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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 9 The D reai.
closed off into one little channel of acceptable thought.
! Throughout most of history cultures have conspired to take F rom F iVe to S even
! children and force them at this time into one traditional or
{ conventional form of fantasy that would encompass all their Years

o o —

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. A ghost and a monster came and got me and

| took my clothes and pajamas and got my father
i and took his clothes and pajamas and put us in

a machine. I was so scared I woke up.
o]

“Do you believe in matrimony?”’
“Yes, as long as it has cheese on it.”




When they are five, if not b '
; efore, children go to sch
school the teachers show them how to getg on wcit}sozilgrt

;c;:otlowc%rll; I;: thg p]aygro.u'nd the other children teach them
e pete. On television thg cartoon figures tell them
1at the small people eventually win, The years between fiv
ar?d seven are, therefore, an initiation rite into workin ang
winning. By seven most children are beginning to k ° h
this group myth is all about. S e
| Dgrlng their st ﬁvc? years children develop a private
imagination, which we will call their dream. This dream con
§1sts.of thexr.unique feelings about themselves and their fam:
ily life, anc? it will stay with them forever. But if we are not
careful during the years of five through seven, this dream ;f;l
no longer persist as an active force in their, life. It will l;
pushed under by the group dream of winning ar;d workin e
. As.paren'ts we have to try not to let our children Jose thg.
mdfvxdual imagining. We have to find ways for them to te;!];
their own stories, paint their own pictures, construct the;
own worlc.ls, act out their own scenarios, anci keep their o o
dreams f]lxvc. If we encourage their imagining thlc)a new i
gf workm.g will become attached to their privz;te way of \;ae)ﬁ
:;:gn tcrtc;?g;niaa scr:svte }c:f se;lf—discipline. Without that develop-
y cannot take their dream forward in a producti
v productive
larger sotdrcnt;l.st simply adopt the stereotyped dreams of the
i U o
tion neglected the creative it ibniios | ot ThaF fnitiao
have to make to the society incvczfll:tizll?ligz; Snotv}\:altivéndeuals
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CAMES AND OTHER THINGS TO DO

The Morning Dream

The first source of all our creativity is the drcam. We can
ignore them or pay attention to them. Your childrgn 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
feclings 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 drecams. These are dreams of power. The children
are dreaming of dangerous powers they cannot manage. IFor
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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:lsl we ha}'c said at other times, listen quictly. Do not give lec-
‘ rés or in other ways show more of the same power that the
reamer 1s worried about, e
It\Li,slsltsgll(?g IS on]fy a st step. Listening is being receptive.
" . g a safe p]agc, a harbor to which the child can
me atter the rough nights voyage. After a time, days o
weeks, of careful listening, if you feel the child is’sho}\lvi 1’
more confidence than fear about these dreams, then you c:f
take a more active approach. There is a tribe of Malaysian
people vyho actively explore their dreams every day. Eve ﬁod
tells their dreams of the day, and everyone else gi;'és advriycc oy
how to deal with them. If the dreamers are wronged in thei?
dreams by anyone in the village, then those villagers give a
present to the dreamers to show that the enemy the dreg d
of must indeed have been someone else. Ay
' “]/j are not suggesting othat you begin to serve presents for
reakfast. But this practice does suggest that the dreamers
may n.eed reassurance from the ones who are pictured
offending them in the dream. If those persons are at the brcalziS
fast tablf:, why not give that reassurance. “Wow. [ was —
Ir;mnstcr in your dream. That's me. I'm a monster sc’)metime;l
: ut I a1§o love you,” with a hug. We all have conflicts about
10se with whom we are closest. It is better to admit that
there are two sides of the conflict, the Jove and the hate, th :
to pre.tcnd that only one always prevails. e
tc}'}l’il}iz Z{iiaés;fsnti?tuglgocs z:ngther }i]nteresting thing, They
| next time they meet the
;ﬁoil;; gd;cta(:wlhtehey(‘shot;llq tjckle them ywithout fe:r].m'];}t)cer;
them (in their dream) and make them giy
dreamers a gift of a poem or a story that th bring | =
to their tribe. Obviously we canno)t' lay thafybixarrcllezrmg 5
- . on five-
g;z;lr (t)}l]ds w.nthout. a.]ot more practice and village support,
€rc 1s a principle here, After hearing their dreams, we

