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HOW TO MAKE AN

ABACUS

e—hand co-ordination

. Fine motor skills

OMECP  surrortin
g early childhood devel
opment!




The Process:

30CM

20Cm

Step 1:

Cut the hard box into 2 pieces of 30
cm x 20 cm. Stick them together.
Paint them in a colour of your choice

20CmM

Step 2:
Cut 3 to 5 sticks or wires 30cm long.
Tightly fix each one on the hard box with
glue or paste. The sticks/wires should be
in a line and evenly spaced apart on the
box. If using sticks, ensure they are
smooth.

Step 3:
Make holes in the bottle tops/maize

cobs big enough to allow the
sticks/wires to pass through. N

Step 4:

If using maize cobs, paint/dye
them different colours. If
using bottle tops, choose

different coloured bottle tops

or paint them.




HOW TO MAKE

Skittles

* Paint /dye
> Paint brushes
. Sand/soil/small stones

;lA or f oo
$




The Process:

Step 1: ecse ] e

ot b itle Activities

sand/soil/small stones in

each bottle. Just enough . Arrange the skittles in a line, a

to stop the bottles from
falling over easily.

ziq zaq patern or any other
pattern. Keep some distance
—————" between each skittle.

) Then:

Jump over the skittles.
Run around the skittles trying not to

knock +hem over.

N Throw a bean bag or roll a ball to
1ry and knock the skittles over.
Step 2: Mak .
Make cassava paste. Use 2.5 litres of water for half a kilo * Make up your own game using
of cassava flour. Mix 500g of cassava flour in one litre of .I.he Ski'H',eS.

cold water. Bring the remaining 500g of cassava flour to a
boil in 1.5 litres of water. Pour the cold mixture into the
boiling mixture and keep stirring to create paste.

A&

Step 3:

Wrap each bottle with
pieces of paper using glue
or cassava paste to make

the forms of animals’ or

birds’ heads.

Step 4:

Once dry, paint/dye them
using bright colours to
make them attractive and
durable.




HOW TO MAKE A

LOCAL DRUM

€ne paper

’S'I‘r‘in /r bb
. Cl/'n~I:9 udber band

%MECP Supporting early childhood development!




The Process:

y————N

Step 1:
Stretch the rubber

e across the top of the tin

to cover the opening.

Activities

* Take turns tapping rhythms on
the drum.

+ Tap turns copying each other’s

Step 2:
Secure the rubber on
the pot by tie a string or
rubber band.

rhythms.

* Tap the beat - slow it down,
speed it up, make it louder,
make it quieter.

- Dance to the beat and/or Step 3:
rhy+hm Paint or decorate the drum. (optional)




HOW TO MAKE A

FISHING GAME.

". Materials

|+ One magnet from old

| radio speakers

I Hard boxes e-hand !
« Paper clips/pins Concentragi

+Cut oud of ';’Ow n:FQne-}s work
ish/pictures Types of fi <

°&ir€ers/ charcoal/oil in the comms. ’::i ﬁshlng

paint Paper * Letter, number, sound,

« Container/ Spnall box word i

« Pencil and crayens

« CuHer /knife/scisser

l’Ey

%MECP Supporting early childhood development!



The Process:

I
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Step 1:

Step 2:
Colour them with
markers, charcoal or
oil paint paper.

s Aclivities

* Catch the fish by using the
fishing red (string with

Fix one paper clip/pin to
the mouth of each fish.

magnet).

* Try to catch a specific fish - ie.
catch the red fish or catch the

--"‘---—-________ fish with the number 3.
cien s B - Talk about where fish live,
Write reu?mb.ers, W”ld‘l‘ ‘H’le)/ eCl‘l', hOW Ond where

letters, sounds, or
words on the each

people fish efc.

Tie one end of a string to
the magnet.



HOW TO MAKE A

MOBILE TELEPHONE

Materials

« Hard box

« Plain paper (newspaper:
sugar paper, brown
paper)

« Pencil
- Paint

« Straw/small stick to

' ° HOW h
| Phone
work as an aerial * Turn Yakip s work

' .
Marker C OnVen 'hons o
. Cassava paste/ glue by p hOne ~ speaking

©Om |
ECP Supperting early childhood development!



The Process:
Activities

*Role play talking to family
and friends
- Talk about and practice

| important phone numbers
Step 1: (eq, police, father)
Cut a piece of hard box .
2 plece ot ard Gather more props and put

on a play

Step 2: /
Cover/wrap the hard box /
with plain paper. ,’

Step 5:

Cut 10 small circles out of
hard box. Write the
numbers 0 through 9, one
number on each circle.

