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The Absurd:

From Seven to Nine
Years

Mary had a baby and named him Tiny Tim.
Put him in a bathtub to teach him how to swim.
Timmy swallowed water. Mary called the doctor.
In came the doctor, in came the nurse,
In came the lady with the big fat purse.

o
“What did one flea say to the other as they
went off for a stroll?”
“Shall we walk or take a dog?”

S
Kirk takes his first train trip. He goes to the
toilet. The conductor calling out the stations
cries, “Dunkirk.” The boy cries back, “Not yet.”
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By seven years of a !

habis of ge children have acqui ‘
beginnin gtshzfa?ntjlts around 'thcm, and they h(zitxlflcrea(z:qtuhi:ecgn :}i“
bt socll?ortant skills that they will need to survi :
i g’ty: Seven vears is the time when ch'ldme
Kt o cl)slches become, in effect, small adults l’l"}:en
i elds. They look after babi e B

" 1es. They do the

[t is a time of
responsibility, I :
were a : , . In the Middle A :
pprenticed at this age. In a similar maremef e\ixcc}:}:gren
0S€

this age t -
the sa%neiiszc\}:: Cltnldren reading, writing, and arithmetic. A
oo, coopes ¢ teach them the good habits of work d t
slile 30 pondis (;I?, and competition. We expect them, ?f Iir.
low all its multiP1: “r’j;’ives PTOIIJICT ly in school all day andofo]c
s as we :
thsr I;Ieaytghrf)und, which is equally b ;’Z nté) bl;cx]‘;cs themselves on
peak of Sc:cl:]iil t:Caht. saves their imagination du.ring this high
the world about thlcvement is their rich sense of nonsen ¥
em. They perhaps need a clear sense osfea;)n

surdity at this a
ge so that by the ti
they can carry out origina] ichs. ony they e

GAMES AND OTHER THINGS TO DO

You will see thr

: oughout this ch

child . | 1s chapter th ' '

tldren of this age swing from rigidporder fo ‘\Tvi{d lgis:)"’I:Ch
rder.

P drtiCipation

As children reach
: the end of :
f . of early ch -
rom birth until about seven or eighi, ycalrl:] h}?ootji ,c:‘:]hllfh f; .
) ¢ e exi-
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layfulness may noW be

making suggestions, Of MULHUS
your three-year-0ld’s

and that might go somewhere. Your P
just as momentary and interludial as was

with you some years earlier.
You can do this during meal
school, or at any other time they can s

ham for the next two yedrs and get aw
that you will have to be more subtle. When accused of some€

injustice Or infringement, you cafl sometimes pantomime

your way out of accusations. d you would bring
home a ball.” “Well I got this big iron ball, and I carried 1t,
and I carried it [miming], but + wore me out and I dropped

it on my foot [hopping]- And if you go out In the car, you
" You can still play dead, gaspiig

will find it on the back seat.
. the stomach.

and wheezing, as you receive
It is always the stomach because that is noisier. Breakfast or

dinner allow hammed-up recollections of your OWn child-
hood. They are still acceptable, but not for much longer.

Sometimes hamming will help you through your referee-
ing and coaching role -1so. These are the years when children
readily call one another a cheat, and just as readily cheat
themselves, without being fully aware of the difference be-
tween their freedom and someone clse’s cheating. Larceny
and righteousness reach an all-time high. You can make up 4

story of a guy who played just to cheat, with exaggerated ex-
would have bare feet so he could pick up

s, in the car on the way toO

tand you. You can be a
ay with 1t But after

!

agony until the doctor came.
In games with your children you will find they are now

