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1. Ha atom 3tane Bam npepnaraetca 8 TunoB 3agaHnn. OHU pasgerneHbl Ha 2 rpynnbl.

"""" GENERAL AIM: o discover that objects and their parts may have
atures and learn how OppOSite features may be

« FIND OPPOSITE FEATURES:
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1-a rpynna BKnio4yaeT B cebA cneayrolme 3afaHUA: KCUCTEMHbIN
nudT», <MalWmMHa BpPeMeHU», «TBOA paboTa», «XOPOLUO-NIIOXO» U
«4yepHoe M Genoe». [ina Kaxaoro 3aAaHuA npepnaraeTca NATb
poAMTENbCKAUX  KapTO4YeK: KapTouyka-obnoxka ¢  obwumu
pekoMeHAauMsMM ANSA 3aAaHUM AaHHOro TUMa U YeTbipe KapTOYKU
c camumu 3apaHusmu (A, B, BuT).

4 PHASE1:ODDONEQUT |
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2-A rpynna BK/OYaeT TPU 3aAaHUsA: «Aa-HeT», «COPTUPOBKa» W
«KTO NUWHUA?». OTU 3a4aHUA ABNAKTCA YHUMBepcalbHbIMU, T.€.
OHU MOTyT GbiTb NPUMeHeHbl HeorpaHU4YeHHoe KONMM4YecTBO pas3 B
nwbon cutyauun. [ina 3TMX 3agaHMA nNpeanaraeTcA ogHa obwas
KapTo4yKa C peKoMeHAauMsaAMK, a Takke OTAeNibHaA KapToyka Ans
KaXgoro us Tpex 3agaHum.
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PHASE1:WHATISYOURJOB

'” * SEE THAT ALL ELEMENTS HAVE FUNCTIONS
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2. Mpv nnaHMpoBaHUM 3aHATUN C peObeHKOM obpaTUTe BHUMaHMe Ha TPU MOMEHTa:

GENERAL AIM: to help your child see that all elements have a |
certain job or a FUNCTION.

5

our mouth.
* A pencil leaves trace on

ROLES

= Parent: a ship's captain,
( @J‘) il
1] R

Child: a slice of cheese,
a carpet, a cap

% Mediator: watch, glasse:

watcing and reading to your child, think
what kind of either objects or natural
phenomena you want to use for the activity.
First choose objects that have a clear

UGG s
spoon moves food from the plate to
* Gloves keep our hands warm

Think of possible roles you and your child can

adopt in the game with objects / phenomena
TECHNIQUES FOR THE you have selected.
PARENT: Some suggestions:

START \Z/ and

BUILD @_S
@ SUMMARISE
Variant 1

—
L (
(get the child to reflect the experience)

After the task, ask your child what you have
done and how you have solved the task Focue

on defining the function of elements (their job).
Get the child to ask you as well.

peper. Did you like the game?

Whose job was the easiest to find?

Can we find the job of different things in...?
Let's try.

Variant 2

(summarising for someone, eg a granny, another
child, a toy, etc).

The child may lead the game and play it with a
person new to the activity or re-tell the activity to

adinner table, || this person as a story.
What did we do?
afork, What did he/she say?

Why did you / he! it?
First we ... Then ... The task was...

s, a bag Now you are... you have to ... | am

CARD A: FIND SIMILAR

START

EELS PHASE1: TIME MACHINE }

Choose an object which clearly changes in time
Options: food items, flowers, sand building, etc.
You may discuss the object with your child. In this case,
stress your child's experience rather than knowledge
(what he saw, felt, experimented with, etc.)

You may draw, make, paint the object, efc.

Decide on roles
You are going to play a competitive game with your
child. se between playing as yourselves or

oles: a toy, the chosen object, thinking /
language character

Set a task
In tum you travel either one step to the future or the
‘ past. You should describe what your object looks like E,

BUILD h

Bulld a dialogue.

Demonstrate making a step (Now this milk bottle is half empty. In
the morning it was full). Don't reject your child’s answers — ask for
explanations. Agree if you are speaking about a particular object
(this tree) or an object of its kind (a tree in general). Decide on
time periods you will travel. Discuss how fast the object changes.
When doubtful, ask when or for whom this may be possible.

Try to work with 3-5 objects.

If the child is interested:
Let the child study changes in some objects (like vegetables)
placing them in various environments and comparing later.

Shall we have a competition? Who will be the winner?
/e're the champions! | am going to win!
Let's play. In turn. Your tur. My turn

It was ... ago;

How did/will it look

Past or future, just jump in, let'ss go in the time machine.
You're right. Good. Well done! Look here. Has it changed?