;2/1; begin to discuss them. What were the monsters like?
1at color were they? How big? How did they move? Let Ss
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discuss monsters thoroughly 1n 2 vivid way. What are all the

images we have of them? | |
Here we are, in effect, bringing out the images that lie be-

hind creativity. We are focusing on, and extending, the
children’s attention to the creative aspects of thm.r own
dreaming. We are supporting the Malaysian idea of using the
dream creatively. There is no rcason why we shoulfl not te.ll
our children this story of the people who go back into their
dreams the next night and chase their monsters. The conf’i-
dence of this attitude, the healthy view it suggests of ones
feelings about oneself, 1s certainly no worse than the strange
uneasy silence that usually accompanies most dream tgllmg.
The outdated view that the dream is a form of mental illness

is not much use to children. |
So et us become involved with these dreams, listen to

them, discuss them, and then go on to have fun with them,
because the next step after we have laid down this 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 stores
more directly. Here we go right into absurdity. Remember
this is the age when cartoons begin to take over, and children
arc exposed to, and revel in, all the magical devices that are so

— ,.
LG — B
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frequently used in them,
changed into animals. People can fly
are reasonably sure that the sm
we will tolerate anything. Beca
that the hero will conquer all, t
come entertainable. “Guarantee

age.
The stories your children will tell now are
aggressive or violent from an adult’s point of vie

think of what they have to deal with in their dre
1ze that their stories only respond to their fea

others. They are more often bailed out by parents and other

amiable figures than they are in dreams. It is mteresting to

ask children, “How else could it happen?” and all kinds of
creative suggestions can follow.

§ G

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 vour 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 then

more radical, always taking your cues from what your child
has suggested. We already talked about what you can do with

Bodies are expanded, shrunken, or
n the air. As long as we
all heroes will always win,
use the cartoon guarantees
hen the transformations be-

us what is certain, and you
can do anything you wish” seems to be the principle of this

usually very
w. But if we
ams, we real-

1. In stories
children see themselves mainly as attacked and afflicted by

—— - ——

wacky fairy tales. Sec what could h

she had to marry O
pOSE Rumplestilskin got
stay there forever, (ll)emg e
Rapunzel had used a protel

prixl')nce could not make his way up

> The same ki
]:Ii;rmes and fairy tales can lead to even

storytelling.
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appen to Snow White if
of the dwarfs. Which one? Why? Sdup-
" his foot stuck in the floor and ha t.c;
fed by the miller’s daughter. W}cxla: hle
cream rinse on her hair an ¢
through the silky smoot

' rse
nds of variations you made V{lth nu ;)1'
more-creative person

Improvisation

In many ways this whole book has been about 1mprovis-

d
ing. We have asked you as parents hto make fu;r{(};n:m:rsoiﬁd
. ises to your babies. We have you w .
izzngo:ro 1;6;5 youryhands like a horse. We have you croaking

as the frog prince In the back of your throat: nR;E;t, hr;’tr)rllté
ibit.” You have been asked to be an actor on S
i We feel that there is an important connection e
Stage.ac:ting and vour children’s becoming versat?le. A -
}t’ior:ll; you are givi;xg examples of ?eing a very flexible person,
| rning that from you. |
am\l’\t’]lllzshtlllli;e}?a?ee 1::chcdgﬁve years of agle, there areitril1 S;ESSI
make in improvisational games with
(c){n;ctl?c)rsm }:I?ﬁe:: I;teps follow the same steps taken Dy cl;;lrdge!i
in their own make-believe play from the age ofbo?f;v ); i
ward. The first step was simply to create make-beli =
ments. You can begin tokcllo this as eaarrllyé1 z;s gtr}:)rj; Z;;: ch.ildren
is when you and your children or you e e
tend to walk around heavﬂx like elephants
?illlceplr)issy cats; or you pretend to Jump overrIE:es rilsve;r,m\w(l)a:/l:
tall like skyscrapers, or walk small like bugs. h 1 i
ment and music game that you can do wit awas to. i
The children’s next step, when they were two,




