Activities to Develop
Attention and Listening

ACTION SONGS AND
STORIES

READY STEADY

HEAR THE BEAT

G'o GAME’ Encourage your child to sit
Encourage your child in @ group and join in with Use shakers, drums etc to
to sit and wait for ‘go’ songs or stories. Pause make two or three sounds in a
before they do an before the end of sequence and see if your child

activity e.g. building /

knocking down towers,

passing a ball, rolling a
car.

GO!

sentences and wait for your 4B C0ncopy them.
child to fill in the gaps “the @ _

wheels on the ...(bus)" or @ @
“we'regoingona.... 4
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that you can hear.

Gake a list or a drawing of all the sounds-
the child can remember e.g. children

talking, water splashing, door shutting,

aeroplane, birds etc.

MUSICAL GAMES SOUND LOTTO Kim's Game

ake your own or use a Put 5 things from around the

commercial package house on a tray - it could be

musical bumps and when the e.g. Orchard Toys First things like a pencil, an orange,
some cotton wool, a toy etc..

TS (0 L I I e 1 Sound Lotto. Ask your Ask your child to look carefully
do an action €g CIEID hands. child to listen to the

Play musical statues or

at them for about thirty

tamp feet etc . sounds and put a seconds. Then cover the tray,
¥ C_« - o take away some of the objects
counter on the .
_ ‘ , then show your child the tray
matching picture. e again, can they remember, what
@;é ;'v? 2 s missing??
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RED,

THIS GAME IS FUN TO PLAY OUTSIDE! LET YOUR CHILD
RUN AROUND AND LISTEN FOR YOU SHOUTING THE
COLOURS OUT. WHEN YOU SAY GREEN YOUR CHILD CAN
‘60’ OR RUN. RED MEANS 'STOP’ AND AMBER MEANS
‘SIT POWN' OR ‘CLAP HANDS'.

FolLow THE LEADER

Sit in a circle. The leader asks the group to carry out

simple actions. Your child must wait until they hear
“go”, e.g. “touch your toes...go” “jump up and

. down.....go”. Leave a pause between the instructions
and “go” and gradually increase this time. Once the
child is confident, make the instructions harder by

| adding 2 steps e.g. “stamp your Feet and then shout
your name...go”.
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