It will be .. in the future. Before/After.

years in the past/future? What is it?
What about you? Do you agree?
How old are you? Were you the same yesterday / last week?

SITUATIONAL

GENERIC

Now/Then.

SUPPORT

£—a
What do you see?
Let's go ... days back?
Has it changed? Why?
What are you?

§—a

How long Is it?
How fast does it change?

£—~3

How do you know it
changes? How fast?
What changes do you see?

©—

1think ...
How do | look?

e—3

1think ....
What did you say?

Q=0

I was (a car In the shop)
How do you know its
future?

L8 2

A\
to _SUMMARISE x:)

KapTouka-o6noxka

(nvueBas kapTo4ka, obwasa Ans Bcex

3agaHuM ogHoro

TUNa, Hanpumep,

«MaluvHa BpeMeHN»)

CTopoHa 1 KapTOUKM C 3afaHMAMMU

(Tak Ha3bIBaemasi poauTenbcKas
KapTo4kKa - ogqHa u3 4 Kaptoyek ansa
Kaxporo 3agaHusa: Ab,Bul)

Connect the objects which are linked in time.

Ject (Pareats A Successhul teac

CTOopoOHa 2 KapTOUKM C 3a4aHUAMMU

(Tak Ha3bIBaemas AeTcKas KapTouka -
Oo[lHa M3 YeTbIpex KapToyek AN KaXxaoro
3agaHus: A,6,Bunu )

[Ona KayecTBeHHOM PaboThbl HYXKHbI BCe TPU KapTO4KW: NnuueBas, poauTenbCcKasa u aeTckasa. BHayane BbiGepuTe ogUH U3 TUNOB
3alaHUN U O3HAKOMbTECb C JIULIEBOWN KapTO4YKOMW, KOTOpas ero onucbiBaeT. 3ateM BO3bMUTE OAHY U3 KapTo4ek ¢ 3agaHuamu (A,5,B
unu IN). [leTckasa cTopoHa AnA BbIOpaHHOM KapTO4YKM OyaeT MMeTb TO Xe 6ykBeHHOoe o6o3HayveHue (A,B,B nnu IN) u, kak npasuno,

pacnevyaTtbiBaeTcsA Ha 06paTHON CTOPOHE COOTBETCTBYHOLLEN POAUTENTbCKOW KapTO4KM.

O,
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PykoBoacTBO NnNo ncnonb3oBaHUo KapToyek 1-om dasbl npoekta «PASS»

Bce kapTouku nepBon pasbl «<PASS» nmerotT ogHy CTPYKTYpY:
Onsa kaxaoro Tuna 3agaHvA npeanaraeTca nuueBas kapToyka. OCHOBHbIE YacTU KapTOUYKM NpeAcTaBrieHbl HUXe:

LIEJIb OBYYEHWNA: onpepenure,
yeMmy Bbl xoTUTE HayunTb pebeHka
npu pabote Hag 3agaHveM

HAYAJIO PABOTbI: pewume,
KaKue pecypchbl bl CMOXeme
ucrionb3o8ame 0risi
opeaHusayuu pabomesi. 30ecb
ecmb UHgbopmayusi, Komopasi
rnomoxxem pewums, 4mo
Oename U YMO UCKameb.

KAK: pekomeHayemble npasuna
obLweHns ¢ pebeHkom u
nonesHble NpueMsbl ans
opraHusaumm paboTbl.

FFBS PHASE1: TIME MACHINE

LEARN THE TIME FRAME: PAST - PRESENT - FUTURE

S

Note: we may deal either with this exact object or this object as one of its kind.

+ SEE THAT EACH ELEMENTS WAS SOMETHING DIFFERENT IN THE PAST
¢ SEE THAT EACH ELEMENT WILL BE SOMETHING DIFFERENT IN THE FUTURE

o)
) to  START C)/ and

BUILD @_5

>,
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OKOHYAHUE PABOTbI: B
KOHLIe paboTbl BaXKHO
0000LLNTb TO, YTO Bbl

While observing your child playing or
watching and reading to your child, please
think what kind of either objects or natural
phenomena you want to use for the activity.
The objects you choose first should show
clear changes in time.
Some suggestions:
« Characters in books/cartoons that
change some of their features
* Toys or clothes items that clearly bear
some signs of wear
« Fruit, vegetables, plants in your
garden

START SMALL

] LET THEM
BE SILENT i

=) LBDENT

CORRECTION

PHRASES NOT
WORDS

TRANSLATION
WITHOUT
2J TRANSLATION

ROLES
Think of possible roles you and your child can
adopt in the game with objects / phenomena

TECHNIQUES FOR THE
PARENT:
you have selected. Some suggestions:

'?‘/‘ CARPE MOMENTUM
> ﬁ Parent: a lunch box, a bag, a garage
w@ D Chite rivvegetabl, oy, a fover

MEDIATOR Mediator: a strawberry, a car, an apple

=) SUMMARISE

Variant 1

(get the child to reflect the experience)
After the task, ask your child what you have
done and how you have solved the task.
Focus on finding changes of elements in
time. Get the child to ask you as well.