sharper about winning and losing. They can be overwhelmed




ot et «t novel object, and so on until there

is a reality to contests of skill now, and it does child :
good for you to fudge the difference. Their concern wi:linsk?ﬁ expectaetlon e
s very real, and whether you are dealing with baseballs, noén (t)rm layful activities, like rough and tumbling, can
jacks, jump ropes, marbles, cards, checkers, or dominoes, you | | -lllarl 1Za§ to expectations for greater stimulation, dnd
should play with them fairly straight with mild but realistic Sl}:n 1ldrer}1’ may increasingly throw themselves into the horseplay.
effort. They have to know how to play. You can show them. SI‘l-lxeir usualycontrol may break down so that they become al-
They have to know what is fair and what is not. You can tell ost frenzied with excitement. Their own feelings know no
them. They have to see what skill looks like. You should rt?oundaries and they are overcome with screaming, shrieking,
| show them. iy etc These,cxtremes happen once 1n 2 while when children
are being playful, just as they may get blue and depressed i
they are never playlful. o subicct ot ey
This is obviously a very COmpICX ' ,
. Play, Playfulness,.and Frenzy here just to point gut that there 1s an opposite maxim to our
We have said that there are differences between play and “If it isn’t fun, forget it”; nmamely, “When fun becomes
mastery. We should also distinguish between ordinary en- frenzy, forget it.’” Practically speaking, that may mean hold-
joyable play and that wildly inventive sort that occurs now in ?,l,’d calming your children, rhythmical rocking and sing-
and again. We could call this playfulness. In playfulness the ing to them, distracting them to some more-sober activity,

players are more explosive than usual; they laugh a lot. There distracting to some eating activity, etc.
1s a feeling of great fun as the player spins from one play idea |

or.action to the next with great diversity and a freewheeling
spirit.

Playfulness sometimes leads off into uncontrollable excite-
ment, and a child gets to laughing and laughing and scream-
Ing in a way that is clearly out of control. This is not unusual
during the first seven years, The feelings of self only gradually
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Improvisation
Children are generally ready for stage behavior by br;ow.
ta Claus, grandfather) are no Pprobicm.
Fantasy roles (Santa g T e etk

Portraving emotion is also OK. But more in .
b f character. This is the time for

. AL
. il R
al v
A BES N

- 3 Y .
y L5 SR PR VL e
. |

Y e T e avalmath Tl b -

become stabilized and often are not enough to hold back the eration 0

effects of overexcitement. A birthday part){; is a good example, sctlfil'IZ(:leicol g::ffct, They can now begin to play the clowns

and one that lasts throughout childhood. The additional stim- that they have seen played by the Captain Kangaroos of the

ulation and excitement of opening parcels leads in a crescendo world 1}“ order to play a clown, one must also have some

through more parcels and to even higher expectations and fan- sort o.f plot. The actor has to introduce the scene, develop 1t,

tasies. ‘Thus, when children reach the end of the presents, and let it collapse. For children this may be little more than
ding to act seriously (for example, ;

| rather than feeling pleasure they feel let down. Then there coming on stage, preten
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UlIC d
= d::él :;1:. 1 hat 1§ very dimcult. rerhaps 1 should look at
ry.” The humor for this age is reaction to the

sacre '
red documents of the time: school books, dictionaries

time tables, poetry, etc.
Increasingly several children can take the stage and play

" .
f :rt :}gﬁﬂ)fderalr)nass c()lfd their own, You can keep them informal, °
= spacem;n }; uddenly joining the group yourself as a visit-
. fo ey trh as ;mother character that will add interest
g e plot. In a school classroom you can send |

chiidren to join the action in roles that at first you

suggest but later they add. “Can I be the grandmother?”

Can I be the owner of the house who makes them get

out?”
What you are ultimately aiming for, but which will be diffi-

;l(l}l: to ac}:ll}ieve gntil about eleven years, is the kind of situa-
Chﬂdmbw .1ch children can improvise before an audience. One
Characteergxgs tasftone character, she is engaged by another

, but arter some time both child ' '
s | | ren begin to switch
. 31 CE:}?;)I; ;ermé Lh;i] hap%erzis the opposite player must adapt

| . Children find it difficult to b le li
s 0 be versatile like

. ge eleven unless th
duIrmg these earlier years. B
takez t;l:lfcirens fown .play the same improvisation often
e rm of putting on stunts, circuses, and TV shows
ot b t}1]r;:g newspapers. The.:y need you to provide material
i makgea}x:lelz‘and to provide an audience later, When this
-Delieve event is contrived

sented by seven- to ei Idre . dad pre

. ght-year-old children, th |

i | , they are sho
Ofc:rllnatc]fy for cooperation and innovation thatyis way al:végg
o hiZ{ ing they have done the previous years and even more
12: 2 c1lcat10n than has existed in their formal games

olay V:,iﬂf]e?.are undou.btedly further ahead in this kind of
riends than in their other forms of group play. Un

ble tO0 1MPIUVIT i

Wlllbu LAAN LA A RN mme 2
hey are older. To be a |
h alternative actions

feel with when t .
is to have other ways of working throug

and 1deas.