A .
intostieﬁ:}g step chxldrgn usually make a part of their bod
with sct ject they wish to imitate, Thus. when the i,
By aboc tsors, they make their fingers into the SCISSOr bl);ldcez
were reall sel:,e;]d-or S0 they will increasingly act just as if they

ades. It 1s the '
Y ; same with th
Ch(;]udnrier chllldren Tnake their hands be the ham;e}:an(j)r]zer.
warm-un make their hand§ hold the hammer. After .a littleer
i sP d ﬂatu.ral game is to take turns at reacting to
o ir e (C)]m.e objects, while the others have to guesgs w’h::
together iOmg..A large group of rather shy children can do it
This w i1 pairs; one watches while the other acts the art
2 Sﬁrzﬁudget thef more customary informal play Set}t)inrg .
0 ] )

audience. not feel so shy about being watched by an
b og)): f:lsiatlilme Chﬂdhre“ are three, they pretend to be some !

il y @ mother, a father. or a‘ ' : ‘

. , policeman—

who 15 important to them. Children’s first pretense S}?;: etgoc(iig ’

a
dif}?;scnct:l ::nﬁr;lt may be one who makes beds, shops, washes
. ca,r 2 (tq li oors, and h.as Parties or one who ridés off in |
aerahy d;ﬁcs z;)load pf dirt in his truck. Fathers are usually |
e ]ne y actions because little children tend to see |
who acted his t;SSt.} i o t.he classic story of the little bo |
e ak1er .by driving off on his tricycle to the cit 4 |
1 tab. agna ack, \I/{;ng dowP on the floor, and saying “NO\)A,/’
B et p. f( hen children are five, they begi’n their
o 1; of people first with similar obvious role-defi

S. Lhe trafhc cop signals on the traffic How doe: hr:;

S —————
S— S S S —————
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The fireman turns his hose on the fire. What does that
being an imaginary character carry-
Again, we can take turns at guess-

do 1t?
look like? Here they are
ing out routine actions.

ing who they are by their actions. )
In addition to imitating people the know, three-year-old
their play. The mother

children will also create situations in | ot
works in an office. The father runs a gas station. So 11} 1m-

‘on we move on next to imagindry situations. We

provisat
the person is and what they

want to know now not only who
are doing but also where they are.

In their own play by the age o
emotion to their characters (the mother gets angry at her

baby), and after four they begin to create imaginary charac-
ters, such as monsters and Snow Whites. Thus, in our im-
provisation in the five to seven age period we can also add
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 what 1t 1s.
Now be an imaginary person, and we will try to guess what
it is that person can do, because imaginary persons can do
imaginary things. But with this last step we have come to the
end of this age period.
Certainly between five and seven children can do imagi-
nary actions, react to imaginary objects, be imaginary people
doing routine things, provide an imaginary setting, show
emotion, and in some cases be completely fantasy people.
They do these in the typical home game and take turns
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 1s 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

f four children add some
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feeling of safety is that they kn
Is why ring games work so well.

This does not mean they will not be
After weeks or months of fa
children will get the teeling
form of expression. Eventually
the plays that they create on
that you have created. What
these games is creating a sta
room where imaginary things
their own personal play

free 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 jt changes so often that
we might despair of ever knowing what is happening. But, in
fact, 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-cating animals whose

gluttony leads them into a fix, like Pooh Bear stuck in the
hole.

ow there are clear rules, which

able to put on plays,
irly anonymous plays, many
that there is security in this
they will want to introduce
their own into the new forum
we are essentially doing through
ge m our living room or class-

can happen. This stage is like

spaces. It is familiar, It is safe. The
people there are trusted and, consequently, the children feel