Step 3:
Fix a straw/small stick at the corner

as an antennae.
Step 6:

Arrange and stick them on the box just as
they are displayed on a real phone.

Step 4:
Paint the phone any colour of
your choice. Qil paint is the
most durable.

Step 7:
Cut a small holeto act as a
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: speaker.
]



* At leas SiX pieces of
ishing rod/ s+rin9/wire
all the same leng'HL
* Bendable wood,
* Scissorg/] knife,
. Paper/pencil/ Crayops,
* At least SiX pieceg of
cardboard/Pieces of
Paper,

* At leas Six differend

ruit peels

/'\
Q‘). C— N
\l\'\
———

. \é?c:bs‘:lzgz' colours
'Y |Z )

« Matching

. h\g(i}ferenlr fastes

our sweet, etc)
s 7

(swee"‘,



The Process:

Step 1:
Make fruit cards. On each card
draw one fruit (or glue a fruit
peel) and write the name of
the fruit in lowercase letters
below the picture.

Activities
* Find fruits in the home that
match the fruits on the cards.

+ Take turns pointing to a fruit
and naming i.
- Say the first sound of the
fruit and ask the child to find
the corresponding fruit (eq, Step 2:

say /b/, child has o find Make a ring rod from the /

string or by bending a stick
banana)' to make a ring and tie the

+Talk about the different fruits ends tightly.

— which ones are sweet? which e

ones are sour? Their scents?
» Identify the colours and
textures of the fruit.
Step 3:
. Make verbal and/or wri-Hen Tie one end of each piece

sentences using the fruit cards. of string to the ring rod.

* Make up a song using the fruit

Step 4:
Attach one card to the end of
each string. (i.e. if you have six
strings, you will attach 6 cards, 1
per string). You might need to
make a whole in the top of the
— cards.

vy
Step 5: \ U U I;‘
Hang the mobile ring in such a \ N\ N
way that the cards are at the Ay
child's eye level.




HOW TO MAKE A

SHAPE BABY

* Hard Plas{ic (used
Plasiic gallon or
bucke~[-)

* Haf‘d box

* Knife

@MECP Supperting early childhood development!




The Process:

Activities

* Arrange the pieces fo create a person

- Talk about the parts of the bedy and what we

use them for

* Match the bedy parts (eq, “Here is the shape

baby’s arm. Show me your arm”).

» Identify the shapes

! ]
Step 1: | |
Draw the body parts of a | |
person on the hard plastic (] |
/hard box: | . |
* Circle head radius 4 cm, | |
* Rectangular chest with | |
stomach 10 by 12 cm, i P
* Rectangular arms and | -
legs 4 by 15 cm, |
* Rectangular hands and | |
feet | |
] Step 2: |
| Cutoutthe pieces you have drawn |
\ in Step 1. 0 Step 3:
| I Draw and cut out from
| plastic/hard box or coloured
. : manila the parts of the face:

* Two egg shaped eyes
* One triangular nose

* One egg shaped mouth



HOW TO MAKE

BUILDING BLOCKS

| .
, * Decision making S

| Creativity
« Shapes, siz® colours,

d coorc\ina+i0n

%ME g ‘
P upporting early childhood development!
( nt!



The Process:

Activities
- Assemble the blocks +o make
different objec-l-s (6.9., house,

bridge, etc)
- Build a fower - how +all can
Step 1: you make it before it falls

Collect small pieces of wood in
different shapes from
carpenter.

down?
=" - Talk and ask questions as you
play with the blocks (e, what
shape is this, what colour is
that, how many blocks do we
need to make the door, efc).

Step 2:
Mix mate colours with water.

Step 3:
Paint the pieces of wood
with different colour.

Step 4:
Leave the pieces of wood
for minutes to dry.



HOW TO MAKE A

TOY CAR

* Plas{ic botle,
. BO'H'IG +OPS (L’, hds O'F
+he Same co’our)

. 2 Ion9 s~h’cks
* Khite or so +h o
cut the st !

. 3—+rin9

' Benefits

| Locomotor skills
|« Directions ,
\ -[\)):ceision aking skills

&MECP Supporting early childhood development!
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Clean the plastic
bottle.

Cut two holes on each
side of the bottle.

Put the sticks through the
holes.

Make a small hole in each
bottle top and attach them
to the sticks.

Cut the upper part of the
bottle slightly after placing
the wheel (making room for
the chairs or for carrying
things).

