, that fixed in the epistemology of the country is an implicit valuing of 

democratic education. In contrast. here are remarks made by President George Bush on NCLB  

[NCLB] is an important way to make sure America remains competitive in the 21st 

century. We re living in a global world. See, our education system must compete with 

education systems in China and India. If we fail to give our students the skills necessary 
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to compete in the world of the 21st century, the jobs will go elsewhere. That's just a fact 

of life. It's the reality of the world we live in. And therefore, now is the time for the 

United States of America to give our children the skills so that the jobs will stay here.  

(as cited by Hursh, 2007 p. 499) 

The tone of these remarks could not be more different.  President Bush states clearly that the 

21st-century goal of education is to remain competitive in the global marketplace. The global 

market approach to education transverses party lines. Here are President Barack Obama s 

remarks upon amending NCLB to allow for states to apply for waivers to NCLB in 2012: 

One study found that a single good teacher can increase the lifetime earnings of a 

classroom by $250,000 -- a single teacher.  A great teacher can help a young person 

escape poverty, allow them to dream beyond their circumstances…. And our job is to 

harness those ideas, to lift up best practices, to hold states and schools accountable for 

making them work.  That s how we re going to make sure that every child in America has 

the skills and the education they need to compete for the jobs of the future and to be great 

citizens.  And that s how we re going to build an economy that lasts. (Obama, 2012) 

The remarks made by both Presidents Bush and Obama are indicative of the shift of point of 

view of education as a democratic right to an economic imperative. Educational policies that are 

made with the goal to remain competitive in a global laissez-faire economy will always fail 

because this attitude towards education does not actively address social inequality, nor does it 

address racial inequity that is embedded in the economic system of the country. The social 

inequity, of course, includes the undervaluing of early childhood caregivers and teachers, many 

of whom are living in or near to poverty themselves (U.S. Department of Education, 2016). Until 
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education is seen once more as a social imperative, our government s educational policies will 

fall short of their ambitious and rightful goals of closing the achievement gap.  

 Our educational approach needs to respond to our children s educational needs rather than 

the juggernaut that we have created for ourselves with the economic practices of the United 

States. Child development has not changed, but our expectations for education have not only 

changed, but have become divorced from what it means to be a child. Our concern is no longer 

for the correct approach to education for the stage of human development, but rather educators 

are, perhaps unknowingly, engaged in a global economic race. Until the country recovers its 

view on education as a moral imperative rather than an economic one, the achievement gap will 

remain. Education is not about economic achievement alone; it is about human achievement. 

Those two do not have to be mutually exclusive. Still, until we reframe American education 

goals in terms of human potential rather than economic gain, we will see losses in both areas.   

 The International Play Association recognizes play as one of the essential needs of a child 

and “vital to the development of all children” (IPA, 2021). Play and childhood have been 

devalued in favor of approaches to education that do not recognize early-childhood as a unique 

period in human development. Play is the pedagogical approach for this unique time in human 

development and it provides the foundation for all future educational endeavors. It is time for 

educational policy to reorient to an early childhood approach that will serve all children. 

Play and Cognition: Play is Thought in Motion 
  
Often curriculum theories that inform our pedagogical practices presume that children 

have developed the same capacities of mind of an adult. Even though there is a quasi-recognition 

that children are developmentally different from adults, as seen by teaching practices that seek to 

offer academic content in fun, playful ways, we regularly expect children to perform 
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academically focused classroom tasks that require executive function skills that are not 

appropriate for their stage of development (Miller & Almon, 2009). The prefrontal cortex, the 

brain region necessary to demonstrate executive function, continues to develop until age 25. 

Moreover, the connection between the limbic system and frontal cortex, required for cool or 

social cognition, is not fully mature until post-adolescence (Arain et al., 2013). Considering this 

research, it would behoove pedagogues to reflect upon how often pre-adolescent children are 

asked to perform tasks and behave in a way that requires prefrontal cortex and limbic 

connectivity to be fully mature. Why is the educational ethos in the United States choosing to 

focus on academics in early childhood if the neuroscience available today shows that the young 

child s physiology does not support mature cognitive processes? I believe that it is because our 

educational system does not recognize that children think differently than adults. In fact, I think 

that our current approaches to early childhood education do not understand the ontogeny of 

cognition at all. 

 Movement is thought. It begins as an outer process that becomes an internal process. 

Thinking, as in speech, is an outer process that becomes inward over time. The outer to inner 

process can be observed from the early stages in infant play to the mature forms of play seen in 

children by age six organizing games in a thoughtful way. Children at the end of early childhood 

development can be still and form a plan of action with their peers, whereas before, movement 

and planning were one and the same. Their movements are their thinking process. We can see 

this demonstrated by how speech is also a process that begins as an outward process but becomes 

inward over time. Andresen (2005), relying on Vygotsky s zone of proximal development theory, 

seeks to provide empirical evidence through the study of children engaging in role-playing, that 

language is the primary tool in which children collaborate in role play. As children develop, 
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external processes become increasingly internalized, allowing their metacommunication skills to 

become more nuanced. This study confirms Vygotsky s theory that egocentric speech 

increasingly becomes an internal process culminating as inner speech around six years of age. 

These processes, metacommunication, and egocentric speech unfold during role play and allow 

the child to self-regulate and organize their thinking. Role-play reveals itself to be an activity that 

provides the arena for externalized concepts of the child s environment to become inner 

cognitive processes. In this way, metacommunication transforms into metacognition throughout 

development into mature adulthood. Koziol et al. (2011) acknowledge that as neuroscience has 

sought to understand the brain s organization and development, science has categorized and 

differentiated functions to regions of the brain that do not reflect the brain s integrated activity. 

Further, the authors discuss cognition and executive function concepts, which are usually 

conceived as conscious functions. Looking at the brain through an integrated lens, one in which 

the brain s subcortical structures are considered, cognition, and executive function can be seen in 

a new light; one in which executive function is in service and an integrated extension of motor 

function. 

 Perceiving and remembering are foundational cognitive processes that provide the basis 

of stability for knowledge acquired over a lifetime (Samuelson & Smith, 2000). There is no 

better or more developmentally natural way for a child to acquire knowledge than through the 

steady flow of perceiving and remembering that unfolds during self-directed play. Educators 

need to redefine our approaches to education, especially when it comes to educating a young 

child s cognition. For the young child, cognition is not inward or fixed; it is deeply rooted in their 

every movement. 
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Developing the Social Brain through Self-Directed Play 

Spontaneous self-directed play is a child s right and requirement for healthy physical, 

emotional, and social development. Play is how children explore their own physical and social 

power. It is a way for children to explore control within the confines of the play environment 

without the responsibility that comes with completely controlling the environment (Hewes, 

2014). Hewes addresses the pedagogizing children s play in the service of adult goals.” It is 

important to distinguish playful learning (Hewes, 2014; Miller & Almon 2009) from self-

directed play when investigating and developing a play curriculum. The adult agenda for 

childhood and acculturating children into learning” is happening at an alarming and increasingly 

earlier age. Play is a child-created world. Indiscriminate adult intervention in play is disruptive to 

the play-world s flow. For children to explore their power, control, and freedom during play, play 

must be free from adult agenda. By allowing children to engage in spontaneous self-directed play 

adults enable them to explore and expand to their developmental edges, thereby creating physical 

and emotional resilience over time. A child s self-directed free play acts as a digestive aid that 

allows the child to work through emotional and stressful situations through the theatre of play. 

 Deci et al. (1991) define competence, relatedness, and autonomy as intrinsic human 

needs. This triad of human needs culminates in the experience of self-determination. When an 

individual can choose to engage in a behavior, the self-determined regulatory process is internal 

self-regulation. The result is that motivation has arisen from within and out of an experience of 

self. What we feel informs the decisions we make and what actions we take in unique 

experiences. In the adult-created world, a child has very little chance of demonstrating 

metacognitive capacities because metacognition takes repeated experiences of having one s 

feelings guide a thinking process towards volition. During play, children are provided the 
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opportunity for their feelings and their peers’ affect to guide cognitive processes towards 

individual or collective action.  

 Pellis and Pellis (2007) present research studies seeking to understand the correlation of 

play and the development of the mammalian social brain. The studies cited were conducted on 

rats engaged in rough and tumble play and spanned the late 1970s through the early aughts. The 

studies show that juvenile rats all engage in rough and tumble play if given the opportunity. Male 

rats displayed, with higher incident, a rougher quality to the play. Young rats deprived of the 

opportunity to engage in rough and tumble play showed underdeveloped social competence 

when re-introduced to a rat colony. Rats reared in isolation but allowed to engage in play with 

another rate of the same age exhibited normal cognitive and social development. The authors 

believe a correlation can be made from these rat and other primate studies on play between the 

necessities of rough and tumble play for proper development of the socially competent brain in 

human beings.  

Anxiety is reduced when a human being feels a sense of agency in the circumstances in 

which they find themselves. As our culture has devalued play for children in our educational 

spaces, the incidence of psychopathology has risen in children and adolescence (Gray, 

2011). Further, we have recent confirmation of doll play informing the social brain even when 

the child is playing alone. Current fNIRS imaging conducted by Hash et al. (2020) confirmed 

that the prefrontal and posterior superior temporal sulcus (pSTS), the brain region responsible for 

processing social interactions, was active during solitary pretend play as well as when engaging 

with a social partner. The STS did not activate when the child was playing alone with a tablet. 

“The fact that pSTS activation is stronger for doll play than tablet play specifically when playing 
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alone is consistent with the notion that pretend play allows children to practice social interactions 

even when playing by themselves” (Hash et al., 2020, p. 7).  

 Adults and educators must check their ideas about the structure of early childhood 

education and become conscious about how this infringes upon and erodes play culture in 

childhood to the children s detriment. Educators must redirect our focus towards creating a 

culture, particularly in the classroom, that values and supports play by creating community 

through open-ended, co-created environments. Educational approaches that support self-

determination promote self-responsibility and agency, intrinsic motivation, and self-confidence. 

These are the foundational skills needed for metacognitive capacities and social resilience. 

Literacy and Self-Directed Play Culture 
 

 Digital Participatory Culture requires that pedagogues reassess our relationship to literacy 

practices generally and early-childhood teaching practices specifically. Early-childhood 

education needs a careful and critical look at practice. This is especially true because the 

Common Core educational policies emphasis of academic instructional learning has reverberated 

down into early-childhood curricula, even into the first year of life. The economic reality of 

living in the United States makes childcare from the first year of life a necessity for many 

families. Unfortunately, early-childhood pedagogical practices have become divorced from child 

development, and what is the appropriate emphasis for this unique period in human 

development. These practices are ignorant and dangerous, particularly considering the New 

Media Literacy Skills (Jenkins, 2009) our children need to develop to be able to navigate in the 

world which is becoming ever more penetrated with virtual and abstracted spaces. More than 

ever, children will need a sense of their bodies, agency, and identity. Metacognitive and 

interpersonal skills will need to be developed to a high degree to negotiate the social landscape 
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that continues to become more digitally focused. This requires self-confidence and interest in 

others. These capacities need to be considered essential skills in literacy and should be 

prioritized in our curricula as highly as traditional literacy skills. Our early-childhood teaching 

practices need to reorient toward recognizing the phenomena of childhood as a unique stage of 

human development as well as developing a pedagogical understanding of how play lays the 

foundation for the new media literacy skills needed for digital participatory culture. Educators 

must gain knowledge of how self-directed play allows children to develop in the five essential 

domains of childhood and the new media literacy skills required for participatory culture. With 

this understanding, we will transform our educational spaces into places that enable children to 

develop the operational, cultural, and critical literacy skills (DECS, 1996) essential to becoming 

active, informed, and skilled citizens (Gillen & Barton, 2010). Considering participatory culture 

and the New Media Literacy Skills needed, our concepts of literacy must broaden to view 

literacy as social practice (Gillen & Barton, 2010). Literacy encompasses much more than 

decoding and comprehension of a language. Literacy has grown beyond a set of operational 

literacy practices (DECS, 1996) that are dictated by dominant cultural norms (McLaren, 2002). 

Jenkins et al. (2009) define new media literacies as “a set of cultural competencies and 

social skills that young people need in the new media landscape” (p. xiii). The New Media 

Literacy Skills: play, performance, simulation, appropriation, multitasking, distributed 

cognition, collective intelligence, judgment, transmedia navigation, networking, and negotiation 

are built through individual and shared experience, resulting in highly nuanced participatory 

cultures. Participatory cultures have five distinguishable characteristics 

1. relatively low barriers to artistic expression and civic engagement, 

2. strong support for creating and sharing creations with others, 
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3. some type of informal mentorship whereby what is known by the most 

experienced is passed along to novices, 

4. members who believe that their contributions matter, and 

5. members who feel some degree of social connection with one another (at the 

least, they care what other people think about what they have created).  

(Jenkins et al., 2009, p. 6) 

Jenkins describes participatory cultures as those which allows the individual to actively 

participate in creative and collaborative community processes at their interest and their 

established skill level. The five characteristics of participatory culture are easily found in a 

classroom dedicated to supporting self-directed play. In classrooms with a successfully 

developed play culture, children are each valued individually as members of the community and 

are free to share their creative and artistic expressions through play. Teachers are there to 

observe and support the creativity of play and social experience. Informal mentorship abounds in 

play culture. In the playspace, Vygotsky’s concept of the zone of proximal development 

(Vygotsky, 1978) is a relational space that at times is an exchange between teacher and child. 

More often, mentorship is peer to peer with experienced peer and novice exchanging roles within 

a single social encounter. The classroom atmosphere is egalitarian. Although there are children 

of varied ages and experiences, each is free to contribute according to their interest and skill. The 

children know their contributions matter to their peers and the teachers. Finally, the successful 

early-childhood classroom is a home away from home. The social connections feel familial. The 

children and teachers deeply care for one and other and all creative activities in the classroom. 

The early-childhood classroom that has been created to support self-directed play is a real-life 

participatory culture that lays the foundation for children, later in their development, to 
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participate in virtual culture with social and meaning-making skills that have become a part of 

their habit life since early-childhood. 

Teaching Practice Supporting Play: ZPD- The Relational Space  

A gap in research exists in educational practices to support children during play, especially 

during self-directed play. In the early 1930s Vygotsky first wrote about the much-discussed 

observation of the zone of proximal development. This often-quoted passage:  

This difference between the twelve and eight, or between nine and eight, is what we call 

the zone of proximal development. It is the distance between the actual developmental level 

as determined by independent problem solving and the level of potential development as 

determined through problem-solving under adult guidance or in collaboration with more 

capable peers (Vygotsky, 1935/1978, p. 86). 

Unfortunately, the zone of proximal development has evolved into scaffolding teaching practices 

that conflate Vygotsky’s perception and naming of the phenomena of human potential with a 

teaching practice that considers cognition apart from the whole aesthetic experience of the human 

being. Scaffolding is a concept that originated with Jerome Bruner’s 1976 study in which he and 

his colleagues determined that children needed support as they were engaged in cognitive activity. 

Since Bruner’s study, ZPD and scaffolding have become enmeshed in educational theory and 

practice (Margolis, 2020). While Vygotsky perhaps could not refute the direct intervention of adult 

“scaffolding” as a way for a child to master a new mental capacity. “The various explanations of 

the concept of the ZPD addressed to teachers basically boil down to a simplified view of the ZPD 

as a special type of assistance provided by a teacher to a pupil to help solve tasks that the child 

cannot solve on his or her own” (Margolis, 2020 p. 17). Scaffolding, in practice, takes the 

reductionist approach to increasing a child’s cognitive capacities alone. In defining the ZPD, I 
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believe that Vygotsky addressed the total human being and recognized that cognition and affect 

were in a continual relationship. Further, it is my sense he would have appreciated the educator’s 

ability to conceive artistic human interactions within the ZPD reflect the total aesthetic human 

being. 

Emmi Pikler recognized the ZPD as a space of human potential. Dr. Emmi Pikler (1902-

1984) was a Hungarian pediatrician and orthopedist. She supported the families she worked with 

by caring for the children’s physical health and advising parents on the child’s emotional and 

cognitive development (Szanto-Feder, 2020). Although Pikler never mentions Vygotsky in the 

pedagogy she developed for infants, the same relational space that Vygotsky named the ZPD, she 

and the caregivers she trained were always tending this developmental space. Here, we can see a 

picture of two adults holding a child’s hands as she learns to walk as an image of scaffolding. The 

adults give the child temporary information about her 

balance, in this case providing a human scaffolding so 

she does not fall. Directly supporting a child so that 

they may walk upright is something a Pikler 

pedagogue would not practice. Emmi Pikler 

recognized the competence that infants have from the 

moment they are born and respected their humanity 

and autonomy in the caregiving practices she 

developed. Dr. Pikler recognized that the child’s 

developmental movement stages were both lawful and would unfold uniquely according to each 

child’s own time and in their way. The stages of development would unfold as: the child is born, 

the child lies on their back, the child turns their head, the child plays with their hands, turning on 

This sketch from Rembrant was taken from 
the New York State Education page to 
illustrate the concept of scaffolding  
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the side, turning to the belly, turning again from tummy to back, playing on the tummy, moving 

with intention by stretching, rolling creeping, crawling, attempting to stand, sitting well, standing 

up, standing unsupported, walking unsupported and freely (Pikler 1940). Pikler viewed observing 

the child and their movements as an essential part of treating the child with dignity as well as their 

earliest education. Involving the child as an active participant in their care was essential to their 

development into adults who could engage with agency in their interpersonal and environmental 

relationships (David & Appell, 2001). The caregivers at the Lóczy orphanage and then childcare 

center practice cooperative caregiving guided by the child’s self-initiated movement. The 

caregivers are sensitive to the infants’ developing motor capacity as a demonstration of their 

understanding that they can participate with their caregivers in their self-care. The caregivers meet 

the child there with attention, interest, and direct physical support when appropriate. The 

caregivers recognize the child’s self-initiated movement as a demonstration of their competence 

as well as a demonstration of their physical development and emotional well-being and self-

confidence.  

Scaffolding is quite the opposite approach. It is an educational approach that does not have 

confidence in the child’s ability to gain new capacities without direct intervention from an adult. 

The Pikler approach recognizes that the human relationship and the child’s interest in the world 

allow the child to stand upright and walk. When one works pedagogically with the concept of Self-

Initiated Movement, SIM, this extends to any new capacity a child gains. The difference, of course, 

is in the quality of the human relationship the child experiences, the time the child is given to gain 

a capacity, and the lack of adult agenda (Kálló & Balog, 2005). 

Hakkarainena et al. (2013) articulate a concept that is foundational to the development of 

a play curriculum. That is, the understanding that the earliest social experience in a young child’s 
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life is their participation in their caregiving. The Pikler caregiving work realized this as well. The 

adult and child reciprocal relationship in caregiving moments of bathing or dressing creates a 

record of somatic experience and bodily memory (Hakkarainena et al., 2013). The adult must be 

sensitive and artistic in supporting the child, both in caregiving and during self-directed play. 

When an adult intervenes in play without taking the metaperspective of the play into account, the 

intervention derails the child-created world and disrupts the flow of the play. Hakkarainena et al. 

(2013) offer insightful observations about play narrative as both the seed of thought and the 

beginning of linking concepts that will lead to higher and internalized thinking processes. The 

sensitivity that educator needs in approaching and supporting the child created play world is 

acknowledged.  

Kaczmarczyk (2013) articulates the sensitive mood the educator needs to cultivate when 

supporting self-directed play. Constructive empathizing is the term Kaczmarczyk uses to describe 

the correct mood that the educator should express in all their interactions with the child and the 

educational space. When the educator can see the child anew and respond to their new level of 

competence, the ZPD becomes a co-created space. It is true that when an educator carefully 

observes a child and their capacities and challenges, empathy is the natural consequence of such 

intimate observation. Out of this empathetic attitude, the educator is poised to discern the 

environment. She can judge what needs to be adjusted or addressed either in the physical space or 

the social-emotional space of the classroom. Thereby, increasing interest and sufficient social 

harmony to carry out the desired activities.  

Interest as the “origin of educational activity” (Esteban-Guitart, 2018, p. 395) is the 

essential aspect of a classroom practice working with the principles of self-initiated movement. 

The child’s interest in the environment and social experience and the teacher’s interest in the 
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child’s unfolding development through their self-initiation are equally important. This sounds very 

simple in theory, but a classroom full of active children creates a very dynamic situation. The 

pedagogue must be deeply in-tuned with the children’s individual development and social-cultural 

development of the group. There can be experiences of enormous difficulty and meaningful 

struggle while children are playing. Physical mastery of a task can cause tears and frustration. The 

introduction of a pair of new shoes that are more difficult to put on than the old ones the child has 

outgrown can result in tears of frustration. This situation is best handled by accompanying the 

child in his struggle to do for himself and not by the teacher swooping in to put the shoe on for the 

child. Allowing the child to overcome the physical challenge of putting on his shoe also allowed 

him to master his own emotional life. Feelings of frustration will inevitably rise up in any person 

engaging with daily life. How we meet these frustrations is what is important.  

Play gives ample opportunity for the complete development of the child’s physical 

capacities, social-emotional development, and responsible activity in a social group. For example, 

if we imagine the four-year-old who has just mastered his new shoes is now involved in group 

role-play is directed by a 5 1/2 year old within the play world: “You have to take your dirty shoes 

off before you come into the house!” the four-year-old can do, on command, what the confines of 

the play activity demand of him without dissolving into a heap of tears on the floor. To be sure, 

when a 5 1/2 to 6-year-old is commanding the play, there will be more tears of frustration for the 

four-year-old, however, if the older child had the benefit of a teacher who accompanied her through 

similar frustrations when she was four, she will be more willing and flexible in accommodating 

the play to the ZPD of the younger child and at once increasing her own cognitive and social-

emotional development under the watchful gaze of her teacher who is co-creating the ZPD for the 

older child.  
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The ZPD is a tool for educators to understand where a child is in their development and 

what the child is becoming (Vygotsky, 1935/1978). The ZPD is not a space in which the teacher 

must directly intervene for the child to develop. Instead, it is a space where the teachers must 

work directly at times and indirectly, temporally, through observation or reforming the physical 

space. The teacher must sensitively and artistically approach the world of play. In this way, the 

child feels human connectivity with their struggle. The child experiences the teacher s 

responsiveness to the situations they encounter in the educational space. Sagastui et al. (2020) 

conducted a study that systematically observed and quantified the early childhood educator s 

relational patterns to children engaged in self-directed play. This study is important because it 

brings attention to the quality and timing of support that children need from their teacher to 

support their self-determination that will eventually contribute to the social group in self-directed 

play.  

Deci (2009) defines competence, autonomy, and human connection and basic 

psychological needs. Creating a classroom environment both physically and culturally that 

acknowledges these psychological needs allows to education to unfold organically through 

human self-initiation within a well-defined and structured form. The amount of planning of space 

and understanding of child development cannot be underestimated by anyone who wishes to 

facilitate play as a child s primary educational experience. Teachers need to feel competent and 

internalize what changes need to be made and how their unique capacities can support the 

process (Deci, 2009). The adult feeling competent about facilitating play is an essential place to 

begin when implement a play-based curriculum. It is vital when supporting a child s developing 

competence the teachers feel their competence in all their activities before they can be an 

influential presence in the child s life and education. 
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The Playspace as Educational Space  

 Henriksen et al. (2017) examine creativity as a social behavior that requires collaboration 

and improvisation in conversation with Dr. Keith Sawyer, Professor in Educational Innovations 

at the University of North Carolina in Chapel Hill. Dr. Sawyer is a leading expert in the study of 

creativity and its application to education. This conversation is especially relevant to establishing 

a self-directed play pedagogy because it illuminates a critical aspect of supporting self-directed 

play: the play pedagogue as a creative space designer. Dr. Sawyer also articulates the need for a 

structure for creativity to unfold within. In this light, we can see that creating a classroom 

environment is a form of social technology (Kozlovsky, 2010). Sawyer states that there needs to 

be a formal structure for creativity to unfold (Henriksen et al., 2017). Likewise, for children to be 

able to engage in self-directed play, a classroom culture with clear boundaries, both physical and 

social, needs to be well defined and practiced by the educators 

 We began with the premise that cognition, like speech, is an outer process that becomes 

inward as a child develops (Andresen, 2005). In that case, it follows that the educational space 

must be logically organized by the educator so the child can experience clear thinking with their 

movement in the educational space. A significant part of the child s education is the “intricate, 

regulated and ritualized choreography of the body” (Burke, 2005, p.492). The space that the 

teacher creates for the children is her most incredible pedagogical tool. It is an extension of the 

educator. Her perceptions of the individual child s development and the social dynamic in the 

classroom inform how the space should be created or modified. The environment becomes a 

space of knowledge-creating (Kozlovsky, 2010; Vygotsky, 1926/1997) self-initiated by the child 

and becomes entirely their own. 
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 Indoor spaces need to be carefully thought out. Toys, artistic materials, and classroom 

tools need to be kept orderly, and an evident culture developed around their use and care. Sizable 

spaces need to be created for social play and large gross motor constructive endeavors. Smaller 

places furnished with dolls or books need to be conceived for the child who needs time to digest 

the classroom environment or an occurrence that happened at home or on the way to school 

before she can join in the social play. Cubby areas or coatroom spaces that are easily accessible 

to the child to practice autonomous self-care in dressing and undressing, keeping in mind the 

proximity of human relationship for the child s development within the ZPD, need to be 

considered. Special attention to the bathroom location to the main activity of the classroom needs 

to be thought out so that the child has both the appropriate privacy for bathroom activity and 

access to a teacher if they are not yet bathroom independent. In this way, the careful logical 

thinking of the teacher becomes the child s experience of thought as they move through the 

classroom space. 

 Outdoor spaces also need to be considered carefully. An outdoor space that has been 

designed with appropriate challenges for the children, as well as opportunities for them to 

participate in garden work and nature, is important. Brussoni et al. (2012) show that children 

whose pre-school experience included larger amounts of free play fared better than children 

whose preschool experience focused on academics. Their longitudinal study followed up with 

the children at ages 15 and then again at 23. The children in the academic-based preschool had 

significant social and work-related challenges, including arrest and work suspensions. The 

authors show that children provided with movement opportunities via challenging playground 

equipment exhibit better problem-solving skills and improved risk assessment discernment. 

Ideally, the classroom should be designed so that the dressing area is directly accessible to the 
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outdoors to build autonomy in the children. The children should seamlessly move from the inside 

to outside portions of the classroom fluidly through their self-initiated activity.  Providing an 

environment that supports a rhythmic unfolding of the day and year is a truthful environment 

where the children can experience their education as a process of living and not preparation for 

future living” (Dewy, 1897, p.78). Considering recent neuropsychology in our concept of 

education, a child does not have to be made self-reflective on of their experience to have learned 

something (Solms, 2021); we can view this living education as solid preparation for future 

experiences in education. 

Tools for Assessment of Self- Directed Play and Playspaces 

 There is room for developing new assessment tools when looking at child development 

and self-directed play supported by the teacher with the above understanding of the ZPD and the 

adult child relationship that needs to be cultivated when supporting self-directed play. Pyle et al. 

(2020) recognize a gap in theory and practice and present their paper as a framework of 

assessment that integrates assessment theory and classroom practice for kindergartens that must 

meet current academic standards and employ play-based pedagogies. The authors look at the 

history of assessment tools, their priorities, benefits, drawbacks, and take time to distinguish 

between different approaches to play pedagogies on a continuum from free-play to learning 

embedded play. This research is important because play pedagogues must understand these 

distinctions and articulate why a particular play pedagogy is being used and assessed to measure 

the child s academic or human development. It is also important to make the distinction about the 

societal values placed upon learning. Play pedagogues with a broader definition of knowledge, 

one that encompasses cognitive and affective growth via the reciprocal relationship between the 

human being and their environment, will be less hasty to acculturate the child into prescribed 
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definitions of learning unless mandated to do so. Thereby affecting how the teacher creates the 

classroom culture, facilitates play, and assesses development. 

 Šimleša et al. (2018) have developed The Flow Engine Framework: A Cognitive Model 

of Optimal Human Experience to provide a mechanical explanation of how the flow state, 

described as the optimal state for human consciousness and experience (Csikszentmihalyi, 2008), 

arises in the human being. The authors feel that developing concepts around flow phenomena 

will facilitate a better understanding and shared conceptual language that will have far-reaching 

benefits for society. Their attempt to establish a conceptual model of flow hopes to advance its 

study within cognitive science. This research to develop a flow theory is exciting and relevant to 

supporting play s pedagogies as the developmentally appropriate approach to early childhood 

education. There are observable similarities between a child engaging in self-directed play and 

an adult experiencing the flow state. These can potentially be measured in the IOP Flow 

Framework Šimleša et al. (2018) have developed. As they have described it, the flow channel is 

an observable phenomenon. The flow channel is where developed skill and challenge are in 

optimal relationship to each other. Children will naturally and unconsciously modify their 

activity between their developed skills and activity that will challenge their capacities to 

perpetuate the autotelic activity of play.  

 
 

 
 
 
 
 
 
 
 
 
 



SUPPORTING SELF-DIRECTED PLAY CURRICULUM  23 

Method 
 
Self-Directed Play Curriculum Development 
 

There are different types of play, and they often overlap in rich play scenarios. 

Knowing and watching for the broad types helps sensitize teachers and parents to 

the shifting landscapes children create. (Miller & Almon, 2009, p. 55) 

Self-Directed Play Curriculum is perhaps a deceptive term. Curriculum denotes a course of 

study that will be offered from teacher to students. In this curriculum play is the course of study 

and the curriculum is how the teacher can understand and support play that is directed out of the 

child’s self-determination (Deci, et al.,1991). This curriculum focuses on the twelve types of 

play identified by Miller & Almon (2009). This year-long daily curriculum offers an approach to 

developing a classroom that values self-directed play as the primary means of a child’s learning. 

These twelve types of play naturally overlap when children are afforded ample time to engage in 

self-directed play. A framework for the early developmental standards for each type of play 

grants opportunities for and tools for parents and teachers to observe if adequate materials are 

available in the educational environment. Further, the curriculum includes tools for teachers to 

assess children’s development and their professional development. The play-centered 

pedagogical approach to early-childhood education requires that the educator become deeply 

engaged in supporting play by creating a classroom culture that is appropriately physically and 

mentally stimulating.  Cultivating a classroom culture in which each child feels well-cared for, 

socially safe, and valued is essential to practicing this curriculum successfully. The teacher must 

develop their capacity for child observation, their attention to skills each child is building during 

play, and the ability to shift their focus pointedly from an individual child to focus peripherally 

on the social group during play. 
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Curriculum Overview Philosophical Approach 

This self-directed play curriculum considers that early childhood play culture allows children 

to digest and learn from their physical and social-emotional environment. As children do this 

through play, it establishes a basis for physical and emotional well-being. Play educates the 

child’s volition and moral development through his experience of self-determination, self-

restraint (Vygotsky, 1933). Self-directed play, supported by a knowledgeable and well-trained 

pedagogue, provides opportunities for essential cognitive skills to develop as the foundation for 

metacognitive capacities to develop later in life. The skills and capacities developed during self-

directed play are entirely the child’s own because they were born from self-initiation. With this 

understanding of play, teacher-child relationship, and proper environment, the child’s essential 

developmental areas are educated through their self-initiated play. 

Definition of Play 

Play pedagogues will find that the central obstacle in a discourse on play theory is the lack of 

agreement on what activity is clearly defined as play. It is essential from the start that what 

constitutes play within the framework of this curriculum is clearly defined. Self-directed play is 

or has:  

• the autotelic activity of the child, free from adult agenda or acculturation into “learning.”  

• a quality of flow throughout the activity of play as demonstrated by timelessness.  

• ·a presence of satisfaction when a play activity concludes. (Andresen, 2005; Long-

Breipohl, 2010; Šimleša et al., 2018) 

Self-Directed Play Curriculum is perhaps a deceptive term. Curriculum denotes a course of 

study that will be offered from teacher to students. In this curriculum play is the course of study 

and the curriculum is how the teacher can understand and support play that is directed out of the 

child’s self-determination (Deci, et al.,1991). 
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The Twelve Types of Play 

The following describes the Twelve Types of Play identified by Miller and Almon 

(2009). Accompanying the description is a photograph1 showing an example of the type of play 

or the result of the type of play described. North Carolina State Standards for Early Learning and 

Development will be referenced in the descriptions. Please refer to the Curriculum Map on pp. 

21-22 for a comprehensive list of standards addressed by each type of play and Twelve Types of 

Play Standards Framework, Appendix A. for learning goals, benchmarks, and supporting 

activities. 

Large-Motor Play  

Large-motor play allows children to develop 

the large muscle control and abilities needed to move 

through and explore their environment, Goal HPD-4 

(NCFTS, 2013, p. 10). Large motor movement is 

necessary for children to experience their bodies and 

coordinate their bodily navigation in space and 

around peers and adults. You can see in the 

photograph that the two children want to use the rope. 

At this time of year, the children knew each other 

well. The teacher was close by but did not intervene. 

She did not have to say: “Be careful!” or “One at a 

time!” The children were able to resolve the situation themselves because they had experienced 

support from the teacher in such situations earlier in the year. You can see the child with the hat 

 
1 Photographs shared with permission. 

Figure 1 Large-motor Play 
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is taking care not to hit the other child in the face with his foot. The child climbing upward 

clearly expressed (Goal LCD-4, NCFTS, 2013, p.11) her determination that she is coming up and 

he should make way! Learning Goals ESD-1,2,4 & 6 (NCFTS, 2013, p. 9), are met through her 

self-confidence, positive interactions, and emotional regulation in this interaction. The seated 

child backed up onto the platform and allowed the ascending child to finish her action, 

demonstrating that he is responsive to the needs of his play partner, (Goal ESD-7 NCFTS, 2013, 

p. 9). Both children demonstrate attention and initiative while persisting at challenging large 

motor play, (Goals APL 7-9, NCFTS, 2013, p. 8). 

Small-Motor Play 

Small-motor play allows children to 

develop hand-eye coordination. Through 

small-motor play, children increasingly 

develop small muscle strength and control 

that affords them to manipulate tools and 

objects with dexterity, (Goal HPD-5, 

NCFTS, 2013, p. 10). These children are 

collaboratively engaged in construction play 

that is also small-motor play. The children 

had to share and receive information about their collaboration, speak clearly to communicate 

their ideas, while using a growing vocabulary (Goals LCD- 1-4 & 7, NCFTS, 2013, p. 11). 

Disagreements about the plan had to be worked out. The children had to identify their and 

manage their own feelings while responding to the needs and feelings of their play partners, 

(ESD 4, 6 & 7 (NCFTS, 2013, p. 9). The children demonstrated appreciation for varied forms of 

Figure 2 Small-Motor-Construction Play 
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expression, while expressing their own ideas, sorted and quantified materials, and solved 

problems to create their assemblage and forward their imaginative play, (Goals CD- 4, 5, 10, 11 

&13 NCFTS, 2013, p. 12). 

Mastery Play  

Mastery play allows a child to repeatedly attempt a new action until they master the 

action as a skill. Mastery plat can be embedded within large and small motor play, construction, 

make-believe, artistic, and language play. Figure 3 shows a child is crossing a balance beam as it 

moves; this added a challenge to test his skills of balance and focus. There was quite a bit of 

activity happening around him while he was engaging in this action. Mastery play is often a 

solitary activity. It can be collaborative; however, when play culture has become socially 

sophisticated enough for multiple children to work on their mastery of an action collaboratively. 

Significant learning and developmental goals being met through this activity are HPD-4 & 8 

(NCFTS, 2013, p. 10). This child builds physical stamina and increased balance and coordination 

and learns what actions he can perform safely. CD Goals-1, 2, & 15 are also seen here (NCFTS, 

2013, p. 12). The child uses his senses to construct embodied knowledge through his 

manipulation of a simple machine and then calls upon this knowledge repeatedly during the 

process of mastery. 
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Rule-Based Play 

Rule-Based play can be child or 

teacher lead. Figure 4 shows a teacher 

offering a series of bean bag games to a 

group of children. The teacher asked the 

children to perform actions that would 

allow them to increase their skills in 

balance and coordination during rule-

based games. Ex: “Put the bean bag on your head. Now, let’s stand up, and you can’t touch the 

bean bag!” Children also like to make up situational rules and games with rules. Sometimes these 

are more formal games like tag or hide-and-go-seek. Other times children make up situational 

rules during play. Figure 5 shows an example of this. These children wanted to balance the 

balance beam. The rule was that if you wanted to play the game, you had to listen to the child in 

charge as he instructed the other players to move around appropriately, causing the beam to 

balance. It was not a very formal game. Children were free to come and go. They could face 

forwards or backward and engage in conversations as long as they wanted to balance the beam 

and take instruction from the leader when given. Some example goals met in these examples are 

CD Goals-1,3,11, & 15 (NCFTS, 2013, p. 12). The children are using their senses to construct 

knowledge and recall information from the past to apply to their present balance game while 

making predictions about the relationship of their bodies to their manipulation of the balance 

Figure 4 Teacher-lead Rule-Based play 

Figure 3 Mastery Play  
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beam. In both the teacher-lead 

and child-lead rules games, the 

children demonstrate Goal ESD-

5, the ability to have the social 

and behavioral skills to work with 

a group (NCFTS, 2013, p. 9). 

 

 

 

 

Construction Play  

Play that requires children to construct 

structures big and small to forward their 

imaginative play is an essential part of 

imaginative play. Construction play encompasses 

large and small motor play. It is often 

collaborative and requires that the children 

express themselves verbally and understand 

others verbally and through social cues. 

Construction play is dynamic play. It involves 

ideas and requires dexterity in the manipulation of 

objects in space. Collaborative construction play 

Figure 5 Child-lead Rule-based balancing game 

Figure 6 “A Construction Site” 



SUPPORTING SELF-DIRECTED PLAY CURRICULUM  30 

provides the opportunity for children to manage their emotions 

ESD-6 (NCFTS, 2013, p. 9) if an assemblage does not go as 

planned.  

Construction play meets multiple standards in every 

essential domain. It requires the children to engage in complex 

play, show initiative, and inventiveness, maintain focus, and use 

strategies to problem solve as they show interest and seek to 

understand the world around them, APL Goals 1-9 (NCFTS, 

2013, p. 8.) 

Make-believe play  

   “Let’s pretend we are a family. I am 

the mommy, and you are the daddy, and 

this is our baby.” Playing family is one 

common theme of many children try on 

during make-believe play.  Make-believe 

play is the primary digestive aide to their 

experiences in the world. It is how 

children take on roles thy have observed 

in their families and communities. They are allowed the freedom to try on these roles without the 

responsibility of actualizing the role in adult society. Make-believe play also extends into fantasy 

roles: “Let’s pretend we are princesses or superhero’s” What children observe in their families and 

community or through the stories they are told in books or in media is what children will naturally 

pretend. It becomes especially important that the activity of the classroom is deserving of 

Figure 7 “Rocket Ship”  

Figure 8 Playing Family 
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reproduction during play. Make-believe play addresses all five essential domains extensively. The 

children demonstrate positive self-identity and awareness, they express confidence in their chosen 

activity while interacting positively with the other children while demonstrating the behavioral 

skills needed to participate in a group. They demonstrate this through their ability to regulate their 

own emotions while responding appropriately to their play partners, (Goals ESD-1,2, 4, 5, 6 & 7, 

NCFTS, 2013, p. 9). The children are developing small-motor control through the manipulation of 

objects during make-believe play (Goal HPD-5, NCFTS, 2013, p. 10). The children work with 

multiple language and communication learning goals. They must understand communication from 

their peers, they are communicating in a small group, they are asking and answering questions 

within the play word dialogue, “Would you like more some tea?” “Yes? I will pour you some 

more.”  The children must speak audibly to be understood. Through the play world dialogue, the 

children describe familiar places and people through role-play. Children also demonstrate through 

extensive social exchanges during play dialogue that they are increasing vocabulary and using 

grammatically correct sentence constructions. This is especially helpful for one child who is an 

ELL in this photograph. This type of play supports her English language development, (Goals LCD 

1-7, NCFTS, 2013, p 11). APL Goals 1-5 are met in this play scenario. The children are showing 

curiosity and interest in the world through their make-believe play and seek to understand the world 

through their activity. The children are increasingly complex in their make-believe play scenarios 

while demonstrating creativity and imagination through the objects and imaginative scenarios they 

create. The child who is learning English is also engaging in a challenging experience while playing 

with children and speaking English rather than Italian, (APL-1-5, NCFTS, 2013, p. 8). Cognitive 

development is stimulated and learning goals CD 1-3 are met here through the children’s 

demonstration of using their senses to construct knowledge about the world, they recall information 
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both from real life activities as well as play world activities they have engaged in previously and 

bring that knowledge forward into the present play scenario. In the small group the children share 

their thinking and reasoning with their play partners as they play family, “ It is now time to go to 

the store, we are out of milk for the baby. We need to get in the car now. Here are some ropes to 

make seatbelts (Goals CD 1-3 NCFTS, 2013, p. 12). 

Symbolic play or Transformative Play 

Symbolic ot transformatiove 

play is how children make meaning in 

the play world. Here we can three 

children who have taken what is usually 

an outdoor kitchen set and transformed 

it into a vehicle for a trip. The children 

had first made a meal together with the 

kitchen stove and table, then deciding it 

was time for a trip, transformed the 

kitchen for the next stage of play. You can see the child sitting in the front has a plate still with 

some food that will shortly be discarded so the plate can become the steering wheel. The children 

here are engaging in complex play, demonstrating inventiveness, initiative, and focus APL-3, 4, 

7-9 (NCFTS, 2013, p. 8.). The other emotional, language and cognitive standards met during this 

dynamic play are numerous. 

It is often acknowledged that exercising the imagination is developmentally important for 

children. Less acknowledged is that imagination is not only a mental process. Rather it is a 

process that requires children embody their ideas and move their imaginative pictures through 

Figure 9 Transformative-Imaginative Play “Car Ride from Kitchen” 
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space and time. The vehicle of exercising imagination is much more in the physical realm than it 

is in the mental. Providing children with open ended toys and pieces of equipment that they can 

easily move and repurpose as their imaginative play calls for is essential.  

Language Play  

Children play with language. They love to make up nonsense words, rhyme words, tell 

stories and make up songs. Figure 10 shows a child who is retelling a story his teacher offered 

during story time through puppetry. He is practicing new vocabulary he has been exposed to 

through his own initiative, (LCD-7, NCFTS, 2013, p. 11).  

Language play can be child directed as in the photograph above or it can be teacher 

directed.  A morning movement circle that incorporates word play with gestures is a wonderful 

way to introduce artistic storytelling, vocabulary, and phonemic awareness. A movement circle 

is a wonderful way for English language learners to be full participants in a class activity. 

Because movement and gesture are as important in a movement circle as are the words the ELL 

child can imitate the gestures while learning the meaning of the words without feeling self-

conscious. Language play works directly with LCD goals 1-7 & 11 (NCFTS, 2013, p. 11). 

 

 

 

 

 

 

 

 
Figure 10 Language Play Retelling a story 
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Playing with the Arts  

Children are innate artists. They show interest in the 

word and demonstrate natural creativity by playing with 

whatever materials they can find. Objects an adult might dismiss 

as rubbish will captivate a child who will seek to use the found 

object in inventive ways (Goal APL-4, NCFTS, 2013, p. 8). 

 

 

 

 

 

 

 

Playing with the Arts can be an activity offered to the 

children as seen in Figure 11 (Goals ESD-1, 2, & 4-7, 

NCFTS, 2013, p. 9), or something that the child initiates 

spontaneously during self-directed play times as the natural 

sculpture in Figure 12, (Goals CD-10-12, NCFTS, 2013, p. 

12). Children love to dance and sing. Figure 13 shows 

children singing and dancing, in a small group, as part of 

make-believe play (Goals HPD-2, ESD-5 & 7, NCFTS, 

2013, pp. 9-10). A necessary discernment in these examples 

is that even when an activity is offered to the children by the 

Figure 11 Teacher-lead Painting  

Figure 13. Self-Direct Dancing Play 

Figure 12 Nature Sculpture 
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teacher, as in the painting example, the child remains free from adult agendas to direct their own 

artistic impulses. Classroom rules are in place, so the children understand how to care for 

classroom materials and can direct themselves with increasing independence in the activity, 

(Goal HPD-7, NCFTS, 2013, p. 10).  

Sensory Play  

Sensory play is primarily about 

experimenting with different types of touch, 

playing with mud, sand, clay, water, snow, and 

other natural and artificial materials. Sensory play 

allows children to gain knowledge of the world 

and their relationship to it through their 

experience of touch. Human beings differ widely 

in the types of touch experiences they enjoy, and 

children will respond to sensory experiences in 

various ways. Supporting sensory play means 

providing opportunities in the outside play spaces 

that allow children to experiment with water, 

sand, and mud.  It is also essential to place sensory play equipment in the environment for 

children to exercise their proprioceptors by hanging, climbing, and navigating uneven surfaces. 

Opportunities for varied vestibular stimulation via swings and hills to roll down are aspects to 

consider when taking sensory play into account. Further, it becomes important for children to be  

 

Figure 14 Sensory Water Play 



SUPPORTING SELF-DIRECTED PLAY CURRICULUM  36 

properly dressed for sensory play outdoors so that rain or snow are not obstacles to the 

children being in and playing with the elements. The children in Figure 14 are demonstrating 

learning goals HPD-2 & HPD-8 (NCFTS, 2013, p. 10). They are engaging in active physical 

outdoor play while learning safety rules around water play. Figure 15 shows children actively 

engaged in overlapping sensory, large-motor, construction play. They are using their senses to 

construct knowledge, utilizing information recall to reason and make decisions (CD-1&2, NCFTS, 

2013, p.12). Further, the children playing in the snow are observing the natural world and 

manipulating it through experimentation (CD-14 &15, NCFTS, 2013, p.12).     

 

Children in Figure 15 demonstrate Goals APL 5-9 through their willingness to attempt 

challenging activities, explore building strategies in the snow, show initiative, maintain focus on 

their activity, and persist through challenges (Goals APL 5-9, NCFTS, 2013, p. 8). All children 

demonstrate curiosity in the world and actively seek to understand it (Goals APL 1 & 2, NCFTS, 

2013, p. 8) through sensory play. 

 

Figure 16 Ready for Sensory Play in the Rain 

 

Figure 15 Sensory-Large-Motor-Construction Play 
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Rough-and-tumble play  

Rough-and-tumble play is the most 

basic and primal of all the types of play. 

Again, touch experience is central to rough-

and-tumble play. This type of play is 

instructive to the children in how they touch 

each other physically and socially. Extensive 

longitudinal studies investigating the 

relationship between rough-and-tumble play 

and the developing social brain in mammals (Pellis & Pellis, 2007) correlate findings from these 

rat and other primate studies on play between the necessities of rough-and-tumble play for proper 

development of the socially competent brain in human beings. 

Rough-and-tumble play is a play activity that the teacher should facilitate, and there 

should be clearly defined rules. It is helpful for the teacher to have another mentoring teacher 

who comfortably facilitates this type of play in the classroom. In this way, the learning teacher 

can see the facilitator’s attention and language while the children engage in rough-and-tumble 

play. Suppose a teacher notices that the children are initiating chasing games repeatedly and the 

tagging is getting a little pushy. In that case, it is possible that what the children are seeking is 

more physical contact with each other. It is an excellent time to offer the opportunity for rough-

and-tumble play, which can be offered indoors or outdoors. The play space must be free from 

objects the children may bump into or hit their heads on in either case.  Outdoors an open grassy 

area, is usually soft enough for this type of play. Indoors a padded rug or carpeted area is 

generally adequate. It can be nice to have tumble mats to bring out for the activity. It is always 

Figure 17 Rough-and-Tumble 
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fun for the children to help set up the mats. It brings a little extra awareness to the action and its 

special quality. 

The following are rough-and-tumble play rules that can help guide play. Even with these 

parameters in place, a teacher needs to observe the rough and tumble play while the children are 

engaging in this activity to help them learn to be physically and socially sensitive in their touch. 

Rough and Tumble Play Rules 

• Open Hands wrestling is not the same as fighting 
• Grab in the middle. No grabbing heads, feet, or clothing. 
• No body-slamming 
• If you want to stop, say loudly and clearly: STOP! 
• If you hear STOP, you must stop 
• Look at your partner’s face. If they are frowning or look unhappy, check-in. 

Rough-and-Tumble Language for the Teacher 

The following will give an idea of the teacher’s role in facilitating rough-and-tumble 

play. Scenario:  Two children are playing tag. It is the third day in a row that these two children 

have been playing tag. The tagging is becoming increasingly aggressive, and the play is not 

feeling as productive as possible. 

Teacher: “River and Gus, your tagging is getting a little bit too rough. Would you like to 

wrestle?” 

Gus: “Yeah! Yes! Oh yeah, this is going to be great! We can be superheroes fighting!” 

Teacher: “Yes, you can be superheroes. Remember, though, keep your hands open. Wrestling is 
not fighting.” Also, grab in the middle, please, no heads or feet, and if your friend says STOP! 
Stop right away. Do you understand?” 

  

Children: “Yes, we understand.” 



SUPPORTING SELF-DIRECTED PLAY CURRICULUM  39 

Children begin to wrestle. River begins to grimace but doesn’t say anything. 

Teacher: “STOP, please.” 

Children stop and look at the teacher. 

Teacher: “River, you were making an uncomfortable face.” 

River: “Yeah, it felt too hard.” 

Teacher: “Remember to say STOP when you feel that way. Gus, please look at River’s face. 

Sometimes he can’t say ‘Stop’ fast enough.” 

Gus: Okay, I’m sorry River. 

River: That’s okay. I still want to play. 

Children continue to wrestle; River is getting tired. The teacher gives River a chance to speak 

for himself before intervening. 

River: “Hey Gus, stop, stop, okay?” 

Gus stops  

River: “You want to go on the swings now? We can be superheroes flying through the air.”   

Gus: Yeah! Let’s go flying.” 

Rough-and-tumble play session closes. Boys go run off to the swings. 
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The teacher intervened in the play when she perceived one child could not quickly formulate his 

experience into words. The other child was not socially sensitive enough yet to perceive the non-

verbal cues from his uncomfortable partner. Eventually, one child usually will tire of the game 

before the other and often will introduce an imaginative play theme to the other child. The play 

seamlessly will flow into another type of imaginative play.  

To focus on rough-and-tumble play, it is often necessary to have a co or assistant teacher 

on hand to observe and respond to the needs of the other children at play. Clear communication 

between play partners and colleagues are needed to have successful rough-and-tumble play 

practices in the classroom.  

The children in Figure 17 spontaneously began to engage in rough-and-tumble play. The 

children were part of a classroom that used a self-directed play curriculum. The lead teacher in 

the classroom was an experienced play pedagogue. The teacher did not facilitate these children’s 

play. She did keep an extra eye on their activity; however, there was no need to intervene in their 

play. It was satisfying to both partners and never crossed the line into an aggressive play for 

dominance. NC Early Learning and Developmental Standards seen in Figure 17 are children 

engaging in active physical activity, developing awareness of their physical needs and limitations 

through active play with another, increasing independence in caring for their environment as they 

become aware of their relationship to it through making sure the playspace is safe enough for 

their activity, (Goals HPD-2, 6, & 7, NCFTS, 2013, p. 10). Rough and Tumble Play is a valuable 

opportunity for social-emotional learning. We can see that every ESD Goal is met through rough 

and tumble play. The children must demonstrate positive self-awareness to engage in rough and 

tumble play, they must feel self-confident in their abilities (Goals ESD 1 &2, NCFTS, 2013, p. 

8). Rough and tumble play is always facilitated or semi-facilitated as children increase their 
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independence to regulate physically and socially, therefore, it provides opportunities for children 

to interact positively with responsive adults (Goal ESD-3 NCFTS, 2013, pp. 8). To have a 

positive interaction with their play partner, children must recognize and manage their feelings as 

well as respond appropriately to their play partners needs that may differ from their own, (Goals 

ESD-4, 5, & 6 NCFTS, 2013, p. 8). Also demonstrated here, is the ability to persist at a 

challenging activity, (Goal APL-8, NCFTS, 2013, pp. 8) and the Cognitive Goal of accepting 

that others differ from themselves, (Goal CD-8, NCFTS, 2013, p. 12). 

Facilitating this type of play takes mentorship and practice. The children are always 

willing to follow the rules. They know how special it is to be allowed to participate and be 

accompanied by an adult in this activity.  

Risk-taking play  

  As children gain mastery and feel 

competent in their bodies, they will begin to test 

their mastery limits, which is called risk-taking 

play. It is a valuable type of play in which the 

child gains knowledge about themselves in 

relationship to their environment. Risk-taking 

play has been shown to improve children’s self-

esteem and risk assessment abilities; however, 

risk-taking play rarely allowed any longer as our 

risk-averse culture associates risk with danger 

(Brussoni et al., 2015). Figure 18  
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The series of the 11-month-old baby engaging in large-motor play is also an example of 

risk-taking play. This example and the above example of the four-and-a-half-year-old child 

jumping from the rock are examples of how children, starting from a very young age, begin to test 

their mastery by taking risks. The process of assessing risk in both examples is not a mental one. 

Rather, it is a somatic experience that garners bodily knowledge. You can see in Figures 19 a -f 

the baby tests his ability to climb from the large-motor blocks over to the stuffed lion. He then 

loses his balance and takes a tumble. He rolls out of that fall, regains his balance, and then goes 

on to the next thing, in this case, finding a toy of interest lying on the ground. A nervous caregiver 

may have prevented this child from the possibility of the fall. The child had a positive experience 

of falling. Even though he pretty much did a face plant it was onto a soft surface. He was able to 

roll out of the fall and move on with new bodily knowledge of his physical skills that he will take 

forward into new situations, (HPD-2 & 4, CD-1 & 2, NCFTS, 2013, pp. 10, 12). 

 Figures 19 a-f  
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How we can offer children the opportunity for risk-taking play experiences is a question 

without a clear-cut answer. Knowing that this type of play is a normal exercise of children  

testing their skills is powerful knowledge that can then be worked with on a case-by-case basis  

so the child can test their boundaries and teachers can work towards feeling confident in 

supporting this type of play safely. 
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Yearlong Pre-K Self-Directed Play Curriculum Map 

 
Months Content2 Essential Domains and Corresponding Standards3 
Opportunities for all types of 
play should be offered year-
round as part of a Self-Directed 
Play Curriculum 

Large-motor play HPD-2, HPD-4, HPD-5, HPD-6, HPD-7, HPD-8,  
ESD-1, ESD-2, ESD-3, ESD-4,  
LDC-1, LDC-2, LDC-3, LDC-4, LDC-7 
APL-1, APL-2, APL-3, APL-4, APL-5, APL-6, APL-7, APL-8, APL-9 
CD-1, CD-2. CD-3, 

 Small-motor play HPD-5, HPD-6, HPD-7 
ESD-1, ESD-2, ESD-3, ESD-4 
LDC-1, LDC-2, LDC-3, LDC-4, LDC-7 
APL-1, APL-2, APL-3, APL-4, APL-5, APL-6, APL-7, APL-8, APL-9 
CD-1, CD-2, CD-3, CD-10, CD-11, CD-12, CD-13 

 Mastery play HPD-2, HPD-4, HPD-5, HPD-6, HPD-7, HPD-8.  
ESD-1, ESD-2, ESD-3, ESD-4, ESD-5, ESD-6, ESD-7 
LCD-1, LCD-3, LCD-4, LCD-8, LCD-11 
APL-3, APL-4, APL-5, APL-6, APL-7, APL-8, APL-9 
CD-1, CD-2, CD-3, CD-10, CD-11, CD-12 

 Rules-Based play 
 
 

HPD-2, HPD-4, HPD-6, HPD-8,  
ESD-1, ESD-2, ESD-3, ESD-4, ESD-5, ESD-6, ESD-7, 
LDC-1, LDC-2, LDC-3, LDC-4 
APL-1, APL-5, APL-8, APL-9 
CD-1, CD-2, CD-7 

 Construction play HPD-2, HPD-4, HPD-5, HPD-6, HPD-7, HPD-8,  
ESD-1, ESD-2, ESD-3, ESD-4, ESD-5, ESD-6, ESD-7,  
LDC-1, LCD-2, LCD-3, LCD-4, LCD-5, LCD-6, LCD-7 
APL-1, APL-2, APL-3, APL-4, APL-5, APL-6, APL-7, APL-8, APL-9 
CD-1, CD-2, CD-3, CD-6, CD-8, CD-9, CD-10, CD-11, CD-12, CD-13, CD-14, 
CD-15 

 
2 12 Types of Play 
Miller, E., & Almon, J. (2009). Crisis in the Kindergarten Why Children Need to Play in School. Alliance for Childhood. 
3 Standards The Five Essential Domains for School Readiness 
North Carolina Foundations Task Force. (2013). North Carolina Foundations for Early Learning and Development. 

https://ncchildcare.ncdhhs.gov/Portals/0/documents/pdf/N/NC_Foundations.pdf 
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 Make-believe play HPD-2, HPD-4, HPD-5, HPD-6, HPD-7, HPD-8,  
ESD-1, ESD-2, ESD-3, ESD-4, ESD-5, ESD-6, ESD-7,  
LDC-1, LCD-2, LCD-3, LCD-4, LCD-5, LCD-6, LCD-7 
APL-1, APL-2, APL-3, APL-4, APL-5, APL-6, APL-7, APL-8, APL-9 
CD-1, CD-2, CD-3, CD-4, CD-5, CD-6, CD-7, CD-8, CD-9, CD-10, CD-11,  
CD-12, CD-13, CD-15 

 Symbolic or Transformative play HPD-2. HPD-4, HPD-5, HPD-6, HPD-7, HPD-8,  
ESD-1, ESD-2, ESD-3, ESD-4, ESD-5, ESD-6, ESD-7,  
 LDC-1. LCD-2, LCD-3, LCD-4, LCD-5, LCD-6, LCD-7 
APL-1, APL-2, APL-3, APL-4, APL-5, APL-6, APL-7, APL-8, APL-9 
CD-1, CD-2, CD-3, CD-5, CD-6, CD-7, CD-8, CD-9, CD-10, CD-11, CD-12,  
CD-13, CD-15 

 Language play HPD-2, HPD-6, 
ESD-3, ESD-4,  
LDC-1, LDC -2, LDC -3, LDC-4, LDC-5, LDC-6, LDC-7, LDC-11 
APL-1, APL-2, APL-4  
CD-5, CD-9, CD-11 

 Playing with the arts HPD-5, HPD-6, HPD-7, HPD-8,  
ESD-1, ESD-2, ESD-3, ESD-4, ESD-6  
LDC-1, LCD-2, LCD-3, LCD-13, LCD-14, LCD-15 
APL-1, APL-2, APL-4, APL-7, APL-8 
CD-1, CD-2, CD-3, CD-4, CD-5, CD-6, CD-7, CD-8, CD-9, CD-11, CD-12,  
CD-14 

 Sensory play HPD-2, HPD-4, HPD-5, HPD-6, HPD-7, HPD-8,  
ESD-1, ESD-2, ESD-3, ESD-4, ESD-6,  
LDC-1, LCD-2, LCD-3 
APL-1, APL-2, APL-3, APL-4, APL-5, APL-6, APL-7, APL-8, APL-9 
CD-1, CD-2, CD-8, CD-14, CD-15 

 Rough-and-tumble play HPD-2, HPD-4, HPD-6, HPD-8,  
ESD-3, ESD-4, ESD-5  
LCD-4 
APL-5, APL-6, APL-7, APL-8, APL-9 
CD-1, CD-3, CD-8 

 Risk-taking play HPD-2, HPD-4, HPD-6, HPD-8,  
ESD-2, ESD-6 
LCD 1, LCD-4 
APL-1, APL-2, APL-3, APL-4, APL-5, APL-7, APL-8, APL-9 
CD-1, CD-2, CD-8, CD-14, CD-15 
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Implementing the Curriculum 

The Classroom Environment Giving Space and Time for Self-Directed Play 

 Supporting the Twelve Types of Play requires specific physical and cultural elements to 

be in place in the classroom. The following will address the cultural framework, the physical 

space, the time, and the child-adult interaction necessary for self-directed play to be implemented 

successfully in the classroom.  

The Classroom Culture as a Participatory Culture 

A participatory culture allows individuals to actively participate in creative and 

collaborative community processes at their interest and established skill level (Jenkins et al., 

2009). Participatory cultures have five distinguishable characteristics that are sound guiding 

principles when forming a classroom culture. They are,  

6. relatively low barriers to artistic expression and civic engagement, 

7. strong support for creating and sharing creations with others, 

8. some type of informal mentorship whereby what is known by the most 

experienced is passed along to novices, 

9. members who believe that their contributions matter, and 

10. members who feel some degree of social connection with one another (at the 

least, they care what other people think about what they have created).  

(Jenkins et al., 2009, p. 6) 
 

Relatively low barriers to artistic expression and civic engagement. 

Children should be active participants in the care of the classroom. The classroom 

environment must be thoughtfully organized to allow for the optimal amount of the child’s self-

initiation into their self-care and maintenance of the environment. Areas for dressing and 

undressing for outdoor play should be well organized and accessible to the child. In the play 
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space, toys and materials should be returned to a logical place each time they are used. Proper 

care and storing of tools must be well thought out and stored in a manner that is well-devised 

spatially so the children can initiate into caring for the environment via imitation as easily as by 

request from the teacher. In this way, the teacher removes any obstacle from the classroom that 

hampers the child from participating in play or work. 

Strong support for creating and sharing creations with others. 

Ample time to allow play to unfold should be offered at minimum twice a day for an 

hour’s length in duration. Opportunities to play for prolonged time outdoors in a natural setting 

with opportunities for varied movements will support and nourish the child’s brain and sensory 

development. As well as provide ample opportunity for the physical development of health and 

well-being, emotional regulation, language skills, and non-verbal social skills. The classroom 

should be outfitted with open-ended toys and materials in an open floor plan that allows for 

imagination and transformation by the child. 

Some type of informal mentorship whereby what is known by the most experienced is 

passed along to novices. 

Play culture lends itself to this principle naturally. Children bring to the classroom 

diverse talents and affinities. The teacher needs to recognize these in the other children. While 

the teacher is always there to help a child solve a problem, for example, tying a knot in a rope 

during constructive-imaginative play. In so many cases peer to peer instruction is better. Peer-to-

peer interaction builds social skills between children and provides the opportunity for language 

communication skills to improve. Finally, it allows the child who is offering the instruction to 

recall and teach knowledge to another. The more the teacher can facilitate this type of interaction 

between children, the better. 
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Members who believe their contributions matter 

Supported by the teacher’s example, each child can express self-initiation and self-

determination in their play.  It is not uncommon for there to be disagreements in self-directed 

play classrooms. While a harmonious, productive mood is the optimal classroom experience, it 

often takes many months or perhaps longer to cultivate the social skills in the children to 

accomplish this creative feat. Children arrive in the classroom from diverse family, ethnic, and 

religious cultures. They bring enormous creative potential with all this diversity, and it takes time 

to learn to share toys and ideas. As the teacher works through relational caregiving and modeling 

the group of children come to see that each of their contributions matter in the playspace. 