. T T

A g W T O

The Dream 9

ish, that
1 people can be foolish, t |
B & tllleatfc}));\iﬁs’leltﬁang tl?at .what thathgluel::insn (:i
eyl c?:les for grown-up behavior. Y(t)u i; e
it You should not be one-eyed, ] :lybegsociable,
ol -pmpine from everyone clse. You should b e
e ook shate These are simple lessons. But clluwitphing
ks Shar:.ount of time that children spen s 33
pretugon vbey these meanings, the lessons SecIn Tl
ShOWS.that s and to believe 1. Actually we 3 ki
gty }llea(r)nen about telling children to be E;c:e st
gldOI:tOUi]l]n tstzref) spit, etc.), but We sec:;actho bl
clo%vn’s,yani’ma]s, and ca

. STC“"IIC'I\./ game 1 really a game of conversation, of being
The

le, pre-

hese roles yourself. For examp :

b playhso‘tr;:)zs(t)ffuf clown who can walk on a;l)gstxgi}:;reog .

enbolrp ?l then trip over the carpet. Just as . Ir)n i

anywhere, a'1111 strates that pride goeth bcfore a fa :) o

oo By reciated at this age also 111ustrates1 it

S o ap&Eou can use proverbs as a cu€ to wha s
i;l’)hmt. z'm;rt:aetr.for your children in all this is that you a

at 1s

ear, but you
their parent, whom they know 3065 daysr s \):ersatile, i
it ke time out to enact a drama. You ah. primanie
an - ee of a blowhard, a self-booster. Thin
the gam

dis;;ter.t he game of gullibility. Even as carly as four children
ay

iIck you over
understand this in game form. You let them trick y

- them
. that if you show )
ch time they reassur€ you : course
o Ovsgif ?n your hand, they will not take it, but of
say, a

but, swipe, they have taken it again. So 1t goes.

rtoon monsters to
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Whether

five you often find
being in charge of a
What do you have

ent styles of

How to Play with Your Children

On Being a Play Manager

you like it or

play,

like the same things. There
cerned with construction (

kinds of play,

board games,

those who prefer Very 1magin
uboysn and “girls,” uhouscsn

There are hi

and others who like dr
(houses, stores, schools). There are

not really happy unless they are stru
environment, and yet others who

not, by the time your children are
yourself not just playing with them but
group of neighborhood or schoolchildren.
to know? First, children. have quite differ-
and they should not always be expected to

are those who arc mainly con-
science, cars) and impersonal
amatic and social play
some children who are
ggling with the physical
prefer sedentary card and

ghly impulsive children who move

tine imitative play and

ative improvisations. There are

and “trucks,” “mothers” and

“cowboys,” “gymnasts” and “horses.”

At the age of five most of the children’s information is still
coming from the adult in the group. The parent, teacher, or
older child is still the ma;

to think tha

JOr source

Adults should understand that there are different types of
Play patterns and know how to make constructive suggestions

€n are impulsive and

and when to participate. Where childy

active, it often helps to limit the

array of play materials that
for a while with the mate-

—re -~ »
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: ' hat they can do

oing, by showing W ’ !

thchacll)lllltslje:n}(’llo&l; I:,I;};(eg.bcligcvc things they can make, tha
with DIOCK

