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their minds abreast of everything both possible and impos-

sible. As long as they have this facility, they are not being
closed off into one little channel of acceptable thought.

Throughout most of history cultures have conspired to take

children and force them at this time into one traditional or

conventional form of fantasy that would encompass all their

own dreams-namely, the myth and ritual life of that culture,

which its people felt was necessary to their survival. But in
modern society we have a much larger problem for the imagi-
nation, and we must begin to look at that in the next chapter.

9 The Dream:

From Five to Seven

Years

A ghost and a monster came and got me and

took my clothes and pajamas and got my father

and took his clothes and pajamas and put us in

a machine. I was so scared I woke up.

"Do you believe in matrimony?"

"Yes, as long as it has cheese on it."



When they are five, if not before, children go to school. Atschool the teachers show them how to get on with their
school work. In the playground the other children teach them
how to compete. On television the cartoon figures tell them
that the small people eventually win. The years between five
and seven are, therefore, an initiation rite into working and
winning. By seven most children are beginning to know what
this group myth is all about.

During their first five years children develop a private
imagination, which we will call their dream. This dream con-
sists of their unique feelings about themselves and their fam-
ily life, and it will stay with them forever. But if we are not
careful during the years of five through seven, this dream will
no longer persist as an active force in their life. It will be
pushed under by the group dream of winning and working.
As parents we have to try not to let our children lose this

individual imagining. We have to find ways for them to tell
their own stories, paint their own pictures, construct their
own worlds, act out their own scenarios, and keep their own
dreams alive. If we encourage their imagining, the new ways
of working will become attached to their private way of feel-
ing, creating a sense of self-discipline. Without that develop-
ment they cannot take their dream forward in a productive
way but must simply adopt the stereotyped dreams of the
larger society.

This book is an argument against the older form of initia-
tion solely into the three R's and good behavior. That initia-tion neglected the creative contributions that individuals
have to make to the society in which they now live.
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The first source of all our creativity is the dream. We can

ignore them or pay attention to them. 
Your children like

to tell you about their dreams at breakfast. The dreams they tell

you about are usually scary, which is why they want to tell you

about them. We know from scientific 
studies that if you

wake children up during the night, most of their 
dreams are

not scary. This means that they only tell you these scary

dreams because they want to get some help.

Many of the dreams of five-year-olds are like monster

movies. The monster chases, captures, bites, and hurts them,

and they try to escape but wake up feeling scared. They want

to know that you love them and that they do not really have

to worry about these night terrors. As children get older,

they remember these dreams less, but they never finally leave

them. Even adults remember these dreams now and again. As

we get older, we do not forget these crises in our dreams; we

just add new crises. If our lives are reasonably comfortable,

however, we also add new assurances within the dreams

themselves.

What are you to do? First, we think you should listen sym-

pathetically. Tell children that dreams are stories about their

feelings and that we all have such feelings. Dream-telling

sessions around the table are reassuring to five-year-olds. It

means that they are not alone in their dreams. Others are

interested. It is only honest to realize that you yourself as

the powerful person in the home are a part of the substance

of their dreams. These are dreams of power. The children

are dreaming of dangerous powers they cannot manage. For

you to welcome and listen is to show that at least you per-

sonally are not as dangerous as the dream might suggest. But,
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as we have said at other times, listen quietly. Do not give lec-
tures or in other ways show more of the same power that thedreamer is worried about.

Listening is only a first step. Listening is being receptive.
It is making a safe place, a harbor to which the child can
come after the rough night's voyage. After a time, days or
weeks, of careful listening, if you feel the child is showing
more confidence than fear about these dreams, then you can
take a more active approach. There is a tribe of Malaysian
people who actively explore their dreams every day. Everybodytells their dreams of the day, and everyone else gives advice on
how to deal with them. If the dreamers are wronged in their
dreams by anyone in the village, then those villagers give a
present to the dreamers to show that the enemy they dreamedof must indeed have been someone else.