Vg

Tie a long string to the
No . neck (top part) of the
bottle.

Activities

- Pull the car using the string -

slowly, quickly, in different

directions.

- Practice pulling the car from a

starting point to an end peint in
a straight line, in a zig zaq line,
in a circle, under a table, over a

pretend hill, etc.

- Put different things in the car

like stones or lids. Try pulling
the car around without letting
the items fall out.

. Give instructions while the child

pulls the car (eq. g0 straight,
go right, g0 lef}, reverse)

- Give the puppet a name.
- Make up stories with the

puppet.

- Make the puppet sing.
- Put on a puppet show.




HOW TO MAKE A

FeH‘ HCIncl PuPPe_l_

* Any fype of fabric

. r‘m9

« Creativity
. Listening and speaking

@uece v
CP Supperting early childhood development!




Draw the outline of
an animal the size
of your hand on one

piece of fabric.

Activities

- Give the puppet a name.

- Make up stories with
the puppet.

- Make the puppet sing.

- Put on a puppet show.

Place two pieces of
fabric on top of each
other.

Cut the outline of the
puppet (both pieces of
fabric will cut at the
same time).

Sew the two pieces
of fabric together.

Sew/embroider features on your
puppet (e.g., eyes, nose, mouth,
stripes, paws).
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MAKE A

30CM
£ye-hand co-ordination N
Gt :F\'{ne otor kills
° Glue/cassavo e bers e
- ponivdye Poste . ouf“j:z o
oHle fops/majze . Colo

cobs (af | Cut the hard box into 2
oH}eooPesqs+ 20 pieces of 30 cm x 20 cm. Stick
°*Small s ) them together. Paint them in 30 cm
ks or Wires
a colour of your choice

Cut 3 to 5 sticks or wires
30cm long. Tightly fix each
one on the hard box with
| glue or paste. The
sticks/wires should be in a

line and evenly spaced apart
\\ on the box. If using sticks,
Vg ensure they are smooth.

Make holes in the bottle

tops/maize cobs big

77, W 7. T 7 7 ) enough to allow the

sticks/wires to pass
through.

*Thread / remove the cobs/bottle tops on the
standing sticks/wire.

s Count the bottle fops/maize cobs.

* Compare and contrast the number of bottle

tops/maize cobs on each stick/wire.

. Arrange the bottle tops/maize cobs by colour

or make a pattern (eq, blue, green, blue, green).

If using maize cobs,
paint/dye them different
colours. If using bottle tops,
choose different coloured
bottle tops or paint them.

MADRASA

EARLY CHILDHOOD

PROGRAMME



A TOY!

The Process:

—hand co—ord‘lﬂ‘ﬂ'o“
°r medium sjze . Eg;?a\ et

; o red v Jaking Pa‘rience

ue / cassavq | ke "esaha-\-ion

" Waste Papers i

* Paint /dye ‘
- Paint brushes

: S'ancl/soil/smal) stones

Step 1:
Put a little sand/soil/small
stones in each bottle. Just
enough to stop the bottles
from falling over easily.

)
Step 2:

Make cassava paste. Use 2.5 litres of water for half a kilo of

cassava flour. Mix 500g of cassava flour in one litre of cold

water. Bring the remaining 500g of cassava flour to a boil in

1.5 litres of water. Pour the cold mixture into the boiling
mixture and keep stirring to create paste.

Activities Step 3:
Wrap each bottle with
- Arrange the skittles in a line, a zig pieces of paper using
zaq pattern or any other pattern. glue or cassava paste to
Keep some distance between each make the forms of
. animals’ or birds’ heads.
skittle.
Theni e e X

- Jump over the skittles.

- Run around the skittles trying
not o knock hem over.

- Throw a bean bag or roll a
ball to try and knock the skittles

over.

Step 4:

) Once dry, paint/dye
\ them using bright

colours to make them

@ attractive and durable.

*Make up your own game using the

skitles.

N
}/ EARLY CHILDHOOD
WF‘PROGRAMME SuPPor-I-jng early childheood deve]opmen-H



LOCAL DRUM

-
_____
- -

rBen eﬂ *5 {o\_ you\" Ch“d
\

\
muscles |
\

__—ﬂ

V- La‘_se dl\d smd“

A Pla§+;c or metallic |- vcdizrn:r Stion, Furn Yakiny “
;_"n'famer (tin) with a || . Z‘rie‘:\ce \
s oo Feither 10 o | Follow the beot r ! Step 1:
“A rubber | chythm ! Stretch the rubber
+Hbe/s+r0n \ . \
Polys 9 - Listenin - across the top of the

OI /‘]ene Pa er
String / mbbf;r bang tin to cover the
* Paint

opening.