Members who feel some degree of social connection with one another 

Children who are allowed to play together will not necessarily all be friends. Some 

children will make connections more naturally with some children more than others. Forcing 

children to play together and coaxing them to be “friends” and “share” are shallow ways of 

working with children. When supporting children’s play, the teacher needs to inwardly 

acknowledge that they can’t force anyone to play with anyone else. Classroom culture demands 

kindness, and it requires acknowledgment that we are all a group together, but it cannot demand 

that children play with another child. Working with children socially in this way is a dynamic 

point of practice that requires the teacher to observe the social nuances in the whole group of 

children.  It feels terrible when one child has hurt feelings and feels excluded. As adults, we want 

to assert our power and authority over the children and demand they include the excluded child. 

We want them to be “nice” to each other. Social superficiality of this sort never works with 

children. They feel the inauthenticity of interaction. If the children are made to play with the 

child usually, they will dissolve their game and go on to other activities that do not involve the 
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excluded child.  What the teacher can do is openly address the situation. The following is a 

scenario in how the teacher directly intervenes in children’s play without collapsing the play 

world by demanding action from the children. 

Scenario: Two four-year-old children are playing in the house they built. A third child has 

knocked on the door of the house. The child asked to come in, but the two children inside 

responded “no.” 

Jane: “Teacher, Lily, and Isiah won’t play with me.” 

Teacher: “I see they are playing in the house they built. Did you knock on the door and ask to 

come in?” 

Jane: “I did, but they said no.” 

The teacher is not surprised that the other children said no. Jane didn’t want to help build the 
house. She can become whiney when things don’t go her way, and her mood puts the other 
children. 
Teacher: “Okay, let me go with you, and we will see why they said no.” 

Teacher: knocking on the playhouse door “Knock, Knock, Jane would like to come in and 

play.” 

Lily: No! she didn’t help us build the house, and there isn’t room for her in here. 

Teacher: I see. What if Jane and I help to make it a little larger, so she fits in too? 

Isaiah: We can’t make it bigger. If it’s bigger, then the pirate ship hits us! (Another group of 

children are playing pirates nearby.) 

Teacher: “I see. Jane, there is a little room here. We could build a house for you, and you could 

be neighbors with Lily and Isaiah.” 

Jane: “Okay” 

Teacher: “Maybe you could make something to eat and offer it to your neighbors?” 

Jane assembles some play kitchen and food toys and cooks 
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Jane: Knock, knock, I’ve made some dinner. Would you like to have some?  

Lily: “Oh yes, we would love to come over! Come on, Isaiah, we are going to Jane’s house! 

Jane: I’ve made a picnic. 

Children playing Pirates: We want to come to the picnic! 

Jane: You can, but only if you don’t act like pirates. 

Pirate Children: We won’t! 

The teacher stated to all the children that Jane wished to play. The children said no and gave 

their reasons. The reasons were logical. The teacher then supported the excluded child with 

imaginative pictures until she was stable and could make another attempt to play with her peers, 

which involved many more children in the end. Often the social obstacles, when they are worked 

through, are doorways to even better imaginative play. It takes time and nuanced teaching 

practice to find the correct language and entry into the play to intervene directly in a successful 

way and doesn’t collapse the imagination for the children. When the teacher can work with the 

play with artistic, social practice, the children feel socially connected with the whole group, even 

those who are not their favorite playmates.  

Adult-Child Interaction:  

There is often a misconception that children are not learning, and that play is “free-play” 

meaning the children lack both boundaries and guidance in their education. In a self-directed 

play centered classroom this is not the case. As you can see from the examples given, the 

teacher’s engaged presence is an absolute necessity for this pedagogical approach to education to 

be successful. The teacher takes an “active role but works in subtle ways” (Miller & Almon, 

2009). Constructive empathizing is the term Kaczmarczyk (2013) uses to describe the correct 

supportive mood that the educator should express in all their interactions with the child and the 
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educational space. The educator must be of the highest moral caliber to be able to support self-

directed play. The teacher should choose to be an educator of young children because 

• They feel an interest in each child’s unique capacities and development. 

• They seek to understand rather than judge behaviors of the children. 

• They recognize children as competent and treat them with respect. 

•  They welcome the child’s participation in all activities as they are able.  

• They feel a responsibility to create a beautiful environment that physically and 

mentally stimulating for the child and the child’s well-being. 

• They wish to model care of the environment as a responsible member of the 

school community. 

• The teacher practices self-reflection of their teaching practices. It is from this 

platform that educators can begin to work with children  

A skillful practitioner will understand the large social dynamic of the group and will assess what 

type of support or intervention is needed during self-directed play. The following section on 

evaluation methods will help towards that end.  
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Evaluation Methods 

Developmental Assessment in the Five Essential Domains  

Daily direct child observation will be the primary data collected towards assessing 

developmental progress in the five essential domains for pre-K children in the state of North 

Carolina (NCFTF, 2013). The Tasks of School Readiness rubric found in Appendix B pp. 2-8 

guides teachers in their high-inference (Gall, Gall, & Borg, 2015) daily journaling about the 

children along with The 12 Types of Play Worksheet, Appendix B, p. 9 to make targeted 

developmental observations in the Twelve Types of Play. Mid-year and at year’s end, the 

teachers will fill out The Tasks of School Readiness rubric before parent-teacher conferences. 

The rubric is intended to track if children are meeting benchmarks and demands only low-

inference (Gall, Gall, & Borg, 2015) on the teacher’s part. 

Inclusive Classroom Evaluation  

A Self-Directed Play classroom lends itself to being an inclusive classroom. It will be 

imperative to track ELL learners’ progress and children with exceptional needs in the 

classrooms. Children assigned a Learning Support Assistant would also have their LSA in the 

Self-Directed Play classroom. The lead and LSA will work collaboratively to meet the 

exceptional child’s educational needs. All children will be evaluated based on the Developmental 

Assessment Rubric in the five essential domains; developmental allowances are made based on 

the child’s individualized educational goals outlined in their Individual Educational Plans. 

Teacher Intervention Evaluation 

A question central to the evaluation of the Self-Directed Play Curriculum is how much 

teacher intervention is needed to increase the ZPD Zone of Proximal Development. Defined as 

“the distance between the actual developmental level as determined by independent problem 
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solving and the level of potential development as determined through problem-solving under 

adult guidance, or in collaboration with more capable peers” (Vygotsky, 1978, p. 86). Another 

essential variable to measure is the child’s development to the environment and their capacity for 

growth concerning all aspects of the classroom culture, not only the teacher’s direct intervention 

or “scaffolding.” While the definition of play is broader within this curriculum than what 

Vygotsky would deem play, the classroom culture is of the utmost importance for increasing the 

child’s ZPD both from peers, teacher interactions direct and indirect, and the material 

environment itself. Sagastui et al. (2020) conducted a study that systematically observed and 

quantified the early childhood educator’s relational patterns to children engaged in self-directed 

play into three support actions during children’s play: direct intervention, indirect intervention, 

and no intervention. Direct intervention is when a teacher helps a child complete a task outside 

of their developed skill level, this is what would be considered traditional scaffolding. Indirect 

intervention is when the educator’s attention is on the centered children and is supportive of their 

activity but remains an outsider in the activity. No intervention is when the educator is in the 

playspace supporting the children’s play through their action, refreshing the play area, organizing 

discarded toys back into their spaces, so the children’s interest becomes renewed through the 

educator’s care and reorganization of the space.  The quality and timing of support that children 

need from their teacher to support their self-determination will eventually contribute to the social 

group in self-directed play. An IOP Flow Chart, found in Appendix B, will be used as an 

evaluation method to determine if the teacher needs to modify the environment or teaching 

practice.  
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Parent and Teacher Relationship Evaluation 

An essential part of creating an environment in which a child feels the freedom to explore is 

cultivating a relationship where the child feels secure (Kálló & Balog, 2005). For that kind of 

security to unfold, teachers and parents need to be in close communication about the classroom 

culture, what teachers observe in the classroom, and parents’ experience of their child at home. It 

is essential that the teacher can communicate how play supports Developmental and Early-

Learning Goals. Particularly the teacher must be explicit in their communication with parents 

about the classroom cultural social and safety rules, especially how rough and tumble and 

mastery play will be facilitated, and the risk and safety measures A teacher wants to build a 

relationship of trust with the parents. The Twelve Types of Play and their value for child 

development must be shared explicitly with parents before their children enter the classroom. 

 Parent-teacher conferences are a valuable time for teachers and parents to take stock of 

their child’s development. It will be important that teachers are able to articulate to parents and 

educational support specialists the developmental strengths and weaknesses they see in the child 

while engaging in play.  If a child is unable to sustain self-directed play because of sensory or 

social overwhelm the teacher is more able to help educational support specialists to discern 

support therapies, the child may need with observational notes made using the following 

developmental and play observation forms found in Appendix B Tools for Teachers: 

• Tasks for Kindergarten Readiness Rubric, pp. 319-325 
• Twelve Types of Play Observation Worksheet, p. 326 

 
  Interviews with parents and parent questionnaires, including open-ended and close-ended 

items, will be part of qualitative data collection for the teacher. The following parent-teacher 

relationships forms are found in Appendix B Tools for Teachers: 

• Family Life Questionnaire, pp. 330-333 
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• Parent-Teacher Conference Parent Questionnaire, p. 334 
• Morning Pages, p. 335 

It is acknowledged that not every prekindergarten program is designed to have twice-

daily direct and in-person communication with a parent or caregiver. Carlines, school buses, and 

extended care days are common obstacles to developing parent-teacher relationships supportive 

of the child’s development. These parent-teacher evaluations questionnaires and forms are 

offered as tools that can and should be modified to meet each program’s unique needs.  

Professional Development Evaluation  

It will be necessary while teachers are transitioning into gaining the capacity to facilitate 

play to support them professionally through mentorship by a trained self-directed play 

pedagogue through classroom observation of teaching practice. Action research needs to be 

undertaken in each classroom and collegially across classrooms to support the investigation of 

the effectiveness of the Self-Directed Play Curriculum.  

The Professional Development Questionnaire for Teachers, pp. 20-24 in Appendix B, is a 

Likert scale that allows the teacher to characterize their capacities in Teaching Practice, Adult-

Child Interactions, Classroom Environment and Culture, Collegial Relations, and Assessment. 

The questionnaire is a helpful tool to facilitate self-evaluation or as a professional development 

tool that mentors can utilize to support teachers who are gaining the skills in practice to facilitate 

self-directed play. 

Conclusion 
 Play that once was taken for granted as the predominant early childhood activity cannot 

be considered non-essential any longer. The US endeavors to compete economically in an 

increasingly global landscape has been steadily influencing education since A Nation at Risk was 

published in 1983. In 2001, No Child Left Behind caused a dedicated shift to prioritizing early 
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academics. A whole generation of early childhood educators finds themselves caught between 

erroneous academic expectations for young children and the reality of childhood development. In 

light of current neuroscience and alarming rates of preschool expulsions, a pedagogy of self-

directed play needs to be developed, so teachers understand how cognitive development unfolds 

during self-directed play. Teachers need to understand their relationship to crafting the 

environment for the child and how their continued interest and engagement forms the ZPD for 

the child s complete physical, social-emotional, and physical development. Further, 

policymakers and administrators need to understand the possibility of assessing early childhood 

educational achievement on a human scale rather than an academic one. There is no doubt given 

past research that this approach to education will yield abundant economic and social returns. 
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The Twelve Types of Play Standards Framework 
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Large-Motor Play 

  
STANDARDS FOR HEALTHY PHYSICAL DEVELOPMENT 
The child will be able to:  

HPD-2: Children engage in active physical play indoors and outdoors.  
HPD-4: Children develop the large muscle control and abilities needed to move through and explore their 

environment.  
HPD-5: Children develop small muscle control and hand-eye coordination to manipulate objects and work 

with tools. 
HPD-6: Children develop awareness of their needs and the ability to communicate their needs.  
HPD-7: Children develop independence in caring for themselves and their environment. 
HPD-8: Children develop awareness of basic safety rules and begin to follow them. 

GOALS BENCHMARKS SUPPORTING ACTIVITY 
HPD-2: Children engage in active 
physical play indoors and outdoors.  

k, o: Develop strength and stamina by spending 
extended periods of time playing vigorously. 
HPD-2k, HPD-2o  

l: Choose a variety of structured and 
unstructured physical activities indoors and 
outdoors. HPD-2l  

 

m: Participate in simple games and other 
structured motor activities that enhance physical 
fitness (songs with movement, throwing and 
catching). HPD-2m  

q: Participate in structured and unstructured 
motor activities that build strength, speed, 

k, o, l: Children are often only allowed to 
engage in large motor play ex: skipping, 
running, climbing while outdoors. It is 
important that educators provide gross motor 
play opportunities indoors as well as out of 
doors. Equipment that allows for testing of 
balance, stairs, rocking boards, tunnels and 
movable balance beams should be part of the 
indoor self-directed play environment. 

m, q: Gross motor play overlaps with rule-based 
play, in which children or teachers make up 
rules that exercise the child’s strength and co-
ordination. The teacher can also organize a 
morning movement circle that fulfills gross-
motor play in a more structured way through 
songs and rhyming accompanied by large motor 
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flexibility, and coordination. (red light, green 
light; chase; free play). HPD-2q  

n, r: Transition independently from active to 
quiet activities most of the time.  
HPD-2n, HPD-2r  
 

movements, bean bag games that require 
coordination to throw and catch. 
 
n, r: Large-motor play gives children ample 
opportunities to gain awareness and control over 
their bodies and practice transitioning to teacher 
lead or quieter activity 

HPD-4: Children develop the large 
muscle control and abilities needed to 
move through and explore their 
environment. 

l: Demonstrate strength and balance by 
managing uneven surfaces such as hills, ramps, 
and steps. HPD-4l  

 

 

 

m: Refine movements and show generally good 
coordination (e.g., throwing and catching). 
HPD-4m  

n: Use a variety of toys and equipment that 
enhance gross motor development (balls, slides, 
pedaling toys, assistive technology). HPD-4n  

o: Move their bodies in space with good 
coordination (running, hopping in place, 
galloping). HPD-4o  

p: Coordinate movement of upper and lower 
body. HPD-4p  

q: Perform complex movements smoothly 
(skipping, balancing on beams, hopping from 
one place to another). HPD-4q  

 l: Providing open ended equipment indoors and 
outdoors is important to allow children to create 
uneven services that test their skill.  
The outdoor environment should have open 
ended movable opportunities available but also 
a thoughtful landscape that incorporates hills for 
rolling down, climbing opportunities both stairs 
and more organic uneven surfaces, ramps and 
moving platforms. 
 
 
m, n: Movable toys and equipment should be 
available to create challenges for themselves. 
This allows the child to refine and master 
movements and show increasing co-ordination.  
 
 
 
 
 
o, p, q: Open spaces for rules-based games, 
running, skipping, hoping, and rolling should 
also be part of the play space outdoors.  The 
classroom’s interior should have open ended 
movable equipment to allow for large open 
areas to be made when needed. 
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r: Move quickly through the environment and be 
able to stop (run fast, pedal fast). HPD-4r  

s: Show awareness of own body in relation to 
other people and objects while moving through 
space. HPD-4s 

r, s: Children should be supported in 
collaborative large-motor activities, climbing 
together, rolling down a hill together, running 
and skipping to gain awareness and control of 
their bodies around peers and in dynamic 
situations. 

HPD-7: Children develop independence in 
caring for themselves and their 
environment.  
 

k: Dress and undress themselves with occasional 
assistance. HPD-7k  

n: Help with routine care of the indoor and 
outdoor learning environment (recycle, care for 
garden). HPD-7n  

t: Perform tasks to maintain the indoor and 
outdoor learning environment independently. 
HPD-7t  

k: To engage in active play outside children 
need to be dresses appropriately. Consider the 
transition to active outdoor play as learning time 
for the child’s self-care and independence. 
 
n, t: Care for the play spaces is a daily activity 
that the child can always participate in via 
imitation of the teachers or through a direct 
request from a teacher. 

HPD-8: Children develop awareness of 
basic safety rules and begin to follow 
them.   

i: Know what their bodies can do and play 
within their abilities to avoid injury to self or 
others. HPD-8i  

j: Usually recognize and avoid objects and 
situations that might cause harm. HPD-8j  

k: Usually follow basic safety rules. HPD-8k  

l: Call a trusted adult when someone gets 
injured or is in an unsafe situation. HPD-8l  

m: Avoid potentially dangerous behaviors. 
HPD-8m  

n: Consistently recognize and avoid people, 
objects, substances, activities, and environments 
that might cause harm. HPD-8n  

i: When children have opportunities to engage 
in large motor play, climbing, running, skipping 
in an environment that supports mastery of their 
bodies large-motor capacities children gain and 
awareness for what their bodies can and cannot 
do. 
 
j: With support children learn to be aware of 
their surroundings and peers as they engage in 
gross motor play. Teacher directed: “Lily is 
climbing down now Cain wait for her and then 
it is your turn. Child realized: “I’m finished 
climbing down now it’s your turn.” 
 
l, m, n: As the play culture of the classroom is 
developed by the teacher, children learn what is 
safe a what is unsafe behavior. 
 
k, o: Self-directed play classrooms must have 
explicit rules about safety that the child will 
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o: Independently follow basic safety rules. 
HPD-8o  

learn to follow at first with support from 
teachers and peers with growing independence. 
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Large-Motor Play 
  

STANDARDS FOR SOCIAL-EMOTIONAL DEVELOPMENT 
The child will be able to:  

ESD-1: Demonstrate a positive sense of self-identity and self-awareness. 
ESD-2: Express positive feelings about themselves and confidence in what they can do.  
ESD-3: Children form relationships and interact positively with familiar adults who are consistent and 

responsive to their needs.  
ESD-4: Children form relationships and interact positively with other children 

GOALS BENCHMARKS SAMPLE ACTIVITY 
ESD-1: Demonstrate a positive sense of 
self-identity and self-awareness. 

n: Choose activities they like and name their 
favorite activities. ESD-1n  

q: Choose to spend more time on preferred 
activities, and express awareness of skills they 
are developing. ESD-1q  

n, q: As children have an opportunity to engage 
in large motor play, they feel the joy and self-
confidence that comes with their increasing 
physical competence. 

 
ESD-2: Express positive feelings about 
themselves and confidence in what they 
can do.  

 

k, n: Express positive feelings about themselves 
by showing and/or telling others about 
themselves, things they like, or things they have 
done. ESD-2k, ESD-2n  

l, o: Express the belief that they can do many 
things. ESD-2l, ESD-2o  

 

 

m: Try new activities and attempt new 
challenges. ESD-2m  

 k, n: If a child is allowed to engage in large-
motor play they will experience their increasing 
bodily competence and take pride in the 
activities that allow them to demonstrate their 
mastery and increase their skill. 
 
l: Practice and success in large motor 
movements and play reinforces the child’s belief 
that they are competent. and resilient. 
 
m, p: Feeling one’s competence leads to 
resilience and the ability to do and attempt 
challenging actions. 
 
q: Competence and self-confidence lead to 
expressions of positive opinions about their 
skills and abilities. The child may notice that 
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p: Stick with tasks even when they are 
challenging. ESD-2p  

q: Express opinions about their abilities in 
different areas (“I’m a good friend.” I can run 
fast.” “I know all my letters!”). ESD-2q  

they are less skilled than a classmate at an 
action over time and through their self-initiation 
they are provided the opportunity to master an 
action through gross-motor play. 

ESD-3: Children form relationships and 
interact positively with familiar adults 
who are consistent and responsive to their 
needs.  

m, q: Seek out trusted teachers and caregivers as 
needed (for emotional support, physical 
assistance, social interaction, problem- solving, 
and approval). ESD-3m, ESD-3q 

m, q: Deeply engaged teachers are always 
available to assist a child social emotional 
guidance, physical comfort, or judgement on if 
an action is safe. 

ESD-4: Children form relationships and 
interact positively with other children. 
 

k, p: Demonstrate social 
skills when interacting with other children (turn- 
taking, conflict resolution, sharing). ESD-4k, 
ESD-4p  

l: Form and maintain friendships with a few 
other children. ESD-4l  

m: Identify another child as a friend. ESD-4m  

n: Approach other children easily, expecting 
positive interactions. ESD-4n  

o: Show ease and comfort in their interactions 
with familiar children. ESD-4o  

q: Form and maintain friendships with other 
children of diverse cultural backgrounds and 
abilities. ESD-4q  

r: Seek and give support with children they 
identify as friends. ESD-4r  

s: Use language effectively to have 
conversations with other children and influence 
another child’s behavior (negotiate sharing a 

k, p: Large-motor play provides children the 
opportunity to practice social skills with peers. 
There is always the opportunity during play to 
take turns, with a swing or on the see-saw. 
Learning to be social during play can be filled 
with conflict and opportunities for resolution. 
 
 
 
 
m-q: Because large-motor play is physical often 
children will make close friendships with 
children who enjoy the same type of large-
motor activity, especially three and young four-
year-olds. 
 
 
r: Because close friendships are often formed 
through large-motor physical play, children 
often encourage their playmate if an action did 
not go as planned or anticipated. 
 
s: The physical nature of the play lends itself to 
requests. Ex: “Hey! Move over you stepped on 
my hand.”  “Will you please push me on the 
swing?” 
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toy, plan how to build a block tower together). 
ESD-4s  

t: Play and interact cooperatively with other 
children (work on project together, exchange 
ideas). ESD-4t  

 
 
 
t: Large-motor play often overlaps with 
construction play and imaginative play this 
gives children the opportunity to work together 
cooperatively and share ideas.  
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Large-Motor Play 
  

STANDARDS FOR LANGUAGE DEVELOPMENT AND COMMUNICATION 
The child will be able to:  

LDC-1: Understand communications from others. 
LDC-2: Participate in conversations with peers and adults in one-on-one, small, and larger group 

interactions. 
LDC-3: Ask and answer questions in order to seek help, get information, or clarify something that is not 

understood.  
LDC-4: Speak audibly and express thoughts, feelings, and ideas clearly. 
LDC-7: Respond to and use a growing vocabulary.  

GOALS BENCHMARKS SAMPLE ACTIVITY  
 LDC-1: Understand communication  
from others. 

 

k, n: Show understanding of increasingly 
complex sentences. LDC-1k, LDC-1n 

 

l: With prompting and support, respond to 
requests for information or action. LDC-1l  

 

m: Follow simple multistep directions with 
visual cues if needed. LDC-1m  

 

o: Respond to requests for information or action. 
LDC-1o  

p: Follow more detailed multistep directions. 
LDC-1p  

k, n: Large-motor actions can require complex 
coordination. Often when a child is learning 
from another child or teacher complex language 
is used to describe the action. 

l: Children are able with support from teachers 
or more skillful peers to respond to request: 
“Gloria, please stop running so fast, it’s too fast 
for me!” 
 
m: Children often demonstrate large-motor 
actions to each other during play. Especially 
when one peer is more skilled at the action than 
another. 
 
o: Children will respond to a peer or teacher’s 
request for information during gross-motor play. 
EX: “Watch out! I’m jumping down.” 
 
p: When learning a new large-motor skill, such 
as climbing down from a play structure. Instead 
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of lifting the child down the teacher can 
approach the child and guide the child verbally 
through the multi-step directions needed to 
complete the action. Children also often share 
their technique for an action verbally with their 
peers. 

LDC-2: Participate in conversations with 
peers and adults in one-on-one, small, and 
larger group interactions. 

i: Demonstrate an understanding that people 
communicate in many ways (gestures, facial 
expressions, multiple spoken languages, sign 
language, augmentative communication). LDC-
2i  

l: Express an understanding that people 
communicate in many ways (gestures, facial 
expressions, multiple spoken languages, sign 
language, and augmentative communication). 
LDC-2l  

p: Appreciate and use humor. LDC-2p  

i-p: Large-motor play is physical. To play 
socially children learn to communicate verbally 
and non-verbally. The capacity to ready body 
language is especially important during large-
motor play as it the capacity to speak clearly. 
Children learn both skills through play. Children 
also learn that some children are more verbal 
and some less so. They can begin to make social 
allowances and adjustments during play for 
children who communicate in different ways or 
are learning the primary language of the 
classroom. Teachers and children must develop 
a sense of humor to navigate any type of play, 
especially large-motor because big and small 
bumps are bound to happen. 
 

LDC-3: Ask and answer questions in 
order to seek help, get information, or 
clarify something that is not understood.  

 

e: Use sentences or questions to ask for things 
(people, actions, objects, pets) or gain 
information. LDC-3e  

 

e: Verbal communication is frequently used 
during large motor play. When two children are 
digging for example, there will be discussions 
on how deep to dig and where to put the sand. 

LDC-4: Speak audibly and express 
thoughts, feelings, and ideas clearly. well. 

j: Use language and nonverbal cues to 
communicate thoughts, beliefs, feelings, and 
intentions. LDC-4j  

j: Large-motor play is often dynamic and active. 
Children are provided the opportunity to 
communicate clearly. 
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Large-Motor Play 
  

STANDARDS FOR APPROACHES TO PLAY AND LEARNING 
The child will be able to:  

APL-1: Children show curiosity and express interest in the world around them.  
APL-2: Children actively seek to understand the world around them.  
APL-3: Children engage in increasingly complex play. 
APL-4: Children demonstrate creativity, imagination, and inventiveness.  
APL-5: Children are willing to try new and challenging experiences.  
APL-6: Children use a variety of strategies to solve problems.  
APL-7: Children demonstrate initiative. 
APL-8: Children maintain attentiveness and focus.  
APL-9: Children persist at challenging activities.  

GOALS BENCHMARKS SAMPLE ACTIVITY  
 APL-1: Children show curiosity and 
express interest in the world around them. 

j, n: Communicate interest to others through 
verbal and nonverbal means (take teacher to the 
science center to see a new animal). APL-1j, 
APL-1n 

p: Demonstrate interest in mastering new skills 
(e.g., writing name, riding a bike, dance moves, 
building skills). APL-1p  

j, n: When lifting something heavy a child might 
indicate they are straining through body 
language and say: “This is heavy! Come help 
me!” 

p: Large-motor play and mastery play often 
intersect. For example: Children may practice 
walking on a moving bridge and then running 
across it. There is always a large-motor action 
that can be performed with increased 
complexity and skill. 

APL-2: Children actively seek to 
understand the world around them.  

 

j: Use all available senses, tools, and a variety of 
strategies to explore the environment (drop 
objects in water to see if they sink or float). 
APL-2j  

 

 j: Large-motor play allows children to use their 
whole physicality to interact with the 
environment. Children can splash in puddles, 
make enormous snow-balls, dig in dirt and sand 
and play with mud. Children should have easy 
access to mud boots, rain pants, and snow gear 
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k: Purposely try different ways of doing things 
to see what and how they work (adjust blocks 
used as a ramp to make a ball roll faster and 
farther). APL-2k  

so they are dressed to play in any type of 
weather. 
 
 
k: Open ended materials such as boards, ramps, 
platforms with even and uneven surfaces, 
rocking boards and boxes should be provided 
for children to experiment with and manipulate. 

APL-3: Children engage in increasingly 
complex play. 

n: Talk to peers and share materials during play. 
APL-3n  

 

o: Engage in make-believe play with imaginary 
objects. APL-3o  

 

p: Use language to begin and carry-on play with 
others. APL-3p  

n: Experimentation with large motor-play 
materials naturally leads to communication 
between peers. 
 
o: large-motor play often intersects with 
construction and make-believe play. Open 
ended toys ensure that the children’s 
imagination is engaged. 
 
p: While large-motor play can be a solitary 
activity that intersects with mastery-play. Often 
in involves children sharing complex ideas with 
each other. Children might be testing a new skill 
or experimenting with open ended toys and 
communicating their ideas and feelings. 

APL-4: Children demonstrate creativity, 
imagination, and inventiveness.  

h: Offer new ideas about how to do or make 
things. APL-4h  

k: Experiment with language, musical sounds, 
and movement. APL-4k  

h:  Open ended equipment provides children 
with ample opportunities to manipulate and 
experiment with creating challenging obstacle 
courses for gross-motor play. 
 
k: Large-motor play-imaginative play and 
playing with the arts are often overlapping. 
Children may make dances and songs or 
transform an open-ended toy into a musical 
instrument.  

APL-5: Children are willing to try new 
and challenging experiences. 

k, o: Express a belief that they can do things that 
are hard. APL-5k, APL-5o  

k, o: Children experience tremendous self-
confidence when they are able to accomplish a 
new large-motor play skill for example climbing 
higher than they have before on a climbing 
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l: Choose to participate in an increasing variety 
of familiar and new experiences. APL-5l  

 

 

 

 

m: Accept new challenges when offered. APL-
5m  

 

n: Try things they are not sure they can do, 
while avoiding dangerous risks. APL-5n  

 

p: Approach new experiences independently. 
APL-5p  

q: Ask to participate in new experiences that 
they have observed or heard about. APL-5q  

r: Independently seek new challenges. APL-5r  

dome or moving a piece of equipment without 
their teacher’s help.  “I did it.” is often what you 
will hear from a child who has accomplished a 
difficult task.  Acknowledging the child’s 
accomplishment with a “Yes, you did,” is a 
better language choice for the teacher than 
“Good job!” which detracts from the child’s 
inner experience of accomplishment by offering 
an external judgement. 
 
m: Peers to peer invitations to engage in large-
motor play are often accepted by children who 
wish to try something new.  Teachers can set up 
large-motor obstacle courses and facilitated 
guided play until the children become 
competent in the type of independent play. 
 
n: Children will often attempt a new action they 
have not mastered with care so they do not get 
hurt. 
 
p, r: Large-motor play is often a independent 
activity in which children obtain knowledge 
about their bodies through familiar and 
challenging experiences. 
 
q: “Can I try?” is often a phrase teachers will 
hear in the classroom. Children also will 
naturally begin to participate through imitation 
without asking verbally. 

APL-6: Children use a variety of 
strategies to solve problems.  
 

k, n: Seek and make use of ideas and help from 
adults and peers to solve problems (“How can I 
make this paint get off my pants?”). APL-6k, 
APL-6n 

l: Purposefully use a variety of strategies to 
solve different types of problems. APL-6l  

k, n: As a child gains knowledge about their 
own body or about manipulating objects in 
space there will be limits to that knowledge and 
the child will seek out a trusted peer or adult to 
help guide their activity. 
 
l: Often more than one strategy will have to be 
used to solve these problems. 
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m: Talk to themselves to work through the steps 
to solve a problem. 
APL-6m  

 

o: Describe the steps they will use to solve a 
problem. APL-6o  

 

p: Evaluate different strategies for solving a 
problem and select the strategy they feel will 
work without having to try it. APL-6p  

q: Explain how they solved a problem to another 
person. APL-6q  

m: If a child is climbing for example on a 
climbing structure. You may observe them 
using strategies of self, talk walking themselves 
verbally through the movements as they preform 
them.  
 
o: A child may describe these steps to 
themselves or to a peer or teacher if they are 
looking for external feedback. 
 
p: Often when the first attempt does not work, 
they will try again. During large-motor play the 
strategizing and movement action are often 
united. Children are exercising their cognitive 
capacities through their limb activity. 
 
q: Children share new knowledge they have 
gained about accomplishing a large-motor task 
with their peers. “Put your foot here, that’s what 
I did.” 

APL-7: Children demonstrate initiative. 
 

h, j: Show increasing independence and purpose 
when making choices (“I’m going to the block 
area to make a track for my race car.”). APL-7h, 
APL-7j 

i: Express goals or plans and follow through on 
them (“I’m going to draw my house.”). APL-7i 

h, j: As children become more confident in their 
bodies, they will demonstrate increasing 
independence in their large-motor play choices. 
 
i: Children will state, for example: I am going to 
go swing, without asking the teacher for pushes 
after they have learned to pump. 

APL-8: Children maintain attentiveness 
and focus.  
 

i: Remain engaged in more complex activities 
that they have chosen. APL-8i  

 

j: Maintain focus and return to an activity after a 
break. APL-8j  

 

i: Learning complex large-motor skills require 
focus and attention on the child’s part. This can 
be seen either in the child moving their own 
body or manipulating an object in space during 
construction play. 
 
j: Children will often engage in large-motor 
play, rest, and the return to the activity. 
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l: Consistently remain engaged in self-directed 
activities. APL-8l  

 

l: Observing l in multiple children is a key to the 
knowing that the classroom environment is 
optimal for self0directed play. If children seem 
listless or board, it may be time to refresh the 
environment with one or two new large-motor 
play opportunities. 

APL-9: Children persist at challenging 
activities.  
 

e, h: Seek help from others to complete a 
challenging activity (ask a teacher 
for help putting a puzzle away on a high shelf; 
ask a friend for help in naming an unfamiliar 
animal in a picture). APL-9e, APL-9h 

f, i: When something does not work, try 
different ways to complete the task (when a 
block tower falls, try putting the blocks together 
in a different way to build the tower again). 
APL-9f, APL-9i  

g: Keep working to complete tasks, including 
those that are somewhat difficult. APL-9g  

k: Keep trying until a challenging activity 
is complete despite distractions or interruptions 
(multi-piece puzzle started before lunch and 
completed later). APL-9k  

e, h: If a participatory culture has been 
established in the classroom, children will 
naturally ask for assistance during large-motor 
play as needed.  
 
f, i: Our bodies move in many ways. Large-
motor play provides children with ample 
opportunities for experimentation with their 
bodies movements as well as manipulating 
objects in space. 
 
g: Self-direct large-motor play allows the child 
to approach challenging tasks in their own time 
and way. 
 
k: In a dynamic classroom children are provided 
the opportunity to focus their attention on their 
activity despite an active social environment. 
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Large-Motor Play 

 
STANDARDS FOR COGNITIVE DEVELOPMENT 
The child will be able to: 

CD-1: Use their senses to construct knowledge about the world around them. 
CD-2: Recall information and use it for new situations and problems. 
CD-3: Demonstrate the ability to think about their own thinking: reasoning, taking perspectives,  

and making decisions. 
GOALS BENCHMARKS SAMPLE ACTIVITY 

 CD-1: Use their senses to construct 
knowledge about the world around them. 

h, k: Explore objects, tools, and materials 
systematically to learn about their properties 
(weigh an object, observe something from the 
top of the object to the bottom). CD-1h, CD-1k 

h, k: Large-motor play and construction play 
often intersect. Children will use their whole 
bodies to roll stumps, carry boards, collect, and 
stack large stones. As children work with 
different materials, it is natural that they observe 
the material and learn about its properties 
through use. 

CD-2: Recall information and use it for 
new situations and problems. 
 

u: Demonstrate their ability to apply what they 
know about everyday experiences to new 
situations. CD-2u  

 

 

q: Describe or act out a memory of a situation or 
action, with adult support. CD-2q  

r: Make predictions about what will happen 
using what they know. CD-2r  

t: Ask questions about why things happen and 
try to understand cause and effect. CD-2t  

 u: When climbing or performing some other 
complex action a child calls on prior knowledge 
to complete the action. For younger children 
sometimes support is needed. Teacher lead: “I 
remember you made a pully yesterday, let 
remember the things you need. You have your 
bucket and rope-great, let’s see if we can tie it to 
the railing together.” 
 
q: Children act out of somatic memory during 
large-motor play. 
 
r, t: When a child is given the opportunity for 
large-motor play the develop somatic memories 
of the experience. They can call on this 
experience the next time they perform the action 
to make predictions and understand why things 
happen. Ex: Child realized: “I need Cleo to help 
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w: Improve their ability to make predictions and 
explain why things happen using what they 
know. CD-2w  

 

x: Introduce more elaborate or detailed ideas or 
actions into play based on previous knowledge 
or experience. CD-2x  

 

y: Try to reach logical conclusions (including 
conclusions regarding cause and effect) about 
familiar situations and materials, based on 
information gathered with their senses. CD-2y  

me balance the see-saw, Owen is bigger than 
me.” 
 
 
w: As children build somatic memory, their 
ability to judge and make predictions about 
what their bodies can and cannot do will 
improve. 
 
x: As children gain mastery over their large-
motor actions they will increase the completely 
of the play or movements to amplify the feelings 
of satisfaction with the play. 
 
 
 
y: After an experience, especially if it was 
unexpected the child will make logical 
conclusions about what have happened.  
Ex: Child realized: “My pants are wet. The slide 
was still wet from the rain.” 

CD-3: Demonstrate the ability to think 
about their own thinking: reasoning, 
taking perspectives, and making decisions. 

 

g: Use words like “think” and “know” to talk 
about thoughts and beliefs. CD-3g  

 

k: Use language to describe their thinking 
processes with adult support. CD-3k  

g: After a child has gained mastery of a large-
motor action they will express their knowledge 
of experience: “I know I can climb up there!” “I 
tried rolling down the hill yesterday, I don’t like 
it.” 
 
k: When attempting to perform a large-motor 
action during play a child will often seek out an 
adult if they are unsure if what they want to do 
is safe or will have their desired result. 
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Small-Motor Play 

  
STANDARDS FOR HEALTHY PHYSICAL DEVELOPMENT 
The child will be able to:  

HPD-5: Children develop small muscle control and hand-eye coordination to manipulate objects and work 
with tools.  
HPD-6: Children develop awareness of their needs and the ability to communicate their needs.  
HPD-7: Children develop independence in caring for themselves and their environment.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
HPD-5: Children develop small muscle 
control and hand-eye coordination to 
manipulate objects and work with tools.  
 

k: Engage in activities that require hand-eye 
coordination (build with manipulatives, mold 
Play- Doh®, work puzzles with smaller pieces). 
HPD-5k  

 

l: Use tools that require strength, control, and 
dexterity of small muscles (forks, crayons, 
markers, safety scissors, adapted tools). HPD-5l  

 

 

n: Engage in complex hand- eye coordination 
activities with a moderate degree 
of precision and control (fasten clothing, cut 
shapes, put together small pieces). HPD-5n  

o: Use tools that require strength and dexterity 
of small muscles with 
a moderate degree of control (spray bottle, hole 
puncher). HPD-5o  

k: Providing children open ended and natural 
small-motor manipulatives allows them to 
engage in hand-eye co-ordination. EX: stones, 
shells, large wooden beads, blocks, pinecones, 
bean bags, balls. 

l: Children will have opportunities to exercise 
small-motor development during play or 
through co-operating the educator’s activity 
while the children are playing. If the educator is 
gardening, for example, child size tools can be 
provided. Planting seeds also exercises small-
motor control. 

n: Children will have opportunities to exercise 
small-motor development dressing and 
undressing in their transition from indoor to 
outdoor play. Also, during make-believe play 
children dress and undress from costumes they 
have chosen for their pretend roles. This often 
includes tying, manipulating button and zippers. 
 
o: Teacher-lead artistic and crafting 
opportunities allow children to learn to 
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manipulate crayons, paint brushes, scissors, glue 
sticks, and thread and needle with skill.  

HPD-6: Children develop awareness of 
their needs and the ability to communicate 
their needs.  

i: Use language to ask adults or peers 
specifically for the kind of help needed in a 
particular situation. HPD-6i  

i: If a participatory culture has been established 
in the classroom, children will naturally ask for 
assistance during small-motor play as needed.  

 
HPD-7: Children develop independence in 
caring for themselves and their 
environment.  
 

n: Help with routine care of the indoor and 
outdoor learning environment (recycle, care for 
garden). HPD-7n  

t: Perform tasks to maintain the indoor and 
outdoor learning environment independently. 
HPD-7t  

n, t: Care for the play spaces is a daily activity 
that the child can always participate in via 
imitation of the teachers or through a direct 
request from a teacher. 
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Small-Motor Play 
  

STANDARDS FOR SOCIAL-EMOTIONAL DEVELOPMENT 
The child will be able to: 

ESD-1: Demonstrate a positive sense of self-identity and self-awareness. 
ESD-2: Express positive feelings about themselves and confidence in what they can do.  
ESD-3: Form relationships and interact positively with familiar adults who are consistent and responsive to 

their needs.  
ESD-4: Children form relationships and interact positively with other children. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
ESD-1: Demonstrate a positive sense of 
self-identity and self-awareness. 

n: Choose activities they like and name their 
favorite activities. ESD-1n  

q: Choose to spend more time on preferred 
activities, and express awareness of skills they 
are developing. ESD-1q  

n, q: As children have an opportunity to engage 
in small-motor play, they feel the joy and self-
confidence that comes with their increasing 
physical competence. As they become more 
adept at manipulating tools and materials, they 
will spend more time and attention on an 
activity. Ex: Drawing with crayons- over time 
children become more able to hold the crayon 
with a pencil grip, as this control increases so 
too will the complexity of their drawings. 

ESD-2: Express positive feelings about 
themselves and confidence in what they 
can do.  

 

k, n: Express positive feelings about themselves 
by showing and/or telling others about 
themselves, things they like, or things they have 
done. ESD-2k, ESD-2n  

 

l, o: Express the belief that they can do many 
things. Express the belief that they can do many 
things. ESD-2l, ESD-2o 

 k, n: If a child is allowed to engage in small-
motor play they will experience their increasing 
fine-motor competence and take pride in the 
activities that allow them to demonstrate their 
mastery and increase their skill. Ex: During 
water-play they may be able to turn off the 
water faucet themselves 
 
l, o: Practice and success of small-motor tasks 
movements during play reinforces the child’s 
belief that they are competent, EX: Developing 
the skills to button or zip a piece of clothing 
during make-believe play or a transition. 
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m: Try new activities and attempt new 
challenges. ESD-2m  

p: Stick with tasks even when they are 
challenging. ESD-2p  

q: Express opinions about their abilities in 
different areas (“I’m a good friend.” I can run 
fast.” “I know all my letters!”). ESD-2q  

m, p: Feeling one’s competence leads to 
resilience and the ability to do and attempt 
challenging actions. Because play is an autotelic 
activity the child feels internal motivation to 
accomplish a challenging activity. 
 
q: Competence and self-confidence lead to 
expressions of positive opinions about their 
skills and abilities.  

ESD-3: Form relationships and interact 
positively with familiar adults who are 
consistent and responsive to their needs. 

m, q: Seek out trusted teachers and caregivers as 
needed (for emotional support, physical 
assistance, social interaction, problem- solving, 
and approval). ESD-3m, ESD-3q 

m, q: Deeply engaged teachers are always 
available to assist a child social emotional 
guidance, physical comfort, or judgement on if 
an action is safe. 

ESD-4: Children form relationships and 
interact positively with other children. 

 

s: Use language effectively to have 
conversations with other children and influence 
another child’s behavior (negotiate sharing a 
toy, plan how to build a block tower together). 
ESD-4s  

t: Play and interact cooperatively with other 
children (work on project together, exchange 
ideas). ESD-4t  

s: Small-motor play is often collaborative, or 
children are in close proximity to each other 
while engaging in an artistic activity, providing 
opportunities to practice social skills with peers. 
Materials often need to be shared during small  
 
t: Materials often need to be shared during 
small-motor play providing the opportunity for 
children to work together cooperatively and 
share ideas.  
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Small-Motor Play 

  
STANDARDS FOR LANGUAGE DEVELOPMENT AND COMMUNICATION 
The child will be able to:  

LDC-1: Understand communications from others. 
LDC-2: Participate in conversations with peers and adults in one-on-one, small, and larger group 

interactions. 
LDC-3: Ask and answer questions in order to seek help, get information, or clarify something that is not 

understood.  
LDC-4: Speak audibly and express thoughts, feelings, and ideas clearly. 
LDC-5 Describe familiar people, places, things, and events.  
LDC-7: Children respond to and use a growing vocabulary.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
LDC-1: Understand communications from 
others. 

      
 

m: Follow simple multistep directions with 
visual cues if needed. LDC-1m  

o: Respond to requests for information or action. 
LDC-1o  

p: Follow more detailed multistep directions. 
LDC-1p  

m, p: During a teacher-lead activity, painting for 
example, children are provided the opportunity 
to follow directions, in this case how to clean 
the brush in water before dipping into a new 
color. The teacher would also be demonstrating 
this action. This type of instruction can also take 
place peer to peer. 
 
o: Sharing materials or open-ended 
manipulatives requires children respond to 
requests from other children and their teacher. 

LDC-2: Participate in conversations with 
peers and adults in one-on-one, small, and 
larger group interactions 
 

j: Initiate and carry-on conversations and ask 
questions about things that interest them.  
LDC-2j  
m: Initiate and carry-on conversations that 
involve multiple back and forth communications 
or turns between the persons involved in the 
conversation. LDC-2m  

 j, m: Small-motor play are usually quieter more 
intimate social exchanges that lend themselves 
to conversations that involve multiple 
exchanges in conversations that involve both the 
mechanics of the play, i.e. the actual 
manipulation of the objects as well as the 
imaginative aspect of the play. Ex; “Hand me 
that long tall block, please – I want to make a 
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tower on the castle. These conversations will 
become more complex and involved as the 
children mature. 

LDC-3: Ask and answer questions in 
order to seek help, get information, or 
clarify something that is not understood.  
 

d: Answer longer questions using more detail. 
LDC-3d  

e: Use sentences or questions to ask for things 
(people, actions, objects, pets) or gain 
information. LDC-3e  

f: Answer more complex questions with more 
explanation (“I didn’t like camping out because 
it rained.” “Emily is my friend because she’s 
nice to me.”). LDC-3f  

g: Ask specific questions to learn more about 
their world, understand tasks, and solve 
problems. LDC-3g  

d: As children’s mature conversations during 
small-motor play become more complex. As 
children grow in their awareness of their 
actions, they will be able to answer longer 
questions. Ex: Peer: “Where are the pinecones 
you were using? I want some.” Child: “I put 
them away on the shelf. They are in their basket 
over there on the shelf. I was done using them.” 
 
e: Verbal communication is frequently used 
during small-motor play. Ex: I need a blue 
crayon. Who has a blue crayon?  
 
f: Children often will share more about their 
small-motor play as they mature: Ex: “I’m 
playing with a dump truck. I like to be a garbage 
collector. I like dumping the truck.” 
 
g: Children will encounter challenges during 
small motor play. Ex: Child: “Why does this 
keep falling?” Teacher: “The carpet is too soft. 
Try building it here on the hard part of the 
floor.” 

LDC-4: Speak audibly and express 
thoughts, feelings, and ideas clearly. 
 

h: Communicate messages with expression, 
tone, and inflection appropriate to the situation. 
LDC-4h  

i: Speak clearly enough to be understood by 
familiar adults and children. LDC-4i  

h: Ex: I love the tower you built Jay, it’s so 
tall!” 
 
 
i: Ex: I put my dirty painting jar in the sink. 
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j: Use language and nonverbal cues to 
communicate thoughts, beliefs, feelings, and 
intentions. LDC-4j  

 

 

 

 

 

 

 

 

 

k: Adapt their communication to meet social 
expectations (speak quietly in library, speak 
politely to older relative). LDC-4k  

l: Speak clearly enough to be understood by 
most people. LDC-4l  

j: Often when children are three-years-old, their 
language development has not caught up with 
the complexity of their ideas. Ex: You may 
observe a child gesturing to indicate don’t come 
near my block tower before they can say “I 
don’t wany my tower to fall.” In these cases, it 
is helpful for the teacher to help by saying: EX:  
 
Teacher: “Lily, I see Cole is trying to say 
something. Cole, you look frustrated, did you 
want to say something?”   
 
Cole: “Yeah, Lily watch out for my tower! I 
don’t want it to fall.” 
 
Lily: “Okay Cole I’ll watch out.” 
 
Children learn to observe the non-verbal cues of 
their peers in this way and children who want to 
verbalize a thought or feeling have a little more 
time to do so when the teacher supports in this 
way. 
 
k: Children learn to speak quieter during small-
motor play because the playspace is intimate. 
 
 
l: Small-motor play provides opportunities for 
children to speak and be understood by peers 
and teachers. EX: Teacher: Hayden, I didn’t 
understand what you asked for. Could you say it 
again please?” 

LDC-5 Describe familiar people, places, 
things, and events. 
 

d: Talk to themselves and other about what they 
are “working on,” what they are doing, routines, 
and events of the day. LDC-5d 

d: It is common to observe children speaking to 
themselves or a play partner about the activity 
that is unfolding. Ex: “We are working on 
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making a garage for our cars.  We need more 
long flat blocks for the roof.” 

LDC-7: Children respond to and use a 
growing vocabulary.  

l: Use more than one word for the same object 
and use words for parts of objects (e.g., dog, 
beagle, Rover; arm, leg). LDC-7l  

m: Make up names for things using words they 
know (e.g., dog doctor for veterinarian).  
LDC-7m  
 
n: Use many kinds of cues in the environment to 
figure out what words mean. LDC-7n 

p: Use a growing vocabulary that includes many 
different kinds of words to express ideas clearly. 
LDC-7p  

q: Infer the meaning of different kinds of new 
words from the context in which they are used 
(for example, hear “sandals” and “boots” used 
to describe two pairs of shoes, and infer that the 
unfamiliar shoes must be sandals because they 
know that the other pair of shoes are boots). 
LDC-7q  

l, n: Small-motor play is often social. When 
children or teachers use different words for 
objects the children learn new vocabulary. 
Teacher: “Sequoia would you please hand me a 
trowel.” 
 
Sequoia: “What’s a trowel?” 
 
Teacher: “It is a little hand shovel for digging in 
the garden.” 
 
Sequoia looks around until he sees what looks 
like a small shovel and hands it to his teacher. 
 
m: EX: Child: “I’m collecting these red balls for 
our soup.”  Peer: Those are berries! 
  
p: Small-motor play offers children ample 
opportunity to learn new vocabulary by offering 
exposure to tools, open-ended toys, and playing 
with found objects in the natural environment. 
EX: watering can, trowel, hoe, rake, bean bag, 
heavy pillow, large play cloth, acorn, pinecone, 
seed pod. 
 
q: EX: Child: “Teacher, I need help zipping my 
jacket”.   Peer: “That’s not a jacket, that’s a 
sweater!”   
 
Child: “Well, it’s a sweater and a jacket because 
it zips!” 
 
Teacher: “Often, there is more than just one 
word for something.” 
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Small-Motor Play 
  

STANDARDS FOR APPROACHES TO PLAY AND LEARNING 
The child will be able to:  

APL-1: Show curiosity and express interest in the world around them. 
APL-2: Actively seek to understand the world around them.  
APL-3: Engage in increasingly complex play. 
APL-4: Demonstrate creativity, imagination, and inventiveness.  
APL-5: Be willing to try new and challenging experiences. 
APL-6: Use a variety of strategies to solve problems.  
APL-7: Demonstrate initiative. 
APL-8: Maintain attentiveness and focus.  
APL-9: Persist at challenging activities.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
APL-1: Show curiosity and express 
interest in the world around them. 

 

j, m: Discover things that interest and amaze 
them and seek to share them with others. APL-
1j, APL-1m 

 

k, n: Communicate interest to others through 
verbal and nonverbal means (take teacher to the 
science center to see a new animal). APL-1k, 
APL-1n 

 

o: Show interest in a growing range of topics, 
ideas, and tasks. APL-1o  

 

j, n: When lifting something heavy a child might 
indicate they are straining through body 
language and say: “This is heavy! Come help 
me!” 

k. n: It is natural for children to demonstrate 
interest and communicate verbally and non-
verbally during small-motor play. EX: A child 
builds an assemblage of natural materials they 
find and gestures to it. “I found these pretty 
leaves over there.” 
 
o: Children are free to manipulate open ended 
toys and natural objects through self-direction 
demonstrating their natural interest in a variety 
of actions. 
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p: Demonstrate interest in mastering new skills 
(e.g., writing name, riding a bike, dance moves, 
building skills). APL-1p  

 

p: Small-motor play, mastery play, and make-
believe play often intersect. EX: Children may 
practice tying up many “birthday presents” 
during make-believe play to learn to tie knots or 
bows 

APL-2: Actively seek to understand the 
world around them.  

 

j: Use all available senses, tools, and a variety of 
strategies to explore the environment (drop 
objects in water to see if they sink or float). 
APL-2j  

k: Purposely try different ways of doing things 
to see what and how they work (adjust blocks 
used as a ramp to make a ball roll faster and 
farther). APL-2k  

n: Use what they know from experience to 
understand what is happening now (get an 
umbrella to go outside because it is raining). 
APL-2n  

 j: EX: I can pick up acorns, leaves, and rocks to 
make a soup. The acorns and leaves float. The 
rocks sink to the bottom. 
 
 
k: The classroom should be provided with open 
ended toys and natural materials for children to 
experiment with and manipulate. 
 
n: As children manipulate the objects they have 
been provided. They take previous knowledge 
into the future. If I move my crayon like this, I 
can make a dot. 

APL-3: Engage in increasingly complex 
play. 

n: Talk to peers and share materials during play. 
APL-3n  

 
t: Choose to use new knowledge and skills 
during play (add features to dramatic play scene 
related to class project, write list, build structure 
like displayed picture).  
APL-3t  

n: Sharing materials during small-motor play 
naturally leads to communication between 
peers. EX: “Can I have some of that clay 
please?” 
 
t: As children gain increased small-motor skills 
they will use these new competencies in their 
play. EX: “I can twist the lid off that jar.” or “I 
can build a taller tower.” 

APL-4: Demonstrate creativity, 
imagination, and inventiveness.  
 

h: Offer new ideas about how to do or make 
things. APL-4h  

j: Use materials (e.g., art materials, instruments, 
construction, writing implements) or actions to 
represent experiences or ideas in novel ways. 
APL-4j  

h:  Open ended equipment provides children 
with ample opportunities to manipulate and 
experiment with using fine-motor skills. 
 
j: Small-motor play-imaginative play and 
playing with the arts are often overlapping. 
Children may make sculptures with classroom 
or material found in nature.  
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n: Use materials or actions in increasingly 
varied and resourceful ways to represent 
experiences or ideas. APL-4n  

n: As children gain mastery over small-motor 
actions, they will use material in increasingly 
resourceful ways. EX: Balancing rocks, sticks, 
and moss to create a little house. 

APL-5: Be willing to try new and 
challenging experiences. 
 

k, o: Express a belief that they can do things that 
are hard. APL-5k, APL-5o 

p: Approach new experiences independently. 
APL-5p  

q: Ask to participate in new experiences that 
they have observed or heard about. APL-5q  
 
r: Independently seek new challenges.  
APL-5r  

k, o: Children experience tremendous self-
confidence when they can accomplish a new 
small-motor play skill. EX: “I did my buttons 
myself!” 
 
p, r: Small-motor play can be a independent 
activity in which children obtain knowledge 
about their ability to manipulate familiar and 
unfamiliar objects. 
 
q: “Can I try?” is often a phrase teachers will 
hear in the classroom. Children also will 
naturally begin to participate through imitation 
without asking verbally. 

APL-6: Use a variety of strategies to solve 
problems.  

k, n: Seek and make use of ideas and help from 
adults and peers to solve problems (“How can I 
make this paint get off my pants?”). APL-6, 
APL-6n 

l: Purposefully use a variety of strategies to 
solve different types of problems. APL-6l  

m: Talk to themselves to work through the steps 
to solve a problem. 
APL-6m  

o: Describe the steps they will use to solve a 
problem. APL-6o  

p: Evaluate different strategies for solving a 
problem and select the strategy they feel will 
work without having to try it. APL-6p  

k, n: As a child gains knowledge about their 
fine-motor skills there will be limits to that 
knowledge and the child will seek out a trusted 
peer or adult to help guide their activity. 
 
l: Often more than one strategy will have to be 
used to solve these problems. 
 
m: If a child is building a block tower for 
example, you may observe them using strategies 
of self, talk as they decide where to place the 
next block.  
 
o: A child may describe these steps to 
themselves or to a peer or teacher if they are 
looking for external feedback. 
 
p: Often when the first attempt does not work, 
they will try again. During small-motor play the 
strategizing and movement action can be united 
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q: explain how they solved a problem to another 
person. APL-6q  

but are less so than during large-motor play, 
since less limb activity is required. 
 
q: Children share new knowledge they have 
gained about accomplishing a small-motor task 
with their peers. EX: “If you put it like this then 
it will balance” 

APL-7: Demonstrate initiative. h, j: Show increasing independence and purpose 
when making choices (“I’m going to the block 
area to make a track for my race car.”). APL-7h, 
APL-7j   

i: Express goals or plans and follow through on 
them (“I’m going to draw my house.”). APL-7i  

k: Independently identify and seek things they 
need to complete activities or tasks (gather 
supplies and make a birthday card with a 
message). APL-7k  

l: Set simple goals that extend over time, make 
plans and follow through (“Let’s make a rocket 
ship. We need blocks.”). APL-7l  

h, j: As children become more confident in their 
bodies, they will demonstrate increasing 
independence in their small-motor play choices. 
 
 
i: Children will state, for example: “I am 
making a drawing of a race car.” 
 
k: Access to open-ended toys neatly organized 
provides children the opportunity to gather what 
they need to engage in small-motor play 
 
l: Small-motor play often involves imaginative 
themes that begin simply and become more 
elaborate or are played repeatedly over the 
course of the day or days. 

APL-8: Maintain attentiveness and focus. h: Focus on age-appropriate activities for a short 
period of time, even with interruptions (continue 
working on a puzzle even though another child 
sitting nearby is laughing and talking). APL-8h  

i: Remain engaged in more complex activities 
that they have chosen. APL-8i  

 

 

h: Small-motor play provides children with 
opportunities to focus on their task for periods 
of time both individually and collaboratively. 
EX: Small-motor play often overlaps with 
construction play or Playing-with-the-Arts in 
which the children are engaged in a building or 
artistic project that requires focus. 
 
i: Learning complex small-motor skills require 
focus and attention on the child’s part. This can 
be seen either as the child manipulates an object 
in space during small-motor play. 
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j: Maintain focus and return to an activity after a 
break. APL-8j  

 

 

k: Sometimes able to ignore irrelevant 
information when focusing on a task (sort 
multicolored wooden beads by shape). APL-8k  

 

l: Consistently remain engaged in self-directed 
activities. APL-8l  

j: Children will often engage in small-motor 
play for long periods of time if the skill to 
challenge ratio is optimal. If it is not optimal 
you will see the child become board if the 
challenge is not great enough or frustrated if the 
challenge is too great. 
 
k: Children will be provided the opportunity to 
focus on their small-motor play activity while 
children are in engaged in different activities 
around them. Also, sorting is a common activity 
in small-motor play. 
 
 
l: Observing l in multiple children is a key to the 
knowing that the classroom environment is 
optimal for self0directed play. If children seem 
listless or board, it may be time to refresh the 
environment with one or two new large-motor 
play opportunities. 

APL-9: Persist at challenging activities.  
 

e, h: Seek help to complete a challenging 
activity (ask a teacher for help putting a 
puzzle away on a high shelf; ask a friend for 
help in naming an unfamiliar animal in a 
picture). APL-9e, APL-9h 

f, i: When something does not work, try 
different ways to complete the task (when a 
block tower falls, try putting the blocks 
together in a different way to build the tow er 
again). APL-9f, APL-9i  

g: Keep working to complete tasks, including 
those that are somewhat difficult. APL-9g  

e, h: If a participatory culture has been 
established in the classroom, children will 
naturally ask for assistance during small-motor 
play as needed.  
 
 
f, i: Our bodies move in many ways. Small-
motor play provides children with ample 
opportunities for experimentation with small-
motor movements as they manipulate objects in 
space. 
 
g: Self-directed small-motor play allows the 
child to approach challenging tasks in their own 
time and way. 
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j: Plan and follow through on longer-term 
tasks (planting a seed and caring for the 
plant). APL-9j  

k: Keep trying until a challenging activity 
is complete despite distractions or 
interruptions (multi-piece puzzle started 
before lunch and completed later). APL-9k  

j: Gardening is a wonderful teacher-lead activity 
that exercised small-motor skills and allows 
children to follow through on long term 
activities. 
 
k: In dynamic classroom, children are provided 
the opportunity to focus their attention on their 
activity despite an active social environment. 
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Small-Motor Play 

  
STANDARDS FOR HEALTHY COGNITIVE DEVELOPMENT 
The child will be able to:  

CD-1: Use their senses to construct knowledge about the world around them.  
CD-2: Recall information and use it for new situations and problems.  
CD-3: Demonstrate the ability to think about their own thinking: reasoning, taking perspectives, and making 

decisions.  
CD-10: Show understanding of numbers and quantities during play and other activities.  
CD-11: Compare, sort, group, organize, and measure objects and create patterns in their everyday 

environment.  
CD-12: Identify and use common shapes and concepts about position during play and other activities.  
CD-13 Use mathematical thinking to solve problems in their everyday environment. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
CD-1: Use their senses to construct 
knowledge about the world around them. 

h, k: Explore objects, tools, and materials 
systematically to learn about their properties 
(weigh an object, observe something from the 
top of the object to the bottom). CD-1h, CD-1k 

j: Group familiar objects that go together (shoe 
and sock, brush and paint, hammer, and nail). 
CD-1j  

n: Organize and use information through 
matching, grouping, and sequencing. CD-1n  

h, k: Small-motor play, construction play, and 
playing-with-the-arts intersect. As children 
work with different open-ended materials, it is 
natural that they observe the material and learn 
about its properties through use. 
 
j, n: Sorting is a common activity during small-
motor play. Children sort and organize blocks, 
shells, balls, pinecones, stones, and other 
materials as needed during their play. 
Ex: Child realized: “I need more shells to finish 
the pattern I am making.” 

CD-2: Recall information and use it for 
new situations and problems. 

r: Make predictions about what will happen 
using what they know. CD-2r  

s: Introduce ideas or actions in play based on 
previous knowledge or experience. CD-2s  

r, t: When a child is given the opportunity for 
large-motor play the develop somatic memories 
of the experience. They can call on this 
experience the next time they perform the action 
to make predictions and understand why things 
happen.  
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x: introduce more elaborate or detailed ideas or 
actions into play based on previous knowledge 
or experience. CD-2x  

y: Try to reach logical conclusions (including 
conclusions regarding cause and effect) about 
familiar situations and materials, based on 
information gathered with their senses. CD-2y  

x: As children gain mastery over their small-
motor actions they will increase the completely 
of the play or movements to amplify the feelings 
of satisfaction with the play. 
 
y: Small-motor play provides children with the 
opportunity to make logical conclusions about 
what have happened. Ex: Child realized: “I need 
to make this end higher to have the ball go 
faster.” 