\

Riddling
Children begin trying out sddles about the age of four;
however, at this age these are simply silly questions without
le out. But that is the first

an answer that anyone can puzz .
step with riddles, asking questions that have an arbitrary
build his chimney?” “To see the

answer. “Why did the man
1d. By six years we ar¢ on to the

bricks,” says the four-year-0 |
favorite riddles of childhood, which are the moron-type rid-
2 “He didn’t want

dles. “Why did the dog get out of the sun
to be a hot dog.” Riddles continue to be the favorite jokes of

children for the next few years. After that age other kinds of

jokes take their place.

Where do you fit in? Your role here is mainly to be patient.
As far as we know, children enjoy riddles because they are a
way of interrogating other people and of being superior at

else knows the answer.

the same time; that is, unless somecone
people have held riddling contests

Throughout history many

for adults. The societies that did so were usually ones 1n
which older people spent time interrogating their young.
Thus, the riddle, like much other play, is a way of reversing
the circumstances. The child gets to be the one who asks the

unintelligible questions. .
When we remember that much of what we say to children

must seem unintelligible to them, this exercise becomes more
ddles play with words 1n

sensible. It is interesting too that Il .
arbitrary ways. Riddles seem to say to us that what children

- T —
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B -
“df)agl’]'s :;Z::,:Ot by Fhe 1sun and hot by cooking, and the word.
an animal and a sausage. But th’ "
. : e puzzle e
becaHse t’}’lc QI:ICShODCI acts as if only one meanilzl of “l}:lSt’s"
anf(} dog” are intended. ° &
wor;:t}%:znﬁato gla;;)lat seven or eight years is to think of
ve double meanings and then use th
| . . em as the
basis for a riddle. In riddles we act as if words with the same

:;]L::lg]e ( c;og) have the same meaning (animal, frankfurter)
s nOetyt 0 ]l)lot. T}‘le lesson that children learn from this 1s
ot ho :”%}thble. So, for example, “What has ears
thst ek hearc?ar. W‘}jy, corn.” In this riddle the corn’s ears
i “Whmg ears. .What has feet that don’t walk?” “A
: at turns without moving?” “Milk.” “What h

head t‘hat doesn’t think?” “A pin.” i
th;\d];tut}l)el later on children also begin to play not just with
ol e meanings of words but with the double meaning
f things peqp]e do, as in the riddle about the fleas at the be
ginning of this chapter. Here the fleas have reversed the usual-

ionrdetli] zf evgnt:s. They are taking the dog. The dog is not tak-
ca?me;:,:n cstlgles moron-type riddles with word or alphabeti-
i fs d e other major type of riddle today is the riddle
ki sometl})] rody. You c:EPect to get a word puzzle, but you
B hmg?,c’)l‘)‘wous.. What did the elephant say to the
- ];1) ant Nothm.g. Elephants can’t talk.”

help then; );ou car} explax.n some of these principles. You can
e el ?hma!\e.up nd.dles, and you can do your best to
oy g}oan '%‘h . e.v1ctxm‘.‘ It is r’not a bad idea to develop a fam-
o ';) h lfl ';18 the “Ohoh” with which all members greet
Skt ]ke . The groan acknowledges the joke, but lets the
o ecp some d1§tance from its awfulness. We are all

r with its use with pun makers at a later age. Punsters

childreﬁ start to use now. X
and you say, “Why did you smash up the ca

smash them up.” “You did so.
The other side of knowing double meanings

s to become aware of what words actually say, SO

who speak loosely ca

Nonsense

ed on children’s now having some

Just as riddles arc bas
ds and letters, so non-

understanding of the meaning of wor
sense requires that they anderstand the rules of behavior.

From four to seven we have been putting them together as
social and acceptable human beings. There has been 2 lot of
group pressure there. Children of seven and eight gain some
play freedom from all that by reversing the meaning of every-

day events.

Thirty days has September,
April, June, and November.