Did you like the game?

Did you prefer to travel to the past or future?
Can we teach your toys to use the time
machine? Let's try.

Variant 2

(summarising for someone, eg a granny,
another child, a toy, etc).

The child may lead the game and play it with
a person new to the activity or re-tell the
activity to this person as a story.

What did we do?

What did he/she say?

Why did you / he/ it?

First we ... Then ... The task was...

(B &

tree AN

Now vou are... vou have to ... | am ...

o—t
=3

nenann ¢ pebeHKoMm.
Bbibepute oguH 13 aByx
/| cnocoboB, kKOTOpbIE

/| npegnaraeT Bam aToT

4 pasgen.

A3bIKOBbIE OBOPOTHI:
/| BO3MOXHble peyeBble

/| 0BOpOTbI, KOTOPbIE MOXHO
Mcnonb3oBaTb BO Bpemsi
06006LeHNss paboTbl.

Ons paﬁoTbl C KapTo4YkKamMu npeagnaraeTcAa cregyollad nocrnegoBaTtesibHOCTL LWWaroB:

f
LWar O:

\

obpaTnTe BHMMaHMe Ha TO, YeM

3aHAT pebeHok. BbiGepuTte ansa
paboThbl NO6ble 06BLEKTLI, C

KOTOPbIMMN PeGEeHOK yXKe urpaer.

War 1: War 2:
Haunume [locmpoiime

C BbI3OBa U caenanTe Bce
BO3MOXHOe€, YTOOLI pe6eHOoK ero
npuHAnN.

cnoco6 peleHns Nnpobnembl
BMecTe C pe6GeHKoM

LWar 3:

O6o6wume
paboTy Hag 3agaHMeM BMecTe C

pebeHkom
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www.ta-parents.;u PykoBOoACTBO MO UCMNONb30BaHUIO KapToyek 1-o1 cpasbl npoekta «<PASS» Lifelong Learning Programme
PoauTtenbckas KapTouka BKIloYaeT B cebs cneayrowyo MHopmauuio:
. EPRS . .
CTPYKTYPA 3AAHUS: PHASE 1:0DD ONE OUT A3LIKOBOV BAHK:

pelnTe, Kakne pecypcbl byayT
NCNonb3oBaHbl BO BPeEMS
paboTbl, KakMe ponu NpumyT
Y4aCTHUKM U KakK Bl
chopmynupyeTe 3agaHue.

KAK N YTO OAJIbLUE: coBeThl
Nno BO3MOXHOMY Havany
3aHATUS U CLEeHapusam
NPOAOIHKEHNSA B 3aBUCMMOCTM OT
MHTepeca pebeHka.

NMOCTPOEHVME OWANOTA:
NpvMepbl UCNONb30BaHNS
A3bIKOBbIX 3JIEMEHTOB U1
NpeanoXeHHbIX ponen Bo Bpems
3aHATUA C pebeHKoM.

@ START

Choose 3-5 objects you will be playing with.

Start with objects where parameters for exclusion are
known to your child (eg cars can be excluded according
to colour, size, make, type, etc.). Later you can introduce
less well known parameters (eg age of cars, number of
doors/wheels, etc.) and/or increase the number of
objects.

Decide on roles

You are going to be playing Odd One Out. Choose
between playing as yourselves or adopting a role (eg a
dinosaur who will eat a car unless it can prove what
makes it different from other cars)

Set a task

| am special / odd because... Each object should prove in
turn what makes it different from other objects. You may
stay by asking your child to play as one object and then
increase the number of your child's objects with time.

N

\ _J
BUILD E

Build a dialogue

Demonstrate the expected behaviour to your child through
the mediator (eg one of the cars — | am special as | am the
only blue car here, the rest are green). Use the mediator to
draw your child's attention to different parameters (Can /
also speak about names? | am McQueen and other cars
don't have names). Don't start teaching instead of playing —
do everything within the game. Do not reject your child's
answers.