CD-3: Demonstrate the ability to think 
about their own thinking: reasoning, 
taking perspectives, and making 
decisions.  

k: Use language to describe their thinking 
processes with adult support. CD-3k 

k: When attempting to perform a small-motor 
action during play a child will often seek out an 
adult if they are unsure if what they want to do 
is safe or will have their desired result. EX: “I 
need help, I can’t untie this knot.” 

CD-10: Show understanding of numbers 
and quantities during play and other 
activities.  

l: Compare visually two groups of objects that 
are obviously equal or unequal in quantity and 
communicate that they are the same or different, 
and which one has more (choose a plate with 
four cookies rather than a plate with one 
cookie). CD-10l  

r: Compare the number of items 
in small sets of objects (up to 5 objects) by 
matching or counting and use language such as 
“more than” and “less than” to describe the sets 
of objects. CD-10r  

s: Show they understand that putting two groups 
of objects together will make a bigger group and 
that a group of objects can be taken apart into 
smaller groups. C-10s  

 

 

l: During small-motor play children sort 
quantities of varied materials to accomplish 
their task. EX: “Those blocks are colored, and 
these aren’t. I need more of the plain ones.” 
 
 
 
r: Children often compare quantities with play 
partners during play. EX: “I need more of these 
acorns. You have more stones than I have.” 
 
 
 
s, m: Working with quantity is a natural 
consequence of self-directed small-motor, 
imaginative play. EX: “Let’s puts all of our 
leaves together to make big soup. Okay now 
let’s take some of this out and give it to our 
babies for dinner.” 
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m: Show they understand that adding objects to 
a group will make a bigger group and taking 
away objects will make a smaller group. CD-
10m  

w: Show understanding of first, next, and last 
during play and daily activities (answer 
questions about who is first and last to slide 
down the slide; say, “The engine is first, and the 
caboose is last” when making a train). CD-10w  

 
m: See s, m 
 
 
 
w: Children make patterns or constructions 
during small-motor play construction play or 
playing-with-the-arts. EX: “No the blue ones go 
last they are the last houses on the street.” 
(When building a city with blocks) 

CD-11: Compare, sort, group, organize, 
and measure objects and create patterns in 
their everyday environment.  

f, l: Use descriptive language for size, length, or 
weight (short, tall, long, heavy, big).  
CD-11f, CD-11 
 
 
g, m: Use simple measurement tools with • 
guidance and support to measure objects (a 
ruler, measuring cup, scale).  
CD-11g, CD-11m  

 

h: Compare the size or weight of two objects 
and identify which one is longer/ taller/heavier 
than the other (“That rock is heavier than this 
one; I can’t lift it.” “A snake is longer than a 
worm.”). CD-11h  

i: Identify familiar objects as the same or 
different. CD-11i  
 
j: Sort familiar objects into categories with 
increasing accuracy (tools 
for woodworking and utensils for cooking; 
rectangle blocks on one shelf and square blocks 
on another shelf). CD-11j  
 

f, l: Size of an object is often important to the 
children engaged in small-motor play. EX: “I 
need another long one (block) to hold up the 
roof. No, that one is too heavy for the roof, it 
will fall.” 
 
g, m: Children will use cups and measuring 
spoons as part of sand and water play. This is an 
example of small-motor play and sensory play 
overlapping. A small play scale can also be 
made available. 
 
h: The child experiences through their activity 
the concepts of heavy and light.  EX: “No you 
can’t take those big ones. I’m making a little 
rock tower. These bigger rocks I’m putting 
those on the bottom. The little ones are going on 
the top.”   
 
i: EX: “I need more of these big red beads to 
finish the necklace I’m making. 
 
j: This skill is required every day at the 
conclusion of all play. All small-motor toys 
must be sorted into their appropriate baskets as 
part of care for the environment. 
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k: Recognize simple repeating patterns and 
attempt to create them during play (repeat a 
movement pattern during a song, make a line of 
blocks in alternating colors). CD-11k  
 
n: Directly compare more than two objects by 
size, length, or weight (“That rock is heavier 
than these others; I can’t lift it.” Look at three 
strings that are different lengths and select the 
longest string). CD-11n  

o: Put a few objects in order by length (arrange 
a group of 3 blocks in order from the shortest to 
the longest). CD-11o  

p: Sort a group of objects (0-10) using one 
attribute (color, size, shape, quantity) with 
increasing accuracy (sort blocks by shape and 
place like-shaped blocks on the shelf; sort beads 
by color). CD-11p  

q: Duplicate and extend simple patterns using 
concrete objects (look at a pattern of beads and 
tell what bead comes next in the pattern).  
CD-11q  

k: Small-motor play and playing-with-the-arts 
often overlap. Children will make patterns both 
with natural found objects and open-ended toys. 
 
 
n: When making an artistic pattern or during 
construction or imaginative play children will 
often directly compare objects to discern if they 
are desired for the activity. 
 
 
o: Children sort objects by length and size 
during artistic pattern making or during 
construction play. 
 
p: Sorting is often a large part of small-motor -
imaginative play. EX: “I need all the blue beads. 
I am making blueberry pancakes and I’m going 
to mix them into the batter.” 
 
 
q: When making an artistic pattern or during 
construction or imaginative small-motor play 
children will often wish to extend a pattern they 
are making. EX: “I need more white shells 
now.” 
 

CD-12: Identify and use common shapes 
and concepts about position during play 
and other activities. 

h: Show they understand positions in space by 
using position words during play and by 
following directions from an adult (say, “Stand 
behind the chair.” “Put the ball in the box.”). 
CD-12h  

i: Use 2- and 3-dimensional shapes to create 
pictures, designs, or structures. CD-12i  

h: Small-motor play often involves sorting small 
objects into containers. EX: “I am putting all the 
stones into my cup.” 
 
 
 
i: Natural and open ended-toys are used to for 
small-motor construction and artistic pattern 
making. 
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j: Find shapes in the environment and describe 
them in their own words. CD-12j  

k: Consistently use a variety of words for 
positions in space and follow directions using 
these words. CD-12k  

l: Use 2- and 3-dimensional shapes to represent 
real- world objects (say, “We are building a 
castle and we need a round block for the 
tunnel.” “I glued a circle and a square on my 
picture to make a house.”). CD-12l  

m:  Name basic shapes 
and describe their characteristics using 
descriptive and geometric attributes (“That’s a 
triangle; it’s pointy.” “It’s a circle because it’s 
round.”). CD-12m  

j: Children collect object from nature for small-
motor-play.  “I am collecting these little green 
things. They are soft and smell like lemon.” 
 
k: As children gain mastery over their small-
motor skills understanding and communicating 
complex spatial directions increases. 
 
l: During small-motor, construction, symbolic 
play open ended toys are often used to represent 
something from everyday life. EX: “I need the 
triangle for the roof.” 
 
m: Children identify and sort objects by shapes 
during small-motor play. “I want to stack the 
square blue blocks to make my tower.” 

CD-13 Use mathematical thinking to 
solve problems in their everyday 
environment. 

b: Seek answers to questions by using 
mathematical thinking during play and daily 
activities (determine who is taller by standing 
next to classmate; find two smaller blocks to 
replace larger block). CD-13b  

c: Use observation and counting (not always 
correctly) to find out how many things are 
needed during play and other daily activities 
(figure out how many spoons are needed for 
snack, find enough dolls so each person has one 
when playing in the dramatic play area).  
CD-13c  
 
d: Use drawing and concrete materials to 
represent mathematical ideas (draw many 
circles to show “lots of people,” put Popsicle® 

b: During small-motor play children sort objects 
by size and weight to determine if they are 
desired object for the activity. 
 
 
 
c: Children count object or distribute objects to 
peers during small motor play.  
“EX: Hey you have more than me!” (Child 
counts) “Here we both have three now.” 
 
 
 
d: Drawing is an over lapping of small-motor 
and playing-with-the-arts. Children will draw 
and quantify what they are drawing. EX “I’m 
making lots of dots. It is raining hard in my 
picture.” 
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sticks in a pile to show the number of children 
who want crackers for snack). CD-13d  

e: Seek answers to questions during play and 
daily activities using an increasing variety of 
mathematical strategies. CD-13e  

f: Use observation and counting with increasing 
accuracy to answer questions such as “How 
many do we need?” and “How many more 
do we need?” during play and other daily 
activities (count new children 
to see how many more plates are needed for 
snack; return extra drinks to cooler at picnic to 
arrive at the correct number). CD-13f  

g: Use drawing and concrete materials to 
represent an increasing variety 
of mathematical ideas (draw 
shapes to represent pattern; stack different-
colored blocks to represent classmates’ answers 
to a survey question). CD-13g  

h: Begin to explain how a mathematical 
problem was solved (“I saw that there was 
always a blue flower after a red flower, so I 
knew to put a blue one next.” “I counted four 
friends who didn’t have cookies, so I got four 
more.”). CD-13h  

e: Children notice the effects of their actions and 
name them. They seek to experiment with their 
actions to modify the outcome during play. EX: 
(When stacking rocks on a boat during water 
play, a boat sinks.)  “The boat sank. it was too 
heavy. (Child takes some rock out) Now its 
floating again.” 
 
f: Counting and sorting are frequently used 
actions during small-motor play to determine 
quantity or to distribute materials across players. 
 
 
 
 
 
 
g: Just as children make patterns with objects 
children also make patterns in their drawings. 
They will make lines and put dots inside the 
lines or sort by colors. 
 
 
 
h: When making artistic patterns children 
determine the next object needed in the pattern. 
EX: “I am making a circle with red and yellow 
leaves. I need a red one now. Red comes after 
yellow in my circle.” 
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Mastery Play 

  
STANDARDS FOR HEALTHY PHYSICAL DEVELOPMENT 
The child will be able to:   

HPD-2: Engage in active physical play indoors and outdoors. 
HPD-4: Develop the large muscle control and abilities needed to move through and explore their 

environment.  
HPD-5: Develop small muscle control and hand-eye coordination to manipulate objects and work with tools. 
HPD-6: Develop awareness of their needs and the ability to communicate their needs.  
HPD-7: Children develop independence in caring for themselves and their environment 
HPD-8: Develop awareness of basic safety rules and begin to follow them. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
HPD-2: Engage in active physical play 
indoors and outdoors. 

k, o: Develop strength and stamina by spending 
extended periods of time playing vigorously. 
HPD-2k, HPD-2o 

l: Choose a variety of structured and 
unstructured physical activities indoors and 
outdoors. HPD-2l  

 

m: Participate in simple games and other 
structured motor activities that enhance physical 
fitness (songs with movement, throwing and 
catching). HPD-2m  

 

 

 

k, o, l: Children are often only allowed to 
engage in large motor play ex: skipping, 
running, climbing while outdoors. It is 
important that educators provide gross motor 
play opportunities indoors as well as out of 
doors. Equipment that allows for testing of 
balance, stairs, rocking boards, tunnels and 
movable balance beams should be part of the 
indoor self-directed play environment for 
mastery-play. 

m: Mastery-play overlaps with rule-based play, 
in which children or teachers make up rules that 
exercise the child’s strength and co-ordination. 
The teacher can also organize a morning 
movement circle that fulfills gross-motor play in 
a more structured way through songs and 
rhyming accompanied by large motor 
movements, bean bag games that require 
coordination to throw and catch. 
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n, r: Transition from active to quiet activities 
with limited guidance and support. HPD-2n, 
HPD-2r   

n, r: Mastery play gives children ample 
opportunities to gain awareness and control over 
their bodies and practice transitioning to teacher 
lead or quieter activity 

HPD-4: Develop the large muscle control 
and abilities needed to move through and 
explore their environment. 

l: Demonstrate strength and balance by 
managing uneven surfaces such as hills, ramps, 
and steps. HPD-4l  

m: Refine movements and show generally good 
coordination (e.g., throwing and catching). 
HPD-4m  

 

n: Use a variety of toys and equipment that 
enhance gross motor development (balls, slides, 
pedaling toys, assistive technology). HPD-4n  

o: Move their bodies in space with good 
coordination (running, hopping in place, 
galloping). HPD-4o  

p: Coordinate movement of upper and lower 
body. HPD-4p  

q: Perform complex movements smoothly 
(skipping, balancing on beams, hopping from 
one place to another). HPD-4q 

 

r: Move quickly through the environment and be 
able to stop (run fast, pedal fast). HPD-4r  

 

 l: Children will seek out uneven or unstable 
surfaces to test their balance during mastery-
play. 
 
m: Children often through and catch bean bags 
to each other. If this activity becomes too wild. 
The teacher can place a basket in the middle of 
several players and make a mastery-game of 
who can throw the bean bag into the basket. 
 
n: Open-ended gross motor equipment should 
be provided to children inside and outside so 
mastering complex movements become part of 
play.  
 
o: Children will show increased co-ordination as 
they begin to master large and small-motor 
movements. 
 
p: As large-motor movements are mastered co-
ordination will increase. 
 
q: Enough open space should be provided so 
that children have opportunities to run and skip. 
Balance beams or materials to create beams 
should be provided as part of indoor and 
outdoor equipment. 
 
r: As children being to master and activity a new 
challenge is to quicken the pace of the action. 
Stopping the action requires impulse control 
that increases with practice. 
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s: Show awareness of own body in relation to 
other people and objects while moving through 
space. HPD-4s  

s: As children master large-motor locomotion 
they will become increasingly skillful in 
maneuvering in space and around peers. 

HPD-5: Develop small muscle control and 
hand-eye coordination to manipulate 
objects and work with tools.  

k: Engage in activities that require hand-eye 
coordination (build with manipulatives, mold 
Play- Doh®, work puzzles with smaller pieces). 
HPD-5k  
 
 
l: Use tools that require strength, control, and 
dexterity of small muscles (forks, crayons, 
markers, safety scissors, adapted tools).  
HPD-5 l 
 
 

 

n: Engage in complex hand-eye coordination 
activities with a moderate degree 
of precision and control (fasten clothing, cut 
shapes, put together small pieces). HPD-5n  

 

 

 

o: Use tools that require strength and dexterity 
of small muscles with 
a moderate degree of control (spray bottle, hole 
puncher). HPD-5o  

k: Providing children open ended and natural 
small-motor manipulatives allows them to 
engage in hand-eye co-ordination. Children will 
attempt an activity repeatedly until they have 
mastered the action. EX: Tying a knot or 
threading a bead onto a string. 

l: Artistic and crafting opportunities offered 
weekly on a regular day and time will provide 
children with time to mastery fine motor skills 
through playing-with-the-arts. 

 
 
n: Children have daily opportunity to exercise 
small-motor development dressing and 
undressing in their transition from indoor to 
outdoor play. This often includes tying, 
manipulating button and zippers. Allow children 
to struggle with this task before intervening. if 
they ask for help then offer assistance. If they 
are close to mastering the task a little indirect 
intervention via encouragement is supportive. 
EX: “I believe in you. or I know you can do it.” 
 
o: Children will often seek to use tools that have 
been introduced during a teacher-lead artistic or 
crafting activity to gain mastery. It is helpful to 
have a little craft basket available with scraps 
yarn needles or embroidery yarn or thick thread 
and scissors so the children can practice making 
knots or sewing if they choose during self-
directed play time. 
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HPD-6: Develop awareness of their needs 
and the ability to communicate their 
needs. 

e, g: Use words or sign language to ask for the 
things they need (food when hungry, drink when 
thirsty, go outdoors when they need to be 
physically active). HPD-6e, HPD-6g 

 

i: Use language to ask adults or peers 
specifically for the kind of help needed in a 
particular situation. HPD-6i  

e, g: As children master a new skill through 
mastery play, they will often seek out the 
teacher to support them. Often the intervention 
requested in indirect only. The child wished to 
be supported through the presence and watchful 
gaze of their teacher. 
 
i: If a participatory culture has been established 
in the classroom, children will naturally ask for 
assistance during small-motor play as needed.  
 

HPD-7: Children develop independence in 
caring for themselves and their 
environment 

 

k: Dress and undress themselves with occasional 
assistance. HPD-7k  

n: Help with routine care of the indoor and 
outdoor learning environment (recycle, care for 
garden). HPD-7n  

t: Perform tasks to maintain the indoor and 
outdoor learning environment independently. 
HPD-7t  

k: To engage in active play outside children 
need to be dresses appropriately. Consider the 
transition to active outdoor play as learning time 
for the child’s self-care and independence. 
 
n, t: Care for the play spaces is a daily activity 
that the child can always participate in via 
imitation of the teachers or through a direct 
request from a teacher. 

HPD-8: Develop awareness of basic 
safety rules and begin to follow them.  

i: Know what their bodies can do and play 
within their abilities to avoid injury to self or 
others. HPD-8i  

 

j: Usually recognize and avoid objects and 
situations that might cause harm. HPD-8j  

 

k: Usually follow basic safety rules. HPD-8k  

 

i: Children test an already established skill set 
during mastery play and seek to increase their 
skill. Mastery play allows children to gain and 
awareness for what their bodies can and cannot 
do. 
 
j: As children seek to increase their skill, they 
are often somatically judging themselves and 
their activity in relationship to the environment 
to increase the challenge and remain unhurt. 
 
k, o: Self-directed play classrooms must have 
explicit rules about safety that the child will 
learn to follow at first with support from 
teachers and peers with growing independence. 
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l: Call a trusted adult when someone gets 
injured or is in an unsafe situation. HPD-8l  

m: Avoid potentially dangerous behaviors. 
HPD-8m  

n: Consistently recognize and avoid people, 
objects, substances, activities, and environments 
that might cause harm. HPD-8n  

 

o: Independently follow basic safety rules. 
HPD-8o  

l, m, n: As the play culture of the classroom is 
developed by the teacher, children learn what is 
safe a what is unsafe behavior. Children 
engaging in large-motor mastery play may test 
these boundaries as they seek to increase their 
skills. Teacher observation during these times is 
essential. 
 
 
 
 
 
o: See k, o 
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Mastery Play 
  

STANDARDS FOR SOCIAL-EMOTIONAL DEVELOPMENT 
The child will be able to:  

ESD-1: Demonstrate a positive sense of self-identity and self-awareness. 
ESD-2: Express positive feelings about themselves and confidence in what they can do.  
ESD-3: Form relationships and interact positively with familiar adults who are consistent and responsive to 

their needs.  
ESD-4: Children form relationships and interact positively with other children. 
ESD-5: Children demonstrate the social and behavioral skills needed to successfully participate in groups. 
ESD-6: Identify, manage, and express their feelings. 
ESD-7: Recognize and respond to the needs and feelings of others.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
ESD-1: Demonstrate a positive sense of 
self-identity and self-awareness. 

n: Choose activities they like and name their 
favorite activities. ESD-1n  

q: Choose to spend more time on preferred 
activities, and express awareness of skills they 
are developing. ESD-1q  

n: As children have an opportunity to engage in 
mastery play, they feel the joy and self-
confidence that comes with mastery of an action 
that was once in accessible.  
 
q: During mastery play, children will choose to 
repeat an action again and again until they have 
mastered the skill. 

ESD-2: Express positive feelings about 
themselves and confidence in what they 
can do. 
 

k, n: Express positive feelings about themselves 
by showing and/or telling others about 
themselves, things they like, or things they have 
done. ESD-2k, ESD-2n  

m: Try new activities and attempt new 
challenges. ESD-2m  

 

 k, n: Children engaging in mastery play will 
experience their increasing bodily competence 
as they master a new skill and will take pride in 
activities that allow them to demonstrate their 
mastery and increase their skill. 
 
m: Mastery play is an attempt at a new actions 
and new skills the child is learning. 
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p: Stick with tasks even when they are 
challenging. ESD-2p  

 

 

q: Express opinions about their abilities in 
different areas (“I’m a good friend.” I can run 
fast.” “I know all my letters!”). ESD-2q  

p: Mastery play is a type of play which in the 
child attempts to perform actions that are 
challenging out of self-initiation rather than a 
requirement. Mastery play leads to resilience 
and the ability to do and attempt challenging 
actions 
 
q: Competence and self-confidence lead to 
expressions of positive opinions about their 
skills and abilities. The child may notice that 
they are less skilled than a classmate at an 
action over time and through their self-initiation 
they are provided the opportunity to master an 
action through mastery play. 

ESD-3: Form relationships and interact 
positively with familiar adults who are 
consistent and responsive to their needs 

m, q: Seek out trusted teachers and caregivers as 
needed (for emotional support, physical 
assistance, social interaction, problem- solving, 
and approval). ESD-3m, ESD-3q  

 

p: Show ease and comfort in their interactions 
with familiar adults. ESD-3p  

r: Form positive relationships with new teachers 
or caregivers over time. ESD-3r  

s: Use language effectively to continue 
conversations with familiar adults and to 
influence their behavior (ask for help, ask an 
adult to do something). ESD-3s  

m, q: Children engaging in mastery play may 
seek out adults who they are secure in their 
attachment to ask for indirect intervention. 
Children who are engaging in mastery play aim 
to perform the action themselves but find the 
teacher’s attention to their action supportive. 
 
p: Children will seek out the adults they feel the 
most comfortable with when engaging in a 
challenging activity during mastery play. 
 
r: The teacher’s indirect intervention through 
child observation strengthens attachment 
relationships with the child. 
 
s: A child engaging in mastery play may ask for 
problems solving advice or judgement on if an 
action is safe. 

ESD-4: Children form relationships and 
interact positively with other children. 

k, p: Demonstrate social 
skills when interacting with other children (turn- 
taking, conflict resolution, sharing). ESD-4k, 
ESD-4p  

k, p: Mastery play is often a solitary activity. 
However, there are times when mastery play is 
collaborative and, in that case, provides the 
opportunity to practice social skills with peers. 
EX: One child may stand on the see-saw to keep 
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o: Show ease and comfort in their interactions 
with familiar children. ESD-4o  

r: Seek and give support with children they 
identify as friends. ESD-4r  

t: Play and interact cooperatively with other 
children (work on project together, exchange 
ideas). ESD-4t  

 

 

it steady while a play partner jumps from the 
high end. 
 
o, r: Children who are engaged in mastery play 
which directly exercises their skill-challenge 
balance will seek out children as play partner 
with whom they feel at ease and identify as a 
friend. 
 
t: Mastery play can be collaborative when 
children are interested in mastering the same 
skill. In this case children will work together 
cooperatively and share ideas to master the skill.  

ESD-5: Children demonstrate the social 
and behavioral skills needed to 
successfully participate in groups. 

k, q: Follow social rules, transitions, and 
routines that have been explained to them, with 
reminders and practice. ESD-5k  

 

 

 

l: Often make requests clearly and effectively. 
ESD-5l  

 

 

 

k: Children who are engaging in mastery play 
must keep in mind the classroom culture as they 
master a new skill. EX: A child who wishes to 
practice jumping needs to remember that 
jumping from the classroom table where eating 
takes place is not allowed. They will have to use 
designated large-motor equipment instead. 
Children require less reminders of the rules over 
time. Peer to peer reminding of social and safety 
rules becomes common. 
 
l, r: A child may need to state that they wish to 
perform a certain action and needs assistance 
moving the equipment they need. EX: “I want to 
balance on the balance boards, may I have one 
please?” Children become clearer and more 
effective in their communication skills with 
practice. 
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m: Show awareness that their actions affect 
others (move carefully around classmate’s block 
structure). ESD-5m  

 

 

 

 

n: Wait for a short time to get what they want (a 
turn with a toy, a snack). ESD-5n  

 

o: Work to resolve conflicts effectively, with 
guidance and support. ESD-5o  

 

 

 

 

 

p: Notice and accept similarities and differences 
among all people, including people with 
disabilities and those from different cultures. 
ESD-5p  

m: When children are engaging in mastery play, 
they are usually completely attentionally 
focused on the new action they are performing. 
Occasionally they will not see that they have 
infringed on another’s play space. In those 
cases, the children are provided the opportunity 
to focus on their task while remaining aware 
enough of the surrounding activity while not 
becoming absorbed by it. This is a challenge to 
the child’s attention and focus. 
 
n: When several children want to practice an 
action there may only be one or two pieces of 
equipment that supports the action. Children 
will have to wait their turn to perform the 
action. 
 
o: There can be disagreements over whose turn 
it is. The teacher can support this by bringing 
form to the activity. Either having the children 
stand in a line or arranging “waiting chairs or a 
waiting bench” the children can move down as 
it gets closer to their turn.  The seated waiting 
spaces tend to cut back on the “Hey he skipped 
me; it was my turn!” moments.  The teacher can 
also provide language to start the activity: “First 
it’s Joshua’s turn, now it’s Maven’s turn, now 
its Rowan’s turn.” 
 
 
 
 
p: During mastery play children may recognize 
that there is more than one way to perform an 
action. 
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q: Follow social rules, transitions, and routines 
that have been explained to them. ESD-5q  

 

 

 

 

 

r: Make requests clearly and effectively most of 
the time. ESD-5r  

 

s: Balance their own needs with those of others 
in the group. ESD-5s  

 

t: Anticipate consequences and plan ways to 
solve problems effectively, with guidance and 
support. ESD-5t  

 

u: Use a variety of strategies to solve problems 
and conflicts with increasing independence. 
ESD-5u  

 

q: Children engaging in mastery play may have 
a more challenging time if they have not 
mastered the action they wished to perform, and 
it is time to clean up.  Warning children before 
the transition is a helpful teaching practice. EX: 
“Max, just two more times and then it is time to 
clean-up our toys.” Putting a limit to the number 
of times the action can be performed is more 
helpful to the child instead of a clock time,     
“You have two more minutes,” which is less 
independently measurable. 
 
 
r: see l, r, p.107 
 
 
 
 
s: For a child wishing to master a skill it can be 
difficult to balance their desire to perform the 
action with peers who also wish to use the same 
equipment. Transitions can also be a challenge. 
See o and q for teaching practice examples. 
 
 
t: When performing an action repeatedly, the 
child gains knowledge of what may happen and 
can modify their approach either through their 
initiative or by asking for support. 
 
u: Children gain confidence as they repeat the 
action they wish to master until they can 
perform the action with complete independence 
and eventually it requires not focus on the 
child’s part to perform the action. It becomes a 
somatic skill. 
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v: Express respect and caring for all people, 
including people with disabilities 
and those from different cultures. ESD-5v  

v: This happens especially if there are children 
with exceptional needs in the classroom. 
Children are provided opportunities to see 
children with different developmental needs 
practice mastery to the degree they are able.  
Good language for the teacher is: “We are all 
learning.” 

ESD-6: Identify, manage, and express 
their feelings. 
 

l, o: Express a range of emotions (happiness, 
sadness, fear, anger, disgust, tenderness, 
hostility, shame, guilt, satisfaction, and love) 
with their face, body, vocal sounds, and words. 
ESD-6l, ESD-6o  

m: Use a variety of words or signs to express 
and manage feelings more clearly. ESD-6m  

 

n: Describe reasons for their feelings (“I’m sad 
because Grandma’s leaving.” “That makes me 
mad when you do that!”). ESD-6n  

p: Describe reasons for their feelings (“I’m sad 
because Grandma’s leaving.” “That makes 
Independently manage and express feelings 
effectively most of the time. ESD-6p  

q: Use a larger vocabulary for talking about 
different feelings (“I’m frustrated with that 
puzzle!” “I’m excited about our trip.”). ESD-6q  

r: Give reasons for their feelings that may 
include thoughts and beliefs as well as outside 
events (“I’m happy because I wanted to win, 
and I did.”). ESD-6r  

l, o: Mastery play can be frustrating. It provides 
the opportunity to manage their emotional 
regulation as they work to increase their skill 
challenge balance. 
 
 
m: Teachers can support children by providing 
language for the emotions the child is feeling 
during mastery play.  EX: “Cole, you look 
frustrated. Why don’t you take a little break and 
try again?”  
 
n, p: Children begin to recognize the feeling the 
teacher has given language to and they are able 
to independently give reasons for how they are 
feeling. Ex: “I’m frustrated my tower keeps 
falling down.” 
 
 
 
 
q: EX: When Cole’s tower falls again a peer 
asks, “Why are you sad Cole.” Cole can 
respond, “I am not sad. I am frustrated. 
 
 
r. EX: “I am frustrated my tower keeps falling.” 
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s: Use problem-solving strategies when feeling 
angry or frustrated. ESD-6s  

s: After performing an action and repeatedly 
failing the child will begin to alter elements of 
the action to see if they get a different result. 
EX: Cole may try and build the tower on a 
different surface. 

ESD-7: Recognize and respond to the 
needs and feelings of others. 

j: Try to comfort another child or an adult who 
is upset (bring a comfort object, pat the person 
on the back). ESD-7j  

 
m: Show awareness that other people have 
different feelings (“I like raisins, but he 
doesn’t.” “I’m scared on that ride, but she 
isn’t.”). ESD-7m  
 

 

n: Communicate understanding and empathy for 
others’ feelings. ESD-7n  

 

o: Show awareness that their behavior can affect 
the feelings of others (say, “I didn’t mean to 
scare you when I yelled.”). ESD-7o  

In the example given right, there is no need to 
force children into apologizing especially if 
there was not unkindness meant. It is helpful for 
the teacher to state the facts of what happened 
and help both children, the accused, and the 
accuser to see that nothing unkind was meant. 
For Jasper, the child engaging in mastery play 
and who bumped into Rosie, it is an opportunity 
to learn that his actions affect others, even if he 
doesn’t mean them too. For Rosie, it is a good 

j: During mastery play peers will offer 
emotional or physical comfort to a child who 
has failed to perform and action and feels 
frustrated. 
 
m: Children will practice mastery at their own 
skill and comfort level. They recognize their 
peers may feel differently than they do. EX: 
“Mavis likes to climb higher than I do.” 
 
 
n: When a child fails at an action others can 
share their own experience as a way of 
connecting with the discouraged child.  EX: “I 
fell down once when I was crossing the balance 
beam, but then I made it. You can too.” 
 
o: Children may unintentionally bump into 
another child while engaged in mastery play. In 
that case the other child may be upset or 
offended. The child may voluntarily say: “I 
didn’t mean to bump into you, I’m sorry.”  That 
same situation may need the teacher’s support, 
EX:  Rosie: “Teacher! Jasper hit me!” 
 
Jasper: “I didn’t, I was climbing!”   
       
Teacher: “Jasper, you were climbing, do you 
think maybe you could have hit Rosie by 
accident and didn’t notice?” 
 
Jasper: Yeah, maybe. I was climbing. I didn’t 
mean to hit her. 
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opportunity to learn not all social collisions are 
meant unkindly. 

 
Teacher: I know you didn’t mean it unkindly 
Jasper.  Could you please tell Rosie so she 
knows it too? 
 
Jasper: “I didn’t mean to hit you Rosie, I was 
climbing. 
 
Rosie: Okay! 
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Mastery Play 
  

STANDARDS FOR LANGUAGE AND COMMUNICATION DEVELOPMENT 
 The child will be able to:  

LDC-1: Understand communications from others.  
LDC-3: Ask and answer questions in order to seek help, get information, or clarify something that is not 

understood.  
LDC-4: Speak audibly and express thoughts, feelings, and ideas clearly. 
LDC-8: Children develop interest in books and motivation to read. 
LDC-11: Children develop phonological awareness. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
LDC-1: Understand communications from 
others.  

o: Respond to requests for information or action. 
LDC-1o  

p: Follow more detailed multistep directions. 
LDC-1p  

o, p: A child may request indirect support 
during mastery play.  The teacher can guide the 
child verbally through the multi-step directions 
needed to complete the action. As the child 
masters the action following multistep 
directions becomes possible. 

Children also often share their own technique 
for performing an action verbally with their 
peers. 

 
LDC-3: Ask and answer questions in 
order to seek help, get information, or 
clarify something that is not understood.  
 
 

e: Use sentences or questions to ask for things 
(people, actions, objects, pets) or gain 
information. LDC-3e  

g: Ask specific questions to learn more about 
their world, understand tasks, and solve 
problems. LDC-3g  

e: A child may ask for intervention from a 
teacher during mastery play. EX: “Teacher will 
you please help me cross the balance beam?” 
 
g: Children will encounter challenges during 
mastery play. Ex: Child: “Why does this keep 
falling?” Teacher: “The carpet is too soft. Try 
building it here on the hard part of the floor.” 



APPENDIX A TWELVE TYPES OF PLAY STANDARDS FRAMEWORK 
MASTERY PLAY STANDARDS LANGUAGE AND COMMUNICATION DEVELOPMENT 

115 

LDC-4: Speak audibly and express 
thoughts, feelings, and ideas clearly. 
 

h: Communicate messages with expression, 
tone, and inflection appropriate to the situation. 
LDC-4h  

i: Speak clearly enough to be understood by 
familiar adults and children. LDC-4i  

l: Speak clearly enough to be understood by 
most people. LDC-4l  

h: Communication in a questioning tone: 
EX: “Teacher, will you please watch me climb 
to the to the top? 
Communication with a commanding inflection: 
EX: “Watch out, I am going to jump!” 
 
i, l: Children speak with increasing clarity with 
practice. Teachers who provide language 
modeling (see ESD- 6m) support this 
development. 

LDC-8: Children develop interest in 
books and motivation to read. 
 

k: Show an interest in books, other print, and 
reading- related activities. 
LDC-8k  

m: Engage in reading behaviors independently 
with increased focus for longer periods of time. 
LDC-8m  

k: Children may choose to look at books 
independently during self-directed play time. 
 
 
m: Children may choose to look at printed 
materials for extended lengths of time during 
self-directed play or bring reading materials or 
printed materials into their make-believe play as 
a part of literacy mastery. 

LDC-11: Children develop phonological 
awareness. 
 
 

j: Repeat a variety of rhythmic patterns in 
poems and songs using words, clapping, 
marching, and/or instruments to repeat the 
rhythm or beat syllables. LDC-11j  

k: Play with the sounds of language, identify a 
variety of rhymes, create some rhymes, and 
recognize the first sounds in some words. LDC-
11k  

j: Language play and mastery play can overlap. 
Children will independently repeat songs or 
rhymes the teacher has offered as part of large 
group time.  
 
k: Children will make up rhymes as part of 
mastering new words. 
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Mastery Play 
  

STANDARDS FOR APPROACHES TO PLAY AND LEARNING 
The child will be able to:  

APL-3: Engage in increasingly complex play. 
APL-4: Demonstrate creativity, imagination, and inventiveness.  
APL-5: Be willing to try new and challenging experiences.  
APL-6: Use a variety of strategies to solve problems.  
APL-7: Demonstrate initiative. 
APL-8: Maintain attentiveness and focus.  
APL-9: Persist at challenging activities. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
APL-3: Engage in increasingly complex 
play.  

t: Choose to use new knowledge and skills 
during play (add features to dramatic play scene 
related to class project, write 
list, build structure like displayed picture).  
APL-3t  
 
 p: Use language to begin and carry-on play 
with others. APL-3p 

t: During mastery plan children take their 
acquired knowledge and seek to expand on that 
skill. 
 
p: While mastery play can be a solitary activity 
it can involve children sharing complex ideas 
with each other. Children might be testing a new 
skill or experimenting with open ended toys and 
communicating their ideas and feelings. 

APL-4: Demonstrate creativity, 
imagination, and inventiveness.  

h: Offer new ideas about how to do or make 
things. APL-4h  

 

n: Use materials or actions in increasingly 
varied and resourceful ways to represent 
experiences or ideas. APL-4n  

h:  Open ended equipment provides children 
with ample opportunities to manipulate and 
experiment with creating challenging obstacle 
courses for gross-motor play that intersects with 
mastery play. 
 
n: As children repeatedly attempt to master an 
action, they may begin to vary how they 
perform their action to get a better result. 
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APL-5: Be willing to try new and 
challenging experiences.  
 

k, o: Express a belief that they can do things 
that are hard. APL-5k, APL-5o   

 

 

 

 

n: Try things they are not sure they can do, 
while avoiding dangerous risks. APL-5n  

 

r: Independently seek new challenges. APL-5r  

k, o: Children experience tremendous self-
confidence when they can accomplish a new 
skill, they have been practicing during mastery 
play. EX:  “I did it.” is often what you will hear 
from a child who has accomplished a new 
action.  Acknowledging the child’s 
accomplishment with a “Yes, you did,” is a 
better language choice for the teacher than 
“Good job!” which detracts from the child’s 
inner experience of accomplishment by offering 
an external judgement. 
 
n: Mastery play involves children attempting an 
action that they have not mastered but believe 
they can achieve. 
 
 
r: Mastery play is often an independent activity 
in which children seek to gain new skills by 
repeatedly attempting an action that is 
challenging and beyond their current skill set. 

APL-6: Use a variety of strategies to solve 
problems.  
 

m: Talk to themselves to work through the steps 
to solve a problem. 
APL-6m  

 

o: Describe the steps they will use to solve a 
problem. APL-6o  

p: Evaluate different strategies for solving a 
problem and select the strategy they feel will 
work without having to try it. APL-6p  

 

m: As a child seeks to master an action, they 
may use strategies of self, talk walking 
themselves verbally through the movements as 
they preform them.  
 
o: A child may describe these steps to 
themselves or to a peer or teacher if they are 
looking for external feedback. 
 
p: Often when the first attempt does not work, 
they will try again. During mastery play the 
strategizing and movement action are often 
united. Children are exercising their cognitive 
capacities through their limb activity. 
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q: Explain how they solved a problem to 
another person. APL-6q  

q: Children share new knowledge they have 
gained about accomplishing a skill they have 
mastered with their peers. “This is how I did it.” 

APL-7: Demonstrate initiative. h, j: Show increasing independence and purpose 
when making choices (“I’m going to the block 
area to make a track for my race car.”). APL-7h, 
APL-7j   

i: Express goals or plans and follow through on 
them (“I’m going to draw my house.”). APL-7i  

k: Independently identify and seek things they 
need to complete activities or tasks (gather 
supplies and make a birthday card with a 
message). APL-7k  

h, j: As children seek to master a new skill, they 
demonstrate independence while choosing to 
engage in mastery play. 
 
 
i: Children will state, for example: “I am going 
to go climb the climbing wall today without 
using the rope.” 
 
k: Mastery play may involve the child asking to 
use a piece of equipment or other small-motor 
manipulatives they may need to perform the 
action they wish to master. 

APL-8: Maintain attentiveness and focus.  
 

i: Remain engaged in more complex activities 
that they have chosen. APL-8i  

j: Maintain focus and return to an activity after a 
break. APL-8j  

k: Sometimes able to ignore irrelevant 
information when focusing on a task (sort 
multicolored wooden beads by shape). APL-8k  

i: Learning a new skill requires focus and 
attention on the child’s part.  
 
j: Children will often engage in mastery play, 
rest, and the return to the activity. 
 
k: Children engaging in mastery play often filter 
out peripheral activity as they focus on the new 
skill they are building. 

APL-9: Persist at challenging activities. 
 

f, i: When something does not work, try 
different ways to complete the task (when a 
block tower falls, try putting the blocks together 
in a different way to build the tower again). 
APL-9f, APL-9i 

g: Keep working to complete tasks, including 
those that are somewhat difficult. APL-9g  

 

f, i: During mastery play the child repeats an 
action that may not be accomplished 
successfully after many attempts. The child may 
vary their movement or approach to the task to 
experiment with different results. 
 
g: Self-directed mastery play allows the child to 
approach challenging tasks in their own time 
and way. 
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k: Keep trying until a challenging activity 
is complete despite distractions or interruptions 
(multi-piece puzzle started before lunch and 
completed later). APL-9k  

k: In a dynamic classroom children are provided 
the opportunity to focus their attention on their 
mastery activity despite an active social 
environment. 
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Mastery Play 

  
STANDARDS FOR COGNITIVE DEVELOPMENT 
The child will be able to:  

CD-1: Use their senses to construct knowledge about the world around them.  
CD-2: Recall information and use it for new situations and problems.  
CD-3: Demonstrate the ability to think about their own thinking: reasoning, taking perspectives, and making 

decisions. 
CD-10: Show understanding of numbers and quantities during play and other activities.  
CD-11: Compare, sort, group, organize, and measure objects and create patterns in their everyday 

environment.  
CD-12: Identify and use common shapes and concepts about positions during play and other activities. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
CD-1: Use their senses to construct 
knowledge about the world around them 

h, k: Explore objects, tools, and materials 
systematically to learn about their properties 
(weigh an object, observe something from the 
top of the object to the bottom). CD-1k  

n: Organize and use information through 
matching, grouping, and sequencing. CD-1n  

h, k: Children work with manipulating tools and 
open-ended manipulatives, such as blocks, 
during mastery play. As the child works with 
the object, they observe the material and learn 
about its properties through use. 
 
 n: Sequencing a process through movement is a 
common activity during mastery play. A child 
who is climbing over a climbing arch will slow 
down their movements to establish what 
movement sequence is needed to maintain their 
balance as they locomotor over the apex of the 
arch. 

CD-2: Recall information and use it for 
new situations and problems.  
 

r: Make predictions about what will happen 
using what they know. CD-2r  

 

r: Through mastery play the child develops 
somatic memories of the experience. They then 
call on this experience the next time they 
perform the action to make predictions and 
understand why things happen.  
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s: Introduce ideas or actions in play based on 
previous knowledge or experience. CD-2s  

 

 

w: Improve their ability to make predictions and 
explain why things happen using what they 
know. CD-2w  

 

 

 

x: Introduce more elaborate or detailed ideas or 
actions into play based on previous knowledge 
or experience. CD-2x  

s: The limb knowledge the child has gained in 
previous attempts at the action are called upon 
each time the child attempts to master the 
action. 
 
 
w: As a child improves their ability to perform 
an action, they begin to develop the ability to 
predict what will happen and why. During 
mastery play a child used embodied cognition to 
make predictions and judgements. EX: A child 
is jumping from one side of a small creek to 
another. The child begins to learn how much 
force they need to use to propel themselves to 
the other side while landing on their feet and not 
in the water. 
 
 
x: As children gain mastery over actions, they 
will increase the completely of the play or 
movements to amplify the feelings of 
satisfaction with the play by increasing the skill-
challenge balance. 

CD-3: Demonstrate the ability to think 
about their own thinking: reasoning, 
taking perspectives, and making 
decisions. 

k: Use language to describe their thinking 
processes with adult support. CD-3k  

 

k: When attempting to master and action during 
play a child will often seek out an adult if they 
are unsure if what they want to do is safe or will 
have their desired result. EX: “I need help, I 
made this place I want to jump from. It is 
wobbly.” 

CD-10: Show understanding of numbers 
and quantities during play and other 
activities.  
 

m: Show they understand that adding objects to 
a group will make a bigger group and taking 
away objects will make a smaller group.  
CD-10m  
 

m: During small motor-mastery play a child 
might  
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s: Show they understand that putting two groups 
of objects together will make a bigger group and 
that a group of objects can be taken apart into 
smaller groups. C-10s  

 

w: Show understanding of first, next, and last 
during play and daily activities (answer 
questions about who is first and last to slide 
down the slide; say, “The engine is first, and the 
caboose is last” when making a train). CD-10w  

s: Mastery play often intersects with 
construction play. Sometimes this is small 
motor-play and other times it involves moving 
large-motor equipment to build obstacle 
courses. In either case the child begins to work 
with quantity.  
 
w: When more than one child wishes to perform 
an action, the teacher may need to directly 
intervene in the play to help assist children to 
take turns see (ESD-5o). Either having the 
children stand in a line or arranging “waiting 
chairs or a waiting bench” the children can 
move down as it gets closer to their turn.  EX: 
“Joshua is first, Mavis is next, Gus is last.” 
Children begin to understand these basic 
concepts first through their experience of 
moving through space. 

CD-11: Compare, sort, group, organize, 
and measure objects and create patterns in 
their everyday environment.  
 

h: Compare the size or weight of two objects 
and identify which one is longer/ taller/heavier 
than the other (“That rock is heavier than this 
one; I can’t lift it.” “A snake is longer than a 
worm.”). CD-11h  

 

 

i: Identify familiar objects as the same or 
different. CD-11i  

k: recognize simple repeating patterns and 
attempt to create them during play (repeat a 
movement pattern during a song, make a line of 
blocks in alternating colors). CD-11k  

h: The child experiences through their activity 
the concepts of heavy and light.  EX: A child 
will test their strength by increasing the weight 
of objects. They may try to carry heavy pillows 
filled with rice. As many as they can carry 
without dropping them. “I have four heavy 
pillows. That is much heavier than before.” 
(When the child was carrying two.) 
 
 
i: EX: “I need another stool, like these for my 
obstacle course.” 
 
 
k: During mastery play children recognize and 
repeat patterns of movements to perform an 
action. 
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CD-12: Identify and use common shapes 
and concepts about positions during play 
and other activities. 

h: Show they understand positions in space by 
using position words during play and by 
following directions from an adult (say, “Stand 
behind the chair.” “Put the ball in the box.”). 
CD-12h   

 

k: Consistently use a variety of words for 
positions in space and follow directions using 
these words. CD-12k  

h: During mastery play children recognize and 
repeat patterns of movements to perform an 
action. As children become adept with 
movement patterns they show understand 
through, self-movement and, if they have asked 
for assistance, the ability to follow a verbal 
direction from a teacher or peer who is 
providing the requested aide. 
 
k: As children gain mastery over their motor 
skills, understanding and communicating 
complex spatial directions increases. 
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Rules-Based Play 

  
STANDARDS FOR HEALTHY PHYSICAL DEVELOPMENT 
The child will be able to:  

HPD-2: Engage in active physical play indoors  
and outdoors. 

HPD-4: Develop the large muscle control and abilities needed to move through and explore their 
environment.  

HPD-6: Children develop awareness of their needs and the ability to communicate their needs.  
HPD-8: Develop awareness of basic safety rules and begin to follow them.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
HPD-2: Engage in active physical play 
indoors and outdoors.  
 

k, o: Develop strength and stamina by spending 
extended periods of time playing vigorously. 
HPD-2k, HPD-2o 

m: Participate in simple games and other 
structured motor activities that enhance physical 
fitness (songs with movement, throwing and 
catching). HPD-2m  

 

 

n, r: Transition from active to quiet activities 
with limited guidance and support. HPD-2n  

k, o: Rule-based play can be offered inside or 
outside. 

 
m: Teachers can offer a movement circle as part 
of teacher lead rule-based play. Either 
traditional circle games such as Duck-Duck 
Goose or A Tisket and Tasket. The teacher may 
make up rules that exercise the child’s strength 
and co-ordination or impulse control. Jingle -
bells, rhythm sticks, or bean bags are elements 
that can be brought into rule-based teacher lead 
group activities. 
 
n, r: Rule-based play gives children 
opportunities to gain awareness and control over 
their bodies and practice emotional regulations 
while transitioning to teacher lead activities to 
self-directed play. 
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HPD-4: Develop the large muscle control 
and abilities needed to move through and 
explore their environment. 

l: Demonstrate strength and balance by 
managing uneven surfaces such as hills, ramps, 
and steps. HPD-4l  

 

 

m: Refine movements and show generally good 
coordination (e.g., throwing and catching). 
HPD-4m  

 

 

o: Move their bodies 
in space with good coordination (running, 
hopping in place, galloping). HPD-4o  

 

p: Coordinate movement of upper and lower 
body. HPD-4p  

q: Perform complex movements smoothly 
(skipping, balancing on beams, hopping from 
one place to another). HPD-4q  

 

 

l: Children like large-motor challenges that test 
their skill and strength. The teacher can build 
and offer these inside and outside as part of 
rule-based play. You will find after offering 
obstacle courses to the children they will begin 
to make them independently and organize the 
game themselves.  
 
m: Rule-based games require movement 
refinement. Games involve throwing or catching 
a call or bean bag or manipulating rhythm 
sticks. They can also be simple imitative finger 
plays which the children follow along with 
gaining increased finger movement 
independence and dexterity. 
 
o, s: Large-group activities like a morning 
movement circle that tells a story accompanied 
by gesture, obstacle courses or traditional games 
provide opportunities for children to practice 
moving their bodies in space while negotiating 
with peers who are practicing the same skills. 
 
p: Circle games, finger games, and rhythm 
games require coordinated upper and lower 
bodily movements. 
 
q: Obstacle courses provide opportunities to 
perform complex movements. Children might 
crawl through a tunnel and walk offer a balance 
beam and then roll-on mats. The teacher 
assisting the child in the “wheel-barrow” 
movement is a complex and difficult movement 
for the child to smoothly master. Games like 
Simon Says can also be opportunities for 
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r: Move quickly through the environment and be 
able to stop (run fast, pedal fast). HPD-4r  

 

 

s: Show awareness of own body in relation to 
other people and objects while moving through 
space. HPD-4s 

children to perform complex movements and 
build impulse control. 
 
 
r: Circle games and games like Red light-Green 
light require children to move quickly and then 
stop. These games build impulse control. Tag 
games like Hide-and-Go-Seek which children 
spontaneously organize also facilitate this 
learning goal. 
 
 
s: Rule-based games are social experiences. 
Children must learn how to move their bodies in 
space skillfully while avoiding collisions with 
peers and objects. 

HPD-6: Children develop awareness of 
their needs and the ability to communicate 
their needs.  

i: Use language to ask adults or peers 
specifically for the kind of help needed in a 
particular situation. HPD-6i  

i: Rules-based play gives children the 
opportunity to communicate specifically since 
by nature the play is more specific and defined. 
EX: Maggie it’s your turn run! 

HPD-8: Develop awareness of basic 
safety rules and begin to follow them.  
 

i: Know what their bodies can do and play 
within their abilities to avoid injury to self or 
others. HPD-8i   

 

k: Usually follow basic safety rules. HPD-8k  

 

 

 

i: Rule-based games that require large-motor 
movements in a group builds the child’s 
awareness of their bodies and how to move 
safely through space, with others at varying 
speeds.  
 
k, o: Self-directed play classrooms must have 
explicit rules about safety that the child will 
learn to follow at first with support from 
teachers and peers with growing independence. 
Rule-based play is centered around following 
the rules of the game. Rule-based play provides 
opportunities to follow both classroom and 
game rules. With practice, children will be able 
to do this with increasing independence. 
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l: Call a trusted adult when someone gets 
injured or is in an unsafe situation. HPD-8l  

 

m: Avoid potentially dangerous behaviors. 
HPD-8m  

 

 

o: Independently follow basic safety rules. 

 
l: If a player falls during a game of tag the 
children will call their trusted teacher to come 
and tend to the child who has fallen if it has 
gone unobserved by the teacher.  
 
m: The play culture of the classroom is 
developed by the teacher; children learn what is 
safe a what is unsafe behavior. With support 
children learn to become independently aware 
of their surroundings and peers as they engage 
in play. 
 
o: See k,o 
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Rules-Based Play 
  

STANDARDS FOR SOCIAL-EMOTIONAL DEVELOPMENT 
The child will be able to:  

ESD-1: Demonstrate a positive sense of self-identity and self-awareness. 
ESD-2: Express positive feelings about themselves and confidence in what they can do.  
ESD-3: Form relationships and interact positively with familiar adults who are consistent and responsive to 

their needs. 
ESD-4: Form relationships and interact positively with other children.  
ESD-5: Demonstrate the social and behavioral skills needed to successfully participate in groups.  
ESD-6: Identify, manage, and express their feelings. 
ESD-7: Recognize and respond to the needs and feelings of others.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
ESD-1: Demonstrate a positive sense of 
self-identity and self-awareness. 
 

l: Express a sense of belonging to a group (say 
“There’s Kirby from my class,” move to stand 
with own group upon request, “I am a girl.”). 
ESD-1l  

l: Rule-based play is group play. It is an 
opportunity for children to experience 
themselves as part of the whole group of 
children. 

ESD-2: Express positive feelings about 
themselves and confidence in what they 
can do.  
 

k, n: Express positive feelings about themselves 
by showing and/or telling others about 
themselves, things they like, or things they have 
done. ESD-2k, ESD-2n   

l, o: Express the belief that they can do many 
things. ESD-2l, ESD-2o  

 

m: Try new activities and attempt new 
challenges. ESD-2m 

k, n: As children learn the rules of the game and 
attempt to perform the actions, they get better 
and find they can do it. Children are always 
delighted to share: “I did it!” 
 
l, o: Children love to participate in rule-based 
games. It is a group activity, and it provides the 
children the opportunity to master challenging 
tasks with great fun. 
 
m: There is usually a challenge in a rule-based 
game. Balancing a bean bag on your head while 
you cross the room. This and actions like these 
require that the child will try something 
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challenging more than once to perform the 
action successfully. 

ESD-3: Form relationships and interact 
positively with familiar adults who are 
consistent and responsive to their needs. 

p: Show ease and comfort in their interactions 
with familiar adults. ESD-3p  

 

p: When large group rule-based playful 
activities are offered to the children as a regular 
part of the day or week in the classroom, 
children experience comfort in the routine 
experience. They feel that they can count on the 
activities that are unfolding and that their 
teacher is interested and caring. 

ESD-4: Form relationships and interact 
positively with other children. 

p: Demonstrate social skills when interacting 
with other children (turn- taking, conflict 
resolution, sharing). ESD-4p  

 

s: Use language effectively to have 
conversations with other children and influence 
another child’s behavior (negotiate sharing a 
toy, plan how to build a block tower together). 
ESD-4s  

 

 

 

t: Play and interact cooperatively with other 
children (work on project together, exchange 
ideas). ESD-4t  

p: Rule-based play require that children 
demonstrate social skills with peers. Taking 
turns, navigating peers in space, resolving 
differences of opinions during a game is all an 
integrated part of rule-based play. 
 
 
s: Rule-based game play will often stop for a 
conversation when there is a difference of 
opinion about what happened during the game. 
EX: “No, it was my turn next not yours.”  
or  
Molly: “Your it now! I tagged you before you 
go to base.”  
TJ: “I’m not it. I didn’t feel it.” 
Molly: “Let’s do it again.” 
TJ: Okay, I’ll hide you count.” 
 
t: Rule-based play is co-operative in nature. All 
players must play at the game together for the 
activity to be successful and satisfying. 

ESD-5: Demonstrate the social and 
behavioral skills needed to successfully 
participate in groups. 

m: Show awareness that their actions affect 
others (move carefully around classmate’s block 
structure). ESD-5m  

 

m: Rule-based play is a wonderful way for 
children to build awareness that their actions 
affect others. Rule-based play forms a 
microcultural experience in which every player 
has to follow the rules to play the game, or the 
game doesn’t work. 
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n: Wait for a short time to get what they want  
(a turn with a toy, a snack). ESD-5n  
 

o: Work to resolve conflicts effectively, with 
guidance and support. ESD-5o  

 

 

 

 

 

 

 

 

 

 

 

 

 

n: Rule-based play often involves children 
waiting for their turn to perform an action. 
 
o: Conflicts often arise during rule-based play. 
Children have different views on what happened 
during the activity and these need to be 
resolved. The teacher can help resolve these 
matters by making objective statements and not 
taking sides. In this way children learn skills 
towards conflict resolution.  The example from 
ESD-4s is an example of two children who are 
able to resolve a conflict without support. Here 
is an example of teacher supported conflict 
resolution: 
EX: Molly: “Your it now! I tagged you before 
you go to base.”  
 
TJ: “I’m not it. I didn’t feel it.” 
 
Molly: “Teacher! TJ isn’t playing the game! He 
is “IT,” but he won’t take is turn.” 
 
Teacher: “Is that true TJ? Do you still want to 
play the game? 
 
TJ: “I do, but she didn’t get me.” 
 
Teacher: “Molly, TJ wants to play. He didn’t 
feel you tag him, so he doesn’t think he is “IT: 
What do you want to do? 
 
Molly: “Let’s do it again.” 
 
TJ: “Okay, I’ll hide you count.” 
 
Teacher: “Great! I’m glad you worked it out.” 
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q: Follow social rules, transitions, and routines 
that have been explained to them. ESD-5q  

 

t: Anticipate consequences and plan ways to 
solve problems effectively, with guidance and 
support. ESD-5t  

q: Rule-based play is a microculture with its 
own set of social rules to follow. Children learn 
the game and then can follow the rules with 
increasing independence. 
 
t: Children take the knowledge they have 
learned from previous game play 

ESD-6: Identify, manage, and express 
their feelings. 

l, o: Express a range of emotions (happiness, 
sadness, fear, anger, disgust, tenderness, 
hostility, shame, guilt, satisfaction, and love) 
with their face, body, vocal sounds, and words. 
ESD-6l, ESD-6o  

p: Independently manage and express feelings 
effectively most of the time. ESD-6p  

s: Use problem-solving strategies when feeling 
angry or frustrated. ESD-6s  

l, o, p: Games give children an opportunity to 
experience a range of emotions: excitement, 
nervous anticipation, frustration, disgust, 
satisfaction, joy. These are all natural feelings 
that the teacher must be inwardly prepared to 
receive and help the children manage as they 
work towards emotional self-regulation. 
 
p: See l,o,p 
 
s: If performing a challenging action is part of 
the game, such as balancing a bean bag on your 
head. The child may need to make several 
attempts and strategize walking faster or slower 
or holding their head in a certain position. 

ESD-7: Recognize and respond to the 
needs and feelings of others.  
 

n: Communicate understanding and empathy for 
others’ feelings. ESD-7n  

 

o: Show awareness that their behavior can affect 
the feelings of others (say, “I didn’t mean to 
scare you when I yelled.”). ESD-7o  

 
 
 
 
 

n: Because games do provide children an 
opportunity to express a range of emotions, it is 
also an empathy building opportunity for peers. 
EX: “I’m sorry you fell down. Are you hurt?” 
EX: “You’ll get it next time.” 
 
o: Offering rule-based games in the early 
childhood classroom is a social exercise not a 
competitive one. There may be an element of 
competition; however, the focus should be on 
the children building self-awareness, in a group, 
without becoming overly self-conscious. 
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p: Choose to act in ways that show respect for 
others’ feelings and points of view most of the 
time with guidance and support (complement 
each other during play, work out conflicts, show 
respect for opinions expressed by others).  
ESD-7p  

p: Rule-based games are a good way for 
teachers to build community and establish a 
respectful play culture in the classroom. 
Children will model the teacher’s respectuful 
tone and manner when they are engaging in self-
direct play. 
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Rules-Based Play 
  

STANDARDS FOR LANGUAGE AND COMMUNICATION DEVELOPMENT 
The child will be able to:  

LDC-1: Understand communications from others.  
LDC-2: Participate in conversations with peers and adults in one-on-one, small, and larger group 

interactions.  
LDC-3: Ask and answer questions in order to seek help, get information, or clarify something  

that is not understood.  
LDC-4: Speak audibly and express thoughts, feelings, and ideas clearly.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
LDC-1: Understand communications from 
others. 

k, n: Show understanding of increasingly 
complex sentences. LDC-1k, LDC-1n  

 

l: With prompting and support, respond to 
requests for information or action. LDC-1l  

m: Follow simple multistep directions with 
visual cues if needed. LDC-1m 

o: Respond to requests for information or 
action. LDC-1o  

 

p: Follow more detailed multistep directions. 
LDC-1p  

k, n: Rule-based games usually require complex 
instructions. Unless part of the game is to 
remain completely silent and take only non-
verbal cues from other players. 

l: Children will need to respond for requests for 
information. EX: “Who wants to count?’ 

m: Games often have multi-step directions that 
are accompanied by visual cues. 
 
o: Rule-based games are requests for action at 
times explicitly EX: “Simon says put your 
finger on your nose,” and at times implicitly 
EX: During tag if you get tagged you are it. 
 
p: Games can become increasingly complex as 
children master the basic form and rules of the 
game. 
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LDC-2: Participate in conversations with 
peers and adults in one-on-one, small, and 
larger group interactions.  

k: With prompting and support, make 
comments and ask questions related to the 
topic of discussion. LDC-2k  

 

o: Participate in a group discussion, making 
comments and asking questions related to the 
topic. LDC-2o  

p: Appreciate and use humor. LDC-2p  

 k: Children will often as their teacher or peers 
clarifying questions about rules of a game: EX: 
Child: What happens if I drop my bean bag?  
Teacher: Nothing happens except you pick it up 
and try again. 
 
o: When a game is introduced it is important to 
give a little discussion time for the children. 
Many have something they want to add about 
their previous experience of the game. 
 
p: A sense of humor is the most essential part of 
a teaching practice. If a teacher keeps games 
fun, cooperative and not too competitive 
children will appreciate the fun and humor in 
the experience. 

LDC-3: Ask and answer questions in 
order to seek help, get information, or 
clarify something that is not understood.  
 

d: Answer longer questions using more detail. 
LDC-3d  

e: Use sentences or questions to ask for things 
(people, actions, objects, pets) or gain 
information. LDC-3e  

f: Answer more complex questions with more 
explanation (“I didn’t like camping out because 
it rained.” “Emily is my friend because she’s 
nice to me.”). LDC-3f  

g: Ask specific questions to learn more about 
their world, understand tasks, and solve 
problems. LDC-3g  

 

d-g: Rule- based play provides opportunities for 
children to ask questions they might have about 
the game in detail. Children also answer 
questions posed from the teacher or peers 
relating to game play.  
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LDC-4: Speak audibly and express 
thoughts, feelings, and ideas clearly.  

h: Communicate messages with expression, 
tone, and inflection appropriate to the situation. 
LDC-4h  

i: Speak clearly enough to be understood by 
familiar adults and children. LDC-4i  

 

k: Adapt their communication to meet social 
expectations (speak quietly in library, speak 
politely to older relative). LDC-4k  

 

 

 

l: Speak clearly enough to be understood by 
most people. LCD-4l 

h: Children are provided the opportunity to 
communicate in varied ways during rule-based 
games. EX: A child may whisper in a sneaky 
voice if they are finding a hiding spot with a 
friend or exclaim with excitement and surprise 
at being found. 
 
i, l: Children are provided the opportunity to 
speak clearly during game play when it is 
needed. Clarity of speech comes with practice. 
 
k: Rule-based games require different 
communication depending on the nature of the 
game. EX: An outside game of Hide-and-Go-
Seek would require that children speak loudly 
and clearly while running. A finger game played 
inside would require children to learn to 
modulate their volume. 
 
 
l: See i, l 
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Rules-Based Play 
  

STANDARDS FOR APPROACHES TO PLAY AND LEARNING 
The child will be able to:  

APL-1: Show curiosity and express interest in the world around them. 
APL-5: Be willing to try new and challenging experiences.  
APL-8: Maintain attentiveness and focus.  
APL-9: Persist at challenging activities.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
APL-1: Show curiosity and express 
interest in the world around them. 

l, o: Show interest in 
a growing range of topics, ideas, and tasks. 
APL-1l, APL-1o 

 

p: Demonstrate interest in mastering new skills 
(e.g., writing name, riding a bike, dance moves, 
building skills). APL-1p  

l, o: Teacher lead games are often a new 
experience for children in an early childhood 
classroom. They most usually show interest and 
excitement to participate in a new game. 

p: Rule-based games offer children 
opportunities to try out new and challenging 
tasks over the course of the game, EX: standing 
on one leg, following along without speaking, 
running without being caught, walking with 
bean bags on their feet. 