All the rest eat peanut butter,

Except grandma.
She drives a Buick.

nonsense about authority figures
w accepted 15 Tun

ear it 15 ‘No

",

’s dirty looks;

Children begin to enjoy
1d that they have no

more spelling, no more
it may be the character “Shut-up” who gets to

tion when “Trouble,” his friend, is lost.
name?” “Shutup.” “Are you looking for trou

“What's your
ble?” “Yes.”
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::gf;dnif:;m :cildulthood to the upper reaches of ‘this age
: and ten years. “Mother, I don’t like this toma%o :

]ui/c\i.’;“Shut up kid, and drink your blood.”

. parent you probably ca 1 wi s ki

. ‘ y cannot deal with this k

ing unless you accept that this is not a perfect \x}:)srldmlgv:x:

the ' .
e l(gec;od th(;ngs create frustrations. Even the things we want
p and sustain can also be a bore and a nuisance at -

times. '
The happiest way to deal with our very natural con-

Rt -
icts 1s through humor and play, and at this age children are

excited by these and oth
. er forms of humor th
ser$1b]e seem momentarily nonsensical. " that make e
= :)el;; rrole ;s usually a mixture of the participating ham and
gy eere.t) p(():;l :?eare some tyF&s of nonsense, and you argue
' going too far. How far too far is d
on your own value system. Bu e T hhe
. . . But the technique here i
) que here is the
s;renctizalte:i};l;quedas for alfl play; namely, that there can be a
and place for being funny. That m
. . a
;)?;y Izllatc}:]e fo;) 1certam forms of humor. What youy cl;fl 22;
und the table you ma !

et y y not be able to say in school or to
thiISf you do not fecl comfortable in dividing the world up in
- ::;?;’ ?len this book is not for you. It preaches versatill)ity
ndl som :t 1mf;s the only way to be many people is to be them,
- t;()) ; chp aces..The. tie that binds people to themselves
sk ac other.m this book is the general respect for, and
anl} i'haf;ndt of, a life that can be shared, that is interc;ﬁn
e tEes not huFt anyone in any fundamental sense Thge’
- - that binds is the realization that love does .

ure easily without laughter. e

you can share 1
tions—stamps, P
lists of friends.

manage parts of t
example, have a §yS

\J‘lll\llvsl -

her. They are 1nto cones

ostcards, license plates, hockey cards, jokes,
These are interesting ways in which they
he world. Children who have stamps, for
tem for controlling the world. Their stamp

collection is a construction that deals with the world 1n a
particular way. It s not unlike a corporation in that sense. It
‘< also an exercise in putting things into groups Or classes.
The interest in collections cOmMEs at age eight, when chil-
dren have just acquired the ability to sort things out sys-
tematically in several ways. By then they can put all the red
triangles in one group nd the red squares in another without
confusing them becausc they are both red. You can tell
them about your own “Joony” collections: insect legs for sci-

ence, bandits’ ears for the police, types of ice cream for your
refrigerated house. This leads them to invent their own loony

collections.

One way children play with gullibility now 1 by using
magic tricks. If you teach a few of these (such as card tricks,
mirror drawing, tic-tac-to€, hangman, and the like), it will be
a great asset to them . their social life. Tricks lure the
watcher into something. On their own level they like sur-
prises, such as jumping out on people, telling jokes, pretend-
ing to be a monster. They wish they had the “magic” to order

their own food in the restaurant, to give hot dogs 10 their

friends, to have their room cleaned, to have a plastic man
take their place at school. This enjoyment of both surprises

and magic makes them hungry for “tricks.”
At this age children’s drawings are somewhat stereotyped,

like their riddles and their games. They draw by the rules.
You can introduce fun and flexibility by posing problems for

n one way or anot
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Inatkl;sm\:: £ CCI:)'Il)cl]e that are half people and half automobiles

e wit}}; thl' ren have to put together their set ideas fo.?
eir st 1deas for cars, and that challenges therr: |

to S ' '

googyCh:ﬁlec;th;ng new. qug cartoon sequences is another

good challenge, hespecmlly if it is something like walking up

prria] e ey have to make their fixed body drawings
in the different positions on the stairs. This 81: |

ha;sl, and 1t is something they do not usually do

witho;oflarn }1:11231 card anc.i board games for a really long time
e e z tidren at this age, if you can stand it. Most card
e caf(;f:n-lto-mne—ycar-olds involve simple comparisons
gt tu. n war the two players take half the cards
v witi - rnhqp one card each at the same time, and the
e thele éghest card number takes both. Players aim
cards together C:;ds.thI: pglzr};rp\i'alfers ﬁmi]aﬂ}' Pat dovm ther