involved. | .
B l'catn:)gs;vctgeg\:/:tmatcrials and eqmpn]ldcnltc fr[;:d::)
- Shou}dhlirlldzcn are rcady to play, they sl}:ou oy i
3 e = i;pment you arc putting out for t. cm..mitaﬁon’
mastgr o Cqm}zc through cxploration, testing, 11 e
car s “;izz)sn r'}I,"herc are steps within each of ht 1.es<\3N aypto
3 COﬂStTU:hat ;:hildrcn always go through on t 01; b
gl tages are universal at any age ar}d In a i
E’lay. r’{:}}]\zsisstrognauts Jearn to cope with their new
10m. ‘ |
g cxaCtlly (t)}f]etlsl?;(t:a\;:sy .through which one- to two?}ljci::]r-
i bies o eed follows. When they first see some 0%
i l?lmic they either are frightened and turn aw}z)ly.n
it iy arch:ul’ly for some time. When they stop tocxd(g)
WfltCh . lC thev examine it carefully. Then they try o
frlghthec, 'thyit This is their first attempt at mastery, s
crayeps ;V l willobe one of the actions below. They ;:xp gcc
What.tpc{ t (s) to other objects (they bang the block); h.cythe
— TC? em do with it (they throw 1t on thc? floor); thc};
::v:;; \tvic:}t Ctileir mother does with it ( ;h.etyqll):rﬁgxtw(;?ha?e()v s
' ith 1 stack 1t ¢ ~
e the}; }::el:;l vIvflt?hé:r 1(itl<zc};hc effect of what t,hcy ha\tﬁ
gt)hec:stl}?c; w(i)ll usu.ally rep‘eat this action for a long time unti
o .
th(’:lzhhei\e,ci;:z;st:rrxz(il:;)tls amount of r0pctilt]ion ancg I;Sm::i,cec 101;
' ’ tery activity, but the sam
}'Zu?g c?llc(:::jn?l; \\?11121 w}; are lea?,ning a ncw skill, suc? as ty;a
" tsf('c' . or tennis. It often takes the example of a n.tl
Dy llmg’ort for us to realize what babies hav.c to d:ezﬂ wtnh exr
lz’}\]/}]?::xatlle:t skill is mastered, it is us;\.allzl gonfll?];zsd 1::';; gcgin
1ls 1 1ething more complicated. 1he
iilrlcl)swil:gtothsc? rll)lock agt the tower and toppling 1t 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 15 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 cgg beaters, then they
exchange and develop complementary roles. One s cook, the
other sets the table, etc. Another consideration is that a
teacher may have to direct overflow 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
turm:ng of play into teaching. The art of the play teacher is to
provide examples, and such teachers succeed only when
chnldrcq arc mastering and creating their own play and
games in their own way. ‘The play teachers’ skills are to
martlal resource§ 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 1n a play or to
suggest that someone else try that role) e

dren prefer soC
obvious to us. 1
yard, to the chi |
comes their own prv
very important, €veD
rule children are morc
play. Individual p?ay idea
dividual play than 1n

159

lav 1s not as
P Y back-

The Dream

t their individual
};arcstrictcd to the home Of g onl
oms, or even to fantasy. -
d. Individual Play or fantasl)elral
though it 1s less accessible. As @ gesxocm

advanced in solitary play than in S0C |
o earlier 1 1N

s appear a yearlor S !
| 's social play. .
the children’s social P’ T
he last chapter we traced the various ways 1l -
rien nd stay together.

' together 2 g = it
Chll'drder;hgetar: gbe:tter at it. The same prmcnplcs. applzri()ds. ‘
P}Clrlo ull iz off with more Success and for .longe; hTecgwboys
: cyp t age for playing house, babies, schooi, COV i
e als, ghosts, and Wwitches.

ists, funer
s, doctors, dentists, . e
\g)afrt’cncorﬁore than two children will get together for g

iJdren or nursery
time. although several c ﬂdr.a] o P
cho;)l children who have become familiar w1
S

will get along better Or there must be an older child with 1deas

and power.
The group

ial play, 5ot
It tends to D
1dren’s bedro
ate worl

—— - — R e - -
C—

: I
members have to learn how to play in unison,

central person, and agreeing 1d tines for what
to cooperate and decide routin

e ha:le who ogvns what. All these skills demand

to play next an side each other. If

imply along .
o together rather than simply .
21:21 l;gfa(:l%er, another is mother. If one 15 COp, the other 1S

e hild e young
When the children wer ey W t
boss rather then take their turn and fit in with the roles tha

' ! les they kne
baby, which were two fitting 10
:3 csu%,d practice much earlier. Between five and seven we

ety 1 . the
move into the fitting roles that society 1S made UI}), ch] : Cttor
seller and the buyer; the teacher and the student; the

er, they wanted to be the
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and the patient; the cop and the robber; the husband and the
wife; the soldier and the enemy; the mourners and the dead.