 
APL-5: Be willing to try new and 
challenging experiences. 
 

l: Choose to participate in an increasing variety 
of familiar and new experiences. APL-5l  

 
 
m: Accept new challenges when offered.  
APL-5m  
 

l: The teacher can offer rule-based games the 
children have played before as well as offering 
new games the children must learn the rules and 
actions. 
 
m: Rule-based play involves offering children 
the opportunity to perform an action that may be 
new to them. As the children master the action 
through game play, the teacher can offer new 
challenged to keep the skill-challenge balance 
optimal. This keeps the game fun and satisfying 
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n: Try things they are not sure they can do, 
while avoiding dangerous risks. APL-5n  

 

q: Ask to participate in new experiences that 
they have observed or heard about. APL-5q  

 

n: Fun rule-based games offer the children an 
optimal relationship between skill and 
challenges that are beyond their current skill set, 
but the children believe they can accomplish 
without serious risk. 
 
q: Children will ask to play games once they 
have been offered in the classroom as a regular 
large group activity. They may ask to be taught 
a new game. 

APL-8: Maintain attentiveness and focus.  h: Focus on age-appropriate activities for a short 
period of time, even with interruptions (continue 
working on a puzzle even though another child 
sitting nearby is laughing and talking). APL-8h  

k: Sometimes able to ignore irrelevant 
information when focusing on a task (sort 
multicolored wooden beads by shape). APL-8k  

h: Playing a game requires focus of attention on 
the task at hand. EX: Throwing a bean bag or 
ball into a basket that has been placed in the 
center of the circle. 
 
k: Selective focusing is an important skill to 
develop. Rule-based games provide children 
opportunities to focus on the task at hand in 
dynamic situations where peers also might be 
running, moving, or speaking with excitement. 

APL-9: Persist at challenging activities.  k: Keep trying until a challenging activity 
is complete despite distractions or interruptions 
(multi-piece puzzle started before lunch and 
completed later). APL-9k  

k: When games are offered weekly as part of 
large group activities the children will be 
provided a regular classroom time to work on 
actions in the game that are challenging to for 
them to perform. 
EX: If circle games such as Duck, Duck, Goose 
or Tisket-a-Tasket are played with regularity a 
child who has a challenging time stopping short 
can practice that skill. 
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Rules-Based Play 

  
STANDARDS FOR COGNITIVE DEVELOPMENT  
The child will be able to:  

CD-1: Use their senses to construct knowledge about the world around them.  
CD-2: Recall information and use it for new situations and problems.  
CD-7: Children recognize that they are members of different groups (e.g. family, preschool class,   cultural 

group).  
GOALS BENCHMARKS SAMPLE ACTIVITY 

CD-1: Use their senses to construct 
knowledge about the world around them.  
 

n: Organize and use information through 
matching, grouping, and sequencing. CD-1n  

n: Children organize information through 
matching and sequencing movements during 
rule-based play. EX: Simon Says 

CD-2: Recall information and use it for 
new situations and problems.  

w: Improve their ability to make predictions and 
explain why things happen using what they 
know. CD-2w  

 

x: Introduce more elaborate or detailed ideas or 
actions into play based on previous knowledge 
or experience. CD-2x  

y: Try to reach logical conclusions (including 
conclusions regarding cause and effect) about 
familiar situations and materials, based on 
information gathered with their senses. CD-2y  

 w: As children play as game again and again, 
they are able to make predictions about how to 
improve their actions during game play. EX: 
They may begin to predict where a friend will 
hide or when the teacher will say “Green-
Light.” 
 
x: Hide-and-Go seek hiding can become quite 
elaborate as children play. They may hide in one 
area and then sneak to another. 
 
y: Children experience cause and effect 
experientially during game play.  EX: The child 
threw the bean bag too hard and overshot the 
basket. Next time the child makes a softer 
throw. 

CD-7: Children recognize that they are 
members of different groups (e.g. family, 
preschool class, cultural group).  
 

d: Identify self as a part of a specific family, 
preschool class, or other familiar group (e.g., 
point to picture and say, “That’s my family,” or 
“I’m in Ms. Emily’s class.”). CD-7d  

d: Games allow children to experience that they 
are all together as part of the preschool or 
kindergarten class. 
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Construction Play 

  
STANDARDS FOR HEALTHY PHYSICAL DEVELOPMENT 
The child will be able to:  

HPD-2: engage in active physical play indoors and outdoors. 
HPD-4: develop the large muscle control and abilities needed to move through and explore their 

environment. 
HPD-5: develop small muscle control and hand-eye coordination to manipulate objects and work with tools.  
HPD-6: develop awareness of their needs and the ability to communicate their needs.  
HPD-7: develop independence in caring for themselves and their environment. 
HPD-8: children develop awareness of basic safety rules and begin to follow them.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
HPD-2 Develop strength and stamina by 
spending extended periods of time playing 
vigorously.  

 

k, o: younger and older preschoolers should 
develop increased strength and stamina 
overtime while playing. HPD-2k, HPD-2o 

k, o: Prolonged engagement in activity that 
requires lifting and negotiating of objects during 
construction. 

HPD-4: Develop the large muscle control 
and abilities needed to move through and 
explore their environment. 
 

l: Demonstrate strength and balance by 
managing uneven surfaces such as hills, ramps, 
and steps.HPD-4l 

p: Coordinate movement of upper and lower 
body.HPD-4p 

 

m: Refine movements and show generally good 
coordination. HPD-4m 

q: Perform complex movements smoothly. 
HPD-4q 

l: Group or solo construction activities that 
require climbing, walking-up inclined spaces 
while moving objects and negotiating peers in 
space. 
 
p: Manipulating objects in space requires 
coordinated movement of the upper and lower 
body. 
 
m, o: Children refine their motor movements as 
they build with objects in space. 
 
 
q: With practice children perform complex 
movements during building projects. 
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n: Use a variety of toys and equipment that 
enhance gross motor development. HPD-4n 

 

o: Move their bodies in space with good 
coordination. HPD-4o 

s: body in relation to other people and objects 
while moving through space. HPD-4s 

n: Open ended, large-motor equipment that can 
be manipulated as part of construction play 
should be made available. 
 
o: See m, o 
 
 
s: Construction play is often collaborative and 
requires that children learn about moving their 
body and objects near their peers. 

HPD-5: Develop small muscle control and 
hand-eye coordination to manipulate 
objects and work with tools.  
 

k, n: Engage in complex hand-eye coordination 
activities. Older preschoolers should be able to 
do this with a moderate degree of precision and 
control.  
HPD-5k, HPD-5n 
 
l, o: Use tools that require strength and dexterity 
of small muscles with 
a moderate degree of control. HPD-5l, HPD-5o 

k-o: Tools that aid in construction play and 
encourage hand eye co-ordination should be 
available for both inside and outside play. This 
includes shovels, ropes, planks, stumps or 
platforms, heavy pillows, large and small cloths 
for house building, crates, other open-ended 
toys. 

HPD-6: Develop awareness of their needs 
and the ability to communicate their 
needs.  
 

i: Use language to ask adults or peers 
specifically for the kind of help needed in a 
particular situation. HPD-6i 
 
j: Consistently use strategies to calm themselves 
when needed. HPD-6j 

i: Child can ask adults or other children to assist 
them in obtaining materials they need while 
constructing during play. When the child 
become frustrated, they can find ways to calm 
themselves or ask a teacher or peer for help with 
their project. 

HPD-7: Develop independence in caring 
for themselves and their environment. 
 

n: Help with routine care of the indoor and 
outdoor learning environment HPD-7n 

t: Perform tasks to maintain the indoor and 
outdoor learning environment independently.  
HPD-7t 

n, t: Construction play provides children 
opportunities to care for their environment by 
knowing where building materials are stored in 
the classroom and in outdoors spaces and 
actively participating in obtaining and returning 
materials to their places. 

HPD-8: Children develop awareness of 
basic safety rules and begin to follow 
them.  
 

i: Know what their bodies can do and play 
within their abilities to avoid injury to self or 
others. HPD-8i 

 

i: Construction play provides children 
opportunities to learn about moving their bodies 
and objects safely during dynamic building 
activities. 
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j, n: Usually recognize and avoid objects and 
situations that might cause harm. As children 
develop, they should demonstrate this skill 
consistently. HPD-8j, HPD-8n 

 

 

 

k, o: Usually follow basic safety rules with the 
support of an adult. As children develop, they 
will become able to follow safety rules 
independently. HPD-8k, HPD-8o 

l: Call a trusted adult when someone gets 
injured or is in an unsafe situation. HPD-8l 

j, n: Children engaging in construction play are 
made aware of the materials that are available to 
them for construction projects. These materials 
are well thought out by the teacher.  If a child 
sees a toy that is in disrepair and has a sharp 
edge, the children know that they must tell tehri 
teacher that the toy needs repair. Repairing the 
toy often becomes an extension of the play. The 
teacher should always have the necessary tools 
to repair toys in the classroom and involve the 
children in the toy’s repair as much as possible. 
 
k, o: Self-directed play classrooms must have 
explicit rules about safety that the child will 
learn to follow at first with support from 
teachers and peers with growing independence.  
 
l: If a child gets hurt during construction play or 
if a child feels their project is unsafe the 
children can call their teacher to attend to the 
hurt child or make a judgement about the safety 
of the project. 
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Construction Play 
  

STANDARDS FOR SOCIAL-EMOTIONAL DEVELOPMENT 
 The child will be able to:  

ESD-1: demonstrate a positive sense of self-identity and self-awareness. 
ESD-2: express positive feelings about themselves and confidence in what they can do.  
ESD-3: form relationships and interact positively with familiar adults who are consistent and responsive to    

their needs.  
ESD-4: form relationships and interact positively with other children.  
ESD-5: demonstrate the social and behavioral skills needed to successfully participate in groups.  
ESD-6: identify, manage, and express their feelings. 
ESD-7: recognize and respond to the needs and feelings of others.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
ESD-1: Demonstrate a positive sense of 
self-identity and self-awareness. 

n: Choose activities they like and name their 
favorite activity. ESD-1n 

 

q: Choose to spend more time on preferred 
activities, and express awareness of skills they 
are developing. ESD-1q 

 
 

n: Construction play allows children the open-
ended opportunity to try out their own ideas by 
themselves or share their ideas with another.  
 
 
q: As children master the tasks of construction 
skills new and more challenging construction 
opportunities present themselves to be mastered. 
Ex: tying knots or stacking materials to be 
structurally sound. 

ESD-2: Express positive feelings about 
themselves and confidence in what they 
can do. 

k, n: Express positive feelings about themselves 
by showing and/or telling others about 
themselves, things they like, or things they have 
done. ESD-2k, ESD-2n 

l, o: Express the belief that they can do many 
things. ESD-2l, ESD-2o 

k, n: Construction play allows children to carry 
out their own ideas and feel satisfaction upon 
completion. 
 
l, o: Construction play provides children to 
experiment with realizing their imagined 
project. They believe they can build what they 
have imagined. 
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m: Try new activities and attempt new 
challenges. ESD-2m 

p: Stick with tasks even when they are 
challenging. ESD-2p 

q: Express opinions about their abilities in 
different areas. ESD-2q 

 

m: Construction play provides children to 
construct and experiment with varied materials. 
 
p: Construction play requires focus and 
determination to carry a construction project to 
its end. 
 
q: This play lends itself to the children 
expressing opinions about what will work and 
what will not. They express satisfaction when a 
construction is accomplished. (“I knew it would 
work.”  I knew I could do it.” We did it!”) 

ESD-3: Form relationships and interact 
positively with familiar adults who are 
consistent and responsive to their needs.  
 

m, q: Seek out trusted teachers and caregivers as 
needed (for emotional support, physical 
assistance, social interaction, problem- solving, 
and approval). ESD-3m, ESD-3q 

o, r: Form positive relationships with new 
teachers or caregivers over time.  
ESD-3o, ESD-3r 

p: Show ease and comfort in their interactions 
with familiar adults. ESD-3p 

s: Use language effectively to continue 
conversations with familiar adults and to 
influence their behavior (ask for help, ask an 
adult to do something). ESD-3s 

m, q: Deeply engaged teachers are always 
available to assist a child social emotional 
guidance, physical comfort, or judgement on if 
an action is safe. 
 
o, r: Teachers who are actively engaged and 
interested in the construction projects build 
trusting relationships with children. 
 
p: As these trusting relationships are built 
children feel at ease and comfortable in their 
interactions with these adults. 
 
s: Children may ask for direct assistance in their 
construction play. EX: “Will you help me tie 
this rope?” or “This is too heavy for me; will 
you help me carry it?” 

ESD-4: Form relationships and interact 
positively with other children.  
 

k, p: Demonstrate social 
skills when interacting with other children (turn- 
taking, conflict resolution, sharing). 
 ESD-4k, ESD-4p 
 

k, p: Construction play can be a solitary activity. 
When it is collaborative, children have 
opportunities to demonstrate social skills 
through sharing ideas about the construction 
project and then resolving conflicting ideas 
towards a unified plan.  
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q: Form and maintain friendships with other 
children of diverse cultural backgrounds and 
abilities. ESD-4q 

 

m: identify another child as a friend. ESD-4m 

 

n: Approach other children easily, expecting 
positive interactions. ESD-4n 

 

r: Seek and give support with children they 
identify as friends. ESD-4r 

 

o: Show ease and comfort in their interactions 
with familiar children. ESD-4o 

s: Use language effectively to have 
conversations with other children and influence 
another child’s behavior (negotiate sharing a 
toy, plan how to build a block tower together). 
ESD-4s 

t: Play and interact cooperatively with other 
children (work on project together, exchange 
ideas). ESD-4t 

q: Successful collaborative efforts during 
construction play are satisfying. Children 
experience their ability to work well with others 
despite differences.  
 
m: Children will often identify another child as 
a friend through shared activities they enjoy. 
 
 
 
n, o: Construction play partners are at ease with 
each other. They develop nuanced abilities to 
communicate verbally and non-verbally while 
working collaboratively on a building project. 
 
 
r: When a project is unsuccessful children offer 
support to those who are working with them or 
near them. 
 
 
 
o: See n, o above 
 
 
s: Construction play is often collaborative, or 
children are near each other while engaging in a 
construction project, providing opportunities to 
practice social skills with peers. 
 
 
t: Materials often need to be shared during 
construction play providing the opportunity for 
children to work together cooperatively and 
share ideas.  



APPENDIX A TWELVE TYPES OF PLAY STANDARDS FRAMEWORK 
CONSTRUCTION PLAY STANDARDS SOCIAL-EMOTIONAL DEVELOPMENT  

145 

ESD-5: Demonstrate the social and 
behavioral skills needed to successfully 
participate in groups.  
 

m: Show awareness that their actions affect 
others (move carefully around classmate’s block 
structure). ESD-5m 
 
 
 
 
 
 
n: Wait for a short time to get what they want (a 
turn with a toy, a snack). ESD-5n 
 
 
 
o: Work to resolve conflicts effectively, with 
guidance and support. ESD-5o 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

m: During collaborative construction play, 
children to build awareness that their actions 
affect others. Children are usually working 
towards a shared goal. They see that if they 
move part of the construction without 
consulting their partners the construction may 
fall and their play partners show 
disappointment. 
 
n: Materials have to be shared during 
construction play. There are times when 
children have to wait for a tool or materials they 
desire before they can use them. 
 
o: Conflicts can arise during construction play. 
Children have different views on the next action 
that need to be performed. Teachers can help 
guide resolution: 
 
EX: Jamal: “Kaden, Stop moving that side! 
Every time you move it the roof falls in!.”  
 
Kaden: “I need to move it! We need more room 
in here!. 
 
Teacher: “Kaden, Jamal, you sound upset. What 
is happening?” 
 
Jamal: “Kaden keeps making the roof fall in.” 
 
Kaden: “Not on purpose, we need more room.” 
 
Teacher: “I see, Kaden wants more room on the 
inside. Well, this play cloth is too short to reach 
that far, so the roof will fall in every time. Let’s 
get a bigger cloth, then you will have more 
room and the roof will stay up.” 
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p: Notice and accept similarities and differences 
among all people, including people with 
disabilities and those from different cultures. 
ESD-5p 
 
 
 
s: Balance their own needs with those of others 
in the group. ESD-5s 
 
 
 
 
 
 
 
t: Anticipate consequences and plan ways to 
solve problems effectively, with guidance and 
support. ESD-5t 
 
u: Use a variety of strategies to solve problems 
and conflicts with increasing independence. 
ESD-5u 
 
 
v: Express respect and caring for all people, 
including people with disabilities 
and those from different cultures. ESD-5v 

 
Jamal & Kaden: “Yeah!” Let’s get the bigger 
cloth.” 
 
The teacher has helped find a solution. Next 
time the children have a similar problem they 
will carry the knowledge of this supported 
solution and become more independent in their 
problem solving. 
 
p: Children approach problems in different 
ways. Collaborative construction play provides 
children with opportunities to see how different 
people solve similar problems. 
 
 
 
s: Children engaging in construction play often 
want to have all the materials in the classroom 
at their disposal. They will often want to use all 
the heavy pillows or play cloths. Construction 
play provides the opportunity to balance their 
own desire for all the materials with those of 
children who are engaging in a separate 
construction project or in another type of play. 
 
t: Children take the knowledge they have 
learned from previous construction projects into 
future projects, (see ESD-5o). 
 
u: Children must use a variety of strategies to 
solve construction problems. Their first attempt 
does not always work. A lot of the satisfaction 
in this type of play requires that children 
strategize collaboratively. 
 
v: All children can engage in construction play 
to their own skill level. A positive participatory 
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culture created by the teacher models respect for 
diversity.  
 
EX: Lucy: “Look at Maggie she can’t even stack 
blocks!” 
 
Teacher: “Lucy, Maggie is learning to stack 
those blocks. We are good a certain thing and 
learning to do others. We are all learning 
something.” 

ESD-6: Identify, manage, and express 
their feelings. 
 

l, o: Express a range of emotions (happiness, 
sadness, fear, anger, disgust, tenderness, 
hostility, shame, guilt, satisfaction, and love) 
with their face, body, vocal sounds, and words. 
ESD-6l, ESD-6o 

m: Use a variety of words or signs to express 
and manage feelings more clearly. ESD-6m 

 

 

 

n: Describe reasons for their feelings (“I’m sad 
because Dylan won’t play with me.” “That 
makes me mad when you do that!”). ESD-6n  

 

q: Use a larger vocabulary for talking about 
different feelings (“I’m frustrated with that 
puzzle!” “I’m excited about our trip.”). ESD-6q 

r: Give reasons for their feelings that may 
include thoughts and beliefs as well as outside 

l, o: Construction play can be frustrating. It 
provides the opportunity for children to manage 
their emotional regulation as they work to 
increase their skill challenge balance either 
alone or with a group. 
 
m: Teachers can support children by providing 
language for the emotions the child is feeling 
during construction play.  EX: “Aden, I see that 
you are frustrated that you are having trouble 
tying that rope. Go asks Joshua if he will help 
you. He is good a tying knots and can teach 
you.” 
 
n: Children begin to recognize the feeling the 
teacher has given language to and they are able 
to independently give reasons for how they are 
feeling. Ex: “I’m frustrated my tower keeps 
falling down.” or “Miles and I always play 
construction site, but today he doesn’t want to 
play with me.” 
 
q: EX: When Cole’s tower falls again a peer 
asks, “Why are you sad Cole.” Cole can 
respond, “I am not sad. I am frustrated. 
 
 
r. EX: “I am frustrated my tower keeps falling.” 
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events (“I’m happy because I wanted to win and 
I did.”). ESD-6r  

s: Use problem-solving strategies when feeling 
angry or frustrated. ESD-6s  

 
 
 
s: After performing an action and repeatedly 
failing the child will begin to alter elements of 
the action to see if they get a different result. 
EX: Cole may try and build the tower on a 
different surface. 

ESD-7: recognize and respond to the 
needs and feelings of others.  
 

j: Try to comfort another child or an adult who 
is upset (bring a comfort object, pat the person 
on the back). ESD-7j 

 

k: Communicate concern for others (able to 
share a toy with someone who doesn’t have one, 
asks, “Are you OK?) ESD-7k 

 

m: Show awareness that other people have 
different feelings (“I like raisins, but he 
doesn’t.” “I’m scared on that ride, but she 
isn’t.”). ESD-7m   

n: communicate understanding and empathy for 
others’ feelings. ESD-7n   

 

o: show awareness that their behavior can affect 
the feelings of others (say, “I didn’t mean to 
scare you when I yelled.”). l: Offer to help meet 
the needs of others (pick up item someone 
dropped, help another child who is having 
trouble building a block tower. ESD-7o   

j: During construction play peers will offer 
emotional or physical comfort to a child who 
has failed to perform an action and feels 
frustrated. 
 
 
k: Materials must be shared during constriction 
play. It is a good opportunity for children to 
recognize a need and act upon that realization. 
EX: “Here I have some heavy pillows you can 
have.” 
 
 
m: Children engaging in construction play 
recognize their peers may have different ideas 
and opinions than they do. EX: “Mattie likes 
lots of ropes on our building and I don’t.”  
 
n: When a child fails at an action others can 
share their own experience as a way of 
connecting with the discouraged child.  EX: “I 
always feel sad when my houses fall down. I’ll 
help you build it again.” 
 
o: Children may unintentionally bump into 
another child while engaged in construction 
play. In that case the other child may be upset or 
offended. The child may voluntarily say: “I 
didn’t mean to bump into you, I’m sorry.”  That 
same situation may need the teacher’s support.  
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p: Choose to act in ways that show respect for 
others’ feelings and points of view most of the 
time with guidance and support (complement 
each other during play, work out conflicts, show 
respect for opinions expressed by others).  
ESD-7p 

p: Because construction play is collaborative it 
provides opportunities for highly social play. 
Children wish to respect their play partners 
feelings and points of view so they can 
accomplish a common goal. 
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Construction Play 
  

STANDARDS FOR LANGUAGE DEVELOPMENT AND COMMUNICATION 
The child will be able to:   

LDC-1: Children understand communications from others.  
LDC-2: Children participate in conversations with peers and adults in one-on-one, small, and larger group 

interactions.  
LDC-3: Children ask and answer questions in order to seek help, get information, or clarify something that is 

not understood.  
LDC-4: Children speak audibly and express thoughts, feelings, and ideas clearly.  
LDC-5: Children describe familiar people, places, things, and events.  
LDC-6: Children use most grammatical constructions of their home language well.  
LDC-7: Children respond to and use a growing vocabulary.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
LDC-1: Children understand 
communications from others.  

 

k, n: Show understanding of increasingly 
complex sentences. LDC-1k, LDC-1n 

 

l: With prompting and support, respond to 
requests for information or action. LDC-1l.  

 

m: Follow simple multistep directions with 
visual cues if needed. LDC-1m 

 

k, n: Construction play requires complex 
coordination. Often when a child is learning 
from another child or teacher complex language 
is used to describe the action. 

l: Children are able with support from teachers 
or more skillful peers to respond to request: 
“Gloria, please stop running so fast, it’s too fast 
for me!” 
 
m: Children often demonstrate actions to each 
other during construction play. Especially when 
one peer is more skilled at the action than 
another. 
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o: Respond to requests for information or action. 
LDC-1o 

p: Follow more detailed multistep directions. 
LDC-1p  

o: Responding to requests for information or 
action is an essential part of construction 
partners play. 
 
p: When learning a new large-motor skill, such 
as climbing down from a play structure. Instead 
of lifting the child down the teacher can 
approach the child and guide the child verbally 
through the multi-step directions needed to 
complete the action. Children also often share 
their technique for an action verbally with their 
peers. 

LDC-2: Children participate in 
conversations with peers and adults in 
one-on-one, small, and larger  
group interactions.  

 

i, l: Demonstrate and/or Express an 
understanding that people communicate in many 
ways (gestures, facial expressions, multiple 
spoken languages, sign language, and 
augmentative communication). LDC-2i, LDC-1l 

j: Initiate and carry on conversations and ask 
questions about things that interest them.  
LDC-2j   
 
k: With prompting and support, make comments 
and ask questions related to the topic of 
discussion. LDC-2k 

m: Initiate and carry on conversations that 
involve multiple back and forth communications 
or turns between the persons involved in the 
conversation. LDC-2m  

n: Initiate and participate in conversations 
related to interests of their own or the persons 
they are communicating with. LDC-2n 

i-p: Large-motor play is physical. To play 
socially children learn to communicate verbally 
and non-verbally. The capacity to ready body 
language is especially important during large-
motor play as it the capacity to speak clearly. 
Children learn both skills through play. Children 
also learn that some children are more verbal 
and some less so. They can begin to make social 
allowances and adjustments during play for 
children who communicate in different ways or 
are learning the primary language of the 
classroom. Teachers and children must develop 
a sense of humor to navigate any type of play, 
especially large-motor because big and small 
bumps are bound to happen. 
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o: Participate in a group discussion, making 
comments and asking questions related to the 
topic. LDC-2o 

p: Appreciate and use humor. LDC-2p 
LDC-3: Children ask and answer 
questions in order to seek help, get 
information, or clarify something  
that is not understood.  

 

d: Answer longer questions using more detail. 
LDC-3d  

 

 

e: Use sentences or questions to ask for things 
(people, actions, objects, pets) or gain 
information. LDC-3e 

 

f: Answer more complex questions with more 
explanation (“I didn’t like camping out because 
it rained.” “Emily is my friend because she’s 
nice to me.”). LDC-3f 

 

 

 

g: Ask specific questions to learn more about 
their world, understand tasks, and solve 
problems. LDC-3g 

d: Construction play involves discussion of 
details with play partners over the course of the 
construction project. Where and how to build a 
project as well as what materials will be needed 
are all questions that play partners discuss. 
 
 
e: Verbal communication is frequently used 
during construction play. There are often will be 
discussions on how to approach a project or 
solve a problem that has been encountered 
during construction play. 
 
 
f: Complex explanations, not always realistic 
ones, are a part of construction play. Play 
partners often offer detailed explanations about 
why their approach to a project is superior to 
that of their play partners. At the end of solo 
construction play a child may seek out a peer or 
teacher to discuss their project, asking and 
answering questions about its construction or 
purpose. 
 
 
g: Construction play will often lead to questions 
being asked about something the children have 
seen in the real world. EX:  Leo: “Let’s build a 
combine. I saw one on the way to school today. 
It was on the back of a tractor. My Dad says 
farmers use them. Teacher do you know how 
farmers use combines?” 
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LDC-4: Children speak audibly and 
express thoughts, feelings, and ideas 
clearly.  

h: Communicate messages with expression, 
tone, and inflection appropriate to the situation. 
 LDC-4h 
 
i: Speak clearly enough to be understood by 
familiar adults and children. LDC-4i 

 

j: Use language and nonverbal cues to 
communicate thoughts, beliefs, feelings, and 
intentions. LDC-4j 

k: Adapt their communication to meet social 
expectations (speak quietly in library, speak 
politely to older relative). LDC-4k 

l: Speak clearly enough to be understood by 
most people. LDC-4l 

h: Children learn to communicate their 
excitement, care, satisfaction, and 
disappointment in a project during construction 
play. 
 
i, l: Because children are working together 
sharing ideas and discussing actions, children 
practice speaking with clarity during 
construction play. 
 
j: Construction play is dynamic and active. 
Children are provided the opportunity to 
communicate clearly. 
 
k: Children are often excited when engaging in 
construction play. They learn to modulate the 
volume of their voice. EX: Teacher: “Aiden, 
you don’t have to shout. Noah is standing right 
next to you.” 
 
l: See i, l 

LDC-5: Children describe familiar people, 
places, things, and events.  

b: Talk to themselves and about what they are 
“working on,” what they are doing, routines, and 
events of the day. LDC-5b 

e, f: Describe experiences and create or retell 
short narratives. LDC-5e, LDC-5f 

d: It is common to observe children speaking to 
themselves or a play partner about the activity 
that is unfolding. Ex: “We are working on 
making a garage for our cars.  We need more 
long flat blocks for the roof.” 

LDC-6: Children use most grammatical 
constructions of their home language well.  

 

g: Communicate in longer sentences and use 
more conventional grammar in their home 
language (plurals, tenses, prepositions). LDC-6g 

h: Make grammatical errors that follow 
language rules (say, “mouses” instead of 
“mice”). LDC-6h 

i: Speak in full sentences that are grammatically 
correct most of the time. LDC-6i  

g-i: Children have ample opportunity to 
communicate in longer sentences that practice 
conventional grammar during construction play 
as it is highly social. Making grammatical errors 
that follow language rules are part of this 
practice. The use of full sentences that are 
grammatically correct most of the time are a 
result of this practice during collaborative 
construction play. 
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LDC-7: Children respond to and use a 
growing vocabulary.  

 

k: Repeat familiar songs, chants, or rhymes. 
LDC-7k 

l: Use more than one word for the same object 
and use words for parts of objects (e.g., dog, 
beagle, Rover; arm, leg). LDC-7l 

m: Make up names for things using words they 
know (e.g., dog doctor for veterinarian).  
LDC-7m 
 
n: Use many kinds of cues in the environment to 
figure out what words mean. LDC-7n  

 

p: Use a growing vocabulary that includes many 
kinds of words to express ideas clearly. LDC-7p 

 

q: Infer the meaning of different kinds of new 
words from the context in which they are used 
(for example, hear “sandals” and “boots” used 
to describe two pairs of shoes, and infer that the 
unfamiliar shoes must be sandals because they 
know that the other pair of shoes are boots). 
LDC-7q 

k: Children often will make up or transform a 
song to sing while building during construction 
play. 
 
 
l: Construction play is social. When children or 
teachers use different words for objects the 
children learn new vocabulary.  
 
m: Children will take open-ended toys and 
transform their name into a tool needed for 
construction play. A child might pick up a block 
to use as a hammer and call it a “pounder”. 
 
n: If the teacher suggests that the children use 
“heavy pillows,” and open-ended toy that can be 
used for construction play. Children may scan 
the environment the object.  
 
p: Construction play offers children ample 
opportunity to learn new vocabulary by offering 
exposure to tools, open-ended toys, and playing 
with found objects in the natural environment.  
 
q: Materials for construction play are open-
ended. There are opportunities to infer multiple 
meaning for an object.  
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Construction Play 
  

STANDARDS FOR APPROACHES TO PLAY AND LEARNING 
The child will be able to:   

APL-1: Show curiosity and express interest in the world around them.  
APL-2: Actively seek to understand the world around them.  
APL-3: Engage in increasingly complex play. 
APL-4: Demonstrate creativity, imagination, and inventiveness.  
APL-5: Be willing to try new and challenging experiences.  
APL-6: Use a variety of strategies to solve problems.  
APL-7: Demonstrate initiative. 
APL-8: Maintain attentiveness and focus.  
APL-9: Persist at challenging activities.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
APL-1: Show curiosity and express 
interest in the world around them.  

j, m: Discover things that interest and amaze 
them and seek to share them with others.  
APL-1j, APL-1m 
 

k, n: Communicate interest to others through 
verbal and nonverbal means. APL-1k, APL-1n 

 

l, o: Show interest in a growing range of topics, 
ideas, and tasks. APL-1l, APL-1o 

 

p: Demonstrate interest in mastering new skills. 
APL-1p 

j, m: Children discover all kinds of possibilities 
during construction play through manipulating 
materials. They are excited by new possibilities 
and share with teachers and play partners. 

k, n: Children who engage in construction play 
together develop highly nuanced ways of 
communicating through gesture as well as 
verbally. 
 
 
l, o: Construction play allows children to show 
interest in different idea and skills needed for 
building projects. 
 
p: Construction play requires large and small 
motor actions that can be performed with 
increased complexity and skill. 
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APL-2: Actively seek to understand the 
world around them.  

 

i: Ask questions about the people and things 
around them. APL-2i  

l: Ask questions to find out more about the 
things that interest them, including questions 
about future events. APL-2l 

j: Use all available senses, tools, and a variety of 
strategies to explore the environment (drop 
objects in water to see if they sink or float). 
APL-2j 

m: Choose among different ways to explore the 
environment based on past experience. APL-2m 

k: Purposely try different ways of doing things 
to see what and how they work (adjust blocks 
used as a ramp to make a ball roll faster and 
farther). APL-2k 

 

 i: Children will ask teachers and peers opinions 
about a building project during play. 
 
l: Often children will ask what will happen to 
their building project. Can they keep it up or 
build it again? 
 
j: Construction play allows children to use their 
whole physicality to interact with the 
environment. Children can splash in puddles, 
make enormous snow-balls, dig in dirt and sand 
and play with mud. Children should have easy 
access to mud boots, rain pants, and snow gear 
so they are dressed to play in any type of 
weather. 
 
k: Open ended materials such as boards, ramps, 
platforms with even and uneven surfaces, 
rocking boards and boxes should be provided 
for children to experiment with and manipulate 
for construction play. 
 

APL-3: Engage in increasingly complex 
play.  
 

r: Develop and sustain more complex pretend 
play themes in cooperation with peers. APL-3r 

 

n: Talk to peers and share materials during play. 
APL-3n  

s: Use more complex and varied language to 
share ideas and influence others during play. 
APL-3s 

t: Choose to use new knowledge and skills 
during play (add features to dramatic play scene 

r: Construction play will often overlap with 
pretend play. Complex structure and play 
scenarios will overlap and involve cooperation. 
 
n: Experimentation with construction materials 
naturally leads to communication between peers 
as they discuss the building project. 
 
s: Construction and make-believe play often 
intersect. Children share complex ideas for 
building projects that are also make-believe play 
scenarios. 
 
t: Construction play becomes increasingly 
complex as children gain experience with the 
equipment and materials provided. They will 
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related to class project, write list, build structure 
like displayed picture). APL-3t 

use new skills acquired, tying a knot for 
example, and use it in their building projects. 

APL-4: Demonstrate creativity, 
imagination, and inventiveness. 

h: Offer new ideas about how to do or make 
things. APL-4h 

 

l: Plan play scenarios (dramatic play, 
construction), and use or create a variety of 
props or tools to enact them. APL-4l 

 

j: Use materials (e.g., art materials, instruments, 
construction, writing implements) or actions to 
represent experiences or ideas in novel ways. 
APL-4j 

n: Use materials or actions in increasingly 
varied and resourceful ways to represent 
experiences or ideas. APL-4n 

h:  Open ended equipment provides children 
with ample opportunities to manipulate and 
experiment with for building projects. Children 
enthusiastically offer ideas about what and how 
to build something with their peers and teachers. 
 
l: Construction play involves the building 
project that is often a means to a more complex 
make-believe scenario. Children may build a 
house, so that they can play family. 
 
j: Open ended toys provide children with the 
opportunity to transform materials in unique 
ways for their play activities. 
 
 
n: Children transform materials in novel and 
resourceful ways for building projects. 

APL-5: Be willing to try new and 
challenging experiences.  

 

 k, o: Express a belief that they can do things 
that are hard. APL-5k, APL-5o 

l: Choose to participate in an increasing variety 
of familiar and new experiences. APL-5l 

 
 
m: Accept new challenges when offered.  
APL-5m 
 
 

k, o: Children experience tremendous self-
confidence when they accomplish a building 
project. 
 
l: Children will often engage in the same 
construction play scenario day after day until 
they have mastered the skills involved in the 
building project. 
 
m: Solving challenges is a main attraction in 
construction play. Peer to peer challenges are 
often accepted. EX: “Let’s build a rocket ship!” 
“Yeah, I have a good idea about how we can do 
that!” 
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n: Try things they are not sure they can do, 
while avoiding dangerous risks. APL-5n 

 

p: Approach new experiences independently. 
APL-5p 

r: Independently seek new challenges. APL-5r 

 

q: Ask to participate in new experiences that 
they have observed or heard about. APL-5q 

 

n: Construction play involves children 
attempting to build an idea that they are not sure 
will work but they believe they can achieve. 
 
 
p, r: Construction play is often an independent 
activity in which children obtain knowledge 
about how to manipulate objects to achieve the 
desired effects. 
 
 
 
q: “Can I play too?” is often a phrase teachers 
will hear in the classroom when a building 
project is underway.  

APL-6: Use a variety of strategies to solve 
problems.  

 

k, n: Seek and make use of ideas and help from 
adults and peers to solve problems (“How can I 
make this paint get off my pants?”).  
APL-6k, APL-6n 
 
l: Purposefully use a variety of strategies to 
solve different types of problems. APL-6l 

 

 

m: Talk to themselves to work through the steps 
to solve a problem. APL-6m 

 

o: Describe the steps they will use to solve a 
problem. APL-6o 

k, n: As a child gains knowledge about 
manipulating objects in space to achieve a 
desired result, there will be limits to that 
knowledge and the child will seek out a trusted 
peer or adult to help guide their activity. 
 
l: Often more than one strategy will have to be 
used to solve problems to all play partners 
satisfaction during in construction play. Play 
partners will discuss and try various approaches 
to achieve the desired effect. 
 
m: Children will talk themselves through 
performing an action if playing independently. 
If playing collaboratively, children will 
accompany their actions by talking about the 
next steps of the project to their peers. 
 
o: A child may describe these steps to 
themselves or to a peer or teacher if they are 
looking for external feedback. 
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p: Evaluate different strategies for solving a 
problem and select the strategy they feel will 
work without having to try it. APL-6p 

 

q: Explain how they solved a problem to another 
person. APL-6q 

p: Often when the first attempt does not work, 
they will try again. During construction play the 
strategizing and movement action are often 
united. Children are exercising their cognitive 
capacities through their limb activity. 
 
q: Children share new knowledge they have 
gained about accomplishing a building skill 
with their peers. EX: “I got a rope and tied the 
chair to the crate. Now we have a driver’s seat 
and a place we can put our tools and stuff.” 

APL-7: Demonstrate initiative. 

 

h, j: Show increasing independence and purpose 
when making choices. APL-7h, APL-7j 

 

i: Express goals or plans and follow through on 
them (“I’m going to draw my house.”). APL-7i 

j: Show increasing independence and purpose 
when making choices (“I’m going to the block 
area to make a track for my race car.”). APL-7j 

k: Independently identify and seek things they 
need to complete activities or tasks (gather 
supplies and make a birthday card with a 
message). APL-7k 

l: Set simple goals that extend over time, make 
plans and follow through (“Let’s make a rocket 
ship. We need blocks.”). APL-7l 

h, j: As children become more confident in 
manipulating materials, they will demonstrate 
increasing independence in making choices 
during construction play. 
 
i: Construction play usually begins as an idea 
that the child or children want to realize. EX: 
“We are going to build a house to play family.” 
 
j: See h, j 
 
 
 
k, l: Children will set a goal for example, 
building a rocket ship, they will then 
independently identify the materials they need 
to complete the construction project. 
 
l: See k, l 

APL-8: Maintain attentiveness and focus.  
 

h: Focus on age-appropriate activities for a short 
period of time, even with interruptions (continue 
working on a puzzle even though another child 
sitting nearby is laughing and talking). APL-8 h 

h: Manipulation objects in space during 
construction play requires focus and attention on 
the child’s part.  
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i: Remain engaged in more complex activities 
that they have chosen. APL-8i 

 

j: Maintain focus and return to an activity after a 
break. APL-8j 

k: Sometimes able to ignore irrelevant 
information when focusing on a task (sort 
multicolored wooden beads by shape). APL-8k 

 

l: Consistently remain engaged in self-directed 
activities. APL-8l 

i, l: If a child has chosen a construction project, 
the child is usually self-directed and engaged 
until the idea is accomplished. 
 
 
j: Children will often engage in construction 
play, rest, and the return to the activity. 
 
k: Building projects can be complex; children 
must be able to filter out non-essential social 
physical stimulus to complete their task. EX; 
They are carefully balancing a block tower and 
need to ignore the children playing near their 
project. 
 
l: See i, l 

APL-9: Persist at challenging activities.  
 

e, h: Seek help from others to complete a 
challenging activity (ask a teacher 
for help putting a puzzle away on a high shelf; 
ask a friend for help in naming an unfamiliar 
animal in a picture). APL-9e, APL-9h 

f, i: When something does not work, try 
different ways to complete the task (when a 
block tower falls, try putting the blocks together 
in a different way to build the tower again). 
APL-9f, APL-9i 

g: Keep working to complete tasks, including 
those that are somewhat difficult. APL-9g 

 
j: Plan and follow through on longer-term tasks 
(planting a seed and caring for the plant). Keep 
trying until a challenging activity APL-9j 
 
 

e, h: If a participatory culture has been 
established in the classroom, children will 
naturally ask for assistance during construction 
play as needed.  
 
 
f, i: Construction play provides children with 
ample opportunities for experimentation s 
manipulating objects in space. 
 
 
 
g: Construction play allows the child to 
approach challenging tasks in their own time 
and way. 
 
j: Construction play often involves challenging 
ideas for building the children must continue to 
work on over time. EX: Building a fort in the 
woods. 
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k: is complete despite distractions or 
interruptions (multi-piece puzzle started before 
lunch and completed later). APL-9k 

k: In a dynamic classroom, children are 
provided the opportunity to focus their attention 
on their activity despite an active social 
environment. 
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Construction Play 

  
STANDARDS FOR COGNITIVE DEVELOPMENT 
The child will be able to: 

CD-1: Use their senses to construct knowledge about the world around them.  
CD-2: Recall information and use it for new situations and problems. 
CD-3: Demonstrate the ability to think about their own thinking: reasoning, taking perspectives, and making 

decisions.  
CD-6: Children demonstrate knowledge of relationships and roles within their own families, homes, 

classrooms, and communities.  
CD-8: Identify and demonstrate acceptance of similarities and differences between themselves and others. 
CD-9: Children explore concepts connected with their daily experiences in their community.  
CD-10: Children show understanding of numbers and quantities during play and other activities.  
CD-11: Children compare, sort, group, organize, and measure objects and create patterns in their everyday 

environment. 
CD-12: Children identify and use common shapes and concepts about position during play and other 

activities.  
CD-13: Children use mathematical thinking to solve problems in their everyday environment.  
CD-14: Observe and describe characteristics of living things and the physical world.  
CD -15: Explore the natural world by observing, manipulating objects, asking questions, making predictions, 

and developing generalizations.  
GOALS BENCHMARKS SAMPLE ACTIVITY 

CD-1: Use their senses to construct 
knowledge about the world around them.  

h, k: Explore objects, tools, and materials 
systematically to learn about their properties 
(weigh an object, observe something from the 
top of the object to the bottom). CD-1h, CD-1k 

j: Group familiar objects that go together (shoe 
and sock, brush and paint, hammer, and nail). 
CD-1j  

h, k: As children work with different open-
ended materials during construction play, it is 
natural that they observe the material and learn 
about its properties through use. 
 
j, n: Sorting is a common activity during 
construction play. Children sort and organize 
the materials they need for their building 
projects. EX: “We need more Heavy pillows to 
hold up the roof of our house.” 
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n: Organize and use information through 
matching, grouping, and sequencing. CD-1n  

n: See j, n 

CD-2: Recall information and use it for 
new situations and problems. 
 
 

o: Recognize whether a picture or object is the 
same as or different from something they have 
seen before. CD-2o  

 

p: Apply what they know about everyday 
experiences to new situations (look for the 
seatbelt on the bus). CD-2p  

 

q: Describe or act out a memory of a situation or 
action, with adult support. CD-2q  

 

r: Make predictions about what will happen 
using what they know. CD-2r  

s: Introduce ideas or actions in play based on 
previous knowledge or experience. CD-2s  

t: Ask questions about why things happen and 
try to understand cause and effect. CD-2t  

u: Demonstrate their ability to apply what they 
know about everyday experiences to new 
situations. CD-2u  

v: Describe past events in an organized way, 
including details or personal reactions. CD-2v  

o: Children are provided with materials for 
building. They can recognize their favorite 
board, rope, crate, stool, or other open-ended 
toy that they like best for their projects. A child 
will often seek a familiar object they favor in 
building. 
 
p, u: Children call on everyday knowledge while 
engaging in construction play. EX: “Here are 
some ropes we can use to make the seatbelts in 
our car.” 
 
 
q: Children often wish to recreate a building 
project on a following day. This provides the 
child to work from a memory with the support 
of their peers or teacher. 
 
 
r, s, t: Children will often attempt to create the 
same project in construction play over several 
days. They call on their past experience the next 
time they perform the action to make 
predictions and understand why things happen.  
 
s: See r, s, t 
 
t: See r, t 
 
 
u: See p, u 
 
v: Children will often recall a past building 
project and describe it before undertaking its 
recreation. 
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w: Improve their ability to make predictions and 
explain why things happen using what they 
know. CD-2w  

 

x: Introduce more elaborate or detailed ideas or 
actions into play based on previous knowledge 
or experience. CD-2x  

 

y: Try to reach logical conclusions (including 
conclusions regarding cause and effect) about 
familiar situations and materials, based on 
information gathered with their senses. CD-2y  

w: Through experimentation and manipulation 
of objects children improve their ability to 
explain why things happen and to make 
predictions of the results of their actions when 
building. 
 
 
x: Construction play becomes increasingly 
complex as children gain mastery over 
manipulating objects in space. 
 
 
 
y: Construction play provides children with the 
opportunity to make logical conclusions about 
what have happened. Ex: Child realized: “I need 
a longer board; this one does reach the 
platform.” 

CD-3: Demonstrate the ability to think 
about their own thinking: reasoning, 
taking perspectives, and making 
decisions.  
 

f, i: Use language to identify pretend or fantasy 
situations (say, “Let’s pretend we’re going on a 
trip.” “That’s a pretend story.”). CD-3f, CD-3i  

j: Express understanding that others may have 
different thoughts, beliefs, or feelings than their 
own (“I like ketchup and you don’t.”). CD-3j  

k: Use language to describe their thinking 
processes with adult support. CD-3k  

g: Use words like “think” and “know” to talk 
about thoughts and beliefs. CD-3g  

h: Recognize that beliefs and desires can 
determine what people do (e.g., a person will 
look for a missing object based on where they 
think it is rather than where it actually is). CD-
3h  
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CD-6: Children demonstrate knowledge 
of relationships and roles within their own 
families, homes, classrooms, and 
communities. 

i: Adopt roles of family and community 
members during play, given support and 
realistic props. CD-6i  

j: Recognize and identify the roles of some 
community helpers (police, fire fighters, 
garbage collectors). CD-6j  

l: Adopt roles of a wide variety of family and 
community members during dramatic play, 
using props, language, and actions to add detail 
to their play. CD-6l  

m: Recognize and identify the roles of a wide 
variety of community helpers (police, fire 
fighters, garbage collectors, doctors, dentists). 
CD-6m  

 

 

CD-8: Identify and demonstrate 
acceptance of similarities and differences 
between themselves and others.  

d, f: Show acceptance of people who are 
different from themselves as well as people 
who are similar. CD-8d, CD-8f 

 

CD-9: Children explore concepts 
connected with their daily life and 
community. 

b, f: Describe characteristics of the places where 
they live and play (say, “My house is big.” “The 
playground has swings and a sandbox.”).  
CD-9b, CD-9f  
 
c: Notice changes that happen over time 
(seasons, self or others growing bigger). CD-9c  

d: Notice and talk about weather conditions. 
CD-9d  

e: With prompting and support, participate as a 
member of a democratic classroom community 
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(vote for name of class pet, wait turn to paint 
when easels are full). CD-9e 
 
g: Observe and talk about changes in themselves 
and their families over time. CD-9g  
 
h: Observe and talk about how people adapt to 
seasons and weather conditions (put out salt in 
icy weather, wear rain gear). CD-9h  
 
i: Show awareness of the basic needs all 
families have (food, shelter, clothing) and how 
needs are met (work, help each other). CD-9i  
 
j: Demonstrate positive social behaviors and 
take personal responsibility as a member of a 
group (share, take turns, follow rules, take 
responsibility for classroom jobs). CD-9j   

CD-10: Children show understanding of 
numbers and quantities during play and 
other activities.  

j: Rote count in order to 10 with increasing 
accuracy. CD-10j  

k: Count up to 5 objects arranged in a line 
using one-to-one correspondence with 
increasing accuracy, and answer the question 
“How many?” CD-10k  

l: Compare visually two groups of objects that 
are obviously equal or unequal in quantity and 
communicate that they are the same or different, 
and which one has more (choose a plate with 
four cookies rather than a plate with one 
cookie). CD-10l  

m: Show they understand that adding objects to 
a group will make a bigger group and taking 

j, k, n: Counting is a regular occurrence in 
construction play as children count to figure out 
how many of what kind of materials are needed 
for a project. 
  
See: j, k, n 
 
 
l: During construction play children compare 
quantities of varied materials to determine what 
is needed and what can be shared. EX: “I only 
need three play clips, here you can have this 
extra one.” 
 
 
 m: Working with quantity is a natural 
consequence of construction play. Children 
count and objects, add, and subtract objects 
needed for the project. 
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away objects will make a smaller group. CD-
10m  

n: Rote count in order to 20 with increasing 
accuracy. CD-10n  

o: Without counting, state the number of objects 
in a small collection (1-3) (when a friend holds 
up two fingers, look at her hand and say, “Two 
fingers” without counting). CD-10o  

p: Count up to 10 objects arranged in a line 
using one-to-one correspondence with 
increasing accuracy, and answer the question 
“How many?” CD-10p  

q: Given a number 0-5, count out that many 
objects. CD-10q  

r: Compare the amount of items 
in small sets of objects (up to 5 objects) by 
matching or counting and use language such as 
“more than” and “less than” to describe the sets 
of objects. CD-10r  

 
 
n: See: j, k, n 
 
 
 
o: Children have the opportunity to recognize 
quantity through practice of obtaining materials 
needed for building projects. 
 
 
p: Children will count objects during 
construction play with increasing accuracy. 
 
 
 
q: Children will give each other directions to 
obtain a certain quantity of a material. EX: “We 
need 3 more ropes.” 
 
r: Children often compare quantities with play 
partners during play. EX: “I need more of these 
small clothes. You have more than I have.” 
 

CD-11: Children compare, sort, group, 
organize, and measure objects and create 
patterns in their everyday environment. 
 

f, l: Use descriptive language for size, length, or 
weight (short, tall, long, heavy, big). CD-11f, 
CD-11l  

 

h: Compare the size or weight of two objects 
and identify which one is longer/ taller/heavier 
than the other (“That rock is heavier than this 
one; I can’t lift it.” “A snake is longer than a 
worm.”). CD-11h  

f, l: Size of an object is often important to the 
children engaged in construction plat play. EX: 
“I need another long one (block) to hold up the 
roof. No, that one is too heavy for the roof, it 
will fall.” 
 
h: The child experiences through their activity 
the concepts of heavy and light.  EX: “This 
heavy pillow has less sand in it than that one. I 
need this heavier one for my house.” 
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i: Identify familiar objects as the same or 
different. CD-11i  

j: Sort familiar objects into categories with 
increasing accuracy (tools 
for woodworking and utensils for cooking; 
rectangle blocks on one shelf and square blocks 
on another shelf). CD-11j  

k: Recognize simple repeating patterns and 
attempt to create them during play (repeat a 
movement pattern during a song, make a line of 
blocks in alternating colors.) CD-11k  

n: Directly compare more than two objects by 
size, length, or weight (“That rock is heavier 
than these others; I can’t lift it.” Look at three 
strings that are different lengths and select the 
longest string). CD-11n  

o: Put a few objects in order by length (arrange 
a group of 3 blocks in order from the shortest to 
the longest). CD-11o  

p: Sort a group of objects (0-10) using one 
attribute (color, size, shape, quantity) with 
increasing accuracy (sort blocks by shape and 
place like-shaped blocks on the shelf; sort beads 
by color). CD-11p  

q: Duplicate and extend simple patterns using 
concrete objects (look at a pattern of beads and 
tell what bead comes next in the pattern).  
CD-11q  

i: Children identify their preferred building 
materials. EX: “I want to use the blue rope, it is 
longer.” 
 
j: This skill is required every day at the 
conclusion of all play. All toys must be sorted 
into their appropriate baskets as part of care for 
the environment. 
 
 
k: Children will make patterns both with natural 
found objects and open-ended toys during 
construction play. 
 
 
n: When making an artistic pattern or during 
construction or imaginative play children will 
often directly compare objects to discern if they 
are desired for the activity. 
 
 
o: Children sort objects by length and size 
during artistic pattern making or during 
construction play. 
 
p: Sorting is often a large part of construction 
play. EX: “I need all the big blocks to make my 
wall. I don’t want any of the small ones.” 
 
 
 
q: When making a pattern or during 
construction play, children will often wish to 
extend a pattern they are making. EX: “I need 
the small blue blocks now.” 
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CD-12: Identify and use common shapes 
and concepts about position during play 
and other activities.  

h: Show they understand positions in space by 
using position words during play and by 
following directions from an adult (say, “Stand 
behind the chair.” “Put the ball in the box.”). 
CD-12h  

i: Use 2- and 3-dimensional shapes to create 
pictures, designs, or structures. CD-12i  

 

j: Find shapes in the environment and describe 
them in their own words. CD-12j  

k: Consistently use a variety of words for 
positions in space and follow directions using 
these words. CD-12k  

l: Use 2- and 3-dimensional shapes to represent 
real- world objects (say, “We are building a 
castle and we need a round block for the 
tunnel.” “I glued a circle and a square on my 
picture to make a house.”). CD-12l  

m: Name basic shapes and describe their 
characteristics using descriptive and geometric 
attributes (“That’s a triangle; it’s pointy.” “It’s a 
circle because it’s round.”). CD-12m  

h: Peer to peer instruction during construction 
play about how to place an object requires that 
children understand positions in space through 
verbal cues.  
 
 
i: Construction play is primarily concerned with 
designing and building 3-dimensional 
structures. 
 
 
j: Children describe shapes as part of 
construction play.  
 
k: As children gain mastery over manipulating 
objects their understanding of complex spatial 
directions and their ability to communicating 
complex spatial directions increases. 
 
l: During construction play open ended toys are 
often used to represent something from 
everyday life. EX: “I need the triangle for the 
roof.” 
 
 
m: Children identify and sort objects by shapes 
during construction play. “I want to stack the 
square blue blocks to make my tower.” 

CD-13: Children use mathematical 
thinking to solve problems in their 
everyday environment.  

b: Seek answers to questions by using 
mathematical thinking during play and daily 
activities (determine who is taller by standing 
next to classmate; find two smaller blocks to 
replace larger block). CD-13b  

c: Use observation and counting (not always 
correctly) to find out how many things are 
needed during play and other daily activities 

b: During construction play, children sort 
objects by size and weight to determine if they 
are desired object for the activity. 
 
 
 
 
c: Children count object or distribute objects to 
peers during construction play.  
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(figure out how many spoons are needed for 
snack, find enough dolls so each person has one 
when playing in the dramatic play area).  
CD-13c  
 
d: Use drawing and concrete materials to 
represent mathematical ideas (draw many 
circles to show “lots of people,” put Popsicle® 
sticks in a pile to show the number of children 
who want crackers for snack). CD-13d  
e: Seek answers to questions during play and 
daily activities using an increasing variety of 
mathematical strategies. CD-13e  

f: Use observation and counting with increasing 
accuracy to answer questions such as “How 
many do we need?” and “How many more 
do we need?” during play and other daily 
activities (count new children 
to see how many more plates are needed for 
snack; return extra drinks to cooler at picnic to 
arrive at the correct number). CD-13f  

g: Use drawing and concrete materials to 
represent an increasing variety 
of mathematical ideas (draw 
shapes to represent pattern; stack different-
colored blocks to represent classmates’ answers 
to a survey question). CD-13g  

h: Begin to explain how a mathematical 
problem was solved (“I saw that there was 
always a blue flower after a red flower so I 
knew to put a blue one next.” “I counted four 
friends who didn’t have cookies so I got four 
more.”). CD-13h  

“EX: Hey you have more than me!” (Child 
counts) “Here we both have three now.” 
 
 
 
 
d, g: Children will often ask for paper and 
crayons to make a drawing or plan before they 
begin their building project. This is sometimes 
an element of make-believe play over lapping 
with construction play. 
 
 
 
 
 
f: Counting and sorting are frequently used 
actions during construction play to determine 
quantity or to distribute materials across players. 
 
 
 
 
 
 
g: See d, g 
 
 
 
 
 
 
h: When constructing a design with a pattern 
children will determine the next object needed 
in the pattern. EX: “I need a round stool, they go 
in between the big square blocks.” 
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CD-14: Observe and describe 
characteristics of living things and the 
physical world. 

k: Collect items from nature (rocks, leaves, 
insects) and classify them using physical 
characteristics (color, size, shape, texture). CD-
14k  
 
 
f, l: Notice and react to the natural world and the 
outdoor environment. CD-14f, CD-14l  
 
 

h: Notice and describe current weather 
conditions. CD-14h  

 

 

i: Notice and describe properties of materials 
and changes in substances (water freezes into 
ice, pudding thickens, clay hardens). CD-14i  

 

 

j: Participate in activities that help to care for 
the environment, with guidance and support 
(pick up trash, recycle paper). CD-14j  

o: Notice and describe weather conditions, 
position of the sun and moon at different times, 
and seasonal changes. CD-14o  

p: Notice, describe, and attempt to explain 
properties of materials and changes in 
substances (metal railing is hot because the sun 

k: Children will often make smaller 
constructions with items collected from nature. 
The children will sort these by size and shape to 
determine how they wish to use them in their 
construction project. 
 
f, l: When children are provided with an outdoor 
space and allowed to play there daily for long 
periods of time children become deeply tuned to 
the natural world. 
 
h: Given opportunity to spend time outdoors 
daily children notice and respond to weather 
conditions. They understand how weather 
conditions will affect their building projects, 
what tools they need, and how they need to be 
dressed to engage in construction play outdoors. 
 
 
i: Construction play outdoors involves the 
children manipulating natural substances, water 
turns to snow or ice and the children will 
manipulate this to their end.  EX: A child may 
take sticks and stand them up in construction 
that is in a pan of water, hoping that the water 
will freeze overnight, and they will have built 
and ice castle. 
 
j: Care of the environment indoors and outdoors 
is a daily task. 
 
 
o: Children use natural materials in their 
construction play and notice when their natural 
surroundings change with the seasons. 
 
p: Children will describe properties of materials 
they work with. The teacher does not need to 
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shines on it; ice melts when it gets warmer). 
CD-14p  

 

 

 

 

q: Participate in activities that help to care for 
the environment and explain why they are 
important with guidance and support (gathering 
cans for recycling, planting trees). CD-14q  

guide this discovery. The children will notice 
that something has melted because the sun came 
out or that the sand in the sandbox is wet 
because it has rained. It is a better pedagogical 
practice for the teacher to allow children to 
make these statements for themselves and then, 
if asked, confirm that the child is correct.  
EX: Child: The sun came out and melted all of 
our ice. 
Teacher: That is true, now you have lots of 
water to play with. 
 
q: Having a garden area part of the outdoor 
classroom space is a wonderful way to involve 
children in care of the environment. There are 
always repairs to make to tools, garden beds, or 
gates. The children seeing their teacher make 
these repairs provides the children with an 
example of our individual responsibility to be 
able to care for the things we use and it provides 
examples for the children to take into their own 
imaginative construction play. 

CD -15: Explore the natural world by 
observing, manipulating objects, asking 
questions, making predictions, and 
developing generalizations.  

i, n: Represent what they learn during scientific 
exploration through drawing, modeling, 
building, movement, or other methods. CD-15i, 
CD-15n 
 
 
 
 
j: Observe objects, materials, and phenomena 
and describe what they notice (temperature, 
texture, size, weight, color, etc.). CD-15j  
 
 
 
k: Ask questions to find out more about the 
natural world. CD-15k  

i, n: Construction play are self-directed 
experiences in scientific exploration. It is not the 
teacher’s role to make the children aware that 
they are engaged in scientific exploration, rather 
it is the teacher’s role to provide the space and 
materials for the children to draw, build, and 
otherwise manipulate their environment. 
 
j: Observation is a key element in construction 
play. Children naturally observe and name 
qualities of the different materials made 
available to them as they discern what materials 
they most need for their project. 
 
k: Construction play can take place outdoors. 
Children are always curious about the flora that 
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l: Use simple tools to investigate objects and 
materials, with guidance and support 
(magnifying glass, sifter, ramps for rolling balls 
and cars). CD-15l  
 
 
 
 
 
 
 
m: Describe and predict changes that take place 
when mixing and manipulating materials.  
CD-15m  
 
 
 
 
 
o: Ask questions and identify ways to find 
answers (look in a book, use the computer, try 
something, and watch what happens). CD-15o  
 
 
p: Compare objects, materials, and phenomena 
by observing and describing their physical 
characteristics. CD-15p  
 
 
 

surrounds them. It is helpful if the teacher is 
knowledgeable about plant species, so that when 
a child asks a question their teacher is able to 
provide an answer. 
 
l: Construction play often involves the children 
building simple machines. It is best if the 
teacher has working knowledge of simple 
machines so that the children can be supported 
in their building experiments. Again, it is not 
the teachers’ role to make the children aware of 
their scientific activity, but rather to support the 
children’s exploration. Later in school if the 
children have had experiences of building and 
constructing, scientific processes are more 
relatable and understood because of their playful 
experiences. 
 
m: Children observe that when they manipulate 
a material during a building project it causes a 
change. Perhaps the children wish to roll a car 
or ball down an inclined plane. They notice that 
when the plane is at a steeper incline the ball or 
car goes faster. 
 
 
o: When a building project is not working as a 
child had imagined after several attempts. The 
child will seek a more knowledgeable peer or 
teacher in the classroom. 
 
p: The physical characteristics of materials are 
central to construction play. Children examine 
and talk about the physical characteristics of a 
material and its suitability to their project. 
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q: Use an increasing variety of tools to 
investigate the world around them (measuring 
tools, balance, prism, droppers). CD-15q  
 
 
 
 
r: Make and check predictions through 
observations and experimentation, with adult 
support and guidance. CD-15r  
 
 
s: Manipulate the environment to produce 
desired effects and invent solutions to problems 
(attach a piece of string to the light switch so 
they can independently turn off the lights).  
CD-15s  

q: A classrooms should have actual tools 
available to the children that can be used with 
adult guidance. Hammers, saws, shovels, hand 
drills are all tools young children can learn to 
use with adult guidance. 
 
r: Construction play is always about creating an 
imagined idea. Experimentation with materials 
leads to observations and predications about 
their choices of materials and how to use them 
in their building project. 
 
s: Construction play is centered around 
manipulating the environment to achieve a 
desired result. Open ended toys and materials 
that can be used in inventive and unique ways 
should be an essential part of the classroom 
environment. 
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Make-believe Play 
  

STANDARDS FOR HEALTHY PHYSICAL DEVELOPMENT 
The child will be able to:  

HPD-2: Engage in active physical play indoors and outdoors.  
HPD-4: Develop the large muscle control and abilities needed to move through and explore their 

environment.  
HPD-5: Develop small muscle control and hand-eye coordination to manipulate objects and work with 

tools.  
HPD-6: Develop awareness of their needs and the ability to communicate their needs.  
HPD-7: Develop independence in caring for themselves and their environment.  
HPD-8: Develop awareness of basic safety rules and begin to follow them.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
HPD-2: Engage in active physical play 
indoors and outdoors. 

l: Choose a variety 
of structured and unstructured physical activities 
indoors and outdoors. HPD-2l  

l: Make-believe play takes place indoors and 
outdoors. Open ended toys and materials that 
stimulate the children’s imagination should be 
provided in both environments.  