, o calls “grab”
Caf;i% ealrlc)-: of the same value takes all theg;igurﬁzsl;;zgega:g:
pe. ParZ;Ld games of this age are Ludo, Chutes and Lad:
othe,r tOwardes1,d:mc.1 ot.hers, in which the players race each
erplrigr tha ;stmahon and.the outcome 1s determined by
resrriant ehxcc. Each rolling determines the number of
e Tt they can take, but the board itself provides
e ba;es '; hat exothcr speed them forward or send them
o .1 ere is some minor decision making on the
i Na}: ay;:lrs as to w}.uch. counters to move forward or
in all their loltrla 4 i}:lhey SISJOR 5% JOSN SE N SIS S0 o
L5, Blocks C1lelr ome play activities, including puzzles
s things wérdo ections, wrestling, tickling, music, cars ﬁxi
, games, and chess. ’

F11dily WO LVidivw AW secme p .
arents do not know about and do not realize 1s a critical part

of children’s developing intelligence——guessing.
guessing games that your children may play and 1n which you

can participate. More important, just seeing how many things
guessing dOEs for them opens it up as a tool for games that

you would like to invent.
ss was a virtue taught in the

We mentioned that shrewdne
ge and throughout child-

1ass media during the previous 3
hich shrewdness must be

hood. A key competence through w
.o In early childhood, from five to ten

expressed is guessing.
the everyday form of native intelligence.

After all, one never has enough information at that age (or at
any age), nor does anyone else that one relates to. S0 whether
we call it guessing or not, we arc always guessing. Guessing 15
putting together what little information we have with little
bit of luck in order to come up with the best answer.

Given the interest in guessing, there are dozens of games
that you can invent. The simplest variety of games are those

in which the player has to guess dn initial, word, name, OI

color that the other player has thought of. Most popular 15
s have to guess what the

the universal I spy, in which player
player who is “It" is thinking of in the room after being told

what its first letter (or color) is.

There are many other such games. You have to guess
where objects are hidden, which takes a lot of careful atten-
tion. In blindman’s bluff you have to guess who you have
taken hold of, which is guessing someone’s identity. In
some games you have to guess who is hiding the ball behind

their back. The children have to keep their eyes on MOVE

ments and guilty looks.

There are also a group of games in which players have to
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trades seems the most common. In trades the players divide

the :
the;:::}:zz Lrltof two groups by choosing up. Then they line
p facing each other, about t - ;
apart. One group call , about twenty to thirty ecy
out to the others, “H y
group calls, “Where from?”
“N € ) om?” The others reply,
“V&f}:‘;tzoyr;ﬁr tT hde n? ﬂ']rel players of the sccond group zil{ 1
rade?” The answer is “Lemonade!” 1
ond group then says, “ onadel” The sec
ys, “Go to work!” They begi
some kind of work, such a | y begin to act out
, , s shoveling snow, picking chern ‘
p]antlng pOtatOCS Sr vohatever , PICKINE cherrnes,
) ~and the second group tri |
guess what they are doin group trits o
, o. As soon as they guess it, the act
run back to their station, and the others chase them. If a?xr\s' |

of the actors are cau 01
| ght, they join the opposite sid ‘
}g)ame usually continues unti] all the players g? one ré ] hThe '
een caught. e 10
There are a number of chi
. children’s games in which tl
Elzy}frlx;ust guess in turn how many objects the other playclr:
s (o; 1mg{m their hands. Games like this have been named
4 oneu , How Many Eggs }'n the Bush? or Jack in the Bush
ol be\;c:ssno;r fach Izlaycr is given an equal number of but:
, ~ grains of corn, and the like, and the '
'trl*]ﬁ: }glz]ccize?u:ea]handf}tlll to the guesser, calling “I-Illufa(C)}:ﬂ:B
plies, “Handful,” and then the f .
“Y i) ; t
ztlcs)l(;s,hiliow hmany? If the number named by the igsucsileary?sr
Countcfs ’t the guesser must give the other player enough
sy o make the difference. If the guess is too low tﬁe
rightplfyf}i must give the guesser enough to make the ’uess
: e guess is exactly right, the guesser gets the vfhole