If the child is interested

Get your child to play the game with whatever is around, eg

houses in the street, passing cars, children in class, etc.

~N
SITUATIONAL

Look what we have here... Are they all the same? Who stands
out?

What if | say that these 3 go together and this one is odd? Why?
| think ... is different / stands out / is the odd one

GENERIC

Are they all the same? Are they similar? Why?

They are similar / different because... They are/have ... Itis
(not)...

How are they different/similar? What makes them different?
SUPPORT

Say aloud who stands out.

Excellent. That's a good question! Well done!

=

7
N\

f—a —A

What makes these It's out because....
(2-4) objects similar?

Is it different? Why? The)tl,:‘r;‘:ggfther
Why are they together?
b @ I think ....

May | help you?
They all have / are...
Look here. What is different?

-3

Can you tell us how we search
for the odd one?
Can you describe...?

Do you know?
What do you think?

8-

What do you call it?
Can we say that...?
Ask me please. )

A
to __SUMMARISE @
|4

npumepbl TpeEX BUAOB
A13bIKOBbIX 3/1IEMEHTOB,
KoTopble Bbl MOxeTe
ncnonb3oBaTtb BO
Bpems paboTbl.

TWIM: nocmoTpute,
KaKon TUM 3agaHuns
Bkl ncnoneayerte.

lMomHume, ymo nwbas kapmoyka He bonee yem Baw nomowHuk. Hecmompsi Ha mo, ymo Bam pekomeHOyemcs cmpoume 3aHsmue 8
coomeemcmeuu ¢ rpednazaemMol cmpykmypou, S3bIKO8ble MpuUMepbl — 3MO JlulWb MUHUMYM mMO20, 4YmO MOXHO Oenamb. Bbi moxeme
€c80600HO U3MeHSIMb usniu OOMOoJIHAMb Kapmouky. To e camoe omHOcumcsi K ripedrnazaeMbiM POJIIM — U3SMEHsSIUme Uux 8 coomeemcmeuu ¢
memM, 4mo uHmepecHo Bam u Bawemy pebeHKy.
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OeTckasa KapTo4yka ABNAETCA MHTEPAaKTUBHOM KapTOYKOM C 3aaHNEM Ans peb6eHKa, KOTopoe OH AOJKeH
BbINONMHUTb caMocTosTernbHO. HecMoTpsA Ha CBA3b AeTCKOM KapTO4YKM C TUMOM 3a4aHusA Ha NIMLIEBOU U
pPOANTENBLCKOWN KapTO4Kax, ee MOXXHO UCNOoSb30BaTb OTAESNIbHO. 3a4aHUA AeTCKON KAPTOUYKMN OObIYHO
npeanararoT pebeHKy YTO-TO HapucoBaTb, NpuayMaTb, COeAUHUTbL U T.A4.

Bbl MOXeTe MCNONb30BaTb UX ANl NPOAOIMKEHUA pa3roBopa ¢ pe6eHKOM nocre OKOH4YaHUsA paboTbl C

pPOANTENbCKOM KaPTOYKON UM NPeanoXnTb UX, YTOObI 3auHTepecoBaTb Ballero pebeHka ganbHenwen
paboTomn.

MTPAONYECKAA YACTD:
34ecb pebeHoK MoXeT

pucoBaTb, packpalimBaTb, | -~
COeauHATb N T.4. T

YACTb C SAOAHUAMMW:
06bsCHAET, YTO pebeHKy
npegnaraeTcs caenatb. “~

» Connect the objects which are linked in time.
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4, K
aKylo poauTEeNbCKYH KapTOYKy MHe BbiOpaTb?

Bbl BbIOMP

aeTe KapTOYKy B

3aBUCMMOCT

Tunbl 0603Ha4YeHbl BykBamu A, b, B 1 I'M'OT T SaRar,

KapTouka A HanpaBrneHa Ha
HaxoXOeHNe NOXOXnx 00 bEKTOB

K
l/IapTqua B npegnaraet 3agaHue no
CKMoYeHMo obbekTa nnm

npeaoTBpaLLEHUIO ero UCKMYeHns

Decide on 1t
You are goinl
Choose betW

START

(moxa T : |
ti 3 ) :
3aTh, YTO O6BEKT JOMKEH opters off | Sanvecre D

‘friends’, a cont RN,

ocTaeaTbCs B rpynne).