 
HPD-4: Develop the large muscle control 
and abilities needed to move through and 
explore their environment. 

l: Demonstrate strength and balance by 
managing uneven surfaces such as hills, ramps, 
and steps. HPD-4l  

 

 

o: Move their bodies in space with good 
coordination (running, hopping in place, 
galloping). HPD-4o  

 l: Children will construct their own 
environments as part of make-believe play. 
They may play questing games, in which they 
create challenging obstacles which they must 
overcome. It is important to create these 
challenges in the design of the outdoor space as 
well as providing open ended large-motor 
equipment such as planks and platforms that the 
children can manipulate. 
 
o: Children move their bodies in a variety of 
ways during make-believe play. EX: They may 
play they are riding horses and gallop. Stick 
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p: Coordinate movement of upper and lower 
body. HPD-4p  

q: Perform complex movements smoothly 
(skipping, balancing on beams, hopping from 
one place to another). HPD-4q  

r: Move quickly through the environment and be 
able to stop (run fast, pedal fast). HPD-4r  

 

s: Show awareness of own body in relation to 
other people and objects while moving through 
space. HPD-4s  

horses are a very good open-ended toy to 
provide indoors and outdoors. 
 
 
p: Coordinated movement of the upper and 
lower body is required before children can 
engage in imaginative play.  
 
q, r: The teacher will observe make-believe play 
increasing in complexity as a child’s bodily 
competence increases. 
 
r: See, q, r 
 
 
s: Make-believe play can be a solitary activity, 
but it is most usually social and collaborative. 
Children must show awareness of their body in 
space and how they manipulate objects for play 
to be successful. 

HPD-5: Develop small muscle control and 
hand-eye coordination to manipulate 
objects and work with tools.  

j: Draw simple shapes and figures (square for 
block, circles). HPD-5j  

k: Engage in activities 
that require hand-eye coordination (build with 
manipulatives, mold Play- Doh®, work puzzles 
with smaller pieces). HPD-5k  

l: Use tools that require strength, control, and 
dexterity of small muscles (forks, crayons, 
markers, safety scissors, adapted tools). HPD-5l  

m: Draw and write smaller figures with more 
detail (faces with features, letters, or letter-like 
forms). HPD-5m  

j, m: Children often will play school or store 
and will ask for crayons and paper as part of 
make-believe play. 
 
k: Make-believe play requires hand eye 
coordination as the children manipulate all 
manner of objects as part of play. 
 
 
l: Children will often play family and imitate 
eating with utensils. Other times they will play 
that they are workers using a variety of tools. 
 
m:  See j,m 
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n: Engage in complex hand-eye coordination 
activities with a moderate degree 
of precision and control (fasten clothing, cut 
shapes, put together small pieces). HPD-5n  

 

o: Use tools that require strength and dexterity 
of small muscles with 
a moderate degree of control (spray bottle, hole 
puncher). HPD-5o  

n: Dressing-up in costumes is a central activity 
to make-believe play. Children practice tying 
and doing snaps and buttons. Having a variety 
of dress up costumes that are both open-ended 
and have opportunities for these actions is 
important. 
 
 
o: Children often work with containers and jars 
that may need their lids manipulated during 
play. 

HPD-6: Develop awareness of their needs 
and the ability to communicate their 
needs.  

g: Use words or sign language to ask for the 
things they need (food when hungry, drink when 
thirsty, go outdoors when they need to be 
physically active). HPD-6g  

h, j: Use different strategies to calm themselves 
when needed (self-talk, deep breathing, cozy 
corner). HPD-6h  

 

 

 

 

i: Use language to ask adults or peers 
specifically for the kind of help needed in a 
particular situation. HPD-6i  

 

j: Consistently use strategies to calm themselves 
when needed. HPD-6j  

g: Children use both gesture and language to 
communicate during make-believe play. 
 
 
 
h: Sometimes play does not go as a child 
wishes. For example, a friend may not want to 
play the same game they do. In that case the 
child must learn to regulate their 
disappointment. Children also can become 
startled in a self-directed play classroom. It is a 
dynamic environment providing children 
opportunities to self-regulate. Having quiet, 
cozy corners with doll and books is an essential 
part of a classroom space which children can 
seek out when they need to self-sooth. 
 
i: Children will often need the assistance of an 
adult during make-believe play. Children may 
ask an adult to intervene in a social situation 
that needs support, or they may need help 
moving equipment too large for them to move 
alone. 
 
j: See h, j 
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HPD-7: Develop independence in caring 
for themselves and their environment. 

n: Help with routine care of the indoor and 
outdoor learning environment (recycle, care for 
garden). HPD-7n  
 
q: Dress and undress themselves independently. 
HPD-7q  
 
t: Perform tasks to maintain the indoor and 
outdoor learning environment independently. 
HPD-7t  

n: Care of the classroom space is a daily 
activity. 
 
 
q: Dress-up is a big part of make-believe play. It 
is another opportunity for children to playfully 
practice self-care. 
 
t: Care of the classrooms space is a daily task all 
children participate in doing, as the year goes on 
children will become more independent in these 
tasks. 

HPD-8: Develop awareness of basic 
safety rules and begin to follow them.  

i: Know what their bodies can do and play 
within their abilities to avoid injury to self or 
others. HPD-8i  

 

k: Usually follow basic safety rules. HPD-8k  

l: Call a trusted adult when someone gets 
injured or is in an unsafe situation. HPD-8l  

 

 

m: Avoid potentially dangerous behaviors. 
HPD-8m  

o: Independently follow basic safety rules. 
HPD-8o  

 

i: Make-believe play provides children 
opportunities to learn about moving their bodies 
and objects safely during dynamic building 
activities. 
 
k, o: Self-directed play classrooms must have 
explicit rules about safety that the child will 
learn to follow at first with support from 
teachers and peers with growing independence.  
 
l: If a child gets hurt during make-believe play  
or if a child feels a play partner is unsafe and is 
unobserved by the teacher, the children can call 
their teacher to attend to the hurt child or make a 
judgement about the safety of the project. 
 
m: Children  
 
 
See: k, o 
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Make-believe Play 
  

STANDARDS FOR SOCIAL-EMOTIONAL DEVELOPMENT 
The child will be able to:  

ESD-1: Demonstrate a positive sense of self-identity and self-awareness. 
ESD-2: Express positive feelings about themselves and confidence in what they can do.  
ESD-3: Children form relationships and interact positively with familiar adults who are consistent and 

responsive to their needs.  
ESD-4: Form relationships and interact positively with other children.  
ESD-5: Demonstrate the social and behavioral skills needed to successfully participate in groups.  
ESD-6: Identify, manage, and express their feelings. 
ESD-7: Recognize and respond to the needs and feelings of others.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
ESD-1: Demonstrate a positive sense of 
self-identity and self-awareness. 
 

k: Describe self (characteristics that can be seen, 
things they can do, things they like, 
possessions). ESD-1k  

l: Express a sense of belonging to a group (say 
“There’s Kirby from my class,” move to stand 
with own group upon request, “I am a girl.”). 
ESD-1l  

n: Choose activities they like and name their 
favorite activities. ESD-1n  

 

o: Describe themselves in concrete ways, with 
greater detail and accuracy (“My eyes are 
brown.” “I am tall.”). ESD-1o  

k: Children describe the actions they want to 
make and the materials they want to use during 
play. EX: “I want to use the golden cape. I like 
it best.” 

l: Children acknowledge they are part of a group 
during make-believe play. They may play a role 
their family, or they may say: “I am going to be 
the mommy, even though I am a boy.” or “I am 
going to be the teacher of our class.” 

n: Make-believe play provides children the 
opportunity to engage in their most favorite 
activities. They can create their world through 
play. 

o: Children will often pretend they have 
different features then they do in real life. A 
child might say: “Pretend I have long black hair, 
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p: Express awareness that they are members of 
different groups (e.g., family, preschool class, 
ethnic group). ESD-1p  

 

q: Choose to spend more time on preferred 
activities, and express awareness of skills they 
are developing. ESD-1q  

when in reality they know that their hair is light 
brown.” 
 
 
 
p: Through make-believe play children try on 
roles they see in real life. The children may play 
family, school, garbage collectors, or 
firefighters. When engaging in this play there is 
usually an acknowledgement of the “real” world 
and the “play” world. 
 
q: Make-believe play allows the children to 
create a world that is entirely their own and 
usually play to their strengths. 

ESD-2: Express positive feelings about 
themselves and confidence in what they 
can do.  
 

k, n: Express positive feelings about themselves 
by showing and/or telling others about 
themselves, things they like, or things they have 
done. ESD-2k, ESD-2n  

l, o: Express the belief that they can do many 
things. ESD-2l, ESD-2o 

m: Try new activities and attempt new 
challenges. ESD-2m  

q: Express opinions about their abilities in 
different areas (“I’m a good friend.” I can run 
fast.” “I know all my letters!”). ESD-2q  

 k, n:  
 
 
 
 
l, o: Make-believe play is a type of play in 
which the child experiences anything they 
imagine is possible. 

ESD-3: Children form relationships and 
interact positively with familiar adults 
who are consistent and responsive to their 
needs. 

m, q: Seek out trusted teachers and caregivers as 
needed (for emotional support, physical 
assistance, social interaction, problem- solving, 
and approval). ESD-3m, ESD-3q  

n: Show affection for adults they are close to. 
ESD-3n  

m, q: Direct intervention for social support or 
support in manipulating equipment is often 
requested by children during make-believe play. 
 
 
n: Children often demonstrate affection for their 
teachers by making them a part of the make-
believe scenario. They may make a birthday 
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o: Given time, form positive relationships with 
new teachers or caregivers. ESD-3o  

p: Show ease and comfort in their interactions 
with familiar adults. ESD-3p  

r: Form positive relationships with new teachers 
or caregivers over time. ESD-3r  

 

s: Use language effectively to continue 
conversations with familiar adults and to 
influence their behavior (ask for help, ask an 
adult to do something). ESD-3s  

cake or wrap presents for the teacher to unwrap. 
They may ask their teacher if they wish to order 
food from their restaurant. 
 
o, p: Children notice when their teachers are 
interested and available to them during play. 
The teacher’s active engagement, even when 
they do not direct intervene in play builds trust 
between the teacher and child. 
 
r: If a teacher is out for a period of time it is 
normal for the children to take time to get used 
to a new teacher or caregiver. As the new adult 
shoes active engagement in the classroom, the 
children will learn to trust the relationship. 
 
s: Children practice effective communication 
skills during make-believe play to ask for 
materials they need or in social situations. 

ESD-4: Form relationships and interact 
positively with other children. 

k, p: Demonstrate social 
skills when interacting with other children (turn- 
taking, conflict resolution, sharing). ESD-4k, 
ESD-4p  

l: Form and maintain friendships with a few 
other children. ESD-4l  

 

 

 

m: Identify another child as a friend. ESD-4m  

k, p: Make-believe play provides children 
opportunities to demonstrate social skills 
through sharing ideas about the imaginary world 
they wish to create.  
 
l: It is common for a group of children to be 
regular play partners, especially in make-believe 
play. Children seek out friends who enjoy 
playing similar themes. Teachers will find that 
they need to support children including other 
children in the play who have a more difficult 
time finding satisfying roles in make-believe 
play. 
 
m: Children will often identify another child as 
a friend through shared activities they enjoy. 
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n: Approach other children easily, expecting 
positive interactions. ESD-4n  

 

 

o: Show ease and comfort in their interactions 
with familiar children. ESD-4o  

q: Form and maintain friendships with other 
children of diverse cultural backgrounds and 
abilities. ESD-4q  

 

r: Seek and give support with children they 
identify as friends. ESD-4r  

 

s: Use language effectively to have 
conversations with other children and influence 
another child’s behavior (negotiate sharing a 
toy, plan how to build a block tower together). 
ESD-4s  

t: Play and interact cooperatively with other 
children (work on project together, exchange 
ideas). ESD-4t 

n, o: Make-believe play partners seek to be at 
ease with each other, so that the imaginative 
aspect of their play flows. The more creative 
flow there is in make-believe play, the more 
satisfying it is. 
 
o: See n, o 
 
 
q: Children experience their ability to play with 
others despite differences when all the children 
find a satisfying role to play during make-
believe play 
 
 
r: Children seek out their friends for make-
believe play. This type of play requires an ease 
and comfort with play partners. Children want 
to play with the children who can go along with 
their imagination. 
 
s: Children must engage other children with 
effective communication to further the make-
believe play scenario. There is often a lot of 
negotiating about the roles each child with have 
in the scenario so that each play partner is 
satisfied. 
 
t: Costumes and materials often need to be 
shared during make-believe play providing the 
opportunity for children to work together 
cooperatively and share ideas.  

ESD-5: Demonstrate the social and 
behavioral skills needed to successfully 
participate in groups. 

e, k: Follow social rules, transitions, 
and routines that have been explained to them, 
with reminders and practice. ESD-5e, ESD-5k   

e, k: Self-directed play is part of a complete day 
in the early childhood classroom. There will be 
opportunities for children to practice transitions 
from play to other activities daily.  
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l: Often make requests clearly and effectively. 
ESD-5l  

m: Show awareness that their actions affect 
others (move carefully around classmate’s block 
structure). ESD-5m  

 

 

n: Wait for a short time to get what they want (a 
turn with a toy, a snack). ESD-5n  

o: Work to resolve conflicts effectively, with 
guidance and support. ESD-5o  

 

 

 

p: Notice and accept similarities and differences 
among all people, including people with 
disabilities and those from different cultures. 
ESD-5p  

 

q: Follow social rules, transitions, and routines 
that have been explained to them. ESD-5q  

 

 
 
m: Make-believe play is a participatory activity 
in which every player must have a satisfying 
role. If a child becomes too heavy handed in 
their ideas often the play scenario falls apart. 
Make-believe play relies strongly on the 
children’s ability to give and take. 
 
n: Costumes and materials have to be shared 
during make-believe play. There are times when 
children must wait for a tool or materials they 
desire before they can use them. 
 
o: Conflicts can arise during make-believe play. 
Children have different views on how the play 
world should evolve. The teacher may intervene 
indirectly through their presence or if a 
disagreement becomes heated the teacher may 
suggest: EX: “Perhaps the mother can drive the 
car to the store and the father can take a turn on 
the way back?” 
 
p, v: Make-believe play is an opportunity for 
children to try on and pretend what they have 
observed in their daily lives. Children may 
pretend to be part of a different culture or 
someone who has been injured. These pretend 
experiences allow children to notice and accept 
all different scenarios. 
 
q: Children become increasingly independent in 
routines and transitions with practice. 
Transitioning from play to other activities is part 
of the daily routine of an early childhood 
classroom implementing self-directed play. 
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r: Make requests clearly and effectively most of 
the time. ESD-5r  

 

 

s: Balance their own needs with those of others 
in the group. ESD-5s  

 

t: Anticipate consequences and plan ways to 
solve problems effectively, with guidance and 
support. ESD-5t  

 

u: Use a variety of strategies to solve problems 
and conflicts with increasing independence. 
ESD-5u  

v: Express respect and caring for all people, 
including people with disabilities 
and those from different cultures. ESD-5v 

 
 
r: Make-believe play is highly social play. The 
play world requires continuous dialogue 
between the players. Children practice clear 
communication, so the play remains in the most 
optimal flow state for satisfaction among all the 
players. 
 
s: Children engaging in make-believe play often 
want all the ideas to be their own. Make-believe. 
play provides the opportunity for children to 
balance their own desire for the play world they 
wish to create with those of their play partners. 
 
t: Children take the knowledge they have 
learned from previous make-believe scenarios 
into future play. Children become more socially 
savvy with practice. 
 
 
u: Social strategizing is needed during make-
believe play. Children must negotiate the plat 
scenario with all play partners so that each has a 
satisfying role to play. 
 
See: p, v 

ESD-6: Identify, manage, and express 
their feelings. 

l, o:  a range of emotions (happiness, sadness, 
fear, anger, disgust, tenderness, hostility, shame, 
guilt, satisfaction, and love) with their face, 
body, vocal sounds, and words. ESD-6l, ESD-6o  

 

l, o: Make-believe play can be socially 
frustrating. It provides the opportunity for 
children to manage their emotional regulation as 
they work to find a satisfying role to play in the 
co-created play world. 
 
m: Teachers can support children by providing 
language for the emotions the child is feeling 
during make-believe play.  EX: “Lucy, I know 
you love the golden cape. We all know it is your 
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m: Use a variety of words or signs to express 
and manage feelings more clearly. ESD-6m  

 

 

n: Describe reasons for their feelings (“I’m sad 
because Grandma’s leaving.” “That makes me 
mad when you do that!”). ESD-6n  

 

p: Independently manage and express feelings 
effectively most of the time. ESD-6p  

q: Use a larger vocabulary for talking about 
different feelings (“I’m frustrated with that 
puzzle!” “I’m excited about our trip.”). ESD-6q  

r: Give reasons for their feelings that may 
include thoughts and beliefs as well as outside 
events (“I’m happy because I wanted to win and 
I did.”). ESD-6r  

s: Use problem-solving strategies when feeling 
angry or frustrated. ESD-6s  

favorite. Noah is having a turn with it now. I can 
see you are disappointed, but you will have the 
next turn.” 
 
 
n: Children begin to recognize the feeling the 
teacher has given language to and they are able 
to independently give reasons for how they are 
feeling. Ex: “I’m disappointed I don’t have my 
favorite.” 
 
p: Children become increasingly able to manage 
their feelings when they have had social support 
from their teacher. 
 
q: EX: When Lucy is crying a peer asks, “Why 
are you sad Lucy?” Lucy can respond, “I am not 
sad. I am disappointed.” 
 
r. EX: “I am disappointed I don’t have my 
favorite cape.” 
 
 
s: After performing an action and repeatedly 
failing the child will begin to alter elements of 
the action to see if they get a different result. 
EX: “Noah, when you are finished with the gold 
cape, may I have it?” 

ESD-7: Recognize and respond to the 
needs and feelings of others.  
 

j: Try to comfort another child or an adult who 
is upset (bring a comfort object, pat the person 
on the back). ESD-7j  

 

 

j: During make-believe play peers often will 
offer emotional or physical comfort to a child 
who is not satisfied in the play world. They will 
modify the play scenario to accommodate the 
child who is unhappy.  At times, the opposite 
can be true. If the child who is upset has 
disrupted the play world multiple times because 
they are not satisfied, the other children will 
exclude that child if they have made 
accommodations to the make-believe world that 
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k: Communicate concern for others (share a toy 
with someone who doesn’t someone who 
doesn’t have one, ask, “Are you have one, ask, 
“Are you OK?”). ESD-7k  

l: Offer help to meet the needs of others (pick 
needs of others (pick up up item someone item 
someone dropped, help another child who is 
having trouble building a block tower). ESD-7l 

 

m: Show awareness that other people have 
different feelings (“I like raisins, but he 
doesn’t.” “I’m scared on that ride, but she 
isn’t.”). ESD-7m  

 

 

 

 

 

go unaccepted. In situations like these it is 
possible the teacher should offer a special task 
to the child that is unhappy, rather than forcing 
the children to accommodate the child. 
Sometimes a little break is all that is needed to 
reorient to the play. 
 
k: Materials must be shared during constriction 
play. It is a good opportunity for children to 
recognize a need and act upon that realization. 
EX: “Lucy, I had a long turn with the cape. Here 
you can have it now.” 
 
l: During make-believe play the children have 
co-created a world. To sustain that play world 
meeting the needs of others is a frequent 
necessity to keep the play world active. The 
world usually collapses if a social disagreement 
cannot be successfully navigated. 
 
m: Children engaging in make-believe play 
recognize their peers may have different ideas 
and opinions than they do. The co-created play 
world will be more successful the more aware 
the children are of their play partners’ feelings. 
A large part of a teacher’s role in supporting 
self-directed make-believe play is making these 
observations.  
EX: Teacher: “Lucy you have been the captain 
for a long time now. Maggie has been patient 
and now she would like a turn.”   
 
It is optimal if the teacher can make an 
observational statement and the child responds 
to the observation rather than the teacher 
demanding an action 
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n: Communicate understanding and empathy for 
others’ feelings. ESD-7n  

 

 

 

 

 

 

 

 

 

o: Show awareness that their behavior can affect 
the feelings of others (say, “I didn’t mean to 
scare you when I yelled.”). ESD-7o  

 
p: Choose to act in ways that show respect for 
others’ feelings and points of view most of the 
time with guidance and support (complement 
each other during play, work out conflicts, show 
respect for opinions expressed by others).  
ESD-7p  

 
n: Children during make-believe play show 
understanding and empathy both in the real 
world and in the play world. Children will check 
on their partner to see if they are okay and also 
transform the action into a purposeful activity 
within the play world.  
EX: A child may be playing at riding horses and 
slip and fall. The child’s play partner will check 
to see if the child is okay.  
Lucy: Maggie are you okay? 
 
Maggie: Yes, I am. 
 
Lucy: Let’s take you to the doctor to make sure 
your arm isn’t broken. 
 
The play partner’s fall opens another door in the 
play world. 
 
 
 
o: Children may unintentionally bump into 
another child while engaged in make-believe 
play. In that case the other child may be upset or 
offended. The child may voluntarily say: “I 
didn’t mean to bump into you, I’m sorry.”  That 
same situation may need the teacher’s support.  
 
p: Make-believe play is highly social play. 
Children usually wish to respect their play 
partners feelings and points of view so they can 
accomplish a common goal of a co-created 
make-believe world. 
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Make-believe Play 
  

STANDARDS FOR LANGUAGE AND COMMUNICATION DEVELOPMENT  
The child will be able to: Goal  

LDC-1: Understand communications from others.  
LDC-2: Participate in conversations with peers and adults in one-on-one, small, and larger group 

interactions.  
LDC-3: Ask and answer questions in order to seek help, get information, or clarify something that is not 

understood. 
LDC-4: Speak audibly and express thoughts, feelings, and ideas clearly.  
LDC-5: Describe familiar people, places, things, and events.  
LDC-6: Use most grammatical constructions of their home language well. 
LDC-7: Respond to and use a growing vocabulary.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
LDC-1: Understand communications from 
others.  
 

k, n: Show understanding of increasingly 
complex sentences. LDC-1k, LDC-1n 

 

 

l: With prompting and support, respond to 
requests for information or action. LDC-1l  

 

m: Follow simple multistep directions with 
visual cues if needed. LDC-1m  

k, n: Make-believe play requires complex 
communication about the co-created play world. 
Children use complex language to describe the 
imaginary world and the actions they are 
performing with in the play world 

l: During make-believe play children with 
support from teachers or more skillful peers to 
respond to requests for information or action. 
This can be in the context of a real-world action 
or a play world action. 
 
m: Children often demonstrate actions to each 
other during make-believe play to illustrate 
aspects of the play world. EX: “ We are going to 
bow to the queen, like this.” 
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o: Respond to requests for information or action. 
LDC-1o  

 

p: Follow more detailed multistep directions. 
LDC-1p  

 

o: Responding to requests for information or 
action is an essential part of make-believe play, 
which children respond to with increasing speed 
and independence. 
 
p: Children offer complex multi-step directions 
within the context of the play world. EX: “Let’s 
pretend we are going to the store. First, we need 
to get the babies in their car seats. You can 
drive; I’ll sit with the babies.” 

LDC-2: Participate in conversations with 
peers and adults in one-on-one, small, and 
larger group interactions.  

i: Demonstrate an understanding that people 
communicate in many ways (gestures, facial 
expressions, multiple spoken languages, sign 
language, augmentative communication).  
LDC-2i  
 
 
j: Initiate and carry-on conversations and ask 
questions about things that interest them.  
LDC-2j  

 
k: With prompting and support, make comments 
and ask questions related to the topic of 
discussion. LDC-2k 
 
l: Express an understanding that people 
communicate in many ways (gestures, facial 
expressions, multiple spoken languages, sign 
language, and augmentative communication). 
LDC-2l  
 
m: Initiate and carry-on conversations that 
involve multiple back and forth communications 
or turns between the persons involved in the 
conversation. LDC-2m  
 

i, j: Verbal and non-verbal communications are 
utilized by the children during make-believe 
play. Because a gesture usually accompanies the 
words the children are using. Make-believe play 
is a wonderful way for children to learn a 
language that is different from the one spoken at 
home. 
 
j, k, m: Make-believe play involves extensive 
discussion about details of the play world. 
Children make comments, ask questions, and 
carry-on conversations related to the play world 
they are co-creating with their play partners. 
 
 
l: See i, j 
 
 
 
 
 
m: See j, k, m 
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n: Initiate and participate in conversations 
related to interests of their own or the persons 
they are communicating with. LDC-2n  
 
 
 
 
 
o: Participate in a group discussion, making 
comments and asking questions related to the 
topic. LDC-2o  
 
p: Appreciate and use humor. LDC-2p  

n: During make-believe play the play world the 
play partners are creating is at the center of the 
conversational exchanges between the children. 
They seek to share the aspects of the play world 
that interest them the most while assimilating 
their play partner’s interests with their own to 
make a cohesive play world. 
 
o: Group discussion is common during make-
believe play as children negotiate details of their 
co-created world. 
 
p: Humorous scenarios are often a part of make-
believe play. 

LDC-3: Ask and answer questions in 
order to seek help, get information, or 
clarify something that is not understood.  
 

d: Answer longer questions using more detail. 
LDC-3d  

e: Use sentences or questions to ask for things 
(people, actions, objects, pets) or gain 
information. LDC-3e  

 

f: Answer more complex questions with more 
explanation (“I didn’t like camping out 
because it rained.” “Emily is my friend 
because she’s nice to me.”). LDC-3f  

 

g: Ask specific questions to learn more about 
their world, understand tasks, and solve 
problems. LDC-3g  

d: Make-believe play involves discussion of 
details with play partners over the course of the 
make-believe scenario.  
 
e: Verbal communication is frequently used 
during make-believe play. There are often will 
be discussions on how to approach a project or 
solve a problem that has been encountered in the 
play scenario. 
 
f: Complex explanations, not always realistic 
ones, are a part of make-believe play. Play 
partners often offer detailed explanations about 
why something is happening in play world. The 
play partners’ ability to except these 
explanations as part of the flow of the play 
world increases satisfaction in play. 
 
g: Questions to peers and teachers is common 
during make-believe play.  
EX: Child “Do you really have three dogs at 
your house?” 
Peer: “No, it’s just pretend.” 
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LDC-4: Speak audibly and express 
thoughts, feelings, and ideas clearly. 

h: Communicate messages with expression, 
tone, and inflection appropriate to the situation. 
LDC-4h  

i: Speak clearly enough to be understood by 
familiar adults and children. LDC-4i  

j: Use language and nonverbal cues to 
communicate thoughts, beliefs, feelings, and 
intentions. LDC-4j  

k: Adapt their communication to meet social 
expectations (speak quietly in library, speak 
politely to older relative). LDC-4k  

l: Speak clearly enough to be understood by 
most people. LDC-4l  

h: Children learn to communicate their 
excitement, care, satisfaction, and 
disappointment during make-believe play. 
 
i, l: Because children are working together 
sharing ideas and discussing actions, children 
practice speaking with clarity during make-
believe play. 
 
j: Make-believe play is dynamic and active. 
Children are provided the opportunity to 
communicate clearly. 
 
k: Children are often excited when engaging in 
construction play. They learn to modulate the 
volume of their voice. EX: Teacher: “Aiden, 
you don’t have to shout. Noah is standing right 
next to you.” 
 
l: See i, l 

LDC-5: Describe familiar people, places, 
things, and events.  

d: Talk to themselves and others about what 
they are “working on,” what they are doing, 
routines, and events of the day. LDC-5d  

e: Describe experiences and create or retell 
short narratives. LDC-5e  

f: Describe experiences and create and/or 
retell longer narratives. LDC-5f  

d: It is common to observe children speaking to 
themselves or a play partner about the activity 
that is unfolding. Ex: “We are a family. We 
need to go to the store for milk.” 
 
e, f: The entirety of make-believe play is a 
narrative story. 

LDC-6: Use most grammatical 
constructions of their home language well. 
 

g: Communicate in longer sentences and use 
more conventional grammar in their home 
language (plurals, tenses, prepositions). LDC-6g  

h: Make grammatical errors that follow 
language rules (say, “mouses” instead of 
“mice”). LDC-6h  

g-i: Children have ample opportunity to 
communicate in longer sentences that practice 
conventional grammar during make-believe play 
as it is highly social. Making grammatical errors 
that follow language rules are part of this 
practice. The use of full sentences that are 
grammatically correct most of the time are a 
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i: Speak in full sentences that are grammatically 
correct most of the time. LDC-6i  

result of this practice during elaborative make-
believe play. 
 
 
i: Children receive ample practice due to the 
highly narrative nature of make-believe play. 
 

LDC-7: Respond to and use a growing 
vocabulary. 

k, o: Repeat familiar songs, chants, or rhymes. 
LDC-7k, LDC-7o 

l: Use more than one word for the same object 
and use words for parts of objects (e.g., dog, 
beagle, Rover; arm, leg). LDC-7l  

m: Make up names for things using words they 
know (e.g., dog doctor for veterinarian). LDC-
7m  

 

n: Use many kinds of cues in the environment to 
figure out what words mean. LDC-7n  

p: Use a growing vocabulary that includes many 
different kinds of words to express ideas clearly. 
LDC-7p  

Infer the meaning of different kinds of new 
words from the context in which they are used 
(for example, hear “sandals” and “boots” used 
to describe two pairs of shoes, and infer that the 
unfamiliar shoes must be sandals because they 
know that the other pair of shoes are boots). 
LDC-7q  

k: Children often will make up or transform a 
song to sing while building during make-believe 
play 
 
l: Make-believe play is social. When children or 
teachers use different words for objects the 
children learn new vocabulary.  
 
m: Children will take open-ended toys and 
transform it into something needed for play. If 
the children are making a doctor’s office, they 
may call the examining table “the doctor table.” 
 
n: If the teacher suggests that the children use 
“heavy pillows,” and open-ended toy that can be 
used for construction play. Children may scan 
the environment the object.  
 
p: Make-believe play offers children ample 
opportunity to learn new vocabulary by offering 
exposure to tools, open-ended toys, and playing 
with found objects in the natural environment.  
 
q: Materials for make-believe play are open-
ended. There are opportunities to infer multiple 
meaning for an object.  
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Make-believe Play 

  
STANDARDS FOR APPROACHES TO PLAY AND LEARNING 
The child will be able to: 

APL-1: Show curiosity and express interest in the world around them.  
APL-2: Actively seek to understand the world around them.  
APL-3: Engage in increasingly complex play. 
APL-4: Demonstrate creativity, imagination, and inventiveness.  
APL-5: Be willing to try new and challenging experiences.  
APL-6: Use a variety of strategies to solve problems.  
APL-7: Demonstrate initiative. 
APL-8: Maintain attentiveness and focus.  
APL-9: Persist at challenging activities. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
APL-1: Show curiosity and express 
interest in the world around them. 

k, n: Communicate interest to others through 
verbal and nonverbal means (take teacher to the 
science center to see a new animal).  
APL-1k, APL-1n  
 
l, o: Show interest in a growing range of topics, 
ideas, and tasks. APL-1l, APL-1o  

p: Demonstrate interest in mastering new skills 
(e.g., writing name, riding a bike, dance moves, 
building skills). APL-1p  

k, n: Children who engage in make-believe play 
together develop highly nuanced ways of 
communicating through gesture as well as 
verbally. 
 
l, o: Make-believe play allows children to show 
interest in anything they can imagine. 
 
p: Make-believe play requires large and small 
motor actions that can be performed with 
increased complexity and skill. Social skills are 
also required to be demonstrated with increasing 
mastery during make-believe play. 

APL-2: Actively seek to understand the 
world around them.  

i: Ask questions about the people and things 
around them. APL-2i  

 

 i: Make-believe play is a blending of the child’s 
daily lived experience with their imagined play 
world. Children will ask questions about both 
the play world and the real world.  
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j: Use all available senses, tools, and a variety of 
strategies to explore the environment (drop 
objects in water to see if they sink or float). 
APL-2j  

 

n: Use what they know from experience to 
understand what is happening now (get an 
umbrella to go outside because it is raining). 
APL-2n  

EX: Child “Did you really stay up all night for a 
party.”   
Peer: “No my parents did, but I had to go to 
bed.” 
 
In this instance the children were playing stating 
up all night for a party. One child wanted to 
know if his play partner really had that 
experience or if it was wholly imagined. 
 
 
j: Make-believe play and sensory play often 
overlap. Children will play with all manner of 
materials and tools in imaginary scenarios while 
as the same time manipulating their 
environment to see what happens. 
 
 
n: Children bring past knowledge into every 
new imagined scenario, both social knowledge 
and physical skills they have acquired. 
 

APL-3: Engage in increasingly complex 
play. 

m: Engage in dramatic play themes that include 
interacting with other children, but often are not 
coordinated. APL-3m  

n: Talk to peers and share materials during play. 
APL-3n  

o: Engage in make-believe play with imaginary 
objects. APL-3o  

p: Use language to begin and carry-on play with 
others. APL-3p  

m: This is the central activity in make-believe 
play. 
 
n: Experimentation with imagined scenarios and 
the material needed to create them. Is an 
essential activity during make-believe play 
 
o: Open ended toys should be provided so that 
children can use them in varied and novel ways 
during make-believe play. 
 
p: Make-believe play uses a narrative form. 
Children will narrate the activity of the co-
created play world. 
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q: Express knowledge of their everyday lives 
and culture through play 
(uses chopsticks to eat, pretends to fix hair the 
way his/her family styles hair). APL-3q  

r: Develop and sustain more complex pretend 
play themes in cooperation with peers. APL-3r  

s: Use more complex and varied language to 
share ideas and influence others during play. 
APL-3s  

 

t: Choose to use new knowledge and skills 
during play (add features to dramatic play scene 
related to class project, write 
list, build structure like displayed picture).  
APL-3t  
 
u: Demonstrate their cultural values and “rules” 
through play (tells another child, “That’s not 
what mommies do.”). APL-3u  

 
q: During make-believe play children take 
elements of their everyday experience and 
transform them into make-believe scenarios. 
 
 
r: Children who are provided daily opportunities 
to engage in make-believe play will sustain 
complex pretend scenarios with peers for longer 
durations of time. 
 
s: Make-believe play and construction play 
often intersect. Children share complex ideas for 
building projects that are also make-believe play 
scenarios. 
 
 
t: Make-believe play becomes increasingly 
complex as children gain experience with the 
equipment and materials provided.  
 
 
u: Children express family values during make-
believe play. It is a good time for children to 
share diverse points of view from their 
experience and family cultures. It is a good 
opportunity for children to learn that people do 
things differently and that variety of opinions 
and social practices are a normal part of life. 

APL-4: Demonstrate creativity, 
imagination, and inventiveness.  
 

h: Offer new ideas about how to do or make 
things. APL-4h  

 

 

h:  Open ended equipment provides children 
with ample opportunities to manipulate and 
experiment during make-belive play. Children 
enthusiastically offer ideas about what and how 
to build something with their peers and teachers. 
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i: Add new actions, props, or dress-up items to 
pretend play. APL-4i  

 

 

 

j: Use materials (e.g., art materials, instruments, 
construction, writing implements) or actions to 
represent experiences or ideas in novel ways. 
APL-4j  

k, o: Experiment with language, musical sounds, 
and movement. APL-4k  

l: Plan play scenarios (dramatic play, 
construction), and use or create a variety of 
props or tools to enact them. APL-4l  

 

m: Expand the variety of roles taken during 
dramatic play and add more actions, language, 
or props to enact roles. APL-4m  

 

n: Use materials or actions in increasingly 
varied and resourceful ways to represent 
experiences or ideas. APL-4n  

o: Make up stories, songs, or dances for fun 
during play. APL-4o  

i: Providing a variety of open-ended costumes 
for the children to use during dress-up is 
essential. More realistic elements of costumes 
can be made available. However open-ended 
costume pieces such as cloths that can become a 
cape, hat or bag, and knitted bands of varying 
lengths are good additions to the classroom. 
These open-ended costume pieces spark the 
children’s imagination for use in novel ways. 
 
j: Open ended toys provide children with the 
opportunity to transform materials in unique 
ways for their play activities. 
 
k, o: Songs, musical instruments, language and 
dance are all elements of playing-with-the-arts 
that overlap with make-believe play. 
 
l: Planning imaginative scenarios are central to 
make-believe play. Children may build a house, 
so that they can play family or a ship to play 
pirates. 
 
m: Children often enjoy playing the same role 
again and again during make-believe play. It is a 
sign of growth and maturity when the child is 
willing to take on new roles in the co-created 
play world. 
 
 
n: Children transform open-ended materials in 
novel and resourceful ways during make-believe 
play. 
 
 
o: See k,o 
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APL-5: Be willing to try new and 
challenging experiences.  
 

l: Choose to participate in an increasing variety 
of familiar and new experiences. APL-5l  

 

l: Children will often engage in the same make-
believe play scenario day after day until they 
have integrated the experience that thy are 
playing.  
  

APL-6: Use a variety of strategies to solve 
problems.  
 

k, n: Seek and make use of ideas and help from 
adults and peers to solve problems (“How can I 
make this paint get off my pants?”). APL-6k, 
APL-6n 

k, n: As a child gains knowledge about 
manipulating objects in space to achieve a 
desired result, there will be limits to that 
knowledge and the child will seek out a trusted 
peer or adult to help guide their activity. 
 

APL-7: Demonstrate initiative. 
 

j: Show increasing independence and purpose 
when making choices (“I’m going to the block 
area to make a track for my race car.”).  
APL-7h, APL-7j  
 
i: Express goals or plans and follow through on 
them (“I’m going to draw my house.”). APL-7i  
 
 
k: Independently identify and seek things they 
need to complete activities or tasks (gather 
supplies and make a birthday card with a 
message). APL-7k  
 
l: Set simple goals that extend over time, make 
plans and follow through (“Let’s make a rocket 
ship. We need blocks.”). APL-7l  

 j: As children become more confident in 
manipulating materials, they will demonstrate 
increasing independence in making choices 
during construction play. 
 
i: Make-believe play begins as an imagined 
scenario that the child or children want to 
realize. EX: “We are going to build a house to 
play family.” 
 
k, l: Children will establish a play scenario and 
then independently identify the materials they 
need to complete their imagined world. 
 
l: See k, l 

APL-8: Maintain attentiveness and focus. i: Remain engaged in more complex activities 
that they have chosen. APL-8i  
 
 
 
 
j: Maintain focus and return to an activity after a 
break. APL-8j  
 

i, l: Children make up complex scenarios during 
make-believe play. They will remain engaged in 
the activity to the degree that all the players find 
a satisfying role to play within the imagined 
scenario. 
 
j: Children will often engage in make-believe 
play, take a break from the make-believe 
scenario to perform another task and then 



APPENDIX A TWELVE TYPES OF PLAY STANDARDS FRAMEWORK 
MAKE-BELIEVE PLAY STANDARDS FOR APPROACHES TO PLAY AND LEARNING 

198 

 
 
 
l: Consistently remain engaged in self-directed 
activities. APL-8l  

reincorporate themselves in to the imagined 
scenario again.  
 
 
l: See i, l 

APL-9: Persist at challenging activities. 
 

e, h: Seek help from others to complete a 
challenging activity (ask a teacher 
for help putting a puzzle away on a high shelf; 
ask a friend for help in naming an unfamiliar 
animal in a picture).  
APL-9e, APL-9h  
 
f, i: When something does not work, try 
different ways to complete the task (when a 
block tower falls, try putting the blocks together 
in a different way to build the tower again). 
APL-9i  

e, h: If a participatory culture has been 
established in the classroom, children will 
naturally ask for assistance during make-believe 
play as needed.  
 
 
f, i: Make-believe play provides children with 
ample opportunities for experimentation and 
manipulation of open-ended toys and materials 
during imagined scenarios.  
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Make-believe Play 
  

STANDARDS FOR COGNITIVE DEVELOPMENT 
The child will be able to: 

CD-1: Use their senses to construct knowledge about the world around them.  
CD-2: Recall information and use it for new situations and problems.  
CD-3: Demonstrate the ability to think about their own thinking: reasoning, taking perspectives, and making 

decisions.  
CD-4: Children demonstrate appreciation for different forms of artistic expression.  
CD-5: Demonstrate self-expression and creativity in a variety of forms and contexts, including play, visual 

arts, music, drama, and dance.  
CD-6: Demonstrate knowledge of relationships and roles within their own families, homes, classrooms, and 

communities.  
CD-7: Recognize that they are members of different groups (e.g. family, preschool class, cultural group).  
CD-8: Identify and demonstrate acceptance of similarities and differences between themselves and others.  
CD-9: Explore concepts connected with their daily experiences in their community.  
CD-10: Show understanding of numbers and quantities during play and other activities.  
CD-11: Compare, sort, group, organize, and measure objects and create patterns in their everyday 

environment.  
CD-12: Identify and use common shapes and concepts about position during play and other activities.  
CD-13: Use mathematical thinking to solve problems in their everyday environment.  
CD -15: Explore the natural world by observing, manipulating objects, asking questions, making predictions, 

and developing generalizations.  
GOALS BENCHMARKS SAMPLE ACTIVITY 

CD-1: Use their senses to construct 
knowledge about the world around them.  

h, k: Explore objects, tools, and materials 
systematically to learn about their properties 
(weigh an object, observe something from the 
top of the object to the bottom). CD-1h, CD-1k  

h, k: As children work with different open-
ended materials during make-believe play, it is 
natural that they observe the material and learn 
about its properties through use. 
 
 
 



APPENDIX A TWELVE TYPES OF PLAY STANDARDS FRAMEWORK 
MAKE-BELIEVE PLAY STANDARDS FOR COGNITIVE DEVELOPMENT 

200 

i, l: Express knowledge gathered through their 
senses using play, art, language, and other forms 
of representation. CD-1i, CD-1l 

 

 

j: Group familiar objects that go together (shoe 
and sock, brush and paint, hammer, and nail). 
CD-1j  

 

m: Distinguish appearance from reality (the 
person behind a mask is still the same person; 
recognize that a fantasy story could not be real). 
CD-1m  

 

 

n: Organize and use information through 
matching, grouping, and sequencing. CD-1n  

i, l: Children intermix playing with the arts and 
make-believe play. They may make up a pretend 
language that only those in the play world 
know. They make drawings or other 
representational forms to make meaning within 
the play world. 
 
 
j: Grouping objects that are needed for a make-
believe scenario is a common activity during 
make-believe play. Children sort and organize 
the materials they need to carry out their actions 
in the play world. 
 
m: Make-believe play gives children the 
experience of both pulling from their everyday 
experiences as scenarios for make believe play 
while acknowledging that the scenario is all just 
for pretend. It isn’t real.  EX: Children will 
often say “Let’s pretend,” or “We are 
pretending, it isn’t real, but it is real in the 
game.” 
 
n: Children organize materials during make- 
believe play. EX: “Children may set a table for a 
make-believe meal. They will sort the plates, 
cups and utensils needed for the number of play 
partners. 

CD-2: Recall information and use it for 
new situations and problems. 
 

o: Recognize whether a picture or object is the 
same as or different from something they have 
seen before. CD-2o  

p: Apply what they know about everyday 
experiences to new situations (look for the 
seatbelt on the bus). CD-2p  

o: Children recognize their favorite costume 
pieces or the open-ended toy that they like best. 
A child will often seek a familiar object they 
favor in when engaging in make-believe play. 
 
p, u: Children call on everyday knowledge while 
engaging in make-believe play. EX: “Here are 
some ropes we can use to make the seatbelts in 
our car.” 
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q: Describe or act out a memory of a situation or 
action, with adult support. CD-2q  

 

 

 

r: Make predictions about what will happen 
using what they know. CD-2r  

 

 

 

s: Introduce ideas or actions in play based on 
previous knowledge or experience. CD-2s  

t: Ask questions about why things happen and 
try to understand cause and effect. CD-2t  

u: Demonstrate their ability to apply what they 
know about everyday experiences to new 
situations. CD-2u  

v: Describe past events in an organized way, 
including details or personal reactions. CD-2v  

w: Improve their ability to make predictions and 
explain why things happen using what they 
know. CD-2w  

q: Children often wish to recreate a make-
believe scenario on a following day or for 
several weeks. EX: “Let’s play garbage 
collectors again!” The children will build their 
same truck and perform the same actions of 
collecting garbage, usually while embellishing 
aspects of their play. 
 
 
r, s, t: Children engaging in make-believe 
scenarios call on their past experience either of a 
construction they have made or a social 
experience they have had the next time they 
engage in the imagination. This allows children 
to make predictions and understand why things 
happen, either with the toys they are 
manipulating or with a social experience. 
 
s: See r, s, t 
 
 
 
 
t: See r, t 
 
 
u: See p, u 
 
 
v: Children will often recall a play scenario 
from the past and describe it before undertaking 
its recreation. 
 
w: Through experimentation and manipulation 
of objects children improve their ability to 
explain why things happen and to make 
predictions of the results of their actions when 
engaging in imaginative play 
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x: Introduce more elaborate or detailed ideas or 
actions into play based on previous knowledge 
or experience. CD-2x  

 

y: Try to reach logical conclusions (including 
conclusions regarding cause and effect) about 
familiar situations and materials, based on 
information gathered with their senses. CD-2y  

x: Make-believe play becomes increasingly 
complex as children gain mastery over 
manipulating objects in space and in navigating 
social situations. 
 
 
y: Make-believe play provides children with the 
opportunity to make logical conclusions about 
what has happened. Ex: Child realized: “We 
need to build a bigger house; Leo wants to play 
too .” 

CD-3: Demonstrate the ability to think 
about their own thinking: reasoning, 
taking perspectives, and making 
decisions.  
 

f, i: Use language to identify pretend or fantasy 
situations (say, “Let’s pretend we’re going on a 
trip.” “That’s a pretend story.”). CD-3f CD-3i  

g: Use words like “think” and “know” to talk 
about thoughts and beliefs. CD-3g  

 
h: Recognize that beliefs and desires can 
determine what people do (e.g., a person will 
look for a missing object based on where they 
think it is rather than where it actually is).  
CD-3h  
 
j: Express understanding that others may have 
different thoughts, beliefs, or feelings than their 
own (“I like ketchup and you don’t.”). CD-3j  

k: Use language to describe their thinking 
processes with adult support. CD-3k  

f, i: Make-believe play always begins with a 
child inviting a play partner to pretend with 
them. 
 
g: Make-believe play provides children with the 
opportunity to share knowledge or beliefs they 
have about the cocreated play world. EX: “I 
think we should go on a picnic.” 
 
h: Make-believe play provides opportunities for 
children to learn about the beliefs and desires of 
others. EX: “Emma thinks that we don’t want 
her to play with us, but that isn’t true.” 
 
j: Make-believe play regularly provides children 
the opportunity to understand differences in 
themselves and others. EX: “I like the pink cape 
better; you like the blue one.” 
 
k: Children can often describe with clarity their 
make-believe scenarios. Sometimes children 
will need the support of an adult to explain 
complicated ideas to a peer. EX: “Aiden, Cole 
likes the pirate ship you have built, he wants to 
take tie this little crate to the ship so there is a 
smaller boat too.” 
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CD-4: Demonstrate self-expression and 
creativity in a variety of forms and 
contexts, including play, visual arts, 
music, drama, and dance.  

h, j: Participate in, describe, and ask questions 
about art, music, dance, drama, or other 
aesthetic experiences (describe dancers spinning 
round and round; talk about colors in a 
painting).  
CD-4h, CD-4j  
 
k: Use art-specific vocabulary to express ideas 
and thoughts about artistic creations more 
clearly (say, “We need a stage for our puppet 
show.”). CD-4k  

h, j: Children bring in their experiences of the 
arts from their everyday life into their imagined 
scenarios. EX: “Let’s play the Nutcracker, I am 
a ballerina.” 
 
 
 
k: If children are exposed to art-specific 
vocabulary they will naturally use this 
vocabulary in their make-believe scenarios. 
Teachers can offer story through puppet shows 
or allow the children to dress up and act out 
stories they have been read or told. This exposes 
children to art-specific vocabulary. 

CD-5: Demonstrate self-expression and 
creativity in a variety of forms and 
contexts, including play, visual arts, 
music, drama, and dance.  
 

m, r: Choose to participate and express 
themselves through a variety of creative 
experiences, such as art, music, movement, 
dance, and dramatic play. CD-5m, CD-5r  

n: Show creativity and imagination when using 
materials and assuming roles during pretend 
play. CD-5n  

o: Explore the properties of art materials and use 
them with purpose to draw, paint, sculpt, and 
create in other ways. CD-5o  

p: Show awareness of different musical 
instruments, rhythms, and tonal patterns as they 
make music or participate in music activities. 
CD-5p  

q: Show awareness of various patterns of beat, 
rhythm, and movement through music and 
dance activities. CD-5q  

m, r: During make-believe play children will 
weave dance, song, and musical instruments 
into their play. 
 
 
n: Open ended toys allow for children to use 
their imagination in transforming the toys to a 
new purpose for their imagined scenario. 
 
o: Children will often request access to craft 
materials or artistic supplies to make objects 
they wish to use as part of make-believe play. 
 
 
p, q, u: Children will imitate songs, and use 
musical instruments as part of make-believe 
scenarios. 
 
 
q: See p, q, u 
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s: Plan and act out scenes based on books, 
stories, everyday life, and imagination. CD-5s  

u: Recall and imitate different musical tones, 
rhythms, rhymes, and songs as they make music 
or participate in musical activities (clap previous 
beat to a new song). CD-5u  

s: Make-believe play draws on senses based on 
books, stories, everyday life experiences and the 
children’s imagination. 
 
u: See, p, q, u 

CD-6: Demonstrate knowledge of 
relationships and roles within their own 
families, homes, classrooms, and 
communities. 

h: Talk about close family members, name their 
relationships to each other, and describe family 
routines (“Marika is my sister.” “My grandma 
takes care of me at night.”). CD-6h  

i: Adopt roles of family and community 
members during play, given support and 
realistic props. CD-6i  

 

j: Recognize and identify the roles of some 
community helpers (police, fire fighters, 
garbage collectors). CD-6j  

k: Talk about a wide circle of family members 
and other people important to the family, their 
relationships to each other, and shared 
experiences. CD-6k  

l: Adopt roles of a wide variety of family and 
community members during dramatic play, 
using props, language, and actions to add detail 
to their play. CD-6l  

m: Recognize and identify the roles of a wide 
variety of community helpers (police, fire 
fighters, garbage collectors, doctors, dentists). 
CD-6m  

h:, k: Make-believe play commonly draws on 
the child’s experience of family. Children will 
name family members and their relationship to 
each other during make-believe play. 
 
i: Adopting family or community members 
through role-play is a common theme during 
make-believe play. Children will choose to play 
mother or father, doctors, firefighters, and other 
roles from their everyday experience. 
 
j: Children identify and demonstrate their 
understanding of community members through 
role-play. 
 
 
k: See h, k 
 
 
 
l, m: Children love to put on costumes that 
represent different family. members and roles in 
the community. Children will use open ended 
materials and toys as props in their imagined 
scenarios. 
 
m: See l, m 
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CD-7: Recognize that they are members 
of different groups (e.g. family, preschool 
class, cultural group).  

d: identify self as a part of a specific family, 
preschool class, or other familiar group (e.g., 
point to picture and say, “That’s my family,” or 
“I’m in Ms. Emily’s class.”).  
CD-7d  
 
e: Identify and express self as a part of several 
groups (e.g., family, preschool class, faith 
community). CD-7e  

d: Children will make-believe they are the 
teacher of the class and the other children 
playing recognize they are all members of the 
same group with one child pretending to be the 
teacher.  
 
e: Children demonstrate that they belong to 
different groups during make-believe play. 
Children take on different roles from their 
everyday experience. 

CD-8: Identify and demonstrate 
acceptance of similarities and differences 
between themselves and others.  
 

d, f: Show acceptance of people who are 
different from themselves as well as people who 
are similar. CD-8d, CD-8f  

e: Given support and guidance, explore different 
cultural practices during play and planned 
activities. CD-8e  

g: Talk about how other children have different 
family members and family structures than their 
own (“I live with my Grandma and Shanika 
lives with her Mom and Dad.” “David’s dad 
works but my Daddy stays home and takes care 
of me.”). CD-8g  

h: Show acceptance of different cultures through 
exploration of varying customs and traditions, 
past and present (how people dress, how people 
speak, food, music, art, etc.). CD-8h  

d, f: Children try on personalities, familial, and 
gender roles that are different from their own. 
Through role-plat children experience what it is 
like to be different than their usual personality. 
 
e: Children from different faiths and cultures 
may weave these customs into play. Playing 
Christmas or Chanukah are examples. 
 
g, h: Make-believe play allows children to 
explore other cultures and customs through role-
play. 
 
 
 
h: see g, h 

CD-9: Explore concepts connected with 
their daily experiences in their 
community.  
 

b, f: Describe characteristics of the places where 
they live and play (say, “My house is big and 
there are trees in my yard.” “The playground 
has swings and a sandbox.”). CD-9b, CD-9f  

c: Notice changes that happen over time 
(seasons, self or others growing bigger). CD-9c  

b, f: Through the narrative of make-believe play 
children will offer their everyday experience as 
a comment on the imagined scenario. EX: 
“Let’s build a big house. I live in a big house 
with a sandbox. My grandma lives in a smaller 
house.” 
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d: Notice and talk about weather conditions. 
CD-9d  

e: With prompting and support, participate as a 
member of a democratic classroom community 
(vote for name of class pet, wait turn to paint 
when easels are full).  
CD-9e  
 
 
g: Observe and talk about changes in themselves 
and their families over time. CD-9g  
 
 
 
 
 
 
h: Observe and talk about how people adapt to 
seasons and weather conditions (put out salt in 
icy weather, wear rain gear). CD-9h  
 
i: Show awareness of the basic needs all 
families have (food, shelter, clothing) and how 
needs are met (work, help each other). CD-9i  
 
j: Demonstrate positive social behaviors and 
take personal responsibility as a member of a 
group (share, take turns, follow rules, take 
responsibility for classroom jobs).  
CD-9j  

c: Children will notice how costumes that were 
too big at the beginning of the year now for 
them or have gotten too small. EX: “This play 
skirt doesn’t fit anymore. I have gotten bigger.” 
 
d: Children will often bring current weather 
conditions into their play scenarios. EX: “Let’s 
build a strong house. It is storming outside, and 
we need to stay dry.” 
 
e: Play partners engaging in make-believe play 
often take a democratic approach. This id often 
seen with five-year-old’s who like to take polls. 
EX: “Raise your hand if you want to keep 
playing.” This behavior is also observable in 
preschool children. 
 
g: Because role-playing family members is a 
prominent theme in make-believe play children 
often make observations about their family. EX: 
‘My mommy has a cold. We can play doctor. 
Do you have a cold? Let me take your 
temperature.” 
 
 
h: Weather and seasons often come into make-
believe scenarios. EX: “It is snowing. We are 
making afire to keep warm. 
 
 
i: Themes of cooking and grocery shopping are 
often a play theme in make-believe play. 
 
j: Make-believe play is highly social. Children 
must take personal responsibly for their make-
believe role in the imagined scenario and their 
role as a play partner. 
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CD-10: Show understanding of numbers 
and quantities during play and other 
activities.  
 

m: Show they understand that adding objects to 
a group will make a bigger group and taking 
away objects will make a smaller group. CD-
10m  

s: Show they understand that putting two groups 
of objects together will make a bigger group and 
that a group of objects can be taken apart into 
smaller groups. C-10s  

t: Write numerals or number-like forms during 
play and daily activities. CD-10t  
 
v: Recognize some numerals and attempt to 
write them during play and daily activities.  
CD-10v  
 
w: Show understanding of first, next, and last 
during play and daily activities (answer 
questions about who is first and last to slide 
down the slide; say, “The engine is first, and the 
caboose is last” when making a train). CD-10w  

m, s: Children add and subtract objects as they 
gather and share materials they need during 
play. EX: “I need more play clips I only have 
one.” “Here now I have too many, you can take 
some.” 
 
s: See m, s 
 
 
 
t, v: Children often request paper and crayons to 
write during make-believe play. They will make 
maps, menus, and lists. 
 
v: See t, v 
 
 
w: Children will play games that require 
sequencing or taking turns during make-believe 
play. They may assign seats on a pretend train, 
or they may make a swimming pool and each 
person has to take their turn to jump into the 
pool. 

CD-11: Compare, sort, group, organize, 
and measure objects and create patterns in 
their everyday environment.  
 

f, l: Use descriptive language for size, length, or 
weight (short, tall, long, heavy, big). CD-11f, 
CD-11l 

h: Compare the size or weight of two objects 
and identify which one is longer/ taller/heavier 
than the other (“That rock is heavier than this 
one; I can’t lift it.” “A snake is longer than a 
worm.”). CD-11h  

i: Identify familiar objects as the same or 
different. CD-11i  

f, l: Clear communication is an important part of 
make-believe play children will use descriptive 
language as part of the play narrative. 
 
h: Children will decide the materials that are 
more suitable for their play scenario. Weight, 
size, and length can be a consideration. EX: 
“My dress is too long will you tie it higher 
please.” “This baby is too heavy; I can’t carry it 
anymore.” “We need the longer rope to make 
Christmas lights for our house. 
 
i: Children identify favored toys and objects for 
play. 
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j: Sort familiar objects into categories with 
increasing accuracy (tools 
for woodworking and utensils for cooking; 
rectangle blocks on one shelf and square blocks 
on another shelf). CD-11j  

p: Sort a group of objects (0-10) using one 
attribute (color, size, shape, quantity) with 
increasing accuracy (sort blocks by shape and 
place like-shaped blocks on the shelf; sort beads 
by color). CD-11p  

j: Children must sort and organize toys as a part 
of daily cleaning after play. 
 
 
 
 
p: Objects are often grouped and stored by 
attribute. Children learn to sort and group as a 
part of daily cleaning after play. 

CD-12: Identify and use common shapes 
and concepts about position during play 
and other activities.  
 

h: Show they understand positions in space by 
using position words during play and by 
following directions from an adult (say, “Stand 
behind the chair.” “Put the ball in the box.”). 
CD-12h  

i: Use 2- and 3-dimensional shapes to create 
pictures, designs, or structures. CD-12i  

 

 

j: Find shapes in the environment and describe 
them in their own words. CD-12j  

k: Consistently use a variety of words for 
positions in space and follow directions using 
these words. CD-12k  

l: Use 2- and 3-dimensional shapes to represent 
real- world objects (say, “We are building a 
castle and we need a round block for the 
tunnel.” “I glued a circle and a square on my 
picture to make a house.”). CD-12l  

h: Children give and receive commands as part 
of make-believe play. Children will often give 
directions that require a peer to understand 
special directions. “Here is your ticket, you have 
to sit behind Dylan.” “I’m making soup, please 
put all the pom, poms in my soup pot.”  
  
i: Make-believe play and construction play often 
overlap. Children will design and build 3-
dimensional structures as part of their imagined 
play scenarios. 
 
 
j: Children describe shapes to their play partners 
as part of make-believe  play.  
 
k: As children gain mastery over manipulating 
objects their understanding of complex spatial 
directions and their ability to communicating 
complex spatial directions increases. 
 
l: During make-believe play open ended toys are 
often used to represent something from 
everyday life. EX: “I need the round stool for 
my cooking stove.” 
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m: Name basic shapes and describe their 
characteristics using descriptive and geometric 
attributes (“That’s a triangle; it’s pointy.” “It’s a 
circle because it’s round.”). CD-12m  

m: Children identify and sort objects by shapes 
during make-believe play. EX:“I need all the 
flat circles for cookies.” 
 
 
 

CD-13: Use mathematical thinking to 
solve problems in their everyday 
environment.  
 

c: Use observation and counting (not always 
correctly) to find out how many things are 
needed during play and other daily activities 
(figure out how many spoons are needed for 
snack, find enough dolls so each person has one 
when playing in the dramatic play area). CD-
13c  

f: Use observation and counting with increasing 
accuracy to answer questions such as “How 
many do we need?” and “How many more 
do we need?” during play and other daily 
activities (count new children 
to see how many more plates are needed for 
snack; return extra drinks to cooler at picnic to 
arrive at the correct number). CD-13f  

c: Children count object or distribute objects to 
peers during make-believe play.  
“EX: Hey you have more than me!” (Child 
counts) “Here we both have three now.” 
 
 
 
 
 
f: Counting and sorting are frequently used 
actions during make-believe play to determine 
quantity or to distribute materials across players. 
 
 
 
 
 
 

CD -15: Explore the natural world by 
observing, manipulating objects, asking 
questions, making predictions, and 
developing generalizations.  
 

j: Observe objects, materials, and phenomena 
and describe what they notice (temperature, 
texture, size, weight, color, etc.). CD-15j  
 
m: Describe and predict changes that take place 
when mixing and manipulating materials. CD-
15m  
 
p: Compare objects, materials, and phenomena 
by observing and describing their physical 
characteristics. CD-15p  
 

j, p: Children often observe, describe, and 
compare materials and their properties as they 
manipulate them during make-believe play. 
 
m: As children gain experience with varied 
materials, they become more able to predict 
what will happen through their manipulation. 
 
p: See j, p 
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s: Manipulate the environment to produce 
desired effects and invent solutions to problems 
(attach a piece of string to the light switch so 
they can independently turn off the lights).  
CD-15s  

s: Children manipulate the environment during 
make-believe play to produce effects desired 
and dictated by the imaginative scenario. 
Children invent solutions to problems by using 
open-ended toys in novel ways. 
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Symbolic or Transformative Play 
  

STANDARDS FOR HEALTHY PHYSICAL DEVELOPMENT 
The child will be able to: 

HPD-2: Engage in active physical play indoors and outdoors.  
HPD-4: Develop the large muscle control and abilities needed to move through and explore their 

environment.  
HPD-5: Develop small muscle control and hand-eye coordination to manipulate objects and work with tools. 
HPD-6: Develop awareness of their needs and the ability to communicate their needs.  
HPD-7: Develop independence in caring for themselves and their environment. 
HPD-8: Develop awareness of basic safety rules and begin to follow them. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
HPD-2: Engage in active physical play 
indoors and outdoors. 

l: Choose a variety 
of structured and unstructured physical activities 
indoors and outdoors. HPD-2l  

l: Symbolic play can place indoors and 
outdoors. Open ended toys and materials that 
stimulate the children’s imagination should be 
provided in both environments. Children will 
use materials given and transform them for their 
own purposes. EX: A block may become a car 
or a telephone. 