a

We are not suggesting that you begin to serve presents forbreakfast. But this practice does suggest that the dreamers
may need reassurance from the ones who are pictured as
offending them in the dream. If those persons are at the break-
fast table, why not give that reassurance. "Wow, I was
monster in your dream. That's me. I'm a monster sometimes.
But I also love you," with a hug. We all have conflicts aboutthose with whom we are closest. It is better to admit that
there are two sides of the conflict, the love and the hate, than
to pretend that only one always prevails.
This Malaysian group does another interesting thing. Theytell the dreamers that the next time they meet the monsters

in the dream they should tackle them without fear. They
should go to them (in their dream) and make them give the
dreamers a gift of a poem or a story that they can bring backto their tribe. Obviously we cannot lay that burden on five-year-olds without a lot more practice and village support.Still there is a principle here. After hearing their dreams, wecan begin to discuss them. What were the monsters like?
What color were they? How big? How did they move? Let us
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discuss monsters thoroughly in a vivid w
ay. What are all the

images we have of them? be-

theHere we are, in effect, bringing out the 
images that lie

hind creativity. We are focusing on, and extending,

children's attention to the c
reative aspects of their ow

n

dreaming. We are supporting the Malaysian 
idea of using the

dream creatively. There is no reason why we should 'not tell

our children this story of the peop
le who go back into their

dreams the next night and chase 
their monsters. The confi-

dence of this attitude, the healthy vie
w it suggests of one's

feelings about oneself, is certainly no worse t
han the strange

uneasy silence that usually accompanies 
most dream telling.

The outdated view that the dream is a f
orm of mental illness

is not much use to children.
to

So let us become involved with these dreams, lis
ten

them, discuss them, and then go on to have fu
n with them,

because the next step after we have laid down th
is back-

ground is to begin to play with them. "OK, so the monster

went after you. How could you have gotten away?" or "How

could you have captured the monster? Then what would you

have done?" Very soon your child makes exaggerated sugges-

tions that turn the tables on escape and anxiety. When we are

doing this, we are playing with the morning dream and are

back into the mode of this book. Taking the anxiety out of

dreams and putting play into them is to our minds a way to

enhance their very real contribution to our creative lives.

Telling Stories

We hope that you and your children will gain something
from dream telling. You can do the same thing with stories

more directly. Here we go right into absurdity. Remember

this is the age when cartoons begin to take over, and children

are exposed to, and revel in, all the magical devices that are so
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frequently used in them. Bodies are expanded, shrunken, orchanged into animals. People can fly in the air. As long as we
are reasonably sure that the small heroes will always win,
we will tolerate anything. Because the cartoon guaranteesthat the hero will conquer all, then the transformations be-
come entertainable. "Guarantee us what is certain, and you
can do anything you wish" seems to be the principle of thisage.

The stories your children will tell now are usually very
aggressive or violent from an adult's point of view. But if wethink of what they have to deal with in their dreams, we real-
ize that their stories only respond to their fears. In stories
children see themselves mainly as attacked and afflicted byothers. They are more often bailed out by parents and other
amiable figures than they are in dreams. It is interesting to
ask children, "How else could it happen?" and all kinds of
creative suggestions can follow.

IF

there were no monsters in the world
there were no people
people walked on their hands
dogs made noises like pigs
stars could land in your backyard
mothers had five arms

they held school on a boat
you were your father

you were a girl (boy)
you never had to say thank you

Begin gradually with light, entertaining suggestions for dif-ferent ways of looking at a story your child has told you.Then begin to make the suggestions more serious and thenmore radical, always taking your cues from what your childhas suggested. We already talked about what you can do with
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wacky fairy tales. See what could happen to Snow Wh
ite

she had to marry one 
of the dwarfs. Which one? Why? Sup-

pose Rumplestilskin got his foot stuck in t
he floor and had

stay there forever, being fed by
 the miller's daughter. What if

Rapunzel had used a protein cream rinse on her hair an
d the

prince could not make
 his way up through the

 silky smooth

hair? The same kinds of va
riations you made with n

ursery

rhymes and fairy tales can lead to
 even more-creative personal

storytelling.

if

to

Improvisation

In many ways this whole book has been abou
t improvis-

ing. We have asked you as parents to make funny fa
ces and

funny noises to your babies. We have you 
walking around

the floor on your hands like a horse. We have you croaking

as the frog prince in the back of your throat:
 "Ribit, ribit,

ribit." You have been asked to be an actor on the home

stage. We feel that there is an important connection between

your acting and your children's becoming versatile. All 
the

time you are giving examples of being a very flexible person,

and the children are learning that from you.