handful.
The o
! a;ioat: tc:ther variations of the game using fingers odd or
Ay u’ ar}d so forth. Although the game 1s Os’tensibl
guessing or chance, there is a minor element o)f,

objects. 1t W

 that it TEQUITES LWL “
numbers before

real differences between small 1
probably 2 good way of getting
children regularly went to school.

umbers of
to know

'

Some Other Games
ve not mentioned. But

een enough to give you some sense Of
- children care about at this

ing a few other games you
the car you can play games
animals that you all
lors. The first on€

There are many many games We ha

hopefully there have b
what to do and what it is that you

age. Let us finish by just mention

might want to play with them. In

with points for all the different kinds of
see or for different kinds of cars or house €O
to see the animal (or whatever) gets the points.
This is also an age for making finger shadows
It is one of their bag of tricks for creating illusions, not
merely being taken in by them. It is probably the end of

Easter egg hunts, although you can do new things with 2
kitchen orchestra of pans, combs, and buckets. Paper games
(such as fortuncs and paper planes) and practical jokes
(such as “I saw 2 dead horse. I one it. You tWO it, . . . You

for a lefthanded hammer, Of put-

ate it,” sending someone
ting a toy snake Or spider on 4 friend’s desk) are popular

tricks.

Games in W
the floor or where you
ing, “‘Poor kitty, poor kitty,

hich no one must laugh until the balloon strikes
ust stroke the kneeling players say-
» without laughing Of where

you say, “The first to speak 15 2 monkey,” appeal at this time.
g to use these games as Ways of

Children are just beginnin
handling their own emotional control. To be provoked and




THE CHILD'S OWN PLAY

This i .
s rel;stiz;r:] Sa;ge when c?uldren begin to acquire friends, and
uch rltionship sometins st fo weeks an months and
each other. th . —— lxkely.to happen if they live close toi’
R a. ki gn posmblf:, children tend to choose others of
R tgh nd sex and interests. But sometimes it does not
at much because they are not all that set in their

ways yet.

What i ' .
. rigjdlst }cl)éitren 1’nterestmg in the play of seven-year-olds is
society molds tl own rules are. We have seen that our adult
S 1em mt.o decent behavior, We have seen that
the absurdit ;C ;nd riddles they show some appreciation for
behavior thcy of these pressures. But in their own group play
e g ha)r/dare often even more coercive than we are 'TI';lc‘
i oltes ¢ Onecr oc? eagh other. What they call being.“fair’)”

[n a way thi::iyse - fqr their own point of view.
for children to nf t surpnsing. We have seen how hard it is
started our anal 5¢ thel,r §TOups together, Ever since we
OSARER ysis of their social play at three, we have been
who was bofs a;udg gt(;d scuggle. They have had to ‘work out
keeping together, I ¢y have had to develop techniques for
many common rt.} n addition, they have had to work out
L e ::lmcfs anc.], with the beginning of games
bk do T ationships (accept-reject) that are impor-

arger culture and that they have to understal:gor

YYNAAL

V\d}

o not really oDSCIVE e
lize this yet, however; although they lie with-

t.awareness, they condemn it as a major
e helped by adults, who make rules

very clear and who are Vvery f2ir in enforcing them.
Often their game rituals stray OVer into private rituals,

showing again a desire for order in their personal feelings just
2s much as in their social world with other children. Thus,
“You have to be on your bed before the door slams or else
IT will come out from under the bed and get you” or “You
have to get upstairs before the toilet stops flushing or else IT
will get you.” Sometimes the child’s precarious relationship
with Cod enters into these private dramas. “If 1 get to the
utility pole before the bus does, God will be kind to me.”