Step 2:
Secure the rubber on
the pot by tying a
string or rubber band.

Step 3:
Paint or decorate the drum. (optional)

Activities

- Take turns tapping rhythms on
the drum.

~Tap turns copying each other’s
rhythms.

- Tap the beat - slow it down,
speed it up, make it louder, make
it quieter.

- Dance to the beat and/or rhythm.

\
Z

EARLY CHILDHOOD

N
ﬁ;/-« PROGRAMME Supperting early childhood development!



FISHING GAME

| Agakrials
" One magned 4,
| radio Speakers o e
“Hard boxeg
|- Paper clips/pins
| Cutout of
| ﬁ‘s/'I/Pidures
| “Markers/ ch
| .Paim‘ Paper
. Container/ Small box
|~ Pencil ang crayops

e .
: #ﬁ:f‘ /kn,fe/sciSSOrs

arcoa[/o,-;

-
_—____——
- - =

| Renefits for your child
: Eye—hond coordination
_ Concentration or
. \iowesm :? 2?:: and fishing
| iZP-\he community
. Lelter, punaber; S

‘dentification

ound,

wo\"d

Activities

- Catch the fish by using the fishing
rod (string with magnet).

“Try fo caich a specific fish - ie.
catch the red fish or catch the
fish with the number 3.

- Talk about where fish live, what
they eat, how and where people

fish etc.

\I
NP
Q MADRASA
EARLY CHILDHOOD
jf PROGRAMME

A TOY!

The Process:

-
o \)\
’ ~
[ \~J:1
N
S U
1. hd P
e~ —"” RS
)5\-’ '
’
2, S~
~ -
. r
sl WU
Step 1:

Draw and cut out at least 10 fish from the hard box.

Step 2:
Colour them with
markers, charcoal
or oil paint paper.

Step 3:
Fix one paper clip/pin
to the mouth of each
fish.

Step 4:
Write numbers,
letters, sounds, or
words on the
each fish.

Step 5:
Tie one end of a
string to the magnet.

Supporting early childhood development!



MORBILE
TELEPHONE

\ Beneﬂ'\'s for you\
| ow phores wer
| - Turn taking by 1alking on

|- conve\’5°+‘°“
‘ the Phone

Fin '
‘ ?.:fer'ur?g and speaking

L
Step 1:

Cut a piece of hard box
into5x 10 cm.

§+raw/small stick fo

work as gp aerial

" Marker
. Cassava paste /9lue

- -

Step 2:
Cover/wrap the hard box
with plain paper.

Step 3:
Fix a straw/small stick at the
corner as an antennae.

Step 4:
Paint the phone any colour
. of your choice. Oil paintis
Step 5: the most durable.

Cut 10 small circles out of
hard box. Write the
numbers 0 through 9,
one number on each

circle.

Activities
*Role play talking to family
and friends
-Talk about and practice
important phone numbers
(eq, police, father)
- Gather more props and

put on a play

Step 6:
Arrange and stick them
on the box just as they
are displayed on a real

phone.

Step 7:
Cut a small hole to act
as a speaker.
, "’
NP

EARLY CHILDHOOD

ﬁ%‘ PROGRAMME Supporting early childhood development!



/

S MAKE A

. \Jocabulary
\ours
At ’eas+ SiX pi . Size, sl’\d?e, <=4
fishi Pleces of . Matching '
Q;’s #‘9 rod/ string/wire . Different }astes (swee

€ same |
“Bendable ong 0"

. S—Ciss"f's/knife'
.. aper/ienc,-}/ crayons
€ast sjx pieces OF
cardbourd/ .
Paper, Pieces of
At least sjx

fruit peels

diﬁeren+

sour, sweeh ete.

®

——
f— <
\I\‘

- Find fruits in the home that match the

fruits on the cards.

- Take turns peinting to a fruit and
naming it.

-Say the first sound of the fruit and
ask the child fo find the corresponding
fruit (e, say /b/, child has to find
banana).

-Talk about the different fruits — which
ones are sweet? which ones are sour?
Their scents?

- Identify the colours and fextures of
the fruit.

- Make verbal and/or written sentences
using the fruit cards.

*Make up a seng using the fruit names.