When they have reached five years of age, there are a series

of steps you can make in improvisational games wi
th your

children. These steps follow the same steps taken by children

in their own make-believe play from the age of one year on-

ward. The first step was simply to create make-believe move-

ments. You can begin to do this as early as three years. This

is when you and your children or you and a group of children

all pretend to walk around heavily like elephants or lightly

like pussy cats; or you pretend to jump over the river, walk

tall like skyscrapers, or walk small like bugs. This is a move-

ment and music game that you can do with a drum.

The children's next step, when they were two, was to play
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with a doll or toy and give it personality. Our parallel steрat five is to pretend to play with an object. But we do nothave any real object, so we use an imaginary object. We pre-tend to carry a heavy weight across the room; we are carryingthe grocery bags from the car to the kitchen; we pretend tohammer a nail into wood; we pretend to cut with scissors.As a first step children usually make a part of their bodyinto the object they wish to imitate. Thus, when they cutwith scissors, they make their fingers into the scissor blades.By about seven or so they will increasingly act just as if theywere really holding the handle of a pair of scissors and make
us imagine the blades. It is the same with the hammer.Younger children make their hands be the hammer. Olderchildren make their hands hold the hammer. After a little
warm-up a natural game is to take turns at reacting to, orusing, some objects, while the others have to guess what
you are doing. A large group of rather shy children can do ittogether in pairs; one watches while the other acts the part.
This way you get the more customary informal play setting,and children do not feel so shy about being watched by anaudience.

By the time children are three, they pretend to be some-

body, usually a mother, a father, or a policeman-somebodywho is important to them. Children's first pretense has to do
with those actions that they identify with the person. Thus,
a parent at first may be one who makes beds, shops, washesdishes, cleans floors, and has parties or one who rides off inthe car or takes a load of dirt in his truck. Fathers are usuallyharder to define by actions because little children tend to seetheir actions less. There is the classic story of the little boywho acted his father by driving off on his tricycle to the city,coming right back, lying down on the floor, and saying, "NowI'll take a nap." (When children are five, they begin theirimprovisations of people first with similar obvious role-defin-ing actions. The traffic cop signals on the traffic. How does he
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do it? The fireman turns his hose on the fire. What does that

look like? Here they are being a
n imaginary character carry-

ing out routine actions. Agai
n, we can take turns at g

uess-

ing who they are by their actions.)

In addition to imitating peo
ple they know, three-year-old

children will also create si
tuations in their play. The mother

works in an office. The fathe
r runs a gas station. So in im-

provisation we move on next to
 imaginary situations. We

want to know now not only who the person is and what they

are doing but also where they are.

her

im-

add

In their own play by the age of four c
hildren add some

emotion to their characters (the moth
er gets angry at

baby), and after four they begin to create
 imaginary charaс-

ters, such as monsters and Snow White
s. Thus, in our

provisation in the five to seven age period w
e can also

these two requirements. Now show us how the person feels.

Show us a happy person, a sad person, an angry person
. Show

us someone feeling something, and we will guess w
hat it is.

Now be an imaginary person, and we will try to guess 
what

it is that person can do, because imaginary 
persons can

imaginary things. But with this last step we have come to the

end of this age period.

do

Certainly between five and seven children can do
 imagi-

nary actions, react to imaginary objects, be imaginary peopl
e

doing routine things, provide an imaginary setting, sho
w

emotion, and in some cases be completely fant
asy people.

They do these in the typical home game and take tu
rns

guessing what it is they are doing. Where there is time, this

sort of improvisation can be extended so
 that children work

together to present "plays" that they have made up. We think

it is important to go slowly here. Between five and seven

children are easily embarrassed by the idea that they are act-

ing for someone else to see, which is why puppets work so

well. At the same time they do want to be able to act for an

audience. What gives them, or for that matter any of us, a
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feeling of safety is that they know there are clear rules, which
is why ring games work so well.