though they d
They do not rea

out too much sel
crime. In all of this they ar

Chasing and Escaping

are not satisfied merely to get away

from the player who 1s “I¢” and then when caught to take

that player’s place. Now they like to tease that player too.
Tlfus, in a game like kick the can, while the person who
15 “It” is chasing someone else, the other children run back

and kick the can, letting everyone else go free; or in freeze
tag they run around tagging the children that have already
been “frozen.” freeing them. It is an age for testing out
what they can do against authority. Seven- and eight-year-olds
begin to be “cheeky” in school. They say sassy things, and
t?;;iy know the language well enough now to make it sound
silly,
There is a famous old gam
that nicely captures the dualism 0

At this age children

e called ghosts in the garden
f good and bad parents




;rgznand wash their hands. The children run out into the
Momn;ysccteha ghost, lnzmd come running back crying, “ ol
‘ , there’s a ghost in the garden.” The m r says
Vo | . oth '
(I)t asn(c)lnly my pll.lk pants on the line,” and she tells tfliar;a?(;

ﬁing ba\:}fsh ttl}llcltrh hands as before. They do so but come run
Wi e same complaint that there 1 y

the s a gh

th}f' garden. This time the mother says, “It's onl %0(51:1 l'n
white pants on the line.” | e % ]

tellghfhsamc thing happens again, and this time the mother §
em to go and feel the pants. They run back crying,

w(iil};,nit’s go; f’u r on it, Mommy.” The mother says, “Come
are yOL:edzri]ngI-“ 69 anddsee," To the ghost she Says’ “What

4 in my garden?” “Pickin SN 4. ,

uWh?t do you want the sticks for?” o A o o

‘ To light a fire.”

“What. do you want the fire for?”

To boil a pot.”

“What do you want the

N . ot for?”

. T'o boil a stone.” el

mIth;t do you want the stone for?”

o sharpen a knife.” (At this point |

il th

¢‘What do you want the knife forI')?” el ey

T’f]o cut off your heads.”
e Ple’l 8llrosthth§n chases the mother and the children, and
versiox;sy thw 0 IS caught becomes the next mother, In ’some
-5l ¢ game ﬁnfsh&s with a game of fox and geese, in
s (orew;?(;]ther tries to get her children back from the
children holdC v fo’.()' The ghost stretches out its hands, the
PN behind the ghost in a chain, and the i
Those E around behind the ghost and tag the children
iod ; 'lfc:i tags are then free. In most versions the reca

children get a good licking and are of course naughfy

- e

cross tag the other players help

the pursued player by passing between her and the person
who is “It.” The person who is “It” must then chase the
player that passes . front of her. In caught and free the p\ay:
ers not caught try to free those who are. They have to stand
<]l but can be freed by a tag tom the untagged players.
This game is also known a3 pebbles and stones and as candle-

sticks. In cat and mouse th is “Tt"” chases the

e person who 1
mouse in and out of 2 circle of players, who aid the mouse
by holding their hands when the person who 15

is “It” tries to
o them for the mouse t0 g0 through.
Notice in all these games how harassed the “It" figure has

now become. Clearly the children are expressing an independ-
ence of power figures th

at they will not show in their own
behavior until preadolescence, several years off. The game
allows them to experiment Wi

th revolution in its own limited
way. But note that the game relationships are st

i1l one-sided.
Some roles are more powerful than others. Tt will not be for
ildren go 1nto

a year or two yet that chi games with strict equal-
ity before the law, as 1 baseball, football, etc.

There are OUNEI Luadiug
dudlity toward authority. In

&)‘
;
:
;
2
‘é
b
u
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Dominance and Usurpation

challenging of good and bad
¢ the day. Another is being

Chasing and escaping and the

. parents are one of the themes O
. bossy and then having your position taken away from you. !
- Two lustrative games will be discussed below. Traditionally é
. these games were more often played by girls, suggesting per-
haps that they were expected to be more interested in these

forms of arbitrary power and status.




what t o
first tohrzcchal}]ydo gs they try to get down to where he is. Th
is a terminolo . f ecomes the new person who is “It.”
e fg)' of movements; for example, needles (put t

e foot in front of the toe of the other fooIZ) pi ?

