Didactical games in Early Childhood Education

Otilia Clipa
lonela Bogdan

Doina Schipor

Aims of the courses

General Objectives:

Developing an information base on the main ways of designing games for early childhood
education.

Specific Objectives:

Development of educational games to optimize the integration process in early childhood
education;

Identification of effective ways of education through play at early ages;

Creation of educational games at early childhood education level.

Proposing educational games created for different ages following the Curriculum for early ages.

Assessment

Formative evaluation Portfolio with educational games 50%

Exam final Test 50%

1) Arguments for using the didactical games in early childhood education

At the most comprehensive level of educational policy, it is stated that the ideal
personality to be formed in today's society must be harmonious, integral, and
creative, so that it is prepared to integrate into existing communities and be open to
continuous, lifelong learning. Translated into practical teaching, this would mean
that educators should use flexible content and active methods (including play) to
train children in the heuristic style of learning. This truth, which is a "candidate for
humanity" (H. Pieron), is witnessing rapid social and informational changes and must
effectively "play" its role and social status. According to American psychiatrist Stuard
Brown, play is the starting point of civilization, with significant implications in the
areas of sports, art, film, and books (Brown & Vaughan, 2009). Play also highlights the
child's level of mental development and allows their personality to manifest (Verza &
Verza, 2017). Play is the fundamental type of activity in the preschool period,
contributing significantly to sensory, intellectual, social, emotional, and



psychomotor development (European Commission, 2019; Glava, 2002; MEN, 2019;
UNICEF, 2010). In pedagogy and educational practice, the formative values of this
form of activity organization and teaching method necessary for achieving the goals
of preschool education have been emphasized.

Nowadays, we see a huge influence of technological developments and online
communication from a veryyoung age, which has many advantages, but we mustalso
analyze the disadvantages and ways in which it could be used effectively. This
interrupts channels of social communication and openness to humanity, requiring
the use of methods that value a sense of belonging to a group, solidarity, team spirit,
respect for rules, and fair play. That is why play is necessary for the harmonious
development of children and the involvement of educators, whether in formal
settings (nurseries, kindergartens) or informal settings (playgrounds) or the family.
Through play, parents and children grow closer, and there is better collaboration and
education (Cohen, 2012). Play as a fundamental activity in preschool is a pleasure for
the child and, in most cases, does not have a well-defined purpose when it takes
place outside the educational space. It becomes more organized and takes shape
around the age of 4 (Verza & Verza, 2017). Play contributes to physical and mental
development, cooperation, and socialization. The presence of social components in
children's play is related to their age and ability to understand certain events. There
are periods when play is solitary (around the age of 2-3) and much more inclined
towards other children around the age of 4-5, when it becomes much more
collaborative and interactive. It is interesting to note how the skills and competences
of digital natives have developed towards various types of play. After more than forty
years of experience, American psychologist Jeffrey Goldstein emphasizes that play,
regardless of its form, plays a decisive role in children's development. Itis, in fact, the
"lens" through which preschoolers see and experience their world and the world of
others. The consequences of deprivation of play can be severe, with long-term effects
(Goldstein, 2012).

Another argument supports the principles of lifelong learning. Play is the
dominant form of activity in childhood, but it should not be absent throughout life. It
is necessary to develop the playful side of the personality in order to be able to look
at solutions with imagination and inventiveness. From the perspective of