In the last chapter the games of order and disorder that
come at an carlier age were unison games. The balance be-

tween order and disorder was played out by all the players.
They all danced around. apd they all fell over in

around the Rosy.” That fitted the capacities of children up to
five, which is mainly to be able to do things in an orderly
way 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 roles
together like this,

“Ring

Games of Acceptance and Rejection

For centuries small children
have played ring games in which
to act in a special way. Th
“The Farmer in the Dell,”
gets to choose the next
her. So the f
child, and th

of five to seven years of age
onc person in the center got
e best-known modern example is
where the person in the center

person to come into the middle with
armer chooses 2 wife, and the wife chooses 2

e child chooses 1 dog, ctc. In most, but not all,

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 gir] can do.

———— e S ———
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Down on the carpet shc; shall flicnlflel,
‘While the grass grows 11 the field.

Stand upright upon your fce,t;O .
And choose the onc you love

' verse
nter imitated the actions of the

¢
The player in the cc 4 around. At the end that player chos

- k ; iddle, and the
s ot};ifsw\’;’:g t;cn took his place 1n the midd
another person,

’ ames arc
: ames, although ring g ‘
pesience with, [ kmflfil?lie%l today. They are still played 2

by
t played as often se, however. :
Igl:)ealt)dglal more than most adults S\JPPorc o ted obliquely in

: d love a r
. at marrnage an em, however,
ok dei; t}:)vhat 1S more 1mportar}t ab?}ﬁ Zzntef- Here in
theslf gzslin;g ;!nd being chosen to go mto
15 choo

ection that
. tance and rejection t
: experience of accep - exclusion.
game fc;(mlolfs i?etheplaSt chapter as mcluagl;ﬂ“(‘)? childhood
we SPOKC important quest
o, aps the most 1mp . en to go
TfhlsI;S I;Cd;? }1)181 or do I get left out? Will 1 be chos 5
lite. Do 1 g . ? :
into the center or will I be for%f)o trtci?l. adolescence, when datmdg
nize the quest ' is involved.
e 81]] rxc Cogmd in adulthood, when marfmge\stlrics which
comes 4 ;)It%e bad breath and body odor in 1; accéptc e
Lo od : our conflict over whether we will e1 usion actvi-
. bas:l: I(;Ia]l begins with the inclusion kb of five and
e three-year-olds. But between _— Even when
ties Of,t takcsyon more of a romanticC CO]O}?ng.or ds have to
sgirlznallonc are playing the game, many B the-»

i . ] ] . 1 ] .1 .

: as more tradi-
156 marrage w
: ve boys, becal
conflict than ha

d

ho come from profes-

' But a
hese games of marnage.
gtfuctl;rcscvfn today little girls of three w

!
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ow to Play with :
sional families ar 4 Your Children The Dream
ceied nc)tebn.wrc concerned than are boys with bei
i 2 t being rejected. Between th ys with being | .
Uka .g"fs, can give you better informatio t; ages of five and Chasing and Escaping
1S friend : : n tha
nds with whom in their school IC]]::SZ bo{ E o After all the one-sided and imperfect games of chasing dur-
. Thus, ing earlier years, We finally arrive at tagging OF hide and seek,
early understand that there ar€ two fitting
t take them onc

fewer rin
g games.
roles (hider and chaser)
What is interesting 18 that although there arg twoO
role i1s the mor€