(move forward half a f
b | oot length), lamp post
ands, feet staying where they are and }I:agg: st(rge(;cg(i);?o?l

as far as possible, and then

stretc : stand up on point where ouf

- };(e)?mﬁnnag;és 5330}‘), umbrella (whir] arolzmd and f:)iw(;l:

b steps to be taken in each case. This game i
so as giant steps and as cauliflower and cabbagges 4

Mother may [ i
y I 1s the same '
= e game, except that t
yf) u \:lrgldafut)ltlcy can do. : I‘\/Iother may | takef) five jum};):?’l’) ]31)50
say please.” “May I take five jumps please?” “Ym;

may. .
ganile I]:I:S, g’O.u gannot. You did not say thank you.” Here the.
similar movement pattern, but the “It”-controllcd'ﬁ

bossi |
iness has increased tremendously. Cheating seems to be.

the :
rule. “You can cheat by edging up when the leader is not

looking.” “They’re
* S M
their own fricnd);." upposed to be fair, but they often favor

Correctness or Mistakes

work at school. The '
the 100l. They are now interested in winni
i oy The tet s
1at girls usually pl raas I-

th Ry AV from th
ba;;)?,%hom‘ Western civilization are jump I'olse aie onward
progres:n;:mgl, and jacks. In all of these gilmespti]e g,PSC(-)tCh'
2-ave S %‘: y tbrough S Asciat BF dalipne A oo t(r)n 1S ;o
. That is what most girls remember about ?1]125 :

-yOU may carry On IIVLL i

mq_‘\“w.‘.‘

AUJ-.

winner being the one O get through t
s even 1f one

he whole seres nIst.
player is the most

etween the careful step-by-

es, the emphasis on not making
onal woman; that is, one who 1S

d formal behavior, oné who 1
not so much concerned

wn. Girls will tolerate a
he is amiable and

d be a good TOpe

successful

Perhaps there 15 a T€
step progress In these gam
mistakes, and being 2 tradit
concerned with etiquette an
frightened of mistakes, one who 18
with winning as with not breaking do

less than competent player as long as §

bnngs something 1O the game. She coul
leasant audience. A girl who fusses about

tantly berating herself for not being In
to find herself hanging OD the

The society of the game has
Is than the outcome
dge players who
s, where

lationship b

not winning or 15 CONS
form “today” 1s more likely
fnges, not invited to play.
traditionally been morI€ important t0 gir

has been, rather like afternoon women bri
will socialize more than the mixed sex evening group

the quality of the play and the outcome of the game is more

important.
Some examples of these game tollow. In jump rope tWo

girls turn a rope OVEr while others take turns jumping and
others chant the rhymes. Som¢ of the rhymes refer only to
the speed of the skipping, usually requiring the child to speed

up as the rhyme progresse:

One to make ready
And two to prepare,
Good luck to the rider

And away goes the mare.
Salt, mustard, vinegar, pepper.
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sseswALuOLM Ay LUG ULLUPAUUL dlId INTETESTS of women, petltlve, 3“; e Lci‘(:eLS the age with its most famous pocii,
- We fimsh, as !

Hopscotch is played on a diagram marked out on thif ; ,
ground. There are various kinds of diagrams: circles, recta '# which begins a5 follows: ‘
gles, and rectangles with arms. In all games the child throw; | .
(or kicks) a stone or piece of wood into the numbered com: Ladies and jelly sp(t)gls]:an
partments in the diagram. If the marker does not land in the I come before ym:hing [ know n
right square, the child is out and it is the next child’s tur | To tell you some

Ball bouncing is a solo performance by a player who trie
to see how far he can get without a mistake. In competition
players take turns to see who can get the furthest. It mav be
done with or without a rhyme. One such rhyme follows:

d behind you
othing about. . . .

Two, four, six, eight, 1
Mary’s at the garden gate, __f
Eating cherries off a plate. 1

Two, four, six, eight,

Children go through complicated gymnastics as the game
gets more difficult,

Jacks is a game played with five small objects; for example,
stones. The movements are very complicated and difficult
The first to complete the sequence wins. The movements in-
clude those in which a player throws the stones in the air
with her right hand and tries to catch them on the back of
that hand.

In all the games in this chapter the child is one player in
the middle of a group of players. Generally we do not have
one child competing directly with another at this age. That s
too direct a form of competition. It is easier if one child plays
among the others, so that although one may win, all the rest
lose. This makes losing easier to bear. Marbles is like that.
There are many other informal skill contests that children get