Cchoose obje pasket) or any| ose angl a
4 | 3
knowntoyal | oftme (Cacq] | © The guard S CERS PHAS

game. Choos

pasket, a hous
Janguage. Dft ‘

You are going!
petween playif

START

KapTouka B npurnawaet pebeHka

Decide on roi

act 2 tal | iects above 3 3 ion if Doing this / Having this is bad, because .-
nocopeBHOBaTng B setatask | g:l:: isa:kcv | You are going| Choose an object. Think of its property or &7 gcyon .‘:. 4 Doing ?his | Having this is good: because .-
(o) noucke n p mme pO B Cr:r::(?::or‘ The task is to & ourself oG8 performs. Choose & propeny‘l a‘cno: ?::Ee both posifive Doing this / Having this is pad, because -
' ¥ ] 1 i re fairly obvious isit?
.D.HOFO N TOro e BM,D,a 2hoﬁ>ses 1 | should electd robot, etc). Ch negative consequences are iaivy What is it?-
15':::; the nex Ziedf::ns ::f:hq setatask | Decide ontheroles ' e object you thoughtof GENERIC
2 | < A player's task You can play as ourself or ‘become e objec 1 g . : S dlbad, because...
Ka pTO‘l Ka r | /“ :::r\:;e(;c;:p sh%ul{l selectd nocuan bepea);lsr 1\2: you if you introduce 2 mediator into the It's good/bad. becaul?esé.oSglEgcs:ur::.‘.*."gg“i_g"a?so t:ad S cause.
ABIAETCA Ha |/|60n ee ' l and demonstré game (a toy or any object)- The mediator may speak the target o
~ €|> \ ive reasons f¢ language- SUPPO
Tpe6oBaTean0M N3 BCeX TUMNOB OHa DBU"-? t “ & BUILD | l‘gguald'.youd Discover you should - if it's bavs or:cod‘
. \ emonstrate] o seta task i That's a acod comment. You're riaht. ell done!
npocut pe6eHKa npuayma the car is 908 [~ Build a dialogt ek your child to guess vho YOu 5F€ | what you are thinking of &
nmm yra y e Sarap' Ky | always g Demonstrate th & BU“-D | through solving the puzzle (use the structure under ‘situational
ﬂ.aTb 06.beKT Ha OCHOBe G;Ldree:/n(:ur; ! mediator (I ami Builda dialogt to make the puzzle). ﬁ Q
nMmero LU,MXCﬂ n p N3H {deas when ni fogz:‘b;::‘lecﬂain Demonstrate thi > @\ C
aKOB. Try to work W vl:‘helng 2 U:el mediator (eg at No, it isn't, Try again. |twasnota ...
: “e“;s“af;/- aqfore og8 g What else can it be? Will you :099:‘?
Bribupai e Ch”:-,;s 1 °""§;" ('!’:7! ',,, Look here. If | ... what happens? What is...
n Y, Get the child. | ip St ‘
p . Te Nobon 13 YeTbIpex Tun (those that C g:a';fninc':’m'ftg the mediatorto) | Build a dialogu® , >
KOTOpPbIKN NoAxX 0B, | (those that I3 | Rommier thal Dae the mediator to guide your child in hisher thinking. If the —»EN
'D' op'MT ,D.J'IFI Ba ero Get the child tol something is ‘9t child comes up with an idea, the mediator can help him/her see Can you remember what was |s it good?
pe6e HKa Ka friends with th themselves. 4 what can/can'tbe possible through checking the idea against ood? Lot's se6 1 think...
. K nNpaBuIio, cHa4an - for.a champion| | hat we know about the object Remember that the aim is not can you name what was bad? Do you know?
! a nveet 1 | if the child is | help your child se€ both pluses and minuses Shall | help youa little?
MbICIT MO layground, et6 only to guess but to help ¥
npo6osatk nopaboTaThb C plavoround, ¢ | * Encoursgellq | . cten oc
ave L rk with 3-5 objects-
pa3HbIMU KapTo4KkaMn 1 noc | e sl ¢ ﬁ—»ﬁ %—'@
Kak peb MOTPET, | If the child is interested: S
p €HOK pea 7 pyeT H Let the child lead the gamé and make puzzles him/herself. Will you help me? May | help?
a HKX.. that your child creates puzzles like this when the Am | right? | think it can be ... because

CARD A: FIND SIMILAR

* X %
*
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*
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C KOT
opbIM X0TUTe paboTaTb B 4AHHOW CUTyauun

CARD B: EXCLUDE

AR

CARD C: COMPETE

600D /BAD

E1: CARDD

SITUATIONAL

Doing this / Having this is good, pecause ...

cooking @ meal, etc.)

-

to

N\
SUMMARISE
L4

O,