This does not mean they will not be able to put on plays.
After weeks or months of fairly anonymous plays, manychildren will get the feeling that there is security in thisform of expression. Eventually they will want to introduce
the plays that they create on their own into the new forum
that you have created.  What we are essentially doing through
these games is creating a stage in our living room or class-
room where imaginary things can happen. This stage is like
their own personal play spaces. It is familiar. It is safe. The
people there are trusted and, consequently, the children feelfree to be inventive.

Television Talk

A major force in our day for making children into adults is
television. There is so much of it and it changes so often that
we might despair of ever knowing what is happening. But, infact, the types of characters that children watch on their own
shows and in cartoons pretty much play out the same charac-
ters as we have been giving them in folklore throughout the
ages.

As parents we have to know a little about this in order to
take part in the TV game. We have to know that the major
lesson being taught children between the ages of four and
seven is to be shrewd but stay nice. Do not be misled by
appearances. Things are not always what they seem. Do not
be gullible. Clowns are stupid people, always tripping over
themselves. The moron asks silly questions. The tricksters are
the smart puppets, smart in one way but foolish in some
other. There are the impulsive honey-eating animals whose
gluttony leads them into a fix, like Pooh Bear stuck in thehole.
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isChildren learn that pow
erful people can be fo

olish, that

small people can be f
oolish, and that what

 that means

that there are rul
es for grown-up 

behavior. You sh
ould not

be gluttonous. You 
should not be on

e-eyed, trying to 
take

everything away from
 everyone else. 

You should be sociabl
e.

You should share
. These are simple

 lessons. But judging by

the enormous amo
unt of time that

 children spend watchi
ng

shows that have th
ese meanings, the 

lessons seem to 
take

long time to learn a
nd to believe in. Act

ually we are usually

more out in the op
en about telling children to be nice

 (do not

fidget, yell, stare, spit,
 etc.), but we seem 

to have to use

clowns, animals, an
d cartoon monsters

 to teach them h
ow to

be shrewd.

a

The TV game is really a game
 of conversation, of 

being

able to play some of t
hese roles yourself. For e

xample, pre-

tend to be the boastful clown who can walk on an
y tightrope

anywhere, and then trip
 over the carpet. Just as

 this piece of

buffoonery illustrates th
at pride goeth before a f

all, most of

the clowning appreciated a
t this age also illustrates one pro

v-

erb or another. You can
 use proverbs as a 

cue to what to do.

What is great for your children in all this
 is that you actually

are their parent, whom they k
now 365 days a year, but you

can take time out to ena
ct a drama. You are versat

ile. Play

the game of a blowhard, a sel
f-booster. Think of ways i

n

which you can take turns
 at acting it out and comi

ng to

disaster.

Play the game of gullibility. E
ven as early as four childr

en

understand this in game form. You let the
m trick you over

and over. Each time they
 reassure you that if you show them,

say, a coin in your hand, they will not take it
, but of course

they always do. Then you roug
h and tumble to get it back.

They innocently profess only
 to want to examine it carefully,

but, swipe, they have taken it again. So it goes.
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On Being a Play Manager

Whether you like it or not, by the time your children arefive you often find yourself not just playing with them butbeing in charge of a group of neighborhood or schoolchildren.What do you have to know? First, children. have quite differ-
ent styles of play, and they should not always be expected tolike the same things. There are those who are mainly con-
cerned with construction (science, cars) and impersonalkinds of play, and others who like dramatic and social play(houses, stores, schools). There are some children who are
not really happy unless they are struggling with the physical
environment, and yet others who prefer sedentary card andboard games. There are highly impulsive children who movequickly from one activity to the next, and there are highlyreflective ones who can stay with one activity for hours onend. There are those who like routine imitative play and
those who prefer very imaginative improvisations. There are"boys" and "girls," "houses" and "trucks," "mothers" and"cowboys," "gymnasts" and "horses."
At the age of five most of the children's information is stillcoming from the adult in thehe group. The parent, teacher, orolder child is still the major source of influence. It is wrongto think that in a large public setting freedom is cnough forall these varieties of play. It is enough only if it is peaceable.There is no place for the hands-off policy that makes somechildren constantly the victims of others who have differentplay patterns.
Adults should understand that there are different types ofplay patterns and know how to make constructive suggestionsand when to participate. Where children are impulsive andactive, it often helps to limit the array of play materials thatare set out. Play along with them for a while with the mate-rial that is put out. This fosters their own play with suchmaterials. Sometimes, for example, a group of children may
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completely ignore block
s for months on end