 
HPD-4: Develop the large muscle control 
and abilities needed to move through and 
explore their environment. 

l: Demonstrate strength and balance by 
managing uneven surfaces such as hills, ramps, 
and steps. HPD-4l  

 

o: Move their bodies in space with good 
coordination (running, hopping in place, 
galloping). HPD-4o  

 l: Children will construct their own 
environments as part of symbolic play. They 
may create challenging obstacles as part of 
imaginative play. Open ended large-motor 
equipment such as planks and platforms will 
become symbols for imagined scenarios. 
 
o: Children move their bodies in a variety of 
ways during make-believe play. EX: They may 
take brooms and pretend they are horses.  
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p: Coordinate movement of upper and lower 
body. HPD-4p  

 

s; Show awareness of own body in relation to 
other people and objects while moving through 
space. HPD-4s  

 
p: Coordinated movement of the upper and 
lower body is required before children can 
engage in symbolic imaginative play.  
 
 
 
s: Symbolic play can be a solitary activity, but it 
is most usually social and collaborative. 
Children must show awareness of their body in 
space and how they manipulate objects for play 
to be successful. 

HPD-5: Develop small muscle control and 
hand-eye coordination to manipulate 
objects and work with tools.  

k: Engage in activities that require hand-eye 
coordination (build with manipulatives, mold 
Play- Doh®, work puzzles with smaller pieces). 
HPD-5k  

l: Use tools that require strength, control, and 
dexterity of small muscles (forks, crayons, 
markers, safety scissors, adapted tools). HPD-5l  

n: Engage in complex hand- eye coordination 
activities with a moderate degree 
of precision and control (fasten clothing, cut 
shapes, put together small pieces). HPD-5n  

 

k, l: Children will manipulate all manner of 
objects as part of symbolic play. 
 
 
 
l: See k, l 
 
 
 
n: Children may dress-up as part of symbolic 
play. They may reappropriate open ended 
materials and manipulate them to make 
something new. Children practice tying and 
doing snaps and buttons. Having a variety of 
dress up costumes that are both open-ended and 
have opportunities for these actions is 
important. 
 

HPD-6: Develop awareness of their needs 
and the ability to communicate their 
needs.  

g: Use words or sign language to ask for the 
things they need (food when hungry, drink when 
thirsty, go outdoors when they need to be 
physically active). HPD-6g  

g: Children use both gesture and language to 
communicate during symbolic play. 
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h: Use different strategies to calm themselves 
when needed (self-talk, deep breathing, cozy 
corner). HPD-6h  

 

 

 

 

i: Use language to ask adults or peers 
specifically for the kind of help needed in a 
particular situation. HPD-6i  

j: Consistently use strategies to calm themselves 
when needed. HPD-6j  

h, j: Sometimes play does not go as a child 
wishes. For example, a friend may not want to 
play the same game they do. In that case the 
child must learn to regulate their 
disappointment. Children also can become 
startled in a self-directed play classroom. It is a 
dynamic environment providing children 
opportunities to self-regulate. Having quiet, 
cozy corners with doll and books is an essential 
part of a classroom space which children can 
seek out when they need to self-sooth. 
 
i: Children may need help manipulating large-
motor equipment as part of symbolic play. In 
this type of play children take objects and 
manipulate and transform them for their own 
play purposes. 
 
j: See h, j 

HPD-7: Develop independence in caring 
for themselves and their environment. 

n: Help with routine care of the indoor and 
outdoor learning environment (recycle, care for 
garden). HPD-7n  
 
 
t: Perform tasks to maintain the indoor and 
outdoor learning environment independently. 
HPD-7t  

n: Care of the classroom space is a daily 
activity. 
 
 
t: Care of the classrooms space is a daily task all 
children participate in doing, as the year goes on 
children will become more independent in these 
tasks. 

HPD-8: Develop awareness of basic 
safety rules and begin to follow them.  

i: Know what their bodies can do and play 
within their abilities to avoid injury to self or 
others. HPD-8i  

k: Usually follow basic safety rules. HPD-8k  

l: Call a trusted adult when someone gets 
injured or is in an unsafe situation. HPD-8l  

i: Symbolic play provides children opportunities 
to learn about moving their bodies and objects 
safely during dynamic building activities. 
 
k, o: Self-directed play classrooms must have 
explicit rules about safety that the child will 
learn to follow at first with support from 
teachers and peers with growing independence.  
 
l: If a child gets hurt during play  or if a child 
feels a play partner is unsafe and is unobserved 
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m: Avoid potentially dangerous behaviors. 
HPD-8m  

 

 

o: Independently follow basic safety rules. 
HPD-8o  

by the teacher, the children can call their teacher 
to attend to the hurt child or make a judgement 
about the safety of the project. 
 
m: During Symbolic play children are often 
experimenting with materials that require large 
or small motor control. As children manipulate 
objects, they generally avoid manipulating the 
objects in dangerous ways.  
 
 
o: See k,o 
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Symbolic or Transformative Play 
  

STANDARDS FOR SOCIAL-EMOTIONAL DEVELOPMENT  
The child will be able to: 

ESD-1: Demonstrate a positive sense of self-identity and self-awareness. 
ESD-2: Express positive feelings about themselves and confidence in what they can do.  
ESD-3: Children form relationships and interact positively with familiar adults who are consistent and 

responsive to their needs.  
ESD-4: Form relationships and interact positively with other children.  
ESD-5: Demonstrate the social and behavioral skills needed to successfully participate in groups.  
ESD-6: Identify, manage, and express their feelings. 
ESD-7: Recognize and respond to the needs and feelings of others.  

GOALS BENCHMARKS INDICATORS 
ESD-1: Demonstrate a positive sense of 
self-identity and self-awareness. 
 

k: Describe self (characteristics that can be seen, 
things they can do, things they like, 
possessions). ESD-1k  

 

n: Choose activities they like and name their 
favorite activities. ESD-1n  

 

p: Express awareness that they are members of 
different groups (e.g., family, preschool class, 
ethnic group). ESD-1p  

 

 

k: Children describe the actions they want to 
make and the materials they want to use during 
play. EX: “I want to make a car, let’s take these 
crates and turn them into car seats 

n: Symbolic play and make-believe play 
overlap. These types of imaginative play 
provide children the opportunity to engage in 
their most favorite activities. They are able to 
create their world through play. 

 
p: During symbolic play children try on roles 
and transform roles they see in real life. 
Children take experience they have had and 
combine them and transform them with other 
imaginations to make something new.  
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q: Choose to spend more time on preferred 
activities, and express awareness of skills they 
are developing. ESD-1q  

q: Make-believe play and symbolic play 
overlap. This type of play allows the children to 
create a world that is entirely their own. Open 
ended toys are used in novel ways of the child’s 
choosing to represent varied objects from real 
life. 

ESD-2: Express positive feelings about 
themselves and confidence in what they 
can do.  
 

k, n: Express positive feelings about themselves 
by showing and/or telling others about 
themselves, things they like, or things they have 
done. ESD-2k, ESD-2n  

l, o: Express the belief that they can do many 
things. ESD-2l, ESD-2o 

q: Express opinions about their abilities in 
different areas (“I’m a good friend.” I can run 
fast.” “I know all my letters!”). ESD-2q  

k, n: Children will share with peers and teachers 
what they like best. EX: “I like to pretend this 
block is my hammer.” 
 
l, o: Symbolic play is a type of play in which the 
child experiences anything they imagine is 
possible. 
 
q: Children engaging in symbolic play are 
confident about manipulating their environment 
in novel ways. EX: “ I know how to make a belt 
out of that rope.” 

ESD-3: Children form relationships and 
interact positively with familiar adults 
who are consistent and responsive to their 
needs. 

m, q: Seek out trusted teachers and caregivers as 
needed (for emotional support, physical 
assistance, social interaction, problem- solving, 
and approval). ESD-3m, ESD-3q  

n: Show affection for adults they are close to. 
ESD-3n  

o: Given time, form positive relationships with 
new teachers or caregivers. ESD-3o  

p: Show ease and comfort in their interactions 
with familiar adults. ESD-3p  

r: Form positive relationships with new teachers 
or caregivers over time. ESD-3r  

 

m, q: Direct intervention for support in 
manipulating equipment is often requested by 
children during symbolic play. 
 
 
n: Children often demonstrate affection for their 
teachers by transforming a found object into a 
gift for their teacher. 
 
o, p: Children notice when their teachers are 
interested and available to them during play. 
The teacher’s active engagement, even when 
they do not direct intervene in play builds trust 
between the teacher and child. 
 
r: If a teacher is out for a period of time it is 
normal for the children to take time to get used 
to a new teacher or caregiver. As the new adult 
shoes active engagement in the classroom, the 
children will learn to trust the relationship. 
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s: Use language effectively to continue 
conversations with familiar adults and to 
influence their behavior (ask for help, ask an 
adult to do something). ESD-3s  

 
s: Children practice effective communication 
skills during symbolic play. They are usually 
describing how they are manipulating an object 
in a novel way. 

ESD-4: Form relationships and interact 
positively with other children. 

k, p: Demonstrate social 
skills when interacting with other children (turn- 
taking, conflict resolution, sharing). ESD-4k, 
ESD-4p  

l: Form and maintain friendships with a few 
other children. ESD-4l  

 

 

 

m: Identify another child as a friend. ESD-4m  

n: Approach other children easily, expecting 
positive interactions. ESD-4n  

 

 

o: Show ease and comfort in their interactions 
with familiar children. ESD-4o  

q: Form and maintain friendships with other 
children of diverse cultural backgrounds and 
abilities. ESD-4q  

k, p: Symbolic play provides children 
opportunities to demonstrate social skills 
through sharing ideas about the imaginary world 
they wish to create.  
 
l: It is common for a group of children to be 
regular play partners, especially in symbolic 
make-believe play. Children seek out friends 
who enjoy playing similar themes. Teachers will 
find that they need to support children including 
other children in the play who have a more 
difficult time finding satisfying roles in make-
believe play. 
 
m: Children will often identify another child as 
a friend through shared activities they enjoy. 
 
 
n, o: Symbolic-Make-believe play partners seek 
to be at ease with each other, so that the 
imaginative aspect of their play flows. The more 
creative flow there is in make-believe play, the 
more satisfying it is. 
 
o: See n, o 
 
 
q: Children experience their ability to play with 
others despite differences when all the children 
find a satisfying role to play during make-
believe and transformative. 
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r: Seek and give support with children they 
identify as friends. ESD-4r  

 

 

s: Use language effectively to have 
conversations with other children and influence 
another child’s behavior (negotiate sharing a 
toy, plan how to build a block tower together). 
ESD-4s  

 

t: Play and interact cooperatively with other 
children (work on project together, exchange 
ideas). ESD-4t 

r: Children seek out their friends for make-
believe and symbolic play. This type of play 
requires an ease and comfort with play partners. 
Children want to play with the children who can 
go along with their imagination. 
 
s: Children must engage other children with 
effective communication to further the make-
believe play scenario. There is often a lot of 
negotiating about the roles each child with have 
in the scenario so that each play partner is 
satisfied. Further, discussion about what toys 
and props will represent various aspects of what 
is needed in the scenario. EX: “This big blue 
play cloth can be the lake.” 
 
t: Costumes and materials often need to be 
shared during symbolic-make-believe play 
providing the opportunity for children to work 
together cooperatively and share ideas.  

ESD-5: Demonstrate the social and 
behavioral skills needed to successfully 
participate in groups. 

e, k: Follow social rules, transitions, 
and routines that have been explained to them, 
with reminders and practice. ESD-5e, ESD-5k   

 

l: Often make requests clearly and effectively. 
ESD-5l  

 

m: Show awareness that their actions affect 
others (move carefully around classmate’s block 
structure). ESD-5m  

 

e, k: Self-directed play is part of a complete day 
in the early childhood classroom. There will be 
opportunities for children to practice transitions 
from play to other activities daily.  
 
 
l: Symbolic play is usually part of a larger 
complex play narrative in which children but be 
effective in communicating requests to their 
peers. 
 
m: Symbolic play is an aspect of make-believe 
play.  Iti is a participatory activity in which 
every player must have a satisfying role. If a 
child becomes too heavy handed in their ideas 
often the play scenario falls apart. Symbolic  
play relies strongly on the play partner’s ability 
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n: Wait for a short time to get what they want (a 
turn with a toy, a snack). ESD-5n  

o: Work to resolve conflicts effectively, with 
guidance and support. ESD-5o  

 

 

 

 

p: Notice and accept similarities and differences 
among all people, including people with 
disabilities and those from different cultures. 
ESD-5p  

 

 

 

 

q: Follow social rules, transitions, and routines 
that have been explained to them. ESD-5q  

to give and take ideas and to create meaning 
together. 
 
n: Costumes and materials have to be shared 
during symbolic-make-believe play. There are 
times when children must wait for a tool or 
materials they desire before they can use them. 
 
o: Conflicts can arise during symbolic- make-
believe play. Children have different views on 
how the play world should evolve and how to 
create meaning together through the choices that 
re made about what toy should represent. the 
teacher may intervene indirectly through their 
presence or if a disagreement becomes heated 
the teacher may suggest: EX: “I see you both 
want the long blocks to use as knives. There is 
only one long block like that one. Here is a stick 
I found on our morning walk, perhaps you could 
use this as a knife?” 
 
p, v: Make-believe play is an opportunity for 
children to try on and pretend what they have 
observed in their daily lives. The symbolic 
aspect in this type of play allows children to 
transform activities they have observed and 
make them their own through imagination. 
Children may pretend to be part of a different 
culture or someone who has been injured. These 
pretend experiences allow children to notice and 
accept all different scenarios. 
 
q: Children become increasingly independent in 
routines and transitions with practice. 
Transitioning from play to other activities is part 
of the daily routine of an early childhood 
classroom implementing self-directed play. 
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r: Make requests clearly and effectively most of 
the time. ESD-5r  

 

 

 

s: Balance their own needs with those of others 
in the group. ESD-5s  

 

 

t: Anticipate consequences and plan ways to 
solve problems effectively, with guidance and 
support. ESD-5t  

 

u: Use a variety of strategies to solve problems 
and conflicts with increasing independence. 
ESD-5u  

 

v: Express respect and caring for all people, 
including people with disabilities 
and those from different cultures. ESD-5v 

r: Symbolic-make-believe play is highly social 
play. The play world requires continuous 
dialogue between the players. Agreements have 
to be made about what toys will represent 
aspects of the imagined scenario. Children 
practice clear communication, so the play 
remains in the most optimal flow state for 
satisfaction among all the players. 
 
s: Children engaging in symbolic-make-believe 
play often want all the ideas to be their own. 
Make-believe. play provides the opportunity for 
children to balance their own desire for the play 
world they wish to create with those of their 
play partners. 
 
t: Children take the knowledge they have 
learned from previous symbolic scenarios into 
future play. Once children have manipulated 
certain toys and materials in a certain way 
transforming them with their imagination, they 
will recreate the same scenario and usually 
elaborate upon it. 
 
u: Social strategizing is needed during make-
believe play. Children must negotiate materials 
needed within the play scenario. Often children 
will not agree on what should be used for what 
and negotiation takes place until all play 
partners are satisfied. 
 
See: p, v 

ESD-6: Identify, manage, and express 
their feelings. 

l, o:  Express a range of emotions (happiness, 
sadness, fear, anger, disgust, tenderness, 
hostility, shame, guilt, satisfaction, and love) 

l, o: Symbolic aspects of make-believe play can 
be socially frustrating. Children often must 
negotiate with peers for the imagination to flow. 
It is a very satisfying experience when play does 
flow. Disagreement in play provides the 
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with their face, body, vocal sounds, and words. 
ESD-6l, ESD-6o  

 

m: Use a variety of words or signs to express 
and manage feelings more clearly. ESD-6m  

 

 

n: Describe reasons for their feelings (“I’m sad 
because Grandma’s leaving.” “That makes me 
mad when you do that!”). ESD-6n  

 

p: Independently manage and express feelings 
effectively most of the time. ESD-6p  

q: Use a larger vocabulary for talking about 
different feelings (“I’m frustrated with that 
puzzle!” “I’m excited about our trip.”). ESD-6q  

r: Give reasons for their feelings that may 
include thoughts and beliefs as well as outside 
events (“I’m happy because I wanted to win and 
I did.”). ESD-6r  

s: Use problem-solving strategies when feeling 
angry or frustrated. ESD-6s  

opportunity for children to manage their 
emotional regulation as they work to create 
meaning together. 
 
 
m: Teachers can support children by providing 
language for the emotions the child is feeling 
during make-believe play.  EX: “Yu Chen, I see 
you are feeling impatient waiting for your 
friends to finish building the lake, you want to 
jump in. They are almost finished.” 
 
 
n: Children begin to recognize the feeling the 
teacher has given language to and they are able 
to independently give reasons for how they are 
feeling. Ex: “I’m feeling impatient. I want to 
jump.” 
 
p: Children become increasingly able to manage 
their feelings when they have had social support 
from their teacher. 
 
q: EX: A peer sees Yu Chen looking unhappy, 
“Are you mad Yu Chen?” Yu Chen responds, “I 
am not mad. I want to jump. I feel impatient.” 
 
r. EX: “I am impatient, you are taking too long 
to make the lake.” 
 
 
s: After performing an action and repeatedly 
failing the child will begin to alter elements of 
the action to see if they get a different result. 
EX:  Yu Chen: “Do you need help spreading out 
the cloth? I can help.” 
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ESD-7: Recognize and respond to the 
needs and feelings of others.  
 

j: Try to comfort another child or an adult who 
is upset (bring a comfort object, pat the person 
on the back). ESD-7j  

 

 

 

 

 

 

k: Communicate concern for others (share a toy 
with someone who doesn’t someone who 
doesn’t have one, ask, “Are you have one, ask, 
“Are you OK?”). ESD-7k  

l: Offer help to meet the needs of others (pick 
needs of others (pick up item someone item 
someone dropped, help another child who is 
having trouble building a block tower). ESD-7l 

 

 

m: Show awareness that other people have 
different feelings (“I like raisins but he doesn’t.” 
“I’m scared on that ride, but she isn’t.”). ESD-
7m  

j: During symbolic-make-believe play peers 
often will offer emotional or physical comfort to 
a child who is not satisfied in the play world. 
They will modify the symbols in the  play 
scenario to accommodate the child who is 
unhappy.  At times, the opposite can be true. If 
the child who is upset has disrupted the play 
world multiple times because they are not 
satisfied, the other children will exclude that 
child if they have made accommodations to the 
make-believe world that go unaccepted. In 
situations like these it is possible the teacher 
should offer a special task to the child that is 
unhappy, rather than forcing the children to 
accommodate the child. Sometimes a little break 
is all that is needed to reorient to the play. 
 
k: Materials must be shared during symbolic -
make-believe play. Agreements need to be made 
about what each toy represents in the play 
world. Children can show concern for their play 
partners in and outside of the play world.  
 
l: During symbolic play the children have made 
meaning of objects to co-created a world. To 
sustain that play world meeting the needs of 
others is a frequent necessity to keep the play 
world active. The world usually collapses if a 
social disagreement cannot be successfully 
navigated. 
 
m: Children engaging in meaning making with 
their peers through symbolic play recognize 
their peers may have different ideas and 
opinions than they do. The co-created play 
world will be more successful the more aware 
the children are of their play partners’ feelings. 
A large part of a teacher’s role in supporting 
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n: Communicate understanding and empathy for 
others’ feelings. ESD-7n  

 

 

 

o: Show awareness that their behavior can affect 
the feelings of others (say, “I didn’t mean to 
scare you when I yelled.”). ESD-7o  

 
 
 
 
 
p: Choose to act in ways that show respect for 
others’ feelings and points of view most of the 
time with guidance and support (complement 
each other during play, work out conflicts, show 
respect for opinions expressed by others).  
ESD-7p  

self-directed make-believe play is making these 
observations.  
 
 
n: Children during make-believe play show 
understanding and empathy both in the real 
world and in the play world as they make 
meaning together. Children will check on their 
partner to see if they are okay and transform the 
action into a purposeful activity within the play 
world.  
 
 
o: Ideas and bodies bump into each other when 
children engage in making meaning through 
symbolic play. When there is a disagreement 
about what something should stand for the 
children usually are invested in finding a social 
solution so the play world can continue, In the 
case of physical bumping into another child. 
The child may voluntarily say: “I didn’t mean to 
bump into you, I’m sorry.”  That same situation 
may need the teacher’s support.  
 
p: As children make-meaning together through 
symbolic play, they usually wish to respect their 
play partners feelings and points of view so they 
can accomplish a common goal of a co-created 
make-believe world. 
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Symbolic or Transformative Play 
  

STANDARDS FOR LANGUAGE AND COMMUNICATION DEVELOPMENT  
The child will be able to: 

LDC-1: Understand communications from others.  
LDC-2: Participate in conversations with peers and adults in one-on-one, small, and larger group 

interactions.  
LDC-3: Ask and answer questions in order to seek help, get information, or clarify something that is not 

understood.  
LDC-4: Speak audibly and express thoughts, feelings, and ideas clearly.  
LDC-5: Describe familiar people, places, things, and events.  
LDC-6: Use most grammatical constructions of their home language well. 
LDC-7: Respond to and use a growing vocabulary.  

GOALS BENCHMARKS INDICATORS 
LDC-1: Understand communications from 
others.  
 

k, n: Show understanding of increasingly 
complex sentences. LDC-1k, LDC-1n 

 

 

l: With prompting and support, respond to 
requests for information or action. LDC-1l  

 

 

m: Follow simple multistep directions with 
visual cues if needed. LDC-1m  

k, n: making meaning during symbolic play 
requires complex communication about the co-
created play world. Children use complex 
language to describe what objects stand for in 
the imaginary world and the actions they are 
performing with in the play world 

l: While collaboratively making-meaning-
through symbolic play, children with support 
from teachers or more skillful peers to respond 
to requests for information or action. This can 
be in the context of a real-world action or a play 
world action. 
 
m: Children often demonstrate actions to each 
other during make-believe play to illustrate 
aspects of the play world. EX: “If we tie this 
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o: Respond to requests for information or action. 
LDC-1o  

 

 

p: Follow more detailed multistep directions. 
LDC-1p  

 

rope here and you hold it like this, it can be a 
fishing pole.” 
 
 
o: Responding to requests for information or 
action is an essential part of make-believe play, 
which children respond to with increasing speed 
and independence. 
 

p: Children offer complex multi-step directions 
within the context of the play world. EX: “Let’s 
pretend we are going to the store. We need to 
make a car. You can get the chairs. I’ll drive, 
this plate can be the steering wheel.” 

LDC-2: Participate in conversations with 
peers and adults in one-on-one, small, and 
larger group interactions.  

i: Demonstrate an understanding that people 
communicate in many ways (gestures, facial 
expressions, multiple spoken languages, sign 
language, augmentative communication).  
LDC-2i  
 
j: Initiate and carry on conversations and ask 
questions about things that interest them.  
LDC-2j  

 
k: With prompting and support, make comments 
and ask questions related to the topic of 
discussion. LDC-2k 
 
l: Express an understanding that people 
communicate in many ways (gestures, facial 
expressions, multiple spoken languages, sign 
language, and augmentative communication). 
LDC-2l  
 
m: Initiate and carry on conversations that 
involve multiple back and forth communications 

i, j: Verbal and non-verbal communications are 
utilized by the children during symbolic play. 
Children use gestures as well as describe objects 
as thy collaboratively make-meaning. 
 
j, k, m: Symbolic play involves extensive 
discussion about details of the play world. 
Children make comments, ask questions, and 
carry-on conversations related to the play world 
they are co-creating with their play partners. 
 
 
l: See i, j 
 
 
 
 
 
m: See j, k, m 
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or turns between the persons involved in the 
conversation. LDC-2m  
 
n: Initiate and participate in conversations 
related to interests of their own or the persons 
they are communicating with. LDC-2n  
 
 
 
 
 
o: Participate in a group discussion, making 
comments and asking questions related to the 
topic. LDC-2o  
 
 

p: Appreciate and use humor. LDC-2p  

 
 
 
n: During symbolic play objects that are used in 
the play world are the center of conversational 
exchanges between the children. They seek to 
share the aspects of the play world that interest 
them the most while assimilating their play 
partner’s interests with their own to make a 
cohesive play world. 
 
o: Group discussion is common during make-
believe play as children negotiate details of their 
co-created world. 
 
p: Humorous scenarios are often a part of 
symbolic play as children transform objects in 
the most unusual way. EX: A colander or pot 
becomes a hat. It is both humorous and 
seriously accepted within the context of the play 
world. 

LDC-3: Ask and answer questions in 
order to seek help, get information, or 
clarify something that is not understood.  
 

d: Answer longer questions using more detail. 
LDC-3d  

e: Use sentences or questions to ask for things 
(people, actions, objects, pets) or gain 
information. LDC-3e  

f: Answer more complex questions with more 
explanation (“I didn’t like camping out 
because it rained.” “Emily is my friend 
because she’s nice to me.”). LDC-3f  

 

d: Symbolic play involves discussion of details 
with play partners over the course of the make-
believe scenario.  
 
e: Verbal communication is frequently used 
during symbolic play as children create and 
transform the meaning of the objects they use.  
 
f: Complex explanations, not always realistic 
ones, are a part of symbolic play. Play partners 
often offer detailed explanations about why 
something is happening in play world. The play 
partners’ ability to except these explanations as 
part of the flow of the play world increases 
satisfaction in play. 
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g: Ask specific questions to learn more about 
their world, understand tasks, and solve 
problems. LDC-3g  

g: Questions to peers and teachers is common 
during make-believe play.  
EX: Child “Can we really use that block as a 
hammer?” 

Peer: “No, it’s just pretend.” 
LDC-4: Speak audibly and express 
thoughts, feelings, and ideas clearly. 

h: Communicate messages with expression, 
tone, and inflection appropriate to the situation. 
LDC-4h  

 

 

i: Speak clearly enough to be understood by 
familiar adults and children. LDC-4i  

 

j: Use language and nonverbal cues to 
communicate thoughts, beliefs, feelings, and 
intentions. LDC-4j  

 

k: Adapt their communication to meet social 
expectations (speak quietly in library, speak 
politely to older relative). LDC-4k  

l: Speak clearly enough to be understood by 
most people. LDC-4l  

h: Children learn to communicate their 
excitement, care, satisfaction, and 
disappointment during symbolic-make-believe 
play. An object may not be available, and a 
child will express their disappointment or 
understanding of the situation through 
expression and tone, which changes to delight 
wen the object finally becomes theirs to use. 
 
i, l: Because children are working together 
sharing ideas and discussing actions, children 
practice speaking with clarity during symbolic 
play. 
 
j: Symbolic play is dynamic and active. 
Children are provided the opportunity to 
communicate clearly as they make meaning 
together in the play world. 
 
 
k: Children are often excited when engaging in 
symbolic play. They learn to modulate the 
volume of their voice. EX: Teacher: “Aiden, 
you don’t have to shout. Noah is standing right 
next to you.” 
 
l: See i, l 

LDC-5: Describe familiar people, places, 
things, and events.  

d: Talk to themselves and others about what 
they are “working on,” what they are doing, 
routines, and events of the day. LDC-5d  

d: It is common to observe children speaking to 
themselves or a play partner about the activity 
that is unfolding. Ex: “We are a family, let’s eat 
breakfast. Here these (round felt circles ) are our 
pancakes.” 
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e: Describe experiences and create or retell 
short narratives. LDC-5e  

f: Describe experiences and create and/or 
retell longer narratives. LDC-5f  

 
e, f: The entirety of symbolic- make-believe 
play is a narrative story. Children describe the 
experiences of the play world as they unfold. 

LDC-6: Use most grammatical 
constructions of their home language well. 
 

g: Communicate in longer sentences and use 
more conventional grammar in their home 
language (plurals, tenses, prepositions). LDC-6g  

 

 

h: Make grammatical errors that follow 
language rules (say, “mouses” instead of 
“mice”). LDC-6h  

i: Speak in full sentences that are grammatically 
correct most of the time. LDC-6i  

g, h: Children have ample opportunity to 
communicate in longer sentences that practice 
conventional grammar while making-meaning 
with their peers during symbolic play. Making 
grammatical errors that follow language rules 
are part of this practice. The use of full 
sentences that are grammatically correct most of 
the time are a result of this practice during 
elaborative symbolic-make-believe play. 
 
h: See g, h 
 
i: Children receive ample practice due to the 
highly narrative nature of symbolic- make-
believe play.  
 

LDC-7: Respond to and use a growing 
vocabulary. 

k, o: Repeat familiar songs, chants, or rhymes. 
LDC-7k, LDC-7o 

l: Use more than one word for the same object 
and use words for parts of objects (e.g., dog, 
beagle, Rover; arm, leg). LDC-7l  

m: Make up names for things using words they 
know (e.g., dog doctor for veterinarian). LDC-
7m  

n: Use many kinds of cues in the environment to 
figure out what words mean. LDC-7n  

k: Children often will make up or transform a 
song to sing while building during make-believe 
play 
 
l: Symbolic-make-believe play is social. When 
children or teachers use different words for 
objects the children learn new vocabulary.  
 
m: Children will take open-ended toys and 
transform it into something needed for play. If 
the children are making a doctor’s office, they 
may call the examining table “the doctor table.” 
 
n: If the teacher suggests that the children use an 
open-ended toy that and calls it the name of 
their object in play, rather than what the object 
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p: Use a growing vocabulary that includes many 
different kinds of words to express ideas clearly. 
LDC-7p  

 

 

q: Infer the meaning of different kinds of new 
words from the context in which they are used 
(for example, hear “sandals” and “boots” used 
to describe two pairs of shoes, and infer that the 
unfamiliar shoes must be sandals because they 
know that the other pair of shoes are boots). 
LDC-7q  

actually is, the children may scan the 
environment the object to see if they can pick 
out what the teacher is indicating. 
 
p: Symbolic-make-believe play offers children 
ample opportunity to learn new vocabulary by 
offering exposure to tools, open-ended toys, and 
playing with found objects in the natural 
environment.  
 

 
q: Materials for symbolic-make-believe play are 
open-ended. There are opportunities to infer 
multiple meaning for an object.  
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Symbolic or Transformative Play 

  
STANDARDS FOR APPROACHES TO PLAY AND LEARNING 
The child will be able to: 

APL-1: Show curiosity and express interest in the world around them.  
APL-2: Actively seek to understand the world around them.  
APL-3: Engage in increasingly complex play. 
APL-4: Demonstrate creativity, imagination, and inventiveness.  
APL-5: Be willing to try new and challenging experiences.  
APL-6: Use a variety of strategies to solve problems.  
APL-7: Demonstrate initiative. 
APL-8: Maintain attentiveness and focus.  
APL-9: Persist at challenging activities. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
APL-1: Show curiosity and express 
interest in the world around them. 

k, n: Communicate interest to others through 
verbal and nonverbal means (take teacher to the 
science center to see a new animal).  
APL-1k, APL-1n  
 
l, o: Show interest in a growing range of topics, 
ideas, and tasks. APL-1l, APL-1o  

p: Demonstrate interest in mastering new skills 
(e.g., writing name, riding a bike, dance moves, 
building skills). APL-1p  

k, n: Children who engage in symbolic-make-
believe play together develop highly nuanced 
ways of communicating through gesture as well 
as verbally as they make-meaning together. 
 
l, o: Symbolic-make-believe play allows 
children to show interest in anything they can 
imagine. 
 
p: Symbolic-make-believe play requires large 
and small motor actions that can be performed 
with increased complexity and skill. Social 
skills are also required to be demonstrated with 
increasing mastery during make-believe play. 

APL-2: Actively seek to understand the 
world around them.  

i: Ask questions about the people and things 
around them. APL-2i  

 

i: During symbolic play children blend their 
daily lived experience with their imagined play 
world. Children will ask questions about both 
the play world and the real world.  
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j: Use all available senses, tools, and a variety of 
strategies to explore the environment (drop 
objects in water to see if they sink or float). 
APL-2j  

n: Use what they know from experience to 
understand what is happening now (get an 
umbrella to go outside because it is raining). 
APL-2n  

j: Symbolic-make-believe play and sensory play 
often overlap. Children will play with all 
manner of materials and tools in imaginary 
scenarios while as the same time manipulating 
their environment to see what happens. 
 
 
n: Children bring past knowledge into every 
new imagined scenario, both social knowledge 
and physical skills they have acquired. 
 

APL-3: Engage in increasingly complex 
play. 

m: Engage in dramatic play themes that include 
interacting with other children, but often are not 
coordinated. APL-3m  

n: Talk to peers and share materials during play. 
APL-3n  

 

o: Engage in make-believe play with imaginary 
objects. APL-3o  

p: Use language to begin and carry-on play with 
others. APL-3p  

 

q: Express knowledge of their everyday lives 
and culture through play 
(uses chopsticks to eat, pretends to fix hair the 
way his/her family styles hair). APL-3q  

r: Develop and sustain more complex pretend 
play themes in cooperation with peers. APL-3r  

m: Children are engaging in an overarching 
dramatic narrative during symbolic play. 
 
n: Experimentation with imagined scenarios and 
the material needed to create them. Is an 
essential activity during symbolic make-believe 
play 
 
o: Open ended toys should be provided so that 
children can use them in varied and novel ways 
during symbolic make-believe play. 
 
p: Symbolic-make-believe play uses a narrative 
form. Children will narrate the activity of the 
co-created play world. 
 
 
 
q: During symbolic play children take elements 
of their everyday experience and transform them 
into make-believe scenarios. 
 
 
r: Children who are provided daily opportunities 
to engage in make-believe play with highly 
transformed and symbolic elements will sustain 
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s: Use more complex and varied language to 
share ideas and influence others during play. 
APL-3s  

t: Choose to use new knowledge and skills 
during play (add features to dramatic play scene 
related to class project, write 
list, build structure like displayed picture).  
APL-3t  
 
u: Demonstrate their cultural values and “rules” 
through play (tells another child, “That’s not 
what mommies do.”). APL-3u  

complex pretend scenarios with peers for longer 
durations of time. 
 
s: Creating meaning through symbolic play 
requires children to use complex and varied 
language. 
 
t: Symbolic-make-believe play becomes 
increasingly complex as children gain 
experience with the equipment and materials 
provided.  
 
 
u: As children seek to co-create meaning in the 
play world children will express family values 
during make-believe play. It is a good time for 
children to share diverse points of view from 
their experience and family cultures. It is a good 
opportunity for children to learn that people do 
things differently and that variety of opinions 
and social practices are a normal part of life. 

APL-4: Demonstrate creativity, 
imagination, and inventiveness.  
 

h: Offer new ideas about how to do or make 
things. APL-4h  

 

 

i: Add new actions, props, or dress-up items to 
pretend play. APL-4i  

 

 

h:  Open ended equipment provides children 
with ample opportunities to manipulate and 
experiment as they engage in symbolic play as 
part of the overarching make-believe play 
narrative. Children enthusiastically offer ideas 
about what and how to build something with 
their peers and teachers. 
 
i: Providing a variety of open-ended costumes 
for the children to use during dress-up is 
essential. The more open ended the elements are 
the more possible it is for the children to 
transform the elements into different symbols in 
the play world. Open-ended costume pieces 
such as cloths that can become a cape, hat or 
bag, and knitted bands of varying lengths are 
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j: Use materials (e.g., art materials, instruments, 
construction, writing implements) or actions to 
represent experiences or ideas in novel ways. 
APL-4j  

k: Experiment with language, musical sounds, 
and movement. APL-4k  

 

l: Plan play scenarios (dramatic play, 
construction), and use or create a variety of 
props or tools to enact them. APL-4l  

 

m: Expand the variety of roles taken during 
dramatic play and add more actions, language, 
or props to enact roles. APL-4m  

 

 

 

n: Use materials or actions in increasingly 
varied and resourceful ways to represent 
experiences or ideas. APL-4n  

o: Make up stories, songs, or dances for fun 
during play. APL-4o  

good additions to the classroom. These open-
ended costume pieces spark the children’s 
imagination for use in novel ways. 
 
j: Open ended toys provide children with the 
opportunity to transform materials in unique 
ways for their play activities. 
 
k, o: Songs, musical instruments, language, and 
dance are all elements of playing-with-the-arts 
that overlap with symbolic- make-believe play. 
Children will often take a song they have heard 
and transform it within the play scenario. 
 
 
l: Planning imaginative scenarios are central to 
symbolic-make-believe play. Children may 
build a house, so that they can play family or a 
ship to play pirates. 
 
 
m: Children often enjoy playing the same role 
again and again during make-believe play. It is a 
sign of growth and maturity when the child is 
willing to take on new roles in the co-created 
play world. They will often take role that they 
have enjoyed playing and transforming the role, 
taking on new dimensions. EX: “Children will 
play fairy for weeks and then they will become 
a fairy family, a fairy mother.” 
 
 
n: Children transform open-ended materials in 
novel and resourceful ways to make-meaning in 
the play world during symbolic play. 
 
o: See k,o 
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APL-5: Be willing to try new and 
challenging experiences.  
 

l: Choose to participate in an increasing variety 
of familiar and new experiences. APL-5l  

 

l: Children will often engage in the same 
symbolism in a make-believe play scenario day 
after day until they have integrated the 
experience that thy are playing.  
  

APL-6: Use a variety of strategies to solve 
problems.  
 

k, n: Seek and make use of ideas and help from 
adults and peers to solve problems (“How can I 
make this paint get off my pants?”). APL-6k, 
APL-6n 

k, n: As a child gains knowledge about 
manipulating objects in space to achieve a 
desired result, there will be limits to that 
knowledge and the child will seek out a trusted 
peer or adult to help guide their activity. 
 

APL-7: Demonstrate initiative. 
 

j: Show increasing independence and purpose 
when making choices (“I’m going to the block 
area to make a track for my race car.”).  
APL-7h, APL-7j  
 
I: Express goals or plans and follow through on 
them (“I’m going to draw my house.”). APL-7i  
 
k: Independently identify and seek things they 
need to complete activities or tasks (gather 
supplies and make a birthday card with a 
message). APL-7k  
 
l: Set simple goals that extend over time, make 
plans and follow through (“Let’s make a rocket 
ship. We need blocks.”). APL-7l  

 j: As children become more confident in 
manipulating materials, they will demonstrate 
increasing independence in making choices 
during symbolic play. 
 
i: Symbolic play begins as an imagined scenario 
that the child or children want to realize. EX: 
“We are going to build a house to play family, 
we can use these chairs to make walls.” 
 
k, l: Children will establish a play scenario and 
then independently identify the materials they 
will use to create meaning in their imagined 
world. 
 
l: See k, l 

APL-8: Maintain attentiveness and focus. i: Remain engaged in more complex activities 
that they have chosen. APL-8i  
 
j: Maintain focus and return to an activity after a 
break. APL-8j  
 
 
 
 

i, l: Children make up complex scenarios during 
symbolic make-believe play. They will remain 
engaged in the activity to the degree that all the 
players find a satisfying role to play within the 
imagined scenario. 
 
j: Children will often engage in symbolic play, 
take a break from the make-believe scenario to 
perform another task and then reincorporate 
themselves in to the imagined scenario again.  
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k: Sometimes able to ignore irrelevant 
information when focusing on a task (sort 
multicolored wooden beads by shape). APL-8k  
 
l: Consistently remain engaged in self-directed 
activities. APL-8l  

k: Children often ignore information that is not 
essential to their created play world. 
 
 
l: See i, l 

APL-9: Persist at challenging activities. 
 

e,h: Seek help from others to complete a 
challenging activity (ask a teacher 
for help putting a puzzle away on a high shelf; 
ask a friend for help in naming an unfamiliar 
animal in a picture).  
APL-9e, APL-9h  
 
i: When something does not work, try different 
ways to complete the task (when a block tower 
falls, try putting the blocks together in a 
different way to build the tower again). APL-9i  

e, h: If a participatory culture has been 
established in the classroom, children will 
naturally ask for assistance during symbolic- 
make-believe play as needed.  
 
 
f, i: Symbolic play provides children with ample 
opportunities for experimentation and 
manipulation of open-ended toys and materials 
during imagined scenarios.  
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Symbolic or Transformative Play 

  
STANDARDS FOR COGNITIVE DEVELOPMENT 
The child will be able to: 

CD-1: Use their senses to construct knowledge about the world around them.  
CD-2: Recall information and use it for new situations and problems.  
CD-3: Demonstrate the ability to think about their own thinking: reasoning, taking perspectives, and making 

decisions.  
CD-5: Demonstrate self-expression and creativity in a variety of forms and contexts, including play, visual 

arts, music, drama, and dance.  
CD-6: Demonstrate knowledge of relationships and roles within their own families, homes, classrooms, and 

communities.  
CD-7: Recognize that they are members of different groups (e.g. family, preschool class, cultural group).  
CD-8: Identify and demonstrate acceptance of similarities and differences between themselves and others.  
CD-9: Explore concepts connected with their daily experiences in their community.  
CD-10: Show understanding of numbers and quantities during play and other activities.  
CD-11: Compare, sort, group, organize, and measure objects and create patterns in their everyday 

environment.  
CD-12: Identify and use common shapes and concepts about position during play and other activities.  
CD-13: Use mathematical thinking to solve problems in their everyday environment.  
CD-14: Observe and describe characteristics of living things and the physical world.  
CD -15: Explore the natural world by observing, manipulating objects, asking questions, making predictions, 

and developing generalizations.  
GOALS BENCHMARKS SAMPLE ACTIVITY 

CD-1: Use their senses to construct 
knowledge about the world around them.  

h, k: Explore objects, tools, and materials 
systematically to learn about their properties 
(weigh an object, observe something from the 
top of the object to the bottom). CD-1h, CD-1k  

h, k: As children work with different open-
ended materials during symbolic play, it is 
natural that they observe the material and learn 
about its properties through use. 
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i, l: Express knowledge gathered through their 
senses using play, art, language, and other forms 
of representation. CD-1i, CD-1l 

 

j: Group familiar objects that go together (shoe 
and sock, brush and paint, hammer, and nail). 
CD-1j  

 

m: Distinguish appearance from reality (the 
person behind 
a mask is still the same person; recognize that a 
fantasy story could not be real). CD-1m  

 

 

 

n: Organize and use information through 
matching, grouping, and sequencing. CD-1n  

i, l: Children intermix playing with the arts and 
symbolic play. They may make up a pretend 
language that only those in the play world 
know. They make drawings or other 
representational forms to make meaning within 
the play world. 
 
j: Grouping objects that are needed for a 
symbolic-make-believe scenario is a common 
activity during make-believe play. Children sort 
and organize the materials they need to make 
meaning in the play world. 
 
m: Symbolic-make-believe play gives children 
the experience of both pulling from their 
everyday experiences as scenarios for make 
believe play while acknowledging that the 
scenario is all just for pretend. It isn’t real.  EX: 
Children will often say “We can use this block 
as a phone,” or “We are pretending this rope is a 
fishing line.”  
 
n: Children organize materials during symbolic 
play. As they seek to create shared meaning 
through objects, objects for the play world are 
matched, grouped and sequenced. 

CD-2: Recall information and use it for 
new situations and problems. 
 

o: Recognize whether a picture or object is the 
same as or different from something they have 
seen before. CD-2o  

p: Apply what they know about everyday 
experiences to new situations (look for the 
seatbelt on the bus). CD-2p  

q: Describe or act out a memory of a situation or 
action, with adult support. CD-2q  

o: Children recognize a favorite object they like 
to use for representation in the play world. 
 
p, u: Children call on everyday knowledge while 
engaging in symbolic play. EX: “Here are some 
ropes we can use to make the seatbelts in our 
car.” 
 
q: Children often wish to recreate a symbolic 
make-believe scenario on a following day or for 
several weeks. EX: “Let’s play garbage 
collectors again!” The children will build their 
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r: Make predictions about what will happen 
using what they know. CD-2r  

 

 

 

s: Introduce ideas or actions in play based on 
previous knowledge or experience. CD-2s  

t: Ask questions about why things happen and 
try to understand cause and effect. CD-2t  

u: Demonstrate their ability to apply what they 
know about everyday experiences to new 
situations. CD-2u  

v: Describe past events in an organized way, 
including details or personal reactions. CD-2v  

w: Improve their ability to make predictions and 
explain why things happen using what they 
know. CD-2w  

 

x: Introduce more elaborate or detailed ideas or 
actions into play based on previous knowledge 
or experience. CD-2x  

same truck and perform the same actions of 
collecting garbage, usually while embellishing 
aspects of their play. 
 
 
r, s, t: Children engaging in symbolic play call 
on their past experience either of a construction 
they have made or a social experience they have 
had the next time they engage in the 
imagination. This allows children to make 
predictions and understand why things happen, 
either with the toys they are manipulating or 
with a social experience. 
 
s: See r, s, t 
 
 
 
t: See r, t 
 
 
u: See p, u 
 
 
v: Children will often recall a play scenario 
from the past and describe it before undertaking 
its recreation. 
 
w: Through experimentation and manipulation 
of objects children improve their ability to 
explain why things happen and to make 
predictions of the results of their actions when 
engaging in imaginative play 
 
x: Symbolic play becomes increasingly complex 
as children gain mastery over manipulating 
objects in space and in navigating social 
situations. 
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y: Try to reach logical conclusions (including 
conclusions regarding cause and effect) about 
familiar situations and materials, based on 
information gathered with their senses. CD-2y  

y: Symbolic make-believe play provides 
children with the opportunity to make logical 
conclusions about what has happened. Ex: Child 
realized: “I need something harder to be the 
table. The dishes are falling off of this pillow.” 

CD-3: Demonstrate the ability to think 
about their own thinking: reasoning, 
taking perspectives, and making 
decisions.  
 

f, i: Use language to identify pretend or fantasy 
situations (say, “Let’s pretend we’re going on a 
trip.” “That’s a pretend story.”). CD-3f CD-3i  

 

g: Use words like “think” and “know” to talk 
about thoughts and beliefs. CD-3g  

 

h: Recognize that beliefs and desires can 
determine what people do (e.g., a person will 
look for a missing object based on where they 
think it is rather than where it actually is). CD-
3h  

j: Express understanding that others may have 
different thoughts, beliefs, or feelings than their 
own (“I like ketchup and you don’t.”). CD-3j  

 

k: Use language to describe their thinking 
processes with adult support. CD-3k  

f, i: Symbolic play always begins with a child 
acknowledging they are pretending. EX: “I am 
going shopping; this is going to be my grocery 
bag.”  
 
g: Symbolic make-believe play provides 
children with the opportunity to share 
knowledge or beliefs they have about the 
cocreated play world. EX: “I think this rope can 
be the snake that is trying to catch us.” 
 
 
h: Symbolic play provides opportunities for 
children to learn about the beliefs and desires of 
others. EX: “Lulu wants to use the pink cloth 
for her dress.” 
 
 
j: Symbolic play regularly provides children the 
opportunity to understand differences in 
themselves and others. EX: “I like to use the 
pink cloth for my cape; you like to use the green 
one.” 
 
k: Children can often describe with clarity how 
they have transformed an object to make 
meaning in the play world. 

CD-5: Demonstrate self-expression and 
creativity in a variety of forms and 
contexts, including play, visual arts, 
music, drama, and dance.  

h, j: Participate in, describe and ask questions 
about art, music, dance, drama, or other 
aesthetic experiences (describe dancers spinning 
round and round; talk about colors in a 
painting). CD-4h, CD-4j  
 

h, j:  During symbolic play children will 
transform gestures and songs they have seen 
into their own play world. They will weave 
dance, song, and musical instruments into their 
play. 
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k: Use art-specific vocabulary to express ideas 
and thoughts about artistic creations more 
clearly (say, “We need a stage for our puppet 
show.”). CD-4k  

k: To the extent that children are offered artistic 
activities in the classroom or at home they will 
take these experiences and transform them as 
symbols in their play. Children may wish to 
retell a story by acting it out or through using 
puppets if they are made available.  

CD-6: Demonstrate knowledge of 
relationships and roles within their own 
families, homes, classrooms, and 
communities. 

h: Talk about close family members, name their 
relationships to each other, and describe family 
routines (“Marika is my sister.” “My grandma 
takes care of me at night.”). CD-6h  

 

i: Adopt roles of family and community 
members during play, given support and 
realistic props. CD-6i  

 

 

j: Recognize and identify the roles of some 
community helpers (police, fire fighters, 
garbage collectors). CD-6j  

 

k: Talk about a wide circle of family members 
and other people important to the family, their 
relationships to each other, and shared 
experiences. CD-6k  

l: Adopt roles of a wide variety of family and 
community members during dramatic play, 

h, k: Symbolic-make-believe play commonly 
draws on the child’s experience of family. 
Children will name family members and their 
relationship to each other during make-believe 
play while transforming elements of the 
relationships. 
 
i: Adopting family or community members 
through role-play is a common theme during 
make-believe play. Children will choose to play 
mother or father, doctors, firefighters, and other 
roles from their everyday experience. Children 
will find open ended elements and transform 
them into symbols that stand for the role they 
are playing.  
 
j: Children identify and demonstrate their 
understanding of community members through 
role-play. They take on the role and transform 
elements of the role it to make it their own. 
 
 
k: See h, k 
 
 
 
l, m: Children love to put on costumes that 
represent different family. members and roles in 
the community. Children will use open ended 
materials and toys as props in their imagined 
scenarios. 
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using props, language, and actions to add detail 
to their play. CD-6l  

m: Recognize and identify the roles of a wide 
variety of community helpers (police, fire 
fighters, garbage collectors, doctors, dentists). 
CD-6m  

 
 
 
 
m: See l, m 

CD-7: Recognize that they are members 
of different groups (e.g. family, preschool 
class, cultural group).  

d: Identify self as a part of a specific family, 
preschool class, or other familiar group (e.g., 
point to picture and say, “That’s my family,” or 
“I’m in Ms. Emily’s class.”).  
CD-7d  
 
 

e: Identify and express self as a part of several 
groups (e.g., family, preschool class, faith 
community). CD-7e  

d: Children will make-believe they are the 
teacher of the class and the other children 
playing recognize they are all members of the 
same group with one child pretending to be the 
teacher. The child will take elements of their 
real-life experience in a family or class and then 
transform aspects of that experience to make 
meaning in the context of play. 
 
e: Children demonstrate that they belong to 
different groups during make-believe play. 
Children take on and transform different roles 
from their everyday experience. 

CD-8: Identify and demonstrate 
acceptance of similarities and differences 
between themselves and others.  
 

d, f: Show acceptance of people who are 
different from themselves as well as people who 
are similar. CD-8d, CD-8f  

e: Given support and guidance, explore different 
cultural practices during play and planned 
activities. CD-8e  

g: Talk about how other children have different 
family members and family structures than their 
own (“I live with my Grandma and Shanika 
lives with her Mom and Dad.” “David’s dad 
works but my Daddy stays home and takes care 
of me.”). CD-8g  

 

d, f: Children try on personalities, familial, and 
gender roles that are different from their own. 
Through role-plat children experience what it is 
like to be different than their usual personality. 
 
e: Children from different faiths and cultures 
may weave these customs into play. Playing 
Christmas or Chanukah are examples. Children 
will take elements from their everyday 
experiences or perceptions and agree to a 
transformed meaning of these experiences 
within the context of play 
 
 
g, h: Symbolic make-believe play allows 
children to explore other cultures and customs 
through their transformation of these through 
role-play. 
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h: Show acceptance of different cultures through 
exploration of varying customs and traditions, 
past and present (how people dress, how people 
speak, food, music, art, etc.). CD-8h  

 
 
 
h: see g, h 

CD-9: Explore concepts connected with 
their daily experiences in their 
community.  
 

b, f: Describe characteristics of the places where 
they live and play (say, “My house is big and 
there are trees in my yard.” “The playground 
has swings and a sandbox.”). CD-9b, CD-9f  

 

 

 

c: Notice changes that happen over time 
(seasons, self or others growing bigger). CD-9c  

 

d: Notice and talk about weather conditions. 
CD-9d  

 
 
 
e: With prompting and support, participate as a 
member of a democratic classroom community 
(vote for name of class pet, wait turn to paint 
when easels are full).  
CD-9e  
 
g: Observe and talk about changes in themselves 
and their families over time. CD-9g  
 
 
 

b, f: Through the narrative of symbolic make-
believe play children will offer their everyday 
experience as a comment on the imagined 
scenario. EX: “Let’s build a big house. I live in 
a big house with a sandbox. My grandma lives 
in a smaller house.” Children will find materials 
to symbolize their imagined world that is 
partially recreated from characteristics of their 
everyday experiences. 
 
c: Children will notice how costumes that were 
too big at the beginning of the year now for 
them or have gotten too small. EX: “This play 
skirt doesn’t fit anymore. I have gotten bigger.” 
 
d: Children will often bring current weather 
conditions into their play scenarios and then 
transform the experience usually into a play 
experience that is more dramatic.. EX: “Let’s 
build a strong house. It is storming outside, and 
the wind might knock our house down.” 
 
 
e: Play partners engaging in symbolic play often 
take a democratic approach. Children are 
making meaning together and there must be 
agreement on what objects mean in the play 
world. 
 
g: Because role-playing family members is a 
prominent theme in symbolic make-believe play 
children often make observations about their 
family. They then transform their experiences in 
to a scenario in play EX: ‘My mommy has a 
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h: Observe and talk about how people adapt to 
seasons and weather conditions (put out salt in 
icy weather, wear rain gear). CD-9h  
 
 
 
 
i: Show awareness of the basic needs all 
families have (food, shelter, clothing) and how 
needs are met (work, help each other). CD-9i  
 
 
 
 
j: Demonstrate positive social behaviors and 
take personal responsibility as a member of a 
group (share, take turns, follow rules, take 
responsibility for classroom jobs).  
CD-9j  

cold. We can play doctor. Do you have a cold? 
Let me take your temperature.” The child will 
set up a doctor’s office with many objects that 
symbolize different aspects of the child’s 
experience of a doctor’s office 
 
 
h: Weather and seasons often come into make-
believe scenarios. EX: “It is snowing. We are 
making afire to keep warm. Children will then 
collect blocks to make a fire. They might choose 
yellow or orange play cloths to represent the 
flames. 
 
i: Themes of cooking and grocery shopping are 
often in make-believe play. Children will find 
object to represent food, grocery bags, and 
dishes. The more open-ended the toys offered 
the better opportunities there are for the child to 
transform the object with their imagination. 
 
j: Symbolic make-believe play is highly social. 
Children must take personal responsibly for 
their make-believe role in the imagined scenario 
and their role as a play partner. 

CD-10: Show understanding of numbers 
and quantities during play and other 
activities.  
 

m: Show they understand that adding objects to 
a group will make a bigger group, and taking 
away objects will make a smaller group. CD-
10m  

s: Show they understand that putting two groups 
of objects together will make a bigger group and 
that a group of objects can be taken apart into 
smaller groups. C-10s  

 

m, s: Children add and subtract objects as they 
gather and share materials they need during 
play. EX: “I need more play clips I only have 
one.” “Here now I have too many, you can take 
some.” 
 
s: See m, s 
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t: Write numerals or number-like forms during 
play and daily activities. CD-10t  
 
 
 
v: Recognize some numerals and attempt to 
write them during play and daily activities.  
CD-10v  
 
w: Show understanding of first, next, and last 
during play and daily activities (answer 
questions about who is first and last to slide 
down the slide; say, “The engine is first, and the 
caboose is last” when making a train). CD-10w  

t, v: Children often request paper and crayons to 
write during symbolic make-believe play. They 
will make maps, menus, and lists to symbolize 
objects they have experienced in their everyday 
lives. 
 
v: See t, v 
 
 
w: Children will play games that require 
sequencing or taking turns during symbolic 
make-believe play. They may assign seats on a 
pretend train, or they may make a swimming 
pool and each person must take their turn to 
jump into the pool. 

CD-11: Compare, sort, group, organize, 
and measure objects and create patterns in 
their everyday environment.  
 

f, l: Use descriptive language for size, length, or 
weight (short, tall, long, heavy, big). CD-11f, 
CD-11l 

h: Compare the size or weight of two objects 
and identify which one is longer/ taller/heavier 
than the other (“That rock is heavier than this 
one; I can’t lift it.” “A snake is longer than a 
worm.”). CD-11h  

i: Identify familiar objects as the same or 
different. CD-11i  

 

j: Sort familiar objects into categories with 
increasing accuracy (tools 
for woodworking and utensils for cooking; 
rectangle blocks on one shelf and square blocks 
on another shelf). CD-11j  

f, l: Clear communication is an important part of 
symbolic play. Children use descriptive 
language to describe what an object stands for in 
the play world. 
 
h: Children will decide the materials that are 
more suitable for their play scenario. Weight, 
size, and length can be a consideration 
 
 
 
i: Children identify favored toys and objects for 
play. 
 
 
j: Children must sort and organize toys as a part 
of daily cleaning after play. 
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p: Sort a group of objects (0-10) using one 
attribute (color, size, shape, quantity) with 
increasing accuracy (sort blocks by shape and 
place like-shaped blocks on the shelf; sort beads 
by color). CD-11p  

p: Objects are often grouped and stored by 
attribute. Children learn to sort and group as a 
part of daily cleaning after play. 

CD-12: Identify and use common shapes 
and concepts about position during play 
and other activities.  
 

h: Show they understand positions in space by 
using position words during play and by 
following directions from an adult (say, “Stand 
behind the chair.” “Put the ball in the box.”). 
CD-12h  

 

i: Use 2- and 3-dimensional shapes to create 
pictures, designs, or structures. CD-12i  

 

 

j: Find shapes in the environment and describe 
them in their own words. CD-12j  

 

k: Consistently use a variety of words for 
positions in space and follow directions using 
these words. CD-12k  

l: Use 2- and 3-dimensional shapes to represent 
real- world objects (say, “We are building a 
castle and we need a round block for the 
tunnel.” “I glued a circle and a square on my 
picture to make a house.”). CD-12l  

h: Children give and receive commands as part 
of symbolic make-believe play. Children will 
often give directions that require a peer to 
understand special directions. “Here is your 
ticket, you have to sit behind Dylan.” “I’m 
making soup, please put all the pom, poms in 
my soup pot.”  
  
i: Symbolic-make-believe play and construction 
play often overlap. Children will design and 
build 3-dimensional structures as part of their 
imagined play scenarios. They decide together 
what objects in the play world will represent 
objects from everyday life. 
 
 
j: Children describe shapes to their play partners 
as part of symbolic play as they discuss what the 
object should be in the play world. 
 
 
k: As children gain mastery over manipulating 
objects their understanding of complex spatial 
directions and their ability to communicating 
complex spatial directions increases. 
 
l: During symbolic play open ended toys are 
often used to represent something from 
everyday life. EX: “I need the round stool for 
my cooking stove.” 
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m: Name basic shapes and describe their 
characteristics using descriptive and geometric 
attributes (“That’s a triangle; it’s pointy.” “It’s a 
circle because it’s round.”). CD-12m  

m: Children identify and sort objects by shapes 
during symbolic play. EX: “I need all the flat 
circles for cookies.” 
 

CD-13: Use mathematical thinking to 
solve problems in their everyday 
environment.  
 

c: Use observation and counting (not always 
correctly) to find out how many things are 
needed during play and other daily activities 
(figure out how many spoons are needed for 
snack, find enough dolls so each person has one 
when playing in the dramatic play area). CD-
13c  

f: Use observation and counting with increasing 
accuracy to answer questions such as “How 
many do 
we need?” and “How many more 
do we need?” during play and other daily 
activities (count new children 
to see how many more plates are needed for 
snack; return extra drinks to cooler at picnic to 
arrive at the correct number). CD-13f  

c: Children count object or distribute objects to 
peers during symbolic play.  
“EX: Hey you have more than me!” (Child 
counts) “Here we both have three now.” 
 
 
 
 
 
f: Counting and sorting are frequently used 
actions during symbolic make-believe play to 
determine quantity or to distribute materials 
across players. 
 
 
 
 
 
 

CD-14: Observe and describe 
characteristics of living things and the 
physical world.  

f, l: Notice and react to the natural world and the 
outdoor environment. CD-14f, CD-14l  

 

g: Notice and describe characteristics of plants 
and animals, such as appearance, similarities, 
differences, behavior, and habitat. CD-14g  

 

h: Notice and describe current weather 
conditions. CD-14h  

f, l: Children use found objects in the natural 
world as part of symbolic play. They determine 
the suitability for a natural object to represent 
something that is desired in the play world. 
 
 
g: Children describe the characteristics of plants 
and animals and other natural objects as part of 
the meaning-making of symbolic play. 
 
 
h: Children will notice weather conditions and 
transform what they see in nature into play 
scenarios that are often dramatic in nature. 
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i: Notice and describe properties of materials 
and changes in substances (water freezes into 
ice, pudding thickens, clay hardens). CD-14i  

j: Participate in activities that help to care for 
the environment, with guidance and support 
(pick up trash, recycle paper). CD-14j  

i: Children will find materials that have certain 
properties and then use them as symbols in their 
play. Children may find ice and take pieces of it 
and pretend they are boats floating on the ocean. 
 
j: Caring for the environment is part of the daily 
classroom routine. 

CD -15: Explore the natural world by 
observing, manipulating objects, asking 
questions, making predictions, and 
developing generalizations.  
 

j: Observe objects, materials, and phenomena 
and describe what they notice (temperature, 
texture, size, weight, color, etc.). CD-15j  
m: Describe and predict changes that take place 
when mixing and manipulating materials. CD-
15m  
 
p: Compare objects, materials, and phenomena 
by observing and describing their physical 
characteristics. CD-15p  
 
s: Manipulate the environment to produce 
desired effects and invent solutions to problems 
(attach a piece of string to the light switch so 
they can independently turn off the lights).  
CD-15s  

j, p: Children often observe, describe, and 
compare materials and their properties as they 
manipulate them during symbolic play to 
determine how they should be used in play. 
 