In older times (
and not so old ti
played marriage old times) the same gi
° o i £dImeEs when se c 8"]8 who '
;flréntghl.;;?f‘g games at their par:’i(f?::1 \}a,';aerxsa ?}Ild tWOU]d . 2clltiffaert::rrr:te.role:s, 15 in the marriage games, onc
S 1ssing games had exactly the R TR important oné The central person In this game, like the cen-
orderctf)ell))trf)(:e:tr t;lcl.ectcd? Can I get thza?;ieior;cczn. ]730 I tral person in. «The Farmer in the Dell,” gé:ts the game
year-old games alw:ylzlayﬁrsd against the outcome the t;?rtt.e . going. Most children’s games are like this until about the
It relied on cha o el age of nine years.
oth\:?s ;;Ot your fault or rcspOnsibiliI:)Cre;faS.(;S }s]pldn = bottle. | gChildl::anyseem to borrow from adults the-strong-versus-the-
e salr)n eycr. It was.the bottle that did it) But?; sl oy weak power celationship. The farmer chooses, the player who
the Co“plesg;?tuiisrf“ghf be .playing ﬂashiight j,); af,i'ﬁ}?ecn | is “It” chases, and the weaker character gets chosen Or gets
cloone bkt i sing 1 a circle i the dark a;ld tl el chased. Hence, children’s first game societies are a bit like
anyone not k.s ine the flashlight on them. If th e cmer 1 their own expernences of being children with adults, except
that place Hlssmg, the person with the ﬂ;sh]' }? t player finds that in the games the children do play an important role. If
to givcitu.p ife;gu)’zlualr(nakc a choice, but the ;imteg;t]sots ke .4 they get chosen O caught, then they become the central
¢ a mistake. YAkl people; and 1n the games they can 1t least escape if they hide
well enough.
If you play these games with children, you have to soften
a clown. You

bit of a bumbler or

Although :
ugh today children do not express their apprel

prehen-
t too dangerous or t00 €

sion about
they do tenilcctcg) tsahnce {‘nd rejection so often in rin
tion about boy and ;‘;"I ;t.mgre clearly in informal Cgogsglcs, !
rsa-
ganes of chasing. | riends. They also show it in inf
Bovs:ch: g, in which the girls ch R a onc.
ys chase the girls, at the end of whicgsihte}:z zoys gl{, -
gra ing,

ffective

your role a little by being a
have to be a monster, but no

» sometimes kissi
tween five and 1SSIng. These :
. seven games begin be- :
childhood . years and may be pla gin De
twelve ycz;rs.gitfltréé tr]?;tre boi;t?YOUS and gu;id ut:tfi?llgl;outt Attack and Defense
cern for age C l]dI'Cn Sh()w ou 1
acceptance on grounds of Pers?)lor]e earnest con- Children between five and seven years do not play games
nal appearance, that use the strategies of attack and defense; these games arc
not played until .bout nine years, when games such as dodge
ally throw a ball at the other person

adequacy, and the li
’ e like.
ball, in which you actu

and that person has to dodge, become VeT
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get forerunners of such games in cops and robbers, cowboys
and indians, and witches and ghosts. These games consist of

a mixture of chasing and escaping, as well as pretended attack
and defense,

What is interesting socially is that these games are the first
cxample of two groups of children playing against cach other.
Although the groups arc small, maybe only two on a side or
one versus two, they are the beginning of teams. Here chil-
dren are not only fitting roles together (chaser and escapce)
but also fitting groups together (friends and encmies ). Not
surprisingly in these games, the major actwity is usually tak-
ing prisoncrs. The territory of the game becomes divided up
into the safe place where one can hide and the dangerous
place where one can capture others or be captured oneself.

Sex Differences

Traditionally there have been important sex differences in
all these types of games. Girls have usually been more con-
cerned with exhibiting order, boys with disorder:; girls with
acceptance-rejection, boys with attack-defense: both with
chase and escape. In western culture we are at 3 point of reas-
sessment of all of these and other differences. The more
“passive” roles usually ascribed to women are being ques-
tioned. These sex differences have been learned ones, and
what can be learned can be unlearned. It js only thousands of
years of tradition that make particularly subtle the ways in
which we tcach traditional sex differences.

Although there are many complex questions that we do not
have answers for, there seems no doubt that we should stop
cncouraging passivity and a sense of inferiority in girls. We
should also stop demanding an impassive toughness from
young boys. Neither of these is of much use in our culture
today. There is no reason, however, why in your games
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The Dream 5

ou should not at times cxaggeratc;
les—for example, taking turns

: ing
| . heroine and the swaggen!
' ineffective weeping gEcine
gorttmyg;%l:}:bl;ilry and horseplay promote the growt
rute.

ity kills it.
dividuals. The idea of group conformity kills 1

.round the breakfast table y
the worst €XCESSES of both 10
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