. It is only when

the adults get block play go
ing, by showing what they can do

with blocks and the mak
e-believe things they

 can make, that

some children learn how to get involved.

You should introduce n
ew materials and equipm

ent gradu-

ally. Before children are
 ready to play, they shou

ld learn to

master the equipment you ar
e putting out for them. We have

mentioned mastery throug
h exploration, testing, imi

tation,

and construction. There are step
s within each of these types

of mastery that children always 
go through on their way to

play. These stages are univer
sal at any age and in any 

situa-

tion. The astronauts learn to c
ope with their new environ-

ment in exactly the same way.

An example of the stages through w
hich one- to two-year-

old babies proceed follows. When the
y first see something

new, say a block, they either are fright
ened and turn away or

watch it carefully for some time. When they stop being

frightened, they examine it carefully. Then they try to do

something with it. This is their first at
tempt at mastery, and

what they do will be one of the actions below. They explore

how it relates to other objects (they bang the block); they see

what they can do with it (they throw it 
on the floor); they

copy what their mother does with it (they put it on another

block); they build with it (they stack it along with several

others in a tower). If they like the effect 
of what they have

done, they will usually repeat this action for a long time un
til

they have mastered it.

There is an enormous amount of repetition and practice in

young children's mastery activity, but the same is true of

adults, especially when we are learning a new skill, such as typ-

ing, skiing, or tennis. It often takes the example of a new

physical sport for us to realize what babies have to deal with.

When that skill is mastered, it is usually combined with other

skills into something more complicated. They may begin

throwing the block at the tower and toppling it over.
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The phases, then, that mastery goes through are examina-
tion, action, repetition, and combination; and this is what

most preschool free activity is composed of. Knowing all this,
the wise organizer puts out only a few things at once and
allows a generous amount of time for the children to master
new "toys" before expecting the equipment to be used for
active play. This is true for all types of equipment, whether it
is clothes for drama, puzzles, household toys, store toys, or
school-type toys.
Another reason it is important not to put out too many

toys at one time is that children will cooperate well if they
do not have duplicates of each other's toys. If they do have
the same toys, they will not have to work (play) together.
Everyone is his own cook if there are cooking toys for all.
But if they have to share bowls and egg beaters, then they
exchange and develop complementary roles. One is cook, the
other sets the table, etc. Another consideration is that a
teacher may have to direct overfow children to another play
place. Thus she needs attractive alternatives. Crowding can
ruin group play, just as it ruins most other things.
We hope that it does not sound as if we are advocating the

turning of play into teaching. The art of the play teacher is to
provide examples, and such teachers succeed only when
children are mastering and creating their own play and
games in their own way. The play teachers' skills are tomartial resources and children, to know when to suggest tak-ing turns or sharing, and when to become involved themselves
in the play (for example, when to take a part in a play or tosuggest that someone else try that role).

THE CHILD'S OWN PLAY

For five- and six-year-olds it becomes even harder to separatetheir individual and social play. This is partly because chil-

dren prefer socia
l play, so that their individual

 play is not as

obvious to us
. It tends to

 be restricted 
to the home

 or back-

yard, to the child
ren's bedrooms, 

or even to fant
asy. It be-

comes their own pri
vate world. Indi

vidual play or f
antasy is

very important, even though it is less accessibl
e. As a general

rule children are more
 advanced in soli

tary play than in 
social

play. Individual p
lay ideas appear 

a year or so 
earlier in in-

dividual play than in the children's so
cial play.