 
 
p: See j, p 
 
 
 
s: Children manipulate the environment during 
symbolic make-believe play to produce effects 
desired and dictated by the imaginative 
scenario. Children invent solutions to problems 
by using open-ended toys in novel ways. 
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Language Play 
  

STANDARDS FOR HEALTHY PHYSICAL DEVELOPMENT 
The child will be able to:  

HPD-2: Children engage in active physical play indoors and outdoors. 
 

GOALS BENCHMARKS SAMPLE ACTIVITY 
HPD-2: Children engage in active 
physical play indoors and outdoors. 

m: Participate in simple games and other 
structured motor activities that enhance physical 
fitness (songs with movement, throwing and 
catching). HPD-2m  

 

n: Transition from active to quiet activities with 
limited guidance and support. HPD-2n  

m: Teachers can offer a movement circle as part 
of teacher lead language play. Nursery rhymes 
and songs accompanied with gestures can be 
offered as large group activities in the morning. 
This is a playful way for children to learn 
vocabulary and its meaning though large motor 
movements. 
 
n: The teacher lead language play described 
above provides children opportunities to gain 
awareness and control over their bodies and 
practice emotional regulations while 
transitioning to teacher lead activities to self-
directed play. 
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 Language Play 
  

STANDARDS FOR SOCIAL-EMOTIONAL DEVELOPMENT  
The child will be able to:  

 ESD-3: Children form relationships and interact positively with familiar adults who are consistent and 
responsive to their needs.  

 ESD-4: Children form relationships and interact positively with other children. 
GOALS BENCHMARKS SAMPLE ACTIVITY 

ESD-3: Children form relationships and 
interact positively with familiar adults 
who are consistent and responsive to their 
needs. 

n: Show affection for adults they are close to. 
ESD-3n  

 

p:  Show ease and comfort in their interactions 
with familiar adults. ESD-3p  

n: Children may show affection for their 
teachers by repeating a song or rhyme their 
teacher has taught them. The child may 
transform the song or rhyme in a playful way 
and make it their own. 

p: When large group language play activities are 
offered to the children as a regular part of the 
day or week in the classroom, children 
experience comfort in the routine experience. 
They feel that they can count on the activities 
that are unfolding and that their teacher is 
interested and caring. 

ESD-4: Children form relationships and 
interact positively with other children. 

l: Form and maintain friendships with a few 
other children. ESD-4l  

 

 

m: Identify another child as a friend. ESD-4m  

 

l, m: Children seen to form and maintain 
friendships through language play. Children will 
often seek out a friend to sing or make up stories 
or silly rhymes with. These language exchanges 
are often humorous. 
 
m: See l, m 
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n: Approach other children easily, expecting 
positive interactions. ESD-4n  

 

o: Show ease and comfort in their interactions 
with familiar children. ESD-4o  

 

q: Form and maintain friendships with other 
children of diverse cultural backgrounds and 
abilities. ESD-4q  

 

 

 

s: Use language effectively to have 
conversations with other children and influence 
another child’s behavior (negotiate sharing a 
toy, plan how to build a block tower together). 
ESD-4s  

 

 

t: Play and interact cooperatively with other 
children (work on project together, exchange 
ideas). ESD-4t  

n: Children who are playing with language often 
have an understanding with each other that they 
like to play with language and so they expect 
natural playful interactions with their play 
partner. 
 
o: Children will often make up languages that 
indicate the children are at ease with each other 
and share understanding. 
 
q: It is helpful when teachers unite children 
culturally through the culture of the classroom. 
Rhymes, stories and songs become common 
ground with which the children can connect 
with as they seek to form and maintain 
friendships with children who are culturally 
different from themselves. 
 
 
 
s: Language play between children will often 
stop for a conversation when there is a 
difference of opinion about how the rhyme or 
song goes. Children often will interrupt teacher-
lead language play if the teacher misspeaks and 
says a word differently than before. It is best to 
acknowledge the child is correct with good 
humor. You have taught them well and they are 
holding you to it! 
 
t: Language play is co-operative in nature. Both 
children sharing a song or rhyme usually co-
operate to remember the language as it was 
offered or to change it so both think the 
changes, they have made are silly and 
satisfying. 
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Language Play 

  
STANDARDS FOR LANGUAGE AND COMMUNICATION DEVELOPMENT  
The child will be able to:  

LDC-1: Understand communications from others.  
LDC-2: Participate in conversations with peers and adults in one-on-one, small, and larger  

group interactions. 
LDC-3: Ask and answer questions in order to seek help, get information, or clarify something  

that is not understood.  
LDC-4: Speak audibly and express thoughts, feelings, and ideas clearly.  
LDC-5: Describe familiar people, places, things, and events.  
LDC-6: Use most grammatical constructions of their home language well.  
LDC-7: Respond to and use a growing vocabulary.  
LDC-11: Develop phonological awareness. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
LDC-1: Understand communications from 
others. 

k, n: Show understanding of increasingly 
complex sentences. LDC-1k , LDC-1n  

k, n: Children who can engage in language play 
through purposefully manipulating and 
transforming language show understanding of 
complex language structures. 

LDC-2: Participate in conversations with 
peers and adults in one-on-one, small, and 
larger group interactions. 

i: Demonstrate an understanding that people 
communicate in many ways (gestures, facial 
expressions, multiple spoken languages, sign 
language, augmentative communication). LDC-
2i  

l: Express an understanding that people 
communicate in many ways (gestures, facial 
expressions, multiple spoken languages, sign 
language, and augmentative communication). 
LDC-2l  

 

i, j: Verbal and non-verbal communications are 
utilized by the children during language as 
gestures usually accompanies the words the 
children are using.  
 
 
l: Language play is a wonderful way for 
children who speak different languages to be 
united in a classroom cultural language. As the 
teacher offers literary content through 
movement circles filled with rich descriptive 
vocabulary, imaginative stories and song as part 
of teacher lead activities. The children take this 
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m: Initiate and carry-on conversations that 
involve multiple back and forth communications 
or turns between the persons involved in the 
conversation. LDC-2m  

o: Participate in a group discussion, making 
comments and asking questions related to the 
topic. LDC-2o  

 

p: Appreciate and use humor. LDC-2p  

content and connect through repurposing it 
during play. 
 
m: Language play involves extensive discussion 
about details of the lines and rhymes the 
children are playing with. Children make 
comments, ask questions, and carry-on 
conversations related to the word play. 
 
o: Groups of children may engage in language 
play, although it is most often seen as paired 
play. Children will negotiate details of their co-
created language play, recalling lines and 
transforming them to everyone’s satisfaction. 
 
p: Creating humorous sounds or phrases are 
often the aim of make-believe play. 

LDC-3: Ask and answer questions in 
order to seek help, get information, or 
clarify something that is not understood.  
 

d: Answer longer questions using more detail. 
LDC-3d  

e: Use sentences or questions to ask for things 
(people, actions, objects, pets) or gain 
information. LDC-3e  

d: Language play involves discussion of details 
with play partners over the course of playing 
with the song or verse.  
 
e: Verbal communication is the primary means 
of communication during language play.  
EX: How does that son go?” 

LDC-4: Speak audibly and express 
thoughts, feelings, and ideas clearly.  
 

h: Communicate messages with expression, 
tone, and inflection appropriate to the situation. 
LDC-4h  

 

 

j: Use language and nonverbal cues to 
communicate thoughts, beliefs, feelings, and 
intentions. LDC-4j  

h: Children learn to communicate their 
excitement, care, satisfaction, and 
disappointment during language play. Using 
language expressively is the primary purpose of 
language play. Often it is used to create humor. 
Children will exaggerate emotions to be 
humorous. 
 
 
j: Language and gestures are used as a part of 
language play to communicate meaning. 
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k: Adapt their communication to meet social 
expectations (speak quietly in library, speak 
politely to older relative). LDC-4k  

l: Speak clearly enough to be understood by 
most people. LDC-4l  

k: Children learn to modulate the volume of 
their voice during language play. Language play 
involves children manipulating their volume, 
tempo, and tone in playful ways. 
 
l: Language play is not satisfying if you cannot 
understand what your play partner is saying, 
unless the point of the play is to be silly and 
mixed up. In that case children may mumble of 
be unclear for humorous effect. 

LDC-5: Describe familiar people, places, 
things, and events.  
 

e: Describe experiences and create or retell short 
narratives. LDC-5e  

f: Describe experiences and create and/or retell 
longer narratives. LDC-5f  

 
e, f: Language play often involves a child 
retelling or creating a story of their own. 

LDC-6: Use most grammatical 
constructions of their home language well.  
 

g: Communicate in longer sentences and use 
more conventional grammar in their home 
language (plurals, tenses, prepositions). LDC-6g  

h: Make grammatical errors that follow 
language rules (say, “mouses” instead of 
“mice”). LDC-6h  

i: Speak in full sentences that are grammatically 
correct most of the time. LDC-6i  

g-i: Children have ample opportunity to 
communicate in longer sentences that practice 
conventional grammar during language .Making 
grammatical errors that follow language rules 
are part of this practice. The use of full 
sentences that are grammatically correct most of 
the time are a result of this practice during the 
narration that is part of language play. 
 
h: See g-i 
 
i: See g-i 

LDC-7: Respond to and use a growing 
vocabulary.  
 

k, o: Repeat familiar songs, chants, or rhymes. 
LDC-7k, LDC-7o  
 
l: Use more than one word for the same object 
and use words for parts of objects (e.g., dog, 
beagle, Rover; arm, leg).  
LDC-7l  
 
 

k: Children make up or transform a song, chant, 
or rhyme during language play. 
 
l: Children and teachers will use different words 
for the same objects as part of language play. In 
this way the children learn new vocabulary, 
often through silly memorable songs or rhymes. 
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m: Make up names for things using words they 
know (e.g., dog doctor for veterinarian).  
LDC-7m  
 
n: Use many kinds of cues in the environment to 
figure out what words mean. LDC-7n  
 
 
p: Use a growing vocabulary that includes many 
kinds of words to express ideas clearly. LDC-7p  
 
q: Infer the meaning of different kinds of new 
words from the context in which they are used 
(for example, hear “sandals” and “boots” used 
to describe two pairs of shoes, and infer that the 
unfamiliar shoes must be sandals because they 
know that the other pair of shoes are boots). 
LDC-7q  

m: Children will make up names for things as 
part of language play. 
 
 
n: Children may make up silly words for objects 
while their play partner has to decipher what 
they are describing. 
 
p, q: Nursery rhymes especially offer children 
ample opportunity to learn new vocabulary that 
they may not hear in everyday life:  
EX: “Goosy, goosy gander, Wither doth thou 
wander.” Children infer meaning of the words 
especially when the rhymes are accompanied by 
gestures. 
 
q: See p, q  

LDC-11: Develop phonological awareness. 
 

f: Participate in experiences with songs, poems, 
and books that have rhyme and wordplay, and 
learn words well enough to complete refrains 
and fill in missing words and sounds. LDC-11f  

 

g: Repeat rhythmic patterns in poems and songs 
using words, clapping, marching, and/or using 
instruments. LDC-11g  

 

h: Play with the sounds of language and begin to 
identify rhymes (make up silly-sounding words, 
repeat rhyming words). LDC-11h  

 

f: Teacher lead movement circles that regularly 
use nursery rhymes, and seasonal songs are a 
wonderful daily large group activity that allows 
children playful experiences with language. 
They will then take these teacher-lead group 
experiences into their self-directed language 
play. 
 
g, j: Rhythmic patterns and clapping, marching 
and carious instruments can be used as part of 
large group movement circles that are a part of 
teacher-lead language play. 
 
h: Nursery rhymes are full of tounge twisters 
and rhyming repeating words. They are a 
wonderful source for language play in the 
classroom. 
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i: Enjoy rhymes and wordplay, and sometimes 
add their own variations. LDC-11i  

j: Repeat a variety of rhythmic patterns in 
poems and songs using words, clapping, 
marching, and/or instruments to repeat the 
rhythm or beat syllables. LDC-11j  

k: Play with the sounds of language, identify a 
variety of rhymes, create some rhymes, and 
recognize the first sounds in some words.  
LDC-11k  
 
l: Associate sounds with specific words, such as 
awareness that different words begin with the 
same sound. LDC-11l  

i: Children will take the language play the 
teacher has offered them and make it their own 
through self-directed language activities. 
 
See: g, j 
 
 
 
k: Children will take all the language play the 
teacher has provided for them in large group 
movement circles and begin to make it their 
own through playing with rhyme and 
alliteration. 
 
l: Children will often identify sounds as being 
part of their name or other words. “My name 
has a “ssss” sound Sam!” 
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Language Play 
  

STANDARDS FOR APPROACHES TO PLAY AND LEARNING 
The child will be able to:  

APL-1: Show curiosity and express interest in the world around them.  
APL-2: Actively seek to understand the world around them.  
APL-4: Demonstrate creativity, imagination, and  

inventiveness.  
GOALS BENCHMARKS SAMPLE ACTIVITY 

APL-1: Show curiosity and express 
interest in the world around them.  

l, o: Show interest in a growing range of topics, 
ideas, and tasks. APL-1l, APL-1o  

p: Demonstrate interest in mastering new skills 
(e.g., writing name, riding a bike, dance moves, 
building skills). APL-1p  

l, o: Children are interested in playing with 
languages, especially languages that are 
different from the language used in their family. 

p: Children like to demonstrate their knowledge 
of a rhyme or song they know. 

APL-2: Actively seek to understand the 
world around them.  
 

k: Purposely try different ways of doing things 
to see what and how they work (adjust blocks 
used as a ramp to make a ball roll faster and 
farther). APL-2k  

n: Use what they know from past experience to 
understand what is happening now (get an 
umbrella to go outside because it is raining). 
APL-2n  

 k: Children will play around with words and 
put them in different orders to see house thy 
sound. They may say the same word ending and 
go through different beginning sounds to see 
how that makes the word different. 
 
n: Children learn language and seek to try out 
what they have learned. A child may learn and 
new word and then use it frequently as a part of 
play until it becomes their own. 

APL-4: Demonstrate creativity, 
imagination, and inventiveness.  
 

p: Use language to begin and carry on play with 
others. APL-3p  

t: Choose to use new knowledge and skills 
during play (add features to dramatic play scene 
related to class project, write list, build structure 
like displayed picture). APL-3t  

p: The playful use of language is primary in 
language play. 
 
t: Children will often ask for paper and crayons 
to play with symbols and letters. 
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Language Play 
  

STANDARDS FOR COGNITIVE DEVELOPMENT 
The child will be able to: 

CD-5: Demonstrate self-expression and creativity in a variety of forms and contexts, including play, visual 
arts, music, drama, and dance.  

CD-9: Explore concepts connected with their daily experiences in their community.  
CD-11: Compare, sort, group, organize, and measure objects and create patterns in their everyday 

environment.  
GOALS BENCHMARKS SAMPLE ACTIVITY 

CD-5: Demonstrate self-expression and 
creativity in a variety of forms and 
contexts, including play, visual arts, 
music, drama, and dance 

m, r: Choose to participate and express 
themselves through a variety of creative 
experiences, such as art, music, movement, 
dance, and dramatic play. CD-5m, CD-5r  

p: Show awareness of different musical 
instruments, rhythms, and tonal patterns as they 
make music or participate in music activities. 
CD-5p  

q: Show awareness of various patterns of beat, 
rhythm, and movement through music and 
dance activities. CD-5q  

 

u: Recall and imitate different musical tones, 
rhythms, rhymes, and songs as they make music 
or participate in musical activities (clap previous 
beat to a new song). CD-5u  

m, r: During language play children will weave 
dance, song, and musical instruments into their 
play. 
 
 
p: Children will imitate songs, and use musical 
instruments as part of language play 
 
 
 
q: Children will change emphasis and rhythmic 
patterns as part of playing with language.  This 
is also a good teaching practice when offering 
teacher lead language play. 
 
 
 
u, v: Children will recall and imitate songs, 
rhymes and patterns of beat and rhythem they 
have been taught by their teacher. They will 
often imitate them exactly or playful modify 
what they have been taught. 
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v: Recall and imitate patterns of beat, rhythm, 
and movement as they create dances or 
participate in movement and dance activities. 
CD-5v  

v: See u,v 
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Playing with the Arts 
  

STANDARDS FOR HEALTHY PHYSICAL DEVELOPMENT 
The child will be able to: 

HPD-5: Develop small muscle control and hand-eye coordination to manipulate objects and work with tools. 
HPD-6: Develop awareness of their needs and the ability to communicate their needs.  
HPD-7: Develop independence in caring for themselves and their environment. 
HPD-8: Develop awareness of basic safety rules and begin to follow them. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
HPD-5: Develop small muscle control and 
hand-eye coordination to manipulate 
objects and work with tools.  

j: Draw simple shapes and figures (square for 
block, circles). HPD-5j  

 

k: Engage in activities that require hand-eye 
coordination (build with manipulatives, mold 
Play- Doh®, work puzzles with smaller pieces). 
HPD-5k  

l: Use tools that require strength, control, and 
dexterity of small muscles (forks, crayons, 
markers, safety scissors, adapted tools). HPD-5l  

m: Draw and write smaller figures with more 
detail (faces with features, letters, or letter-like 
forms). HPD-5m  

n: Engage in complex hand- eye coordination 
activities with a moderate degree 
of precision and control (fasten clothing, cut 
shapes, put together small pieces). HPD-5n  

j: Children will develop small-motor control 
through drawing. Materials for drawing should 
be offered to children as part of regular weekly 
structured activities. 

k: Children will have opportunities to exercise 
hand-eye co-ordination during artistic work. 
through painting, drawing, working with clay 
and making assemblages from open-ended toys 
and natural objects.  

l: Paintbrushes, crayons, and crafting tools 
provide children with opportunities to develop 
dexterity in their hands. 

m: As children gain dexterity in their hands, 
they will demonstrate this in finer drawing skill, 
provided they given opportunities to practice 
weekly through free drawing. 
 
n: Children may put on costumes as part of 
artistic play. In this case they have opportunities 
to exercise small-motor development through 
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o: Use tools that require strength and dexterity 
of small muscles with 
a moderate degree of control (spray bottle, hole 
puncher). HPD-5o  

tying, manipulating buttons and zippers while 
dressing and undressing. 
 
o: Teacher-lead artistic and crafting 
opportunities allow children to learn to 
manipulate crayons, paint brushes, scissors, glue 
sticks, and thread and needle with skill.  

HPD-6: Develop awareness of their needs 
and the ability to communicate their 
needs.  

g: Use words or sign language to ask for the 
things they need (food when hungry, drink when 
thirsty, go outdoors when they need to be 
physically active). HPD-6g  

i: Use language to ask adults or peers 
specifically for the kind of help needed in a 
particular situation. HPD-6i  

i: If a participatory culture has been established 
in the classroom, children will naturally ask for 
assistance during artistic play as needed.  
 

HPD-7: Develop independence in caring 
for themselves and their environment. 

n: Help with routine care of the indoor and 
outdoor learning environment (recycle, care for 
garden). HPD-7n  
 
q: Dress and undress themselves independently. 
HPD-7q  
 
t: Perform tasks to maintain the indoor and 
outdoor learning environment independently. 
HPD-7t  

n, t: Care for the play spaces is a daily activity 
that the child can always participate in via 
imitation of the teachers or through a direct 
request from a teacher. 
 
q: Children may put on costumes independently 
as part of artistic play. 
 
t: See n, t 

HPD-8: Develop awareness of basic 
safety rules and begin to follow them.  

i: Know what their bodies can do, and play 
within their abilities to avoid injury to self or 
others. HPD-8i  

i: As children manipulate materials artistically 
or move their bodies in creative ways, they learn 
what they can do to avoid injury or damage 
materials 
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Playing with the Arts 
  

STANDARDS FOR SOCIAL-EMOTIONAL DEVELOPMENT  
The child will be able to: 

ESD-1: Demonstrate a positive sense of self-identity and self-awareness. 
ESD-2: Express positive feelings about themselves and confidence in what they can do.  
ESD-3: Form relationships and interact positively with familiar adults who are consistent and responsive to 

their needs.  
ESD-4: Form relationships and interact positively with other children.  
ESD-6: Identify, manage, and express their feelings. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
ESD-1: Demonstrate a positive sense of 
self-identity and self-awareness. 

k: Describe self (characteristics that can be seen, 
things they can do, things they like, 
possessions). ESD-1k  

 

m: Use own first and last name. ESD-1m  

n: Choose activities they like and name their 
favorite activities. ESD-1n  

 

o: Describe themselves in concrete ways, with 
greater detail and accuracy (“My eyes are 
brown.” “I am tall.”). ESD-1o  

k: Children describe the actions they want to 
make and the materials they want to use during 
artistic play. EX: “I want to use the green 
crayon to make grass. cape. I like it best.” 

m: When children create an artistic work, they 
often attempt to write their name. 

n: Children will express their pleasure to 
participate in artistic activities. EX: “I love 
painting. Drawing is my favorite.” 

 
o: Children will draw themselves and describe 
their physical characteristics while doing so. 
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p: Express awareness that they are members of 
different groups (e.g., family, preschool class, 
ethnic group). ESD-1p  

q: Choose to spend more time on preferred 
activities, and express awareness of skills they 
are developing. ESD-1q  

p: Children acknowledge they are part of a 
group during artistic play. Often, they will make 
drawings of their family or class. 

 
 
q: Children who enjoy and artistic activity may 
seek it out during unstructured times. 

ESD-2: Express positive feelings about 
themselves and confidence in what they 
can do. 
 

k, n: Express positive feelings about 
themselves by showing and/or telling others 
about themselves, things they like, or things 
they have done. ESD-2k, ESD-2n  

l, o: Express the belief that they can do many 
things. ESD-2l, ESD-2o  

m: Try new activities and attempt new 
challenges. ESD-2m  

p: Stick with tasks even when they are 
challenging. ESD-2p  

q: Express opinions about their abilities in 
different areas (“I’m a good friend.” I can run 
fast.” “I know all my letters!”). ESD-2q  

 k, n: Children will often express what they like 
through narration of the drawing they are 
making. 
 
 
l, o: Artistic play allows the child to artistically 
represent anything they imagine. 
 
m, p: The teacher may offer craft activities that 
are new to the children. These may be difficult 
at first. Usually, the child will persist in the 
activity, even if they take a break and then 
return later. 
 
p: See m, p 
 
q: Children will express satisfaction in their 
artistic work. EX: “I love my drawing. I am 
good at drawing.” 

ESD-3: Form relationships and interact 
positively with familiar adults who are 
consistent and responsive to their needs.  
 

m, q: Seek out trusted teachers and caregivers as 
needed (for emotional support, physical 
assistance, social interaction, problem- solving, 
and approval). ESD-3m, ESD-3q  

r: Form positive relationships with new teachers 
or caregivers over time. ESD-3r  

m, q: Direct intervention may be requested by 
children during artistic play. The child may 
require help manipulating or caring for the 
artistic materials. 
 
r: New teachers showing interest in the 
children’s artistic work build trust between 
children and a new caregiver or teacher. 
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p: Show ease and comfort in their interactions 
with familiar adults. ESD-3p  

 

 

s: Use language effectively to continue 
conversations with familiar adults and to 
influence their behavior (ask for help, ask an 
adult to do something). ESD-3s  

p: Children often demonstrate affection for their 
teachers by making artwork and presenting it to 
the teacher. Children notice when their teachers 
are interested in what they artistically create. 
The teacher’s active engagement, even when 
they do not direct intervene in the activity builds 
trust between the teacher and child. 
 
s: Children practice effective communication 
skills during artistic play to ask for materials 
they need or in social situations. 

ESD-4: Form relationships and interact 
positively with other children.  
 

k, p: Demonstrate social skills when interacting 
with other children (turn- taking, conflict 
resolution, sharing).  
ESD-4p, ESD-4k  
 

m: Identify another child as a friend. ESD-4m  

n: Approach other children easily, expecting 
positive interactions. ESD-4n  

o: Show ease and comfort in their interactions 
with familiar children. ESD-4o  

 

 

q: Form and maintain friendships with other 
children of diverse cultural backgrounds and 
abilities. ESD-4q  

 

k, p: Artistic play provides children 
opportunities to demonstrate social skills 
through sharing materials. 
 
 
m: Children will often identify another child as 
a friend through drawing or painting pictures of 
them with their friend. 
 
n, o: When children are engaged in a teacher 
offered artistic activity a positive mood is 
usually involved. Children are at ease when they 
know that there are enough materials to go 
around and that after a short wait, they can have 
what they want for their work. 
 
o: See n, o 
 
 
q: All children engage in artistic work as part of 
a teacher offered activity. Children become 
interested in what their peers are make despite 
differing cultural back grounds. 
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r: Seek and give support with children they 
identify as friends. ESD-4r  

 

s: Use language effectively to have 
conversations with other children and influence 
another child’s behavior (negotiate sharing a 
toy, plan how to build a block tower together). 
ESD-4s  

t: Play and interact cooperatively with other 
children (work on project together, exchange 
ideas). ESD-4t  

r: Children will offer support through praise of 
their peer’s artistic work. EX: “I like your 
picture; you are good at drawing flowers” 
. 
 
s: Children must engage other children with 
effective communication while sharing 
materials for artistic work. EX: “I need the blue 
crayon. Please pass the crayons.” 
 
t: Costumes and materials often need to be 
shared during artistic activities and play 
providing the opportunity for children to work 
together cooperatively and share ideas.  

ESD-6: Identify, manage, and express 
their feelings. 

l, o: Express a range of emotions (happiness, 
sadness, fear, anger, disgust, tenderness, 
hostility, shame, guilt, satisfaction, and love) 
with their face, body, vocal sounds, and words. 
ESD-6l, ESD-6o  

 

q: Use a larger vocabulary for talking about 
different feelings (“I’m frustrated with that 
puzzle!” “I’m excited about our trip.”). ESD-6q  

r: Give reasons for their feelings that may 
include thoughts and beliefs as well as outside 
events (“I’m happy because I wanted to win, 
and I did.”). ESD-6r 

s: Use problem-solving strategies when feeling 
angry or frustrated. ESD-6s  

l, o: Children express their emotions artistically 
through their drawings, paintings, and creative 
movements. Children may directly represent 
how they are feeling in a drawing by 
representing themselves as happy or sad in the 
picture. A child may also be less explicit but 
demonstrate their feelings in the tone of their 
singing or quality of their movements. 
 
q: A children describe a picture they have made; 
they may use larger vocabulary words in their 
description. 
 
r. Children will give reasons for what they 
choose to artistically represent. EX: “I drew my 
house because I love it.” 
 
s: After performing an action and repeatedly 
failing the child will begin to alter elements of 
the action to see if they get a different result.  
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Playing with the Arts 
  

LANGUAGE AND COMMUNICATION DEVELOPMENT  
The child will be able to:  

LDC-1: Understand communications from others.  
LDC-2: Participate in conversations with peers and adults in one-on-one, small, and larger  

group interactions.  
LDC-3: Ask and answer questions in order to seek help, get information, or clarify something  

that is not understood.  
LDC-4: Speak audibly and express thoughts, feelings, and ideas clearly. 
LCD-5: Children describe familiar people, places, things, and events.  
LDC-13: Use writing and other symbols to record information and communicate for a variety of purposes.  
LDC-14: Use knowledge of letters in their attempts to write.  
LDC-15: Use writing skills and writing conventions.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
LDC-1: Understand communications from 
others.  

k, n: Show understanding of increasingly 
complex sentences. LDC-1k , LDC-1n  

l: With prompting and support, respond to 
requests for information or action. LDC-1l  

m: Follow simple multistep directions with 
visual cues if needed. LDC-1m  

 

p: Follow more detailed multistep directions. 
LDC-1p  

k, n: Children understand and respond to 
complex sentences as their teacher gives them 
instructions for artistic activities. Their peers 
also may make requests of them to share 
materials. 
 
l: Children respond to requests from teachers 
and peers to share materials or their ideas about 
artistic work. 
 
m, p:  Teachers may need to offer directions 
during an artistic or craft activity. Children 
follow multistep directions with practice and 
given sufficient time. Teachers need to guard 
against giving too many directions too quickly. 
If an artistic activity is offered. Enough time 
need to be given for set up, the activity and the 
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cleanup without any of the process being 
rushed. The whole process is part of artistic 
work. 
 
p: See m, p 

LDC-2: Participate in conversations with 
peers and adults in one-on-one, small, and 
larger group interactions.  

j: Initiate and carry on conversations and ask 
questions about things that interest them.  
LDC-2j  
 
m: Initiate and carry-on conversations that 
involve multiple back and forth communications 
or turns between the persons involved in the 
conversation. LDC-2m  

 
n: Initiate and participate in conversations 
related to interests of their own or the persons 
they are communicating with. LDC-2n  

 
o: Participate in a group discussion, making 
comments and asking questions related to the 
topic. LDC-2o  

 
 
 
 
 
p: Appreciate and use humor. LDC-2p  

j: Children initiate conversations while engaging 
in artistic work. They enjoy talking about what 
they are doing and show interest in others.  
 
 
m, n: Conversations about artistic work can 
involve multiple exchanges between interested 
children. 
 
n: See m, n 
 
 
o: Group discussion while children are engaging 
in the artistic activity is also common. The 
teacher has to balance the children’s natural 
desire to share and socialize with keeping the 
conversational space in a mood that is still 
conducive to the children’s attention returning 
to their work after they have asked or answered 
a question. 
 
p: Children often love to share funny pictures 
they have drawn or act out funny stories or 
make humorous dance moves. 

LDC-3: Ask and answer questions in 
order to seek help, get information, or 
clarify something that is not understood.  

d: Answer longer questions using more detail. 
LDC-3d  

 

d: Detailed questions with play partners over the 
course of retelling a story through acting it out 
or playing with puppets is common. Children 
will discuss all the elements they need to tell 
their story. 
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e: Use sentences or questions to ask for things 
(people, actions, objects, pets) or gain 
information. LDC-3e  

f: Answer more complex questions with more 
explanation (“I didn’t like camping out because 
it rained.” “Emily is my friend because she’s 
nice to me.”). LDC-3f  

g: Ask specific questions to learn more about 
their world, understand tasks, and solve 
problems. LDC-3g  

e-g: Children will ask questions and discuss in 
detail with their peers’ elements of their artist 
activity. 
 
 
f: See e-g 
 
 
 
 
g: See e-g 

LDC-4: Speak audibly and express 
thoughts, feelings, and ideas clearly. 

j: Use language and nonverbal cues to 
communicate thoughts, beliefs, feelings, and 
intentions. LDC-4j  

k: Adapt their communication to meet social 
expectations (speak quietly in library, speak 
politely to older relative). LDC-4k  

h: Children learn to communicate their 
excitement, care, satisfaction, and 
disappointment during artistic play. 
 
k: Children learn to modulate the volume of 
their voice during artistic play. Children learn to 
modulate the volume of their voice to speak 
more softly when in a group activity around the 
table. They learn to speak louder when telling a 
story. 
 

LCD-5: Children describe familiar people, 
places, things, and events.  

 

d: Talk to themselves and about what they are 
“working on,” what they are doing, routines, 
and events of the day. LDC-5d  

e: Describe experiences and create or retell short 
narratives. LDC-5e  

f: Describe experiences and create and/or retell 
longer narratives. LDC-5f 

d: As children draw, paint, or construct they 
often speak out loud about what they are 
working on and how they are accomplishing it. 
EX: “I am making lots of dots on my picture 
because it is raining.” 
 
e, f: Artistic play often involves a child retelling 
or creating a story of their own. 
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LDC-13: Use writing and other symbols 
to record information and communicate 
for a variety of purposes. 

c: Represent thoughts and ideas through marks, 
scribbles, drawings, and paintings (draw a 
picture of something they did during the day, 
indicate what they want for lunch with a mark 
under the picture of the food they want).  
LDC-13c  

 
d: With prompting and support, communicate 
their thoughts for an adult to write. LDC-13d  

 
e: Engage in writing behaviors that imitate real-
life situations (e.g., make marks to take food 
order during pretend restaurant play). LDC-13e  
 
f: Represent thoughts and ideas in drawings and 
by writing letters or letter-like forms. LDC-13f  

g: Communicate their thoughts for an adult to 
write. LDC-13g  

h: Independently engage in writing behaviors 
for various purposes (e.g., write symbols or 
letters for names, use materials at writing center, 
write lists with symbols/letters in pretend play, 
write messages that include letters or symbols). 
LDC-13h  

c: Children will often externalize thoughts or 
emotional expressions through the way they 
make their marks in their drawings or paintings. 
 
 
 
 
d, g: When given the opportunity to make a gift 
card for a friend, parent, or teacher, the teacher 
can ask the child what they would like to say. 
 
e: Children often make marks as a 
representation of their everyday experience 
during artistic-make believe play. 
 
f: Children often use letters and symbols to 
express themselves during artistic activities. 
 
 
g: See d, g 
 
h: A child might independently engage in 
writing behaviors as part of the artistic work or 
at the conclusion will write their name on their 
picture. 

LDC-14: Use knowledge of letters in their 
attempts to write. 

a: Begin to use letters and approximations of 
letters to write their name. LC-14a  

c: Use known letters and approximations of 
letters to write their own name and some 
familiar words. LC-14c  

d: Try to connect the sounds in a spoken word 
with letters in the written word (write “M” and 
say, “This is Mommy.”). LC-14d  

a, c: Children attempt to write their name with 
increasing precision on their artwork. 
 
 
c: See a, c 
 
 
d: Children will write their name and connect 
the letter to the word. EX: “My name is Sam, 
see S- A -M.” 
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LDC-15: Use writing skills and writing 
conventions.  

f: Use a variety of writing tools and materials 
with purpose and control (pencils, chalk, 
markers, crayons, paintbrushes, finger paint, 
computers). LC-15f  

g: Make marks they call “writing” that look 
different from drawings (vertical series of marks 
for a “grocery list,” horizontal line of marks for 
a “story”). LC-15g  

h: Play with writing letters and make letter-like 
forms. LC-15h  

i: Use a variety of writing tools and materials 
with increasing precision. LC-15i  

j: Imitate adult writing conventions that they 
have observed (write groups of letter-like forms 
separated by spaces, try to write on a line, press 
Enter key on computer after typing a series of 
“words”). LC-15j  

k: Use some conventional letters in their 
writing. LC-15k  

f: Children will use writing tools and materials 
in a variety of artistic ways. They will use 
paintbrushes for painting, crayons for drawing, 
and chalks and brushes to make chalk drawings/ 
paintings on pavement. 
 
g: Children often make marks as a 
representation of their everyday experience 
during artistic-make believe play. 
 
h, j: Children enjoy pretending they have 
mastery of writing. They will make letters and 
numbers or symbols as part of their imaginative 
or artistic play. 
 
i: When children are offered artistic activities 
regularly, they develop the skill and dexterity to 
make marks with precision. 
 
j: See h, j 
 
 
 
k: Children usually can write their name with 
precision. 
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 Playing with the Arts 
  

STANDARDS FOR APPROACHES TO PLAY AND LEARNING 
The child will be able to: 

APL-1: Show curiosity and express interest in the world around them.  
APL-2: Actively seek to understand the world around them.  
APL-4: Demonstrate creativity, imagination, and inventiveness.  
APL-7: Demonstrate initiative. 
APL-8: Maintain attentiveness and focus.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
APL-1: Show curiosity and express 
interest in the world around them.  

 

j, m: Discover things that interest and amaze 
them and seek to share them with others. APL-
1j, APL-1m   

k, n: Communicate interest to others through 
verbal and nonverbal means (take teacher to the 
science center to see a new animal). APL-1k, 
APL-1n 

 

o: Show interest in a growing range of topics, 
ideas, and tasks. APL-1l, APL-1o 

 

p: Demonstrate interest in mastering new skills 
(e.g., writing name, riding a bike, dance moves, 
building skills). APL-1p  

j, m: Children love to discover different ways to 
manipulate materials to express themselves 
artistically. 

k. n: It is natural for children to demonstrate 
their interest in their own artistic endeavors as 
well as that of their peers. EX: A child builds an 
assemblage of natural materials they find and 
gestures to it. “I found these pretty leaves over 
there.” 
 
o: Artistic play is varied in its forms of 
expression. Children may show interest in 
musical instruments, creative movement, or 
visual art during artistic play. 
 
p: Children may ask to engage in artistic or 
crafting outside of structured artistic activities 
when they especially enjoy the activity. They 
may wish to work on mastering the activity 
during self-directed play time. 
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APL-2: Actively seek to understand the 
world around them 
 

j: Use all available senses, tools, and a variety of 
strategies to explore the environment (drop 
objects in water to see if they sink or float). 
APL-2j  

k: Purposely try different ways of doing things 
to see what and how they work (adjust blocks 
used as a ramp to make a ball roll faster and 
farther). APL-2k  

n: Use what they know from past experience to 
understand what is happening now (get an 
umbrella to go outside because it is raining). 
APL-2n  

 j: Children will use artistic materials offered as 
well as found objects in nature during artistic 
play. 
 
 
k: Children should be provided with artistic 
materials and tools that are used in specific 
ways as well open-ended toys and natural 
materials for children to experiment with and 
manipulate. 
 
n: As children manipulate the objects they have 
been provided. They take previous knowledge 
into the future. EX: “If I move my crayon like 
this, I can make a dot.” 

APL-4: Demonstrate creativity, 
imagination, and inventiveness.  
 

h: Offer new ideas about how to do or make 
things. APL-4h  

j: Use materials (e.g., art materials, instruments, 
construction, writing implements) or actions to 
represent experiences or ideas in novel ways. 
APL-4j  

k: Experiment with language, musical sounds, 
and movement. APL-4k  

n: Use materials or actions in increasingly 
varied and resourceful ways to represent 
experiences or ideas. APL-4n  

o: Make up stories, songs, or dances for fun 
during play. APL-4o  

h, n:  Artistic play allows children opportunities 
to manipulate and experiment with a variety of 
materials to create with or use in novel ways. 
 
j: Small-motor play-imaginative play and 
playing with the arts are often overlapping. 
Children may make sculptures with classroom 
or material found in nature.  
 
k: Children may use instruments and language 
as part of teacher-lead movement circle, or they 
might artistically play with instruments and 
sounds in a self-directed way. 
 
n:  See h, n 
 
o: Children narrate stores, put on plays or 
puppet shows and make up daces as part of self-
directed artistic play. 
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APL-7: Demonstrate initiative. 
 

k, n: Seek and make use of ideas and help from 
adults and peers to solve problems (“How can I 
make this paint get off my pants?”).  
APL-6k, APL-6n  
 

l: Purposefully use a variety of strategies to 
solve different types of problems. APL-6l  

 

m: Talk to themselves to work through the steps 
to solve a problem. 
APL-6m  

o: Describe the steps they will use to solve a 
problem. APL-6o  

 

p: Evaluate different strategies for solving a 
problem and select the strategy they feel will 
work without having to try it. APL-6p  

 

q: Explain how they solved a problem to another 
person. APL-6q  

k, n: Children will often ask for direct 
intervention in their artistic work from a teacher 
or a peer. EX: “My paper is too wet, I want 
there to be less water.” 
 
 
l: Children will purposely experiment with 
materials in a variety of ways to achieve desired 
effect. 
 
m: Children will often speak their artistic 
process outwardly while performing the action. 
EX” “Now I am going to paint red all over the 
paper.” 
 
 
o: Children may speak their strategies outwardly 
while performing an action during artistic play. 
EX: “These sticks keep falling down. I am 
going to get some mud.”  
 
p: Experience with artistic materials lead to 
knowledge of the best approach to solve a 
problem without having to try different ways 
every time. 
 
q: Children will often explain how they 
achieved an effect artistically either when asked 
or if they feel especially proud of their work and 
wish to share their process. 

APL-8: Maintain attentiveness and focus.  
 

h: Focus on age-appropriate activities for a short 
period of time, even with interruptions (continue 
working on a puzzle even though another child 
sitting nearby is laughing and talking). APL-8h  

h: Artistic play provides children with 
opportunities to focus on their task for periods 
of time both individually and collaboratively.  
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i: Remain engaged in more complex activities 
that they have chosen. APL-8i  

 

j: Maintain focus and return to an activity after a 
break. APL-8j  

 

k: Sometimes able to ignore irrelevant 
information when focusing on a task (sort 
multicolored wooden beads by shape). APL-8k  

 

l: Consistently remain engaged in self-directed 
activities. APL-8l  

i: Manipulating artistic tools to achieve the 
desired effect requires focus and attention on the 
child’s part.  
 
 
j: Children will often engage in artistic play, 
then take a break to express interest in a peer’s 
work or other activity before returning to their 
own artistic work.  
 
k: Children can become deeply engaged in an 
artist project and ignore peers or other 
peripheral activities until the project is 
complete. 
 
 
l: Children will remain engaged in self-directed 
artistic play until they have achieved the desire 
result. Then they will declare the activity 
finished because they are “done.” 
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Playing with the Arts 
  

STANDARDS FOR COGNITIVE DEVELOPMENT 
The child will be able to: 

CD-1: Use their senses to construct knowledge about the world around them.  
CD-2: Recall information and use it for new situations and problems.  
CD-3: Demonstrate the ability to think about their own thinking: reasoning, taking perspectives, and making 

decisions. 
CD-4: Demonstrate appreciation for different forms of artistic expression.  
CD-5: Demonstrate self-expression and creativity in a variety of forms and contexts, including play, visual 

arts, music, drama, and dance.  
CD-6: Demonstrate knowledge of relationships and roles within their own families, homes, classrooms, and 

communities.  
CD-7: Recognize that they are members of different groups (e.g. family, preschool class, cultural group).  
CD-8: Identify and demonstrate acceptance of similarities and differences between themselves and others.  
CD-9: Explore concepts connected with their daily experiences in their community.  
CD-11: Compare, sort, group, organize, and measure objects and create patterns in their everyday 

environment.  
CD-12: Identify and use common shapes and concepts about position during play and other activities.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
CD-1: Use their senses to construct 
knowledge about the world around them.  

h, k: Explore objects, tools, and materials 
systematically to learn about their properties 
(weigh an object, observe something from the 
top of the object to the bottom). CD-1h, CD-1k  

i, l: Express knowledge gathered through their 
senses using play, art, language, and other forms 
of representation. CD-1i, CD-1l  

h, k: As children work with different artistic 
materials during artistic play, it is natural that 
they observe the material and learn about its 
properties through use. 
 
i, l: Children intermix playing with the arts and 
make-believe play. They may make up a pretend 
language that only those in the play world 
know. They make drawings or other 
representational forms to make meaning within 
the play world. 
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j: Group familiar objects that go together (shoe 
and sock, brush and paint, hammer and nail). 
CD-1j  

n: Organize and use information through 
matching, grouping, and sequencing. CD-1n  

 
n: Children organize materials during artistic 
play. EX: Children may gather natural objects to 
make a pattern and sort objects by size, shape 
and color. 

CD-2: Recall information and use it for 
new situations and problems.  

o: Recognize whether a picture or object is the 
same as or different from something they have 
seen before. CD-2o  

 

q: Describe or act out a memory of a situation or 
action, with adult support. CD-2q  

 

 

r: Make predictions about what will happen 
using what they know. CD-2r  

 

w: Improve their ability to make predictions and 
explain why things happen using what they 
know. CD-2w  

 

y: Try to reach logical conclusions (including 
conclusions regarding cause and effect) about 
familiar situations and materials, based on 
information gathered with their senses. CD-2y  

o: Children recognize their favorite costume 
pieces or musical instrument they like best. A 
child will often seek a familiar object they favor 
in when engaging in artistic play. 
 
q: Children will remember the process required 
in an artist. activity. Often children will recreate 
a drawing, painting, or pattern for many days or 
weeks until the skills needed to create it are 
integrated and become entity their own. 
 
r: Children engaging in artistic play call on their 
experience of a drawing, painting or 
construction they have made, a story they have 
recreated with puppets. Through this recreation 
of a artistic process children make predictions 
and understand why things happen, either with 
the materials they are manipulating or with a 
social experience. 
 
w: Through experimentation and manipulation 
of objects and art specific materials during 
artistic play, children improve their ability to 
explain why things happen and to make 
predictions of the results of their actions. 
 
y: As children experiment with artistic 
processes. They see the results of their actions, 
on art specific materials they use or through 
song or dance. Children then can reach logical 
conclusions about the of their actions based on 
the results they achieve. EX: If a child red and 
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blue together they will get purple. The logical 
conclusion is when red and blue are mixed it 
makes purple. 

CD-3: Demonstrate the ability to think 
about their own thinking: reasoning, 
taking perspectives, and making 
decisions. 

g: Use words like “think” and “know” to talk 
about thoughts and beliefs. CD-3g  

 

 

j: Express understanding that others may have 
different thoughts, beliefs, or feelings than their 
own (“I like ketchup and you don’t.”). CD-3j  

k: Use language to describe their thinking 
processes with adult support. CD-3k  

g: Artistic activities provides children with 
opportunities to share knowledge or beliefs 
about skills or preferences they have. EX: “I 
know how to clean my brush after painting. “I 
think those drums are too loud.” 
 
 
j: Artistic play regularly provides children the 
opportunity to understand differences in 
themselves and others. EX: “You make loud 
noises with drum. I don’t like loud drums.” 
 
k: Children can describe their thoughts behind 
their artistic process. EX: “I wanted to make the 
fairy house beautiful so I used shells and leaves 
to decorate it.” 

CD-4: Demonstrate appreciation for 
different forms of artistic expression.  

g, i: Express pleasure in different forms of art 
(call something “pretty,” express preferences, 
choose to look at book of photographs or listen 
to music again). CD-4g, CD-4i  
 
 
 
 
j: Participate in, describe, and ask questions 
about art, music, dance, drama, or other 
aesthetic experiences (describe dancers spinning 
round and round; talk about colors in a 
painting). CD-4h, CD-4j  
  
k: Use art-specific vocabulary to express ideas 
and thoughts about artistic creations more 
clearly (say, “We need a stage for our puppet 
show.”). CD-4k  

g, i: A variety of artistic activities should be 
offered to the children, movement, dance, 
drawing, painting, storytelling through 
puppetry. Children provided with many 
different forms of artistic expression will 
participate in all and communicate which is 
their favorite.  
 
j: Teacher lead artistic actives should be a 
weekly or daily part of the preschool morning. 
Children will describe or ask questions about 
their experiences. 
 
 
k: If children are exposed to art-specific 
vocabulary they will naturally use this 
vocabulary in their make-believe scenarios. 
Teachers can offer story through puppet shows 
or allow the children to dress up and act out 
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stories they have been read or told. This exposes 
children to art-specific vocabulary. 

CD-5: Demonstrate self-expression and 
creativity in a variety of forms and 
contexts, including play, visual arts, 
music, drama, and dance.  

m, r: Choose to participate and express 
themselves through a variety of creative 
experiences, such as art, music, movement, 
dance, and dramatic play. CD-5m, CD-5r  

o: Explore the properties of art materials and use 
them with purpose to draw, paint, sculpt, and 
create in other ways. CD-5o  

p: Show awareness of different musical 
instruments, rhythms, and tonal patterns as they 
make music or participate in music activities. 
CD-5p  

q: Show awareness of various patterns of beat, 
rhythm, and movement through music and 
dance activities. CD-5q  

u: Recall and imitate different musical tones, 
rhythms, rhymes, and songs as they make music 
or participate in musical activities (clap previous 
beat to a new song). CD-5u  

v: Recall and imitate patterns of beat, rhythm, 
and movement as they create dances or 
participate in movement and dance activities. 
CD-5v 

m, r: During make-believe play children will 
weave dance, song, and musical instruments 
into their play. 
 
 
o: Teacher lead artistic activities should be 
offered as a time for children to be allowed to 
manipulate materials with care and in a self-
directed way. Children will often request access 
to craft materials or artistic supplies to make 
objects they wish to use as part of make-believe 
play. 
 
 
p, q, u: Children will imitate songs, and use 
musical instruments as part of playing with the 
arts. 
 
q: See p, q, u 
 
u: See, p, q, u 
 
 
v: Children will recall and imitate patterns of 
rhythm, beat, and movement during self-
directed artistic play especially if the teacher 
offers creative movement circle every morning 
as a large group activity. 

CD-6: Demonstrate knowledge of 
relationships and roles within their own 
families, homes, classrooms, and 
communities. 

h: Talk about close family members, name their 
relationships to each other, and describe family 
routines (“Marika is my sister.” “My grandma 
takes care of me at night.”). CD-6h  

h: Children will name family members and their 
relationship to each other during artistic drawing 
activities. Children will often draw themselves 
with their loved ones or their house.  
 
 
j, m: Children identify and demonstrate their 
understanding of community members during 
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j: Recognize and identify the roles of some 
community helpers (police, fire fighters, 
garbage collectors). CD-6j  

m: Recognize and identify the roles of a wide 
variety of community helpers (police, fire 
fighters, garbage collectors, doctors, dentists). 
CD-6m  

artistic drawing activities. Children will draw 
firefighters, garbage trucks, or farmers. 
 
 m: See j, m 
 

CD-7: Recognize that they are members 
of different groups (e.g., family, preschool 
class, cultural group).  

d: Identify self as a part of a specific family, 
preschool class, or other familiar group (e.g., 
point to picture and say, “That’s my family,” or 
“I’m in Ms. Emily’s class.”). CD-7d  

d: Children will often make drawings of their 
classmates’ friends and teachers during artistic 
activities. 

CD-8: Identify and demonstrate 
acceptance of similarities and differences 
between themselves and others.  

d, f: Show acceptance of people who are 
different from themselves as well as people who 
are similar. CD-8d, CD-8f  

d, f: During artistic activities such as drawing, 
painting or storytelling children will 
acknowledge that they have differences from 
their peers. Differences of skin tone and cultural 
observances become part of classroom 
conversation during artistic activities. 
 

CD-9: Explore concepts connected with 
their daily experiences in their 
community.  

b, f: Describe characteristics of the places where 
they live and play (say, “My house is big and 
there are trees in my yard.” “The playground 
has swings and a sandbox.”). CD-9b, CD-9f 

 

c: Notice changes that happen over time 
(seasons, self or others growing bigger). CD-9c  

 

 

d: Notice and talk about weather conditions. 
CD-9d  

b, f: As children draw, they will describe 
characteristics of the places they live and play. 
Children may draw their own house and 
describe it as they draw, or a favorite park or 
other regularly visited location. 
 
c: Children will notice how costumes that were 
too big at the beginning of the year now for 
them or have gotten too small. EX: “This 
costume doesn’t fit anymore. I have gotten 
bigger.” Offering seasonal crafts is also a 
wonderful way for the children to notice the 
changing seasons. 
 
d: Children will often bring current weather 
conditions into their artistic activities.  EX: “I 
am drawing a snowman, I made one this 
weekend with my mom and dad.” 
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j: Demonstrate positive social behaviors and 
take personal responsibility as a member of a 
group (share, take turns, follow rules, take 
responsibility for classroom jobs). CD-9j  

 
j: Children demonstrate positive social behavior 
through sharing artistic materials and showing 
interest in their peer’s drawings or paintings. 
Children will also collaborate positively during 
performance-based activities such as playacting 
a story, puppet shows or participating in teacher 
lead movement circles. 

CD-11: Compare, sort, group, organize, 
and measure objects and create patterns in 
their everyday environment.  

m: Show they understand that adding objects to 
a group will make a bigger group and taking 
away objects will make a smaller group. CD-
10m  

l: Compare visually two groups of objects that 
are obviously equal or unequal in quantity and 
communicate that they are the same or different, 
and which one has more (choose a plate with 
four cookies rather than a plate with one 
cookie). CD-10l  

t: Write numerals or number-like forms during 
play and daily activities. CD-10t  

v: Recognize some numerals and attempt to 
write them during play and daily activities. CD-
10v  

w: Show understanding of first, next, and last 
during play and daily activities (answer 
questions about who is first and last to slide 
down the slide; say, “The engine is first, and the 
caboose is last” when making a train). CD-10w  

m: Children add and subtract objects as they 
gather and share materials they need during 
artistic activities 
 
 
l: Children will often comment on quantity as 
artistic material are distributed. 
 
 
 
 
t, v: Children will recognize or write numbers, 
letters and other symbols when they are free-
drawing. 
 
v: See t, v 
 
 
 
 
w: Children will sequence as they draw. The 
often narrate as they draw their picture. EX: 
“First I’ll draw Mommy; next I’ll draw Daddy 
and then I’ll draw me!” 

CD-12: Identify and use common shapes 
and concepts about position during play 
and other activities.  

i: Use 2- and 3-dimensional shapes to create 
pictures, designs, or structures. CD-12i  

i, l: Children use two- and three-dimensional 
shapes to create during artistic play. They may 
make these as part of a drawing or painting or in 
an assembled building project. 
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k: Consistently use a variety of words for 
positions in space and follow directions using 
these words. CD-12k  

l: Use 2- and 3-dimensional shapes to represent 
real- world objects (say, “We are building a 
castle and we need a round block for the 
tunnel.” “I glued a circle and a square on my 
picture to make a house.”). CD-12l  

m: Name basic shapes and describe their 
characteristics using descriptive and geometric 
attributes (“That’s a triangle; it’s pointy.” “It’s a 
circle because it’s round.”). CD-12m  

k: As children move in space while putting on a 
play, puppet show, or while participating in a 
movement circle children will use and respond 
to a variety of words for the positions in space. 
 
l: See i, l 
 
 
 
 
m: Children will often use the names of shapes 
during artistic play to describe to their peers or 
teachers what they are making or using to 
create. 
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Sensory Play 
  

STANDARDS FOR HEALTHY PHYSICAL DEVELOPMENT 
The child will be able to: 

HPD-2: Engage in active physical play indoors and outdoors.  
HPD-4: Develop the large muscle control and abilities needed to move through and explore their 

environment.  
HPD-5: Develop small muscle control and hand-eye coordination to manipulate objects and work with tools. 
HPD-6: Develop awareness of their needs and the ability to communicate their needs.  
HPD-7: Develop independence in caring for themselves and their environment.  
HPD-8: Develop awareness of basic safety rules and begin to follow them. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
HPD-2: Engage in active physical play 
indoors and outdoors.  

k, o: Develop strength and stamina by spending 
extended periods of time playing vigorously. 
HPD-2k, HPD-2o  

l: Choose a variety of structured and 
unstructured physical activities indoors and 
outdoors. HPD-2l  

n: Transition from active to quiet activities with 
limited guidance and support. HPD-2n  

r: Transition independently from active to quiet 
activities most of the time. HPD-2r  

k, o: Playing outdoors in all kinds of weather 
including rain and snow develop children’s 
strength and stamina. 

l: An outdoor play environment should have a 
variety of play spaces where children can 
engage in sand, water, and mud play. Containers 
should be made available to collect water and 
sand play.  

n, r: Self-directed sensory play gives children 
ample opportunities to gain awareness and 
control over their bodies while transitioning to 
teacher lead activities. 

HPD-4: Develop the large muscle control 
and abilities needed to move through and 
explore their environment.  
 
 

l: Demonstrate strength and balance by 
managing uneven surfaces such as hills, ramps, 
and steps. HPD-4l  

 

 l: Providing open ended equipment indoors and 
outdoors is important to allow children to create 
uneven services that test their balance and 
proprioception. The outdoor environment 
should have open ended movable opportunities 
available but also a thoughtful landscape that 
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m: Refine movements and show generally good 
coordination (e.g., throwing and catching). 
HPD-4m  

n: Use a variety of toys and equipment that 
enhance gross motor development (balls, slides, 
pedaling toys, assistive technology). HPD-4n  

o: Move their bodies in space with good 
coordination (running, hopping in place, 
galloping). HPD-4o  

p: Coordinate movement of upper and lower 
body. HPD-4p  

q; Perform complex movements smoothly 
(skipping, balancing on beams, hopping from 
one place to another). HPD-4q  

incorporates hills for rolling down, climbing 
opportunities both stairs and more organic 
uneven surfaces, ramps and moving platforms. 
 
m, n: Movable toys and equipment should be 
available to create challenges for themselves. 
This allows the child to refine and master 
movements and show increasing co-ordination. 
 
n: See m, n 
 
 
 
o, p, q: Spaces for running, skipping, hoping, 
and rolling should also be part of the play space 
outdoors.  The classroom’s interior should have 
open ended movable equipment to allow for 
vestibular and proprioceptive activities.  
 
 
 
 
 

HPD-5: Develop small muscle control and 
hand-eye coordination to manipulate 
objects and work with tools. 
 

k: Engage in activities that require hand-eye 
coordination (build with manipulatives, mold 
Play- Doh®, work puzzles with smaller pieces). 
HPD-5k  

 

l: Use tools that require strength, control, and 
dexterity of small muscles (forks, crayons, 
markers, safety scissors, adapted tools). HPD-5l  

 

k: Providing children open ended and natural 
small-motor manipulatives allows them to 
engage in hand-eye co-ordination. 
Manipulatives should have different textures 
that provide varied touch experiences. 

l: Children will have opportunities to exercise 
small-motor development during play or 
through co-operating the educator’s activity 
while the children are playing. If the educator is 
gardening, for example, child size tools can be 
provided. Planting seeds also exercises small-
motor control. 
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n: Engage in complex hand- eye coordination 
activities with a moderate degree of precision 
and control (fasten clothing, cut shapes, put 
together small pieces). HPD-5n  

o: Use tools that require strength and dexterity 
of small muscles with a moderate degree of 
control (spray bottle, hole puncher). HPD-5o  

n: Children will have opportunities to exercise 
small-motor development dressing and 
undressing in their transition from indoor to 
outdoor play. Also, during make-believe play 
children dress and undress from costumes they 
have chosen for their pretend roles. This often 
includes tying, manipulating button and zippers. 
 
o: Teacher-lead artistic and crafting 
opportunities allow children to learn to 
manipulate crayons, paint brushes, scissors, glue 
sticks, and thread and needle with skill.  

HPD-6: Develop awareness of their needs 
and the ability to communicate their 
needs.  
 

h: Use different strategies to calm themselves 
when needed (self-talk, deep breathing, cozy 
corner). HPD-6h  

 

i: Use language to ask adults or peers 
specifically for the kind of help needed in a 
particular situation. HPD-6i  

 

j: Consistently use strategies to calm themselves 
when needed. HPD-6j  

h: Children will use sensory input to calm 
themselves. They may rock or hold a heavy 
pillow or toy to feel the weight and sooth 
themselves. They may touch something soft or 
wish to smell some calming cream or other 
scent. 
 
i: If a participatory culture has been established 
in the classroom, children will naturally ask for 
assistance during small-motor play as needed. 
Children discover sensory preferences through 
sensory play. They will begin to ask teachers for 
assistance with sensory experiences. 
 
j: As teachers are aware of providing soothing 
sensory experiences in the classroom children 
will learn to use the tools available to them for 
self-soothing when needed. 

HPD-7: Develop independence in caring 
for themselves and their environment.  
 

k: Dress and undress themselves with occasional 
assistance. HPD-7k  

q: Dress and undress themselves independently. 
HPD-7q  

k, q: Dressing in the proper gear is essential for 
outdoor sensory play. Children will learn to 
dress carefully with assistance and increasing 
independence when playing in all weather is the 
normal course of events. 
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n: Help with routine care of the indoor and 
outdoor learning environment (recycle, care for 
garden). HPD-7n  

t: Perform tasks to maintain the indoor and 
outdoor learning environment independently. 
HPD-7t  

 
n, t: Care for the play spaces is a daily activity 
that the child can always participate in via 
imitation of the teachers or through a direct 
request from a teacher. 

HPD-8: Develop awareness of basic 
safety rules and begin to follow them. 

i: Know what their bodies can do and play 
within their abilities to avoid injury to self or 
others. HPD-8i  

i: Children learn what their bodies can and can’t 
do through play. Sensory play is a special 
opportunity for children to find what sensory 
experiences they prefer. 
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Sensory Play 
 

STANDARDS FOR SOCIAL-EMOTIONAL DEVELOPMENT  
The child will be able to: 

ESD-1: Demonstrate a positive sense of self-identity and self-awareness. 
ESD-2: Express positive feelings about themselves and confidence in what they can do.  
ESD-3: Form relationships and interact positively with familiar adults who are consistent and responsive to 

their needs.  
ESD-4: Form relationships and interact positively with other children.  
ESD-6: Identify, manage, and express their feelings. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
ESD-1: Demonstrate a positive sense of 
self-identity and self-awareness. 

n: Choose activities they like and name their 
favorite activities. ESD-1n  

q: Choose to spend more time on preferred 
activities, and express awareness of skills they 
are developing. ESD-1q  

n: Children describe the actions they want to 
make and the materials they want to use during 
sensory play. EX: “I want to play in the 
sandbox, I want to play with water. I want to 
roll down the hill” 

q: Sensory play provides children the 
opportunity to engage in sensory activities they 
prefer. Some children love the sand box others 
will avoid it at all costs. Some children love to 
spin on a tire swing, for others, the vestibular 
stimulation is too much. 

ESD-2: Express positive feelings about 
themselves and confidence in what they 
can do. 
 

k, n: Express positive feelings about themselves 
by showing and/or telling others about 
themselves, things they like, or things they have 
done. ESD- 2k, ESD-2n  
 

l, o: Express the belief that they can do many 
things. ESD-2l, ESD-2o  

k, n: Children will share with peers and teachers 
what sensory activities they like best. EX: “love 
to jump in puddles!” 
 
 
l, o: Self-directed sensory play allows the child 
to experience the world through their senses in 
their own time and way. When children are not 
pushed into sensory experiences but instead are 
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  provided opportunities for various sensory 
experiences children will engage in various 
sensory experiences over time. 

ESD-3: Form relationships and interact 
positively with familiar adults who are 
consistent and responsive to their needs.  
 

m, q: Seek out trusted teachers and caregivers as 
needed (for emotional support, physical 
assistance, social interaction, problem- solving, 
and approval). ESD-3m, ESD-3q  

p: Show ease and comfort in their interactions 
with familiar adults. ESD-3p  

 

s: Use language effectively to continue 
conversations with familiar adults and to 
influence their behavior (ask for help, ask an 
adult to do something). ESD-3s  

m, q: Direct intervention for support in 
manipulating equipment is often requested by 
children during sensory play. 
 
 
 p: Children may become dirty or wet during 
sensory play even in appropriate gear. The 
teacher’s active interest in the child’s sensory 
experience and willingness to allow the child to 
get dirty and to help them change builds trust 
between the teacher and child. 
 
s: Children practice effective communication 
skills during sensory play to describe their sense 
experience 

ESD-4: Form relationships and interact 
positively with other children.  
 

k, p: Demonstrate social skills when interacting 
with other children (turn- taking, conflict 
resolution, sharing).  
ESD-4k, ESD-4p  
 

t: Play and interact cooperatively with other 
children (work on project together, exchange 
ideas). ESD-4t  

k, p: Often children connect over enjoying a 
shared sense experience. Two children may seek 
each other to play in the sandbox every day. 
They will take turns and share tools for the 
pleasure of the shared sensory experience.  
 
t: Children who enjoy similar sensory 
experiences work together cooperatively and 
share ideas.  