MADRASA

EARLY CHILDHOOD

PROGRAMME

Make fruit cards. On
each card draw one fruit
(or glue a fruit peel) and

write the name of the
fruit in lowercase letters
below the picture.

Make a ring rod from the string or
by bending a stick to make a ring
and tie the ends tightly. /
/

Tie one end of each piece of
string to the ring rod.

Attach one card to the end of

each string. (i.e. if you have six
strings, you will attach 6 cards, 1

per string). You might need to

make a whole in the top of the
cards.

\

Hang the mobile ring in such a way that the
cards are at the child's eye level.



————'\

*Hard Plastic (use - child

ur
gallon or buck +)d Plastic Bene’ms for yo

Hard bo;
" Knife

\
\
\
\
Meq . \
suremem‘ tape/ruler \
\
\
A

-
- -
- -
- -

I -
[
[
I
I C""’“red Manila
I
[
[
[

Step 1:
Draw the body parts of a person on the hard plastic
/hard box:

« Circle head radius 4 cm,

* Rectangular chest with stomach 10 by 12 cm,
* Rectangular arms and legs 4 by 15 cm,

* Rectangular hands and feet

Step 2:
Cut out the pieces you
have drawn in Step 1.

Activities

- Arrange the pieces fo create a
person

-Talk about the parts of the
body and what we use them
'FOI" _-_--————-

*Match the bedy parts (eg,
“Here is the shape baby’s arm.
Show me your arm”).

- Identify the shapes

Step 3:
Draw and cut out from plastic/hard
box or coloured manila the parts of
the face:

* Two egg shaped eyes
* One triangular nose
* One egg shaped mouth

N
}/ EARLY CHILDHOOD
j/""”““"“ Supporting early childhood development!



A TOY!

The Process:

- -
. === n i !
: ?ma” Pieces of wood of your o
| different s hapes \ o eaaking skills
4 a\/GHe/ mat colours 1 Dec‘s-;»'\l":'\'
ater ! .4 %\:J;;s, Zize, colours,
4

\

\ w<’-‘19h
| . Ralance
\
\

BUILDING

: Eye—hunc\ coordination

Step 1:

Collect small pieces of wood in
different shapes from carpenter.

Step 2:

Mix mate colours with water.

Step 3:

Paint the pieces of wood
v o with different colour.
Activities

- Assemble the blocks to make
different objects (eq, house,
bridge, etc)

- Build a tower - how tall can you
make it before it falls down?

-Talk and ask questions as you
play with the blocks (e, what
shape is 'H’\is, what colour is +ha+,
how many blocks do we need to

make the door, etc).

Leave the pieces of wood for
minutes to dry.

NG maorasa
EARLY CHILDHOOD
W/.« PROGRAMME

Supporting early childhood development!



LET'S MAKE A

rrle.
“Plastic botyje (/[%‘H ¥
-B / ‘N

le 4 N
o 1 s ot 4, comotor <Klle e N
our, )

2 long st . Directions . (\8
TRy Dk e .
the ship. TN fo cuf Relance Clean the plastic

sticks Bal

* String L bottle.

Cut two holes on each
side of the bottle.

Put the sticks through the
holes.

Make a small hole in each

bottle top and attach
- Pull the car using the string - slowly, Shefn ?Optir; SSC;SC'

quickly, in different directions.

- Practice pulling the car from a starting
point o an end point in a straight line,
in a zig zaq line, in a circle, under a
table, over a pretend hill, efc.

- Put different things in the car like
stones or lids. Try pulling the car
around without leHing the items fall
out.

- Give instructions while the child pulls
the car (eg, go straight, qo right, g0
lef}, reverse)

Cut the upper part of
the bottle slightly
after placing the

wheel (making room

for the chairs or for
carrying things).

Tie a long string to the
neck (top part) of the
bottle.

MADRASA

EARLY CHILDHOOD

PROGRAMME



LET'S MAKE A

e offoric
rin
: Need}?.; . 1m',+m\'m$
* Scissors . Creativity Kin
* Marker Pen /erayon, - Listening and speekind

Draw the outline of an animal the size
of your hand on one piece of fabric.

Place two pieces of fabric on
top of each other.

Cut the outline of the puppet (both pieces
of fabric will cut at the same time).

- Give the puppet a name.

*Make up stories with

the puppet.
“Make the puppet sing 6 6 Sew the two pieces
-Put on a puppet show. \/ of fabric together.

Sew/embroider features
on your puppet (e.g., eyes,
nose, mouth, stripes,
paws).

MADRASA

EARLY CHILDHOOD

PROGRAMME
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