In the last chapt
er we traced the

 various ways 
in which

children get together and sta
y together. During 

this age

period they are bet
ter at it. The s

ame principles appl
y, but

they pull it off with more success and for 
longer time periods.

This is a great age for playing hous
e, babies, school, cowbo

ys,

war, cops, doctors, 
dentists, funerals, gh

osts, and witches.

Often more than 
two children will ge

t together for a lon
g

time, although several neighborhood children or nursery

school children wh
o have become fa

miliar with each 
other

will get along better or there 
must be an older child with ideas

and power.

The group members
 have to learn how

 to play in unison,

using a common them
e, copying another mem

ber or some

central person, and agreei
ng about who gets in and who is ex-

cluded. They have to
 cooperate and deci

de routines for what

to play next and wh
o owns what. All these 

skills demand

playing together rather than
 simply alongside eac

h other. If

one is father, another
 is mother. If one is cop, the other is

robber.

When the children were you
nger, they wanted to be the

boss rather then take
 their turn and fit i

n with the roles that

society demanded. The 
one exception, of course, was

 parent

and baby, which were two fittin
g roles they knew very well

and could practice much 
earlier. Between five and seven

 we

move into the fitting roles t
hat society is made up of: t

he

seller and the buyer; the teach
er and the student; the doctor
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and the patient; the cop and the robber; the husband and thewife; the soldier and the enemy; the mourners and the dead.In the last chapter the games of order and disorder that
come at an earlier age were unison games. The balance be-tween order and disorder was played out by all the players.They all danced around, and they all fell over in "Ringaround the Rosy." That fitted the capacities of children up tofive, which is mainly to be able to do things in an orderlyway together. Children between the ages of five and seven
learn to play two different roles within one game. Playing dif-ferent roles is characteristic of both their informal play(house) and their formal play ("The Farmer in the Dell").
Some types of games are organized around fitting two rolestogether like this.

Games of Acceptance and Rejection
For centuries small children of five to seven years of agehave played ring games in which one person in the center gotto act in a special way. The best-known modern example is"The Farmer in the Dell," where the person in the centergets to choose the next person to come into the middle withher. So the farmer chooses a wife, and the wife chooses achild, and the child chooses a dog, etc. In most, but not all,of these games the choice had a romantic implication. In thetraditional game "Pretty Little Girl of Mine" a circle of chil-dren marched around the player in the center with their handslinked. As they moved, they sang the following lyrics:

Oh this pretty little girl of mine,She's cost me many a bottle of wine.A bottle of wine or anything too,To see what my little girl can do.
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Down on the carpet she shall kneel,

While the grass grows in the field.

Stand upright upon your feet,

And choose the one you
 love so sweet.

161

The player in the c
enter imitated the act

ions of the verse

while the others walked around. At the end th
at player chose

another person, who then took his place
 in the middle, and the

game was repeated
. Most children s

till get some fleeti
ng ex-

perience with these
 kinds of games, alt

hough ring games ar
e

not played as often by children today. They
 are still played a

great deal more than most adults suppose, how
ever.

It is clear that marria
ge and love are imitat

ed obliquely in

these games. What is more important ab
out them, however,

is choosing and being ch
osen to go into the cen

ter. Here in

game form is the experi
ence of acceptance and 

rejection that

we spoke of in the la
st chapter as inclusion 

and exclusion.

This is perhaps the most i
mportant question of childhood

life. Do I get in or do I get left out? Will I be chosen 
to go

into the center or will I be forgotten?

We all recognize the question in 
adolescence, when dating

comes along, and in adulthood
, when marriage is involved.

Think of the bad breath a
nd body odor industries, wh

ich

are based on our conflict ov
er whether we will be accepted or

rejected. It all begins with the i
nclusion and exclusion activi

-

ties of three-year-olds. But between
 the years of five and

seven it takes on more 
of a romantic coloring. Even 

when

girls alone are playing the game, m
any of the words have to

do with lovers, kings, dukes, and wives.

Traditionally girls have worried more a
bout this particular

conflict than have boys, because mar
riage was more tradi-

tionally the only road for them. Therefo
re, they played more

of these games of marriage. But as we found in our own

study, evenen today little girls of three wh
o come from profes