ESD-6: Identify, manage, and express 
their feelings. 

l, o: Express a range of emotions (happiness, 
sadness, fear, anger, disgust, tenderness, 
hostility, shame, guilt, satisfaction, and love) 
with their face, body, vocal sounds, and 
words. ESD-6l, ESD-6o  

n: Describe reasons for their feelings (“I’m sad 
because Grandma’s leaving.” “That makes me 
mad when you do that!”). ESD-6n  

l, o: During sensory play children will 
communicate their feelings of sensory pleasure 
or displeasure both verbally and with their 
whole body. 
 
 
n: Children begin to be able to describe their 
feelings in relation to sensory play and 
experience. EX: “I love playing in water, but 
them my socks are wet, and it doesn’t feel 
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p: Independently manage and express feelings 
effectively most of the time. ESD-6p  

r: Give reasons for their feelings that may 
include thoughts and beliefs as well as outside 
events (“I’m happy because I wanted to win and 
I did.”). ESD-6r  

s: Use problem-solving strategies when feeling 
angry or frustrated. ESD-6s  

good.” Teachers may need to help children 
verbalize their feelings before the children are 
able to describe how they are feeling 
independently. 
 
 
p: Children independently manage and express 
their feelings of sensory experience with time 
and practice. 
 
 
 
s: Children who engage in sensory play often 
love the experience during play but then later 
become frustrated when they are cold, wet, 
sandy or uncomfortable in some other way. A 
caring attentive teacher who helps in these 
situations models how to take care of wet and 
muddy clothing with care. The child learns that 
dirt, mud, sand, and wet all can be clean and 
they can feel dry and comfortable again, but it is 
a process. 
 
The classroom space has to be adequately 
prepared with drying rack and laundry facilities 
to properly support sensory play. 
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Sensory Play 
  

SYANDARDS FOR LANGUAGE AND COMMUNICATION DEVELOPMENT  
The child will be able to:  

LDC-1: Understand communications from others.  
LDC-2: Participate in conversations with peers and adults in one-on-one, small, and larger  

group interactions.  
LDC-3: Ask and answer questions in order to seek help, get information, or clarify something  

that is not understood.  
GOALS BENCHMARKS SAMPLE ACTIVITY 

LDC-1: Understand communications from 
others. 

k, n: Show understanding of increasingly 
complex sentences. LDC-1k, LDC-1n  

k, n: Children engage in sensory play through 
purposefully manipulating elements will use 
complex sentence structure to describe their 
activity and the properties of the substance. 

LDC-2: Participate in conversations with 
peers and adults in one-on-one, small, and 
larger group interactions.  

i: Demonstrate an understanding that people 
communicate in many ways (gestures, facial 
expressions, multiple spoken languages, sign 
language, augmentative communication).  
LDC-2i  

 
 
 
 
 
 
 
l: Express an understanding that people 
communicate in many ways (gestures, facial 
expressions, multiple spoken languages, sign 
language, and augmentative communication). 
LDC-2l  
 

i, j: Verbal and non-verbal communications are 
utilized by the children during sensory play. 
Full body non-verbal social cues are prevalent 
during sensory play. EX: “If children are 
playing in the sandbox and one gets a face full 
of sand. There will usually be a full body 
nonverbal action of shock and repulsion before 
the “Hey you threw sand on me” or the tears 
come. 
 
 
l: Sensory play is a wonderful way for children 
speaking different languages to connect. Often 
children can communicate through the sensory 
activities of playing with sand, mud or water. 
 
m: Children make comments, ask questions, and 
carry-on conversations related to the sensory 
activity. 
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m: Initiate and carry on conversations that 
involve multiple back and forth communications 
or turns between the persons involved in the 
conversation. LDC-2m  

 

LDC-3: Ask and answer questions in 
order to seek help, get information, or 
clarify something that is not understood.  
 

d: Answer longer questions using more detail. 
LDC-3d  

e: Use sentences or questions to ask for things 
(people, actions, objects, pets) or gain 
information. LDC-3e  

f: Answer more complex questions with more 
explanation (“I didn’t like camping out because 
it rained.” “Emily is my friend because she’s 
nice to me.”). LDC-3f  

g: Ask specific questions to learn more about 
their world, understand tasks, and solve 
problems. LDC-3g  

d-g: Sensory play will involve discussion of 
details of the experience with play partners. 
Children will ask questions or make statements 
about the qualities of the materials they are 
using. The will answer complex questions about 
actions that require balance or proprioceptive 
responsiveness 
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Sensory Play 
  

STANDARDS FOR APPROACHES TO PLAY AND LEARNING 
The child will be able to: 

APL-1: Show curiosity and express interest in the world around them.  
APL-2: Actively seek to understand the world around them.  
APL-3: Engage in increasingly complex play. 
APL-4: Demonstrate creativity, imagination, and inventiveness.  
APL-5: Be willing to try new and challenging experiences.  
APL-6: Use a variety of strategies to solve problems.  
APL-7: Demonstrate initiative. 
APL-8: Maintain attentiveness and focus.  
APL-9: Persist at challenging activities. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
APL-1: Show curiosity and express 
interest in the world around them. 

j, m: Discover things that interest and amaze 
them and seek to share them with others.  
APL-1j, APL-1m  
 
k, n: Communicate interest to others through 
verbal and nonverbal means (take teacher to the 
science center to see anew animal). APL-1k, 
APL-1n 
 
 

j, m: Children discover all sorts of things that 
interest and amaze them during sensory play. 
Engaging with the world is an endless sensory 
activity. EX: Children love to see the elements 
go through phases. The love to draw with ash or 
a piece of charcoal from a fire that has been put 
out.  Children love to play with evergreen 
branches because of their lovely smell and 
sticky sap.  

 
APL-2: Actively seek to understand the 
world around them.  

i: Ask questions about the people and things 
around them. APL-2i  

j: Use all available senses, tools, and a variety of 
strategies to explore the environment (drop 

i: Playing with various elements causes children 
to ask about their properties. 
 
j: Sensory play allows children to use their 
whole physicality to interact with the 
environment. Children can splash in puddles, 
make enormous snow-balls, dig in dirt and sand 
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objects in water to see if they sink or float). 
APL-2j  

 

k: Purposely try different ways of doing things 
to see what and how they work (adjust blocks 
used as a ramp to make a ball roll faster and 
farther). APL-2k  

 

m: Choose among different ways to explore the 
environment based on past experience (use a 
magnifying glass that the class used before to 
explore something new). APL-2m  

n: Use what they know from past experience to 
understand what is happening now (get an 
umbrella to go outside because it is raining). 
APL-2n  

and play with mud. Children should have easy 
access to mud boots, rain pants, and snow gear 
so they are dressed to play in any type of 
weather. 
 
k: Open ended materials such as boards, ramps, 
platforms with even and uneven surfaces, 
rocking boards that provide children with 
proprioceptive and vestibular stimulations 
should be provided for the children to 
manipulate and interact with. 
 
m: Sensory play is all about exploring the 
environment through the senses. Children will 
choose way to explore based on past positive or 
negative sensory experiences. 
 
n: As children play with the elements, they gain 
experience that they take into future play 
experiences. EX: If we gather the water in 
winter and let it sit overnight it will freeze. The 
children then know if they want to play with ice, 
they can gather water and let it sit out. 

APL-3: Engage in increasingly complex 
play. 

n: Talk to peers and share materials during play. 
APL-3n  

t: Choose to use new knowledge and skills 
during play (add features to dramatic play scene 
related to class project, write list, build structure 
like displayed picture).  
APL-3t  

n: Experimentation with sensory-play materials 
naturally leads to communication between 
peers. 
 
t: Children will take past sensory play 
experiences forward as new knowledge about 
what they or their play partner enjoys. Children 
will often build structures to manipulate the 
elements they are playing with. 
 

APL-4: Demonstrate creativity, 
imagination, and inventiveness.  
 

h: Offer new ideas about how to do or make 
things. APL-4h  

h:  Open ended equipment provides children 
with ample opportunities to manipulate and 
experiment with during sensory play 
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n: Use materials or actions in increasingly 
varied and resourceful ways to represent 
experiences or ideas. APL-4n  

n: Children will experiment with the elements 
that they are playing with in increasingly varied 
ways.  They may manipulate the material itself 
or create structures that will manipulate the 
element. EX: Children will try to build a water 
slide to manipulate water or dig a mote to 
contain water. 

APL-5: Be willing to try new and 
challenging experiences.  

l: Choose to participate in an increasing variety 
of familiar and new experiences. APL-5l  

 

p: Approach new experiences independently. 
APL-5p  

 

q: Ask to participate in new experiences that 
they have observed or heard about. APL-5q  

l: When a variety of sensory play opportunities 
are offered children will choose to participate in 
varied activities.  
 
p: As children become confident about the 
sensory experiences they prefer they will 
approach activities with increasing 
independence. 
 
q: “Can I try?” is often a phrase teachers will 
hear in the classroom. Children also will 
naturally begin to participate in sensory play 
that interests them. 

APL-6: Use a variety of strategies to solve 
problems.  

k, n: Seek and make use of ideas and help from 
adults and peers to solve problems (“How can I 
make this paint get off my pants?”).  
APL-6k, APL-6n  
 
 
l: Purposefully use a variety of strategies to 
solve different types of problems. APL-6l  

k, n: As a child gains knowledge about their 
own body or about manipulating objects in 
space there will be limits to that knowledge and 
the child will seek out a trusted peer or adult to 
help guide their activity. 
 
l: As children seek to manipulate sensory 
elements, often more than one strategy will have 
to be used to solve these problems. Children 
will solve problems of catching water or 
stacking snow or sand. Children will try to catch 
bubbles in a variety of ways 
 
 

APL-7: Demonstrate initiative. 
 

h, j: Show increasing independence and purpose 
when making choices (“I’m going to the block 
area to make a track for my race car.”).  

h, j: As children become more confident in their 
bodies, they will demonstrate increasing 
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APL-7h ,APL-7j  
 
i: Express goals or plans and follow through on 
them (“I’m going to draw my house.”). APL-7i  
 
 
 
 
 
 
k: Independently identify and seek things they 
need to complete activities or tasks (gather 
supplies and make a birthday card with a 
message). APL-7k  
  

independence in their sensory play choices. As 
well as dressing appropriately for the activity. 
 
i: Children will state: “I want to play in the 
sandbox.”; “I want to jump in the puddles!”; 
“Can we play with water?”; Are there any 
bubbles today?”  The teacher should be clear 
about what type of sensory play the class can 
support on any given day. 
 
k: Children will identify a goal they wish to 
accomplish and gather the materials they need 
to carry out the activity. EX: A child may wish 
to collect water to play with a will get a suitable 
container.” 

APL-8: Maintain attentiveness and focus. h: Focus on age-appropriate activities for a short 
period of time, even with interruptions (continue 
working on a puzzle even though another child 
sitting nearby is laughing and talking). APL-8h  
 
 
l: Consistently remain engaged in self-directed 
activities. APL-8l  

h: Children will focus on sensory play for 
periods of time. Often this will be a continuous 
play period the child will not return to the 
activity after they have decided they are done 
with the sense experience. 
 
l: Children will remain engaged in self-directed 
sensory play until they have decided they are 
done with the sense experience. 

APL-9: Persist at challenging activities. 
 

e, h:  Seek help from others to complete a 
challenging activity (ask a teacher 
for help putting a puzzle away on a high shelf; 
ask a friend for help in naming an unfamiliar 
animal in a picture).  
APL-9e, APL-9 

e, h: If a participatory culture has been 
established in the classroom, children will 
naturally ask for assistance during sensory play 
as needed.  
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Sensory Play 
  

STANDARDS FOR COGNITIVE DEVELOPMENT 
The child will be able to: 

CD-1: Use their senses to construct knowledge about the world around them.  
CD-2: Recall information and use it for new situations and problems.   
CD-8: Identify and demonstrate acceptance of similarities and differences between themselves and others. 
CD-14: Observe and describe characteristics of living things and the physical world.  
CD -15: Explore the natural world by observing, manipulating objects, asking questions, making predictions, 

and developing generalizations.  
GOALS BENCHMARKS SAMPLE ACTIVITY 

CD-1: Use their senses to construct 
knowledge about the world around them.  

h, k: Explore objects, tools, and materials 
systematically to learn about their properties  
(weigh an object, observe something from the 
top of the object to the bottom).  
CD-1h, CD-1k  
 

h, k: Children manipulate elements and 
materials during sensory play. Through 
manipulation they observe the material and 
learn about its properties through use. 
 

CD-2: Recall information and use it for 
new situations and problems. 
 

r: Make predictions about what will happen 
using what they know. CD-2r  

 

s: Introduce ideas or actions in play based on 
previous knowledge or experience. CD-2s  

 

t: Ask questions about why things happen and 
try to understand cause and effect. CD-2t  

r: As children gain experience with various 
elements through sensory play, they will begin 
to make predictions based on previous 
experience. 
 
s: Children will introduce new ideas about a 
new way to manipulate elements or large-motor 
sensory equipment based on their past 
experiences. 
 
t: Children will ask questions based on their 
manipulation of elements. EX: A child may dig 
a hole in the sand box to hold water. The water 
does not stay in the hole. The child asks “What 
happened to the water?” 
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w: Improve their ability to make predictions and 
explain why things happen using what they 
know. CD-2w  

 

x: Introduce more elaborate or detailed ideas or 
actions into play based on previous knowledge 
or experience. CD-2x  

y: Try to reach logical conclusions (including 
conclusions regarding cause and effect) about 
familiar situations and materials, based on 
information gathered with their senses. CD-2y  

w: Through experimentation and manipulation 
of objects children improve their ability to 
explain why things happen and to make 
predictions of the results of their actions when 
engaging in sensory play 
 
x: Sensory play becomes increasingly complex 
as children gain mastery over manipulating the 
elements they are working with. 
 
y: Sensory play provides children with the 
opportunity to make logical conclusions about 
what has happened to an element they are 
manipulating. EX: “A child may dig a hole in 
the sandbox to hold water. When the water 
drains away, and the child sees the sand is wet 
the child concludes that the sand soaks up the 
water. 

CD-8: Identify and demonstrate 
acceptance of similarities and differences 
between themselves and others.  

d, f: Show acceptance of people who are 
different from themselves as well as people who 
are similar. CD-8d, CD-8f  

d, f: Children experience through sensory play 
with peers an acceptance that people enjoy 
different and varied sensory experiences. Not 
everyone is the same. EX: A child may learn to 
be careful digging in the sand box when a 
particular peer is a play partner because they do 
not like getting sandy. 

CD-14: Observe and describe 
characteristics of living things and the 
physical world. 

f, l: Notice and react to the natural world and the 
outdoor environment. CD-14f, CD-14l  
 
 
 
 
 
 
k: Collect items from nature (rocks, leaves, 
insects) and classify them using physical 
characteristics (color, size, shape, texture).  
CD-14k  
 

f, l: Sensory play often takes place outside. 
Children react to sensory experience in the 
outdoor environment. There may be puddles, 
available because it has rained. Many leaves 
might be available for floating in water because 
of the change of seasons. Children are in tune 
with the natural environment when they are 
allowed to play outdoors in all kinds of weather. 
 
k: Children collect items form nature to float or 
freeze in water, mix in mud or place onto 
sandcastles. 
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h: Notice and describe current weather 
conditions. CD-14h  
 

i: Notice and describe properties of materials 
and changes in substances (water freezes into 
ice, pudding thickens, clay hardens). CD-14i  

j: Participate in activities that help to care for 
the environment, with guidance and support 
(pick up trash, recycle paper). CD-14j  

o: Notice and describe weather conditions, 
position of the sun and moon at different times, 
and seasonal changes. CD-14o  

p: Notice, describe, and attempt to explain 
properties of materials and changes in 
substances (metal railing is hot because the sun 
shines on it; ice melts when it gets warmer). 
CD-14p  

q: Participate in activities that help to care for 
the environment and explain why they are 
important with guidance and support (gathering 
cans for recycling, planting trees). CD-14q  

h o: Children will notice current weather 
conditions. The weather effects the type of 
outdoor clothing they need and what sensory 
opportunities will be available to them. 
 
i, p: Sensory play involves manipulation of 
elements and so noticing and describing their 
properties is a large part of sensory play. 
 
j, q: Care for the environment is an everyday 
activity in a self-directed play classroom. 
 
 
o: See h, o 
 
 
 
p: See i, p 
 
 
 
 
 
q: See j, q 

CD -15: Explore the natural world by 
observing, manipulating objects, asking 
questions, making predictions, and 
developing generalizations.  

j: Observe objects, materials, and phenomena 
and describe what they notice (temperature, 
texture, size, weight, color, etc.). CD-15j  

k: Ask questions to find out more about the 
natural world. CD-15k  

 
 
 
 

j, p: Children often observe, describe, and 
compare materials and their properties as they 
manipulate them during sensory play. 
 
k: Children will ask questions about the 
substances they manipulate during sensory play 
to understand better what actions they can take 
that will be successful. EX: “Why doesn’t the 
sand go through the sifter 
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l: Use simple tools to investigate objects and 
materials, with guidance and support 
(magnifying glass, sifter, ramps for rolling balls 
and cars). CD-15l  
 
m: Describe and predict changes that take place 
when mixing and manipulating materials.  
CD-15m  
 
p: Compare objects, materials, and phenomena 
by observing and describing their physical 
characteristics. CD-15p  

q: Use an increasing variety of tools to 
investigate the world around them (measuring 
tools, balance, prism, droppers). CD-15q  

r: Make and check predictions through 
observations and experimentation, with adult 
support and guidance. CD-15r  

s: Manipulate the environment to produce 
desired effects and invent solutions to problems 
(attach a piece of string to the light switch so 
they can independently turn off the lights).  
CD-15s  

l, q: Children will use sifters, shovels, water 
wheels, water pumps, funnels and open-ended 
toys during sensory play. 
 
m: As children gain experience with varied 
materials, they become more able to predict 
what will happen through their manipulation. 
 
 
p: See j, p 
 
 
 
 
q: See l, q 
. 
 
r: Children will make predications and 
observations about the elements thy are 
manipulating during sensory play. They may see 
how close to the rim they can get the water 
before it spills over. 
 
s: Children will manipulate the environment, 
tools and materials to work with mud, water, 
sand, soapy bubbles and other elements.  
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Rough and Tumble Play 
  

STANDARDS FOR HEALTHY PHYSICAL DEVELOPMENT 
The child will be able to: 

HPD-2: Engage in active physical play indoors and outdoors.  
HPD-4: Develop the large muscle control and abilities needed to move through and explore their 

environment.  
HPD-6: Children develop awareness of their needs and the ability to communicate their needs.  
HPD-8: Develop awareness of basic safety rules and begin to follow them.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
HPD-2: Engage in active physical play 
indoors and outdoors. 

k, o: Develop strength and • stamina by 
spending moderate periods of time playing 
vigorously.  HPD-2k, HPD-2o  

l: Choose a variety of structured and 
unstructured physical activities indoors and 
outdoors. HPD-2l  

n: Transition from active to quiet activities with 
limited guidance and support. HPD-2n  

k, o: Rough and tumble play requires physical 
strength and stamina on the part of the child, as 
well as the ability to modulate their strength in 
response to their play partner. 

l: Rough and tumble play can be facilitated in 
doors or outdoors. It is a semi-structured 
activity with clear rules and boundaries.  

n: When play partners tire of rough and tumble 
play, they will transition to another type of play 
that usually requires less guidance on the part of 
the teacher. The children may ask to return to 
rough and tumble play after a break. 

 
HPD-4: Develop the large muscle control 
and abilities needed to move through and 
explore their environment. 

m: Refine movements and show generally good 
coordination (e.g., throwing and catching). 
HPD-4m  

 m: Rough and tumble play provides children 
the opportunity to refine their co-ordination in 
response to their play partners movements 
which are unexpected and are meant to inhibit 
their play partner’s movements as part of the 
play. 
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o: Move their bodies in space with good 
coordination (running, hopping in place, 
galloping). HPD-4o  

 

p: Coordinate movement of upper and lower 
body. HPD-4p  

 

 

s: Show awareness of own body in relation to 
other people and objects while moving through 
space. HPD-4s  

o: Coordinated movements that are automatic 
are needed during rough and tumble play. Two 
play partners demonstrate their strength and 
coordination as they seek to inhibit movement 
in their play partner. 
 
p: Coordination between upper and lower body 
becomes increasingly automatic through rough 
and tumble play. Demonstrating agility and 
strength to the play partner is the goal of the 
game. 
 
 
 
s: Coordinated movements with a rough-and-
tumble play partner is the primary focus of this 
type of play. The movements must be satisfying 
to each play partner if they wish to remain in 
play. 

HPD-6: Children develop awareness of 
their needs and the ability to communicate 
their needs.  

i: Use language to ask adults or peers 
specifically for the kind of help needed in a 
particular situation. HPD-6i  

i: Children engaging in rough-and tumble play 
learn to speak specifically about how they are 
being touched and how it needs to be modified 
for them to want to continue the play. 

HPD-8: Develop awareness of basic 
safety rules and begin to follow them.  

i: Know what their bodies can do and play 
within their abilities to avoid injury to self or 
others. HPD-8i  

 

 

 

j: Usually recognize and avoid objects and 
situations that might cause harm. HPD-8j  

i: This benchmark is the most essential learning 
standard for rough and tumble play. While all 
other listed standards and benchmarks have 
value and are met through rough and-tumble 
play, the most essential skill children gain that 
supports future learning is that the develop the 
bodily knowledge of where their bodies are and 
how to modulate their movements to avoid 
hurting themselves or their play partner. 
 
 
j: Rough and tumble play spaces must be large 
enough and free from any structure that the 
rough and tumble players may hot or fall into 
that would cause injury. The teacher must create 
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k: Usually follow basic safety rules. HPD-8k  

l: Call a trusted adult when someone gets 
injured or is in an unsafe situation. HPD-8l  

m: Avoid potentially dangerous behaviors. 
HPD-8m  

 

 

 

 

 

 

 

 

 

spaces for this type of play. Play mats can be 
used inside to designate the rough and tumble 
play space. Outside rough and tumble play is 
best in grassy areas. Mulched areas are not the 
best for rolling around on as the much can be 
sharp.  
 
see k, o 
 
 
l, m: A teacher is always facilitating rough, and 
tumble play directly, until there is confidence 
that the play partners can and always do follow 
the rough and tumble play rules independently. 
That would mean that the children engage in 
this type of play regularly and the teacher does 
not need to remind the play partners to become 
aware of their surroundings 
 
 
n: Children learn to recognize areas that are safe 
for rough and tumble play because they have 
received guidance from a knowledgeable adult 
facilitating this type of play experience for 
them. The teacher carefully considers the play 
space in the presence of the children before 
rough and tumble play begins. It is a good 
practice for the teacher to speak observations 
about the space. EX: “ You want to wrestle, 
okay good, let’s clear a space. Let’s move all 
this hard equipment far away and get out the 
play mats.  Good, now you have plenty of space 
to wrestle and you won’t hit your head on 
anything hard.” 
 
n: Rough and tumble play requires that play 
partners are aware of their surroundings as well 
as remain sensitive to their play partner at the 
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n: Consistently recognize and avoid people, 
objects, substances, activities, and environments 
that might cause harm. HPD-8n  

 

 

o: Independently follow basic safety rules. 
HPD-8o  

same time. EX: The teacher can remind the 
children during rough and tumble play 
facilitation: “Look out for each other and stay 
on the mats. If you hear ‘STOP,’ then stop right 
away.” 
 
 
k, o: A teacher facilitates rough and tumble 
play. The play partners must follow the rough 
and tumble play rules, or they may not engage 
in rough and tumble play. The teacher or play 
partner can halt the game. Children can gain the 
capacity to engage in rough and tumble play 
independently; however, the best teaching 
practice is for a teacher to facilitate this play. 
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Rough and Tumble Play 
  

STANDARDS FOR SOCIAL-EMOTIONAL DEVELOPMENT  
The child will be able to: 

ESD-3: Form relationships and interact positively with familiar adults who are consistent and responsive to 
their needs.  

ESD-4: Form relationships and interact positively with other children.  
ESD-5: Children demonstrate the social and behavioral skills needed to successfully participate in groups.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
ESD-3: Form relationships and interact 
positively with familiar adults who are 
consistent and responsive to their needs.  

m, q: Seek out trusted teachers and caregivers as 
needed (for emotional support, physical 
assistance, social interaction, problem- solving, 
and approval). ESD-3m, ESD-3q 

m, q: A teacher is always engaged and 
responsive during rough and tumble play. 

ESD-4: Form relationships and interact 
positively with other children.  
 

s: Use language effectively to have 
conversations with other children and influence 
another child’s behavior (negotiate sharing a 
toy, plan how to build a block tower together). 
ESD-4s  

 

 

t: Play and interact cooperatively with other 
children (work on project together, exchange 
ideas). ESD-4t  

s: Rough and tumble play provides children the 
opportunity to use language effectively. This is 
a good type of play for children who have a hard 
time saying what they want to say because it 
provides practice for linking their feeling of 
discomfort to one word- “STOP.” If the play 
becomes too rough or uncomfortable for a play 
partner, they must clearly say ‘STOP.” The 
other play partner must respond immediately.  
 
t: Rough and tumble play is interactive and 
cooperative. It is largely a nonverbal type of 
play in which children learn to respond to 
nonverbal social cues of their play partner. 

ESD-5: Children demonstrate the social 
and behavioral skills needed to 
successfully participate in groups. 

q: Follow social rules, transitions, and routines 
that have been explained to them. ESD-5q  

r: Make requests clearly and effectively most of 
the time. ESD-5r  

q: Rough and tumble play has a clearly defined 
set of social rules, p. 38, these rules are clearly 
explained each time before play. The teacher 
also supports rule following through play 
facilitation, (see p. 39). 
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Rough and Tumble Play 

  
STANDARDS FOR LANGUAGE AND COMMUNICATION DEVELOPMENT  
The child will be able to: 

LDC-4: Children speak audibly and express thoughts, feelings, and ideas clearly.  
GOALS BENCHMARKS SAMPLE ACTIVITY 

LDC-4: Children speak audibly and 
express thoughts, feelings, and ideas 
clearly.  

h: Communicate messages with expression, 
tone, and inflection appropriate to the situation. 
LDC-4h  

 

 

 

i: Speak clearly enough to be understood by 
familiar adults and children. LDC-4i  

j: Use language and nonverbal cues to 
communicate thoughts, beliefs, feelings, and 
intentions. LDC-4j  

k: Adapt their communication to meet social 
expectations (speak quietly in library, speak 
politely to older relative). LDC-4k  

l: Speak clearly enough to be understood by 
most people. LDC-4l 

 h: Rough and tumble play primarily exercises 
children’s nonverbal communication and social 
cues. Because this is true, when a verbal 
message is given, it is even more important. 
Children learn to communicate “Stop,” clearly 
and directly with the expectation that their 
command will be followed immediately. This 
builds tremendous confidence in communication 
skills. 
 
i: Children must use language audibly and 
clearly with their play partner. The most 
important word is “STOP.” 
 
j: Rough and tumble is primarily a nonverbal 
type of play providing children the opportunity 
to read their play partners nonverbal cues. 
 
 
k: Clear direct communication is practiced 
during rough and tumble play. EX: “STOP, ow 
that was too hard for me.” 
 
l: see i,  
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Rough and Tumble Play 
  

STANDARDS FOR APPROACHES TO PLAY AND LEARNING 
The child will be able to: 

APL-5: Be willing to try new and challenging experiences.  
APL-7: Demonstrate initiative. 
APL-8: Maintain attentiveness and focus.  
APL-9: Persist at challenging activities. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
APL-5: Be willing to try new and 
challenging experiences.  
 

l: Choose to participate in an increasing variety 
of familiar and new experiences. APL-5l  

 
 
 
 
 
m: Accept new challenges when offered.  
APL-5m  
 
 

n: Try things they are not sure they can do, 
while avoiding dangerous risks. APL-5n  

l: Rough and tumble play may be a new 
experience for children. They may wish to 
participate in it for the first time after they have 
seen classmates engage in this type of play or 
because they have experienced it before and 
wish to participate again. 
 
 
m: Children will accept a play partners 
invitation to rough and tumble play. 
 
 
n: Rough and tumble play is always an 
opportunity to exercise motor coordination and 
dexterity. The children are not sure which play 
partner will be more skillful during rough and 
tumble play and know that they can engage in 
this activity safely with their teacher’s guidance. 

APL-7: Demonstrate initiative. 
 

h: Show increasing independence and purpose 
when making choices (“I’m going to the block 
area to make a track for my race car.”). APL-7h, 
APL-7j  

h: Children come to the teacher to request help 
in facilitating rough and tumble play. 
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APL-8: Maintain attentiveness and focus. k: Sometimes able to ignore irrelevant 
information when focusing on a task (sort 
multicolored wooden beads by shape). APL-8k  

l: Consistently remain engaged in self-directed 
activities. APL-8l  

k: Rough and tumble play requires that children 
focus on their self-movement, their play 
partner’s movements, and their surroundings. 
Any other information the classroom not 
pertinent to their activity is ignored. 
 
l: Rough and Tumble is self-directed with in the 
social rules of the play. Children must remain 
engaged for the play dynamic to continue. 

APL-9: Persist at challenging activities. 
 

k: Keep trying until a challenging activity 
is complete despite distractions or interruptions 
(multi-piece puzzle started before lunch and 
completed later). APL-9k  

k: Rough and tumble play takes physical 
stamina and emotional resilience. It is a 
challenging physical activity between play 
partners. The skill-challenge relationship is 
optimal and the play most satisfying when 
rough and tumble play partners are almost 
equally matched. 
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Rough and Tumble Play 
  

STANDARDS FOR COGNITIVE DEVELOPMENT 
The child will be able to: 

CD-1: Use their senses to construct knowledge about the world around them.  
CD-3: Children demonstrate the ability to think about their own thinking: reasoning, taking perspectives, and 

making decisions.  
CD-8: Identify and demonstrate acceptance of similarities and differences between themselves and others.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
CD-1: Use their senses to construct 
knowledge about the world around them.  

i, l: Express knowledge gathered through their 
senses using play, art, language, and other forms 
of representation. CD-1i, CD-1l  

i, l: Rough and tumble play increases the child’s 
bodily knowledge and how to respond 
sensitively to their play partners movement 
through all their senses. 

CD-3: Children demonstrate the ability to 
think about their own thinking: reasoning, 
taking perspectives, and making 
decisions.  

j: Express understanding that others may have 
different thoughts, beliefs, or feelings than 
their own (“I like ketchup and you don’t.”). 
CD-3j  

j: Children learn through rough and tumble play 
that not everyone is the same as them. Some 
children enjoy harder rougher touch and others 
want this play to be gentler. Children recognize 
through rough, and tumble play that people like 
different things and to be respectful and 
responsive to the differences in others. 

CD-8: Identify and demonstrate 
acceptance of similarities and differences 
between themselves and others.  

d, f: Show acceptance of people who are 
different from themselves as well as people who 
are similar. CD-8d, CD-8f 

e: Given support and guidance, explore different 
cultural practices during play and planned 
activities. CD-8e 

 d, f: Children accept their play partner’s 
experience and modifies their behavior to 
accommodate their play partner’s differences. 
 
e: Rough and tumble play is a microplay culture 
within the self-directed play classroom. 
Children learn with guidance to observe the play 
rules for rough and tumble play. 
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Risk-taking Play 
  

STANDARDS FOR HEALTHY PHYSICAL DEVELOPMENT 
The child will be able to: 

HPD-2: Engage in active physical play indoors and outdoors.  
HPD-4: Develop the large muscle control and abilities needed to move through and explore their 

environment.  
HPD-6: Children develop awareness of their needs and the ability to communicate their needs.  
HPD-8: Develop awareness of basic safety rules and begin to follow them.  

GOALS BENCHMARKS SAMPLE ACTIVITY 
HPD-2: Engage in active physical play 
indoors and outdoors. 

o, k: Develop strength and stamina by spending 
extended periods of time playing vigorously. 
HPD-2o, HPD-2k  

 

 

q: Participate in structured and unstructured 
motor activities that build strength, speed, 
flexibility, and coordination (red light, green 
light; chase; free play). HPD-2q  

o, k: Children engage in risk taking play when 
they have developed strength and stamina 
through physical play. After a child has 
mastered a certain activity and wishes to test 
their skill, they may do this by taking risks they 
believe they can execute without getting hurt. 
EX: Jumping down from a spot that is a little 
higher than they have jumped before 

q: Risk-taking play is a unstructured or semi-
structured type of play. It tests the child’s edge 
of skill-challenge balance of strength, speed, 
flexibility, or coordination. This play is 
unstructured if the child is engaging in self-
directed large-motor play, or it can be semi-
structured if a teacher has provided an obstacle 
course and a child is finding ways to challenge 
themselves in the course. 

HPD-4: Develop the large muscle control 
and abilities needed to move through and 
explore their environment.  

l: Demonstrate strength and balance by 
managing uneven surfaces such as hills, ramps, 
and steps. HPD-4l  

 l: Risk-taking play often is a test of strength 
and balance while navigating uneven or unstable 
surfaces by the child. The child is aware of these 
surface challenges and seeks to engage with 
them to test skill. 
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m: Refine movements and show generally good 
coordination (e.g., throwing and catching). 
HPD-4m  

n: Use a variety of toys and equipment that 
enhance gross motor development (balls, slides, 
pedaling toys, assistive technology). HPD-4n  

o: Move their bodies in space with good 
coordination (running, hopping in place, 
galloping). HPD-4o  

p: Coordinate movement of upper and lower 
body. HPD-4p  

q: Perform complex movements smoothly 
(skipping, balancing on beams, hopping from 
one place to another). HPD-4q  

r: Move quickly through the environment and be 
able to stop (run fast, pedal fast). HPD-4r  

s: Show awareness of own body in relation to 
other people and objects while moving through 
space. HPD-4s  

m: Risk-taking play is a demonstration of 
coordinated movements. Children will seek out 
challenging movement opportunities to test tehri 
skill. 
 
n: Movable toys and equipment should be  
available to create challenges for themselves. 
This allows the child to refine and master 
movements and show increasing co-ordination.  
 
o, p, q: Refining coordinated movements 
through space, refining coordination of upper 
and lower body movements to perform complex 
movements smoothly and skillfully is the aim of 
risk-taking play. 
 
 
 
r: Risk-taking play requires that the child 
demonstrate quick reflexes.  
 
 
s: Risk-taking play is a self-directed 
demonstration of the child’s self-confidence in 
competence and skill while moving through 
space. 

HPD-6: Children develop awareness of 
their needs and the ability to communicate 
their needs 

i: Use language to ask adults or peers 
specifically for the kind of help needed in a 
particular situation. HPD-6i  

i: A child may ask a trusted adult for their 
opinion, advice, or approval before taking the 
risky action. EX: May I try to jump down from 
the monkey bars? 

HPD-8: Develop awareness of basic 
safety rules and begin to follow them.  

i: Know what their bodies can do and play 
within their abilities to avoid injury to self or 
others. HPD-8i  

j: Usually recognize and avoid objects and 
situations that might cause harm. HPD-8j  

i: The purpose of risk-taking play is for the child 
to learn more about what their bodies can and 
cannot do. 
 
j: A child engaging in risk-taking play is highly 
attuned to their body in relationship to their 
environment, so they avoid danger while 
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k: Usually follow basic safety rules. HPD-8k  

l: Call a trusted adult when someone gets 
injured or is in an unsafe situation. HPD-8l  

 

m: Avoid potentially dangerous behaviors. 
HPD-8m  

n: Consistently recognize and avoid people, 
objects, substances, activities, and environments 
that might cause harm. HPD-8n  

o: Independently follow basic safety rules. 
HPD-8o  

increasing their movement skills through taking 
a risk. 
 
k: See k, o 
 
l: When a participatory culture has been 
successfully created children who are concerned 
that a child’s risky play is unsafe will call the 
teacher. 
 
m: The aim of risk-taking play is to increase 
skill while avoiding injury.  
 
n: Children engaged in risk-taking paly are 
judging their skill and the environment. 
 
 
k, o: Children who are self-initiating risk-taking 
play usually are very somatically competent, 
have knowledge, of and follow safety rules. 
They are engaging in risk intentionally to 
demonstrate their capacity to perform an action 
just outside of their mastery.  
It is important to distinguish between children 
who display these qualities from children who 
are engaging in risky behavior and are not 
somatically competent or do not respect social 
boundaries. That is not risk-taking play. 
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Risk-taking Play 
  

STANDARDS FOR SOCIAL-EMOTIONAL DEVELOPMENT  
The child will be able to: 

ESD-2: Express positive feelings about themselves and confidence in what they can do.  
ESD-6: Identify, manage, and express their feelings. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
ESD-2: Express positive feelings about 
themselves and confidence in what they 
can do.  

k, n: Express positive feelings about themselves 
by showing and/or telling others about 
themselves, things they like, or things they have 
done. ESD-2k, ESD-2n  

l, o: Express the belief that they can do many 
things. ESD-2l, ESD-2o  

m: Try new activities and attempt new 
challenges. ESD-2m  

p: Stick with tasks even when they are 
challenging. ESD-2p  

q: Express opinions about their abilities in 
different areas (“I’m a good friend.” I can run 
fast.” “I know all my letters!”). ESD-2q  

 k, n: Children engaging in risk-taking play will 
experience their increasing bodily competence 
as they master a new skill and will take pride in 
activities that allow them to demonstrate their 
mastery and increase their skill. 
 
m: Risk-taking play pushes the edge of an 
already mastered skill to increase mastery.  
 
 p: Risk-taking play is a type of play which in 
the child is uncertain they can complete the 
action without an unwanted consequence and 
yet seeks to perform actions that are challenging 
out of self-initiation to increase their skill. 
 
q: Competence and self-confidence lead to 
expressions of positive opinions about their 
skills and abilities. The child may notice that 
they are less skilled than a classmate at an 
action over time and through their self-initiation 
they may take a risk to increase their skill. 

ESD-6: Identify, manage, and express 
their feelings. 
 

 l, o: Express a range of emotions (happiness, 
sadness, fear, anger, disgust, tenderness, 
hostility, shame, guilt, satisfaction, and love 

l, o: Children usually feel confident when 
engaging in risk-taking play. This type of play 
requires finely-tuned emotional regulation as 
they work to increase their skill challenge 
balance. 
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with their face, body, vocal sounds, and words. 
ESD-6l, ESD-6o  

r:  Give reasons for their feelings that may 
include thoughts and beliefs as well as outside 
events (“I’m happy because I wanted to win, 
and I did.”). ESD-6r  

s: Use problem-solving strategies when feeling 
angry or frustrated. ESD-6s  

 
 
 
r: EX: “I thought I could make it over the creek 
without getting wet, but I didn’t. Can I go 
change? I am cold.” 
 
 
s: After performing an action and repeatedly 
failing the child will begin to alter elements of 
the action to see if they get a different result.  
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Risk-taking Play 
  

STANDARDS FOR LANGUAGE AND COMMUNICATION DEVELOPMENT  
The child will be able to: 

LDC-1: Understand communications from others.  
LDC-4: Children speak audibly and express thoughts, feelings, and ideas clearly. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
LDC-1: Understand communications from 
others.  

m: Follow simple multistep directions with 
visual cues if needed. LDC-1m  

 

o: Respond to requests for information or action. 
LDC-1o  

p: Follow more detailed multistep directions. 
LDC-1p  

m, p: Peers may guide each other during risk-
taking play. This usually involves judgement 
that the peer is at a similar skill level and will be 
able to complete the action. 

o: A teacher may halt risk-taking play if they 
find the action involves too much risk. In that 
case the risk-taker will need to respond to the 
request to halt their action. 
 
 
p: See, m, p 

LDC-4: Children speak audibly and 
express thoughts, feelings, and ideas 
clearly.  

j: Use language and nonverbal cues to 
communicate thoughts, beliefs, feelings, and 
intentions. LDC-4j  

l: Speak clearly enough to be understood by 
most people. LDC-4l  

 j: A child may request to perform a risky action 
or indicate non-verbally that they intend to 
perform the action. 
 
l: When a child intends to engage in a risky 
action, they can usually describe with clarity the 
action they wish to perform if questioned. 
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Risk-taking Play 
  

STANDARDS FOR APPROACHES TO PLAY AND LEARNING 
The child will be able to: 

APL-3: Engage in increasingly complex play. 
APL-4: Demonstrate creativity, imagination, and inventiveness.  
APL-5: Be willing to try new and challenging experiences.  
APL-7: Demonstrate initiative. 
APL-8: Maintain attentiveness and focus.  
APL-9: Persist at challenging activities. 

GOALS BENCHMARKS SAMPLE ACTIVITY 
APL-3: Engage in increasingly complex 
play. 

t: Choose to use new knowledge and skills 
during play (add features to dramatic play scene 
related to class project, write 
list, build structure like displayed picture).  
APL-3t  

t: During risk-taking play children take their 
acquired knowledge and seek to expand on that 
skill through taking a risky action. 
 

APL-4: Demonstrate creativity, 
imagination, and inventiveness.  

k: Experiment with language, musical sounds, 
and movement. APL-4k  

k: Risk-taking play involves experimenting with 
movement. Sometimes it is manipulating a 
simple machine in relation to the child’s own 
movement, or it may be a series of complex 
large-motor movements that demonstrate skill. 
 

APL-5: Be willing to try new and 
challenging experiences.  
 

k, o: Express a belief that they can do things that 
are hard. APL-5k , APL-5o  

 

l: Choose to participate in an increasing variety 
of familiar and new experiences. APL-5l  

 
m: Accept new challenges when offered.  

k, o: Children experience tremendous self-
confidence when they can accomplish a new 
skill. When children take a risk and accomplish 
a challenging movement, they feel empowered.  
 
 
l 
 
m: Risk-taking play is usually self-invited. 
These are the situations in which risk-taking 
play is safest. The child is using their own 
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APL-5m  
 

 

 

n: Try things they are not sure they can do, 
while avoiding dangerous risks. APL-5n  

 

p: Approach new experiences independently. 
APL-5p  

q: Ask to participate in new experiences that 
they have observed or heard about. APL-5q  

r; Independently seek new challenges. APL-5r  

somatic judgment about if they can complete a 
challenging action. Dares are often best stopped 
by the teacher. In these cases, the child’s 
internal somatic judgment is clouded by external 
information. The child may take a bigger risk 
than they should in performing and action if it is 
externally motivated. 
 
n: Risk-taking play involves children attempting 
an action that is just beyond their skill but 
believe they can achieve. 
 
p, r: Risk-taking play is most often an 
independent activity in which a child wishes to 
demonstrate their skill to themselves. 
 
q: A child may see a peer who they judge to be 
of a similar skill level to their own and ask to try 
the action. 
 
r: See p, r 

APL-7: Demonstrate initiative. 
 

h, j: Show increasing independence and purpose 
when making choices (“I’m going to the block 
area to make a track for my race car.”).  
APL-7h, APL-7j  

h, j: As children seek to master a new skill, they 
demonstrate independence while choosing to 
engage in mastery play. 
 

APL-8: Maintain attentiveness and focus. i: Remain engaged in more complex activities 
that they have chosen. APL-8i  

l: Consistently remain engaged in self-directed 
activities. APL-8l 

i: Children engaging in risk-taking plat are 
engaged in the complex action they wish to 
perform. 
 
l: Risk-taking play is entirely self-directed 
unless the child has asked for his teacher to 
watch for emotional support. 

APL-9: Persist at challenging activities. k: Keep trying until a challenging activity 
is complete despite distractions or interruptions 
(multi-piece puzzle started before lunch and 
completed later). APL-9k  

k: Children engaging in risk-taking play filter 
out peripheral activity as they focus on the new 
skill they are building. 
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Risk-taking Play 
  

STANDARDS FOR COGNITIVE DEVELOPMENT 
The child will be able to: 

CD-1: Use their senses to construct knowledge about the world around them.  
CD-2: Recall information and use it for new situations and problems.  
CD-8: Identify and demonstrate acceptance of similarities and differences between themselves and others.  
CD-14: Observe and describe characteristics of living things and the physical world.  
CD -15: Explore the natural world by observing, manipulating objects, asking questions, making predictions, 

and developing generalizations.  
GOALS BENCHMARKS SAMPLE ACTIVITY 

CD-1: Use their senses to construct 
knowledge about the world around them.  

i, l: Express knowledge gathered through their 
senses using play, art, language, and other forms 
of representation. CD-1i , CD-1l 

h, k: Risk-taking play requires somatic 
knowledge to judge if a challenging action can 
be achieved by taking a risk. 

CD-2: Recall information and use it for 
new situations and problems. 
 

r: Make predictions about what will happen 
using what they know. CD-2r  

 

s: Introduce ideas or actions in play based on 
previous knowledge or experience. CD-2s  

 

t: Ask questions about why things happen and 
try to understand cause and effect. CD-2t  

w: Improve their ability to make predictions and 
explain why things happen using what they 
know. CD-2w  

r, t: When a child engages in risk-taking play, 
they make predictions on whether they can 
accomplish the task through somatic memory.  
 
s: When performing a complex action, a child 
calls on prior knowledge to complete the action. 
Children only engage in risk-taking play if they 
have prior knowledge of the action. (Unless they 
are dared) 
 
 
t: See r, t 
 
 
w: As children build somatic memory, their 
ability to judge and make predictions about 
what their bodies can and cannot do will 
improve. 
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x: Introduce more elaborate or detailed ideas or 
actions into play based on previous knowledge 
or experience. CD-2x  

 

y: Try to reach logical conclusions (including 
conclusions regarding cause and effect) about 
familiar situations and materials, based on 
information gathered with their senses. CD-2y  

x: As children gain mastery over their large-
motor actions they will increase the completely 
of the play or movements to amplify the feelings 
of satisfaction with the play. They will begin to 
take risks to demonstrate their skill to 
themselves. 
 
 
y: After an experience, especially if it was 
unexpected the child will make logical 
conclusions about what has happened and how 
they need to modify the action. EX: “The bank 
is slippery, I fell in.” 
 

CD-8: Identify and demonstrate 
acceptance of similarities and differences 
between themselves and others.  

d, f: Show acceptance of people who are 
different from themselves as well as people who 
are similar. CD-8d, CD-8f  
 
 

d, f: Children recognize that they have different 
skills than their peers. A child may see a peer 
engage in risk-taking play and judge that they 
do not wish to take the same action. 

CD-14: Observe and describe 
characteristics of living things and the 
physical world. 

f, l: Notice and react to the natural world and the 
outdoor environment. CD-14f, CD-14l  
 
h: Notice and describe current weather 
conditions. CD-14h  
 
 
i: Notice and describe properties of materials 
and changes in substances (water freezes into 
ice, pudding thickens, clay hardens). CD-14i  

f, l: Risk-taking play often involves making a 
judgment about the natural world. It is rare that 
children are allowed to climb trees anymore. In 
the case that they are, the child must judge if a 
branch can hold their weight. 
 
h: A child might notice that the rocks are wet, 
and they are too slippery to climb. 
 
i: If there is a creek accessible the child will 
notice how much water is in the creek if the 
water is gone or is frozen. These elemental 
properties effect if a child wishes to jump over 
the creek. There is an increased risk to getting 
wet if the creek is full. 
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CD -15: Explore the natural world by 
observing, manipulating objects, asking 
questions, making predictions, and 
developing generalizations.  

r:  Make and check predictions through 
observations and experimentation, with adult 
support and guidance. CD-15r  

s:  Manipulate the environment to produce 
desired effects and invent solutions to problems 
(attach a piece of string to the light switch so 
they can independently turn off the lights). CD-
15s  

r: A child who is taking a risk is often in a 
natural environment. They are observing and 
judging external properties of natural object 
with which they wish to experiment with to test 
their skill. EX: A child may check to see if a log 
is strong enough to hold the child’s weigh if 
they wish to cross the log. 
 
s: A child wishing to increase their skill may 
manipulate their environment to achieve the 
optimal risk-skill balance. 
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HEALTHY PHYSICAL DEVELOPMENT 
TASK EVIDENCE 
NUTRITION 
 
Does the child exhibit a healthy appetite? 
 
Eat a variety of foods and try new foods when offered? 
 
Feed themselves independently? 
 

 

SLEEP 
 
Is the child sleeping independently? 
 
Is the child self-initiating sleep or do they need external support? 
 

 

SELF-CARE 
 
Child can dress and undress independently? 
 

 
 
 
 
 

 
The child is completely independent in the bathroom? 
 
Washes hands appropriately with reminding? 
 

 

 
The child arrives at school appropriately dressed and ready for 
school? 
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HEALTHY PHYSICAL DEVELOPMENT COTINUED  
TASK EVIDENCE 
FINE MOTOR DEVELOPMENT 
 
The child manages tools art and writing materials  with 
increasing skill and dexterity? 
 
 

 

GROSS MOTOR DEVELOPMENT 
 
The child recognizes where their body is in space during play? 
The child can move in space with a group? 
 
The child exhibits cross lateral movement 

 

ADAPTIVE SKILLS 
 
Can the child transition from active to quiet activities without 
physical support? 
 

 

 
Child can realize and communicate their needs to a responsive 
adult? 
 

 

 
Participate in the care of the classroom with increasing 
awareness and self-initiation? 

 

 
Follow classroom cultural and safely rules with increasing 
independence? 

 

NORTH CAROLINA STATE LEARNING GOALS: HPS-1-8 
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SOCIAL-EMOTIONAL DEVELOPMENT 

TASK EVIDENCE 

HEALTHY ATTACHMENT 
 
The child can hug the parent or exit the 
school bus or car and enter the  
classroom independently.  

 
  

Child is able to form positive 
relationships with teachers? 

 

Child is able to form positive 
relationships with peers? 

 

Shows kindness care and concern for 
others? 

 

SELF-REGULATION 
 
The child is managing strong, reactive 
emotions when upset. 

  

 
The child is able to accept and keep a 
boundary that has been given to them by 
the teacher, assistant, peers. 

 

EMOTIONAL COMMUNICATION 
 
Child is gaining confidence and positive 
self awareness? 
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•  
 

NORTH CAROLINA STATE LEARNING GOALS: ESD-1-7 
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LANGUAGE AND COMMUNICATION DEVELOPEMENT 
TASK  EVIDENCE 
NON-VERBAL COMMUNICATION  
 
Child is responsive to facial expressions and body language from 
others? 

 

 
Child can communicate desires or boundaries without pushing or 
grabbing? 

 

VERBAL COMMUNICATION  

Child can speak clearly and audibly? 
 
Are there sounds the child does not pronounce clearly? 

 

Does the child understand verbal communications from others? 
 

 

Child participates in conversations with peers and familiar 
adults? 
Can the child ask and answer questions to give and receive 
information? 

 

The child can sit and listen to a story told or a book read in the 
classroom by the teacher 
 

 

Child plays with phonemic awareness during language play? 
 

 

NORTH CAROLINA STATE LEARNING GOALS: LCD-1, LCD-2, LCD-3, LCD-8, LCD-11
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APPROACHES TO PLAY AND LEARNING 
TASK  EVIDENCE 
 
The child can enter into play indoors and outdoors. 
 

 

The child prefers to learn sensorial through their body by: 
(preferred sensory experience) 

• Sand and water play 
• Lifting heavy things 
• Being in tight, close places 
• Throwing things up or out 
• Being in soft cozy places 
• Putting things in order 

Other ways you notice: 

 

 
Child can focus on a task and exclude non-essential information? 
 

 

The child engages in many types of play: 
see last page of rubric for recording additional notes 
 

 

The child can outwardly imitate gestures during circle time  
 
(songs, fingerplays, dances, etc.) at least 10 minutes in duration. 
 

 

 
Child can sustain self-initiated activity. 

 

NORTH CAROLINA STATE LEARNING GOALS: APL 1-9 
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COGNITIVE DEVELOPMENT 
TASK  EVIDENCE 
The child’s senses are healthy and able to help them construct 
knowledge about their environment? 

 

 
The child can complete a task? 

 

 
The child can follow a verbal request given an appropriate 
amount of time. (approx.30 seconds)? 

 

 
The child can make a plan during play and take action toward 
experimenting with what they want to do. 

 

 
The child can offer suggestions to self or others during play that 
fit the game currently being played. 

 

 
If a child’s ideas are not accepted by the group the child can go 
off on their own and experiment with the idea. 

 

 
The child can assist in setting a table properly for a meal. 

 

 
The child manages art and writing materials to complete self-
chosen projects and pretending 
 

 

Child shows interest in the natural world and seeks to understand 
it better through experimentation and play. 

 

NORTH CAROLINA STATE LEARNING GOALS: CD-1-5, CD-14, CD-15
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CHILD’S NAME__________________________       DATE________________ 
AGE AT TIME OF OBSERVATION__________________________________ 

 
12 TYPES OF PLAY OBSERVATION WORKSHEET4 

 
TYPE OF PLAY OBSERVATIONS 
Large-Motor  
 
 

 

Small-Motor 
 
 

 

Mastery  
 
 

 

Rules-Based 
 
 

 

Construction 
 
 

 

Make-Believe 
 
 

 

Symbolic or Transformative 
 
 

 

Language  
 
 

 

Playing with the Arts 
 
 

 

Sensory 
 
 

 

Rough-and-Tumble 
 
 

 

Risk-Taking 
 
 

 

 
4 12 Types of Play 
Miller, E., & Almon, J. (2009). Crisis in the Kindergarten Why Children Need to Play in School. Alliance for Childhood 
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IPO Flow Engine Framework 

Intervening in children’s play is a challenging point of practice. This IPO chart was developed by Šimleša et al. (2018) to 

measure the psychological state of flow. Using this IPO framework, educators can assess their intervention strategies by asking 

themselves a series of questions about the input-processing-output cycle the child experiences during play. 

 

 
                  Flow Engine Framework Šimleša et al., 2018
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The flow state and children’s play have similarities in that satisfying play has clear 

proximal goals that are intrinsically motivated and require attention. When the skill-challenge 

balance is optimal will result in positive affect. The child will feel the pleasure of 

accomplishment and self-confidence. Environmental factors can also be considered using the 

modified Flow Engine Framework (Šimleša et al., 2018) to track optimal input and output results 

in relation to the ZPD. The educator can note if the child can increase development via direct, 

indirect, or no intervention. 

The following IOP is a sample IPO Play Chart considering a specific child with a 

particular goal. In this case, the child is engaged in Construction Play, and the skill developing is 

tying. The chart has overlaid questions that allow the educator to note the child’s goal during 

play, what skill-challenge balance is exercised, and track if and what kind of intervention was 

needed. This process is too cumbersome for daily use. However, it is a good tool for the teacher 

to refine observation skills, evaluate the materials and equipment in the classrooms, and note at 

what point in skill development the child needed assistance. 
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IPO CHART: CONSTRUCTION PLAY 

 
 

 

Can the child complete 
the task independently? 

 
Goal: tying rope to 
bucket to make a pully 

What intervention was needed? 
-Direct  
-Indirect 
-No intervention 

Was the child internally or 
externally motivated? Is the 
goal the child’s own or did a 
peer ask for help? 

How is the skill-
challenge balance 
effecting the child’s 
attention to the task 

Direct Intervention Needed 
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Parent Questionnaire Family Life 
 

Not all parents will wish to participate in filling out the Family Life Questionnaire, 

because of the intimate nature of the questions. While family histories of this sort do help 

teachers support children in the classroom by tracking N.C. State Health and Physical Standards 

HPD-1, 3, 6, & 7, not all parents will feel comfortable sharing information about family routines 

with their child’s teacher. Encouraging parents to fill out the portions which relate to bathroom 

independence and bedtimes are very important so that teachers support the child in the most 

appropriate way with their care.  Parents can be encouraged to just fill out these most essential 

portions of the questionnaire. 

 
Child’s Name: ______________________________________ 

Birth Date:________________ 

Parent’s Name:__________________________________________________________  

Home Address:_______________________________________________________________ 

Home Phone: _________________________ Alternate Phone: _____________________ 

Parent’s Name:__________________________________________________________ 

Address:_______________________________________________________________  

Home Phone: _________________________ Alternate Phone: _____________________  

Thank you for taking the time to fill out these questions about your child’s life at home. It helps 

us to understand your child and what they are used to. Hopefully the Butterfly Garden will feel 

like an extension of home.  

 

CARE  

Is your child bathroom independent? Do they still need help wiping? Are they comfortable with 

other caregivers besides parents helping?  
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SLEEP  

Is your child sleeping in their own bed in their own room? If not please describe the sleeping 

space, they are used to.  

 

 

Is your child able to fall asleep independently or are you using sleep supports such as rocking, 

nursing, or lying next to your child until they fall asleep?  

 

Does your child experience night waking, or do they sleep through the night?  

 

What time does your child go to bed on weekdays? __________weekends? ___________  

 

What, if any, is the bedtime ritual?  

 

Is your child napping in the afternoon? If not, do they have daily quiet time? 

 

NUTRITION 

Has your child been weaned or is she/he still drinking from a bottle or being breastfed?  

 

Is your child used to sitting at the table during a meal?  If not what is their habit?  

 

Does your child experience food allergies or sensitivities?  

 

Do you or your child follow any special diet?  

 

What foods does your child like most? What foods does your child like least?  

 

What times are your child used to eating?  
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ROUTINE  

What time does your child awake in the morning on weekdays?  

 

How does your child awaken?  

 

Describe a typical day at home after school and on weekends?  

 

PLAY & MOVEMENT  

What activities does your family do together that your child enjoys? 

 

Does your child swim? 

 

Does your child enjoy being outside? Are they afraid of anything in nature?  

 

Is your child participating in organized dance classes, gym classes or sports?  

 

Does your child tidy up room or play area with help?  

 

Does your child play alone?  

 

Is there a special doll or toy they love?  

 

What kind of play does he or she enjoy most? 

 

Does your child have playmates in the neighborhood? What are their ages?  

 

Does your child have brothers or sisters? What are their ages?  

 

Describe their relationship and play.  
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Are there other important family members grandparents or pets that play an important role in 

your child’s life?  

MEDIA  

Does your child use a phone, tablet, or computer? How often?  

 

Does your child watch movies or children’s program? If so, what are the programs and how 

often?  

 

Do you play news or music or stories while your child is riding in the car?  

 

ADDITIONAL HISTORY  

Please share any additional history including recent births or deaths in the family, birth or early 

life trauma or any additional history that you would like us to know about your child or family.  
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Parent-Teacher Conference Parent Questionnaire 

 

This Parent-Teacher Conference Parent Questionnaire is an excellent tool for the teacher 

to use before parent-teacher conferences. Making these forms available to the parents three 

weeks to four weeks ahead of conference time gives the teacher time to reflect on questions the 

parents may have and make targeted observations in the classroom.  

 
 

Do you have any questions or concerns about classroom culture or your child’s experience of 
school? 
 
 
 
Do you have any developmental concerns? 
 
 
 
Are you experiencing unwanted or difficult behaviors at home that you would like addressed? 
 
 
 
What time is your child going to sleep at night?               Waking up?  
 
 
 
How is your child’s appetite?  Are they trying new foods when you offer them? 
 
 
 
 
How much is your child playing outdoors daily? 
 
 
 
 
How much media and what type is your child using daily? 
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Morning Pages 

Physical well-being is the foundation for a successful play-culture. If morning drop-off allows parents to walk their child to the 

classroom each morning, this form is a helpful tool for teachers to have available to the parents when they sign in their child. This 

information helps the teachers to know how well-rested and nourished the child is upon arriving in the classroom. It is a daily method 

of assessment of NORTH CAROLINA STATE LEARNING GOALS: HPD-1 and HPD-3. 

Child’s Name____________________________ 

Date Bedtime Waking time Breakfast Other Notes 
Mon. Nov. 1st 

    

Tues. Nov. 2nd 
    

Wed. Nov. 3rd 
    

Thurs. Nov.4th 
    

Fri.    Nov. 5th 
    

Mon. Nov. 8th 
    

Tues. Nov. 9th     

Wed. Nov. 10th 
    

Thurs. Nov.11th 
    

Fri.    Nov.12th     

Mon. Nov. 15th     

Tues. Nov. 16th     

Wed. Nov. 17th     

Thurs. Nov. 18th     
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Professional Development Questionnaire for Teachers 
 

For each of the following questions circle the response that best characterizes how you feel about 
the following statements. 
 
Teaching Practice 
I am knowledgeable about the 12 Types of Play and how they align to Early Learning Standards. 

 
 

Strongly Agree 
 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 

I follow a daily routine so the children can know what is coming next. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
Transitions go well and do not feel hectic. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
I am able knowledgeable about the special care needs and learning goals of children in my 
classrooms who have IEPs. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
I am able to offer imaginative stories through movement and gesture during large group activities 
that adds to the children’s play. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 
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I model good caretaking of the classroom environments which is reflected in the children’s play. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
Child-Teacher Interactions 
 
I am interested in observing the children’s activity. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
I am warm and responsive to children’s needs. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
I feel confident when to support a child in their care-giving and when to accompany a child who 
is struggling to accomplish a care-giving task. Example: Putting on their own shoes. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
I feel confident and effective in supporting play with the language I use with the children. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
I feel confident in making observational statements when intervening in children’s play 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 
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I know how to effectively stop play that I feel is too risky. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
I feel the children in my classroom are aware of safety rules when they play. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
I feel competent in facilitating self-directed play. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
 
Classroom Environment 
 
I provide open ended toys that the children can use in a variety of ways. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
The toys and materials are organized in a well thought out way. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
The children know where toys are and can easily access what they desire. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 
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The classroom space allows for quiet solitary activity as well as large group activity.  
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
I cultivate a classroom culture that is participatory and inclusive. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
I address parents warmly and seek to make them comfortable in the classroom. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
Collegial Relationships 
 
I feel that my assistant/co teacher and I are in active partnership. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
We work well together. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
We demonstrate warmth and social behavioral practices in front of the children and in meetings. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
 
 



APPDENDIX B. TOOLS FOR TEACHERS 
 

340 

We are able to share ideas and suggestions for improvement effectively. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
Assessment 
 
I am engaged in active research. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
I regularly assess the progress of the children through observational notes and developmental 
rubrics. 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
I am able to assess the social health of the class as well as of individual children. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
 
 
I am effective in parent relationships and sharing progress with parents. 
 

 
Strongly Agree 

 

 
Agree 

Somewhat 

 
Neutral 

 
Disagree 

 
Strongly 
Disagree 

 
 
Please take this space to characterize any strengths and weaknesses you perceive in your 
teaching practice, or what the focus of your practice or research is at present. 
 

 
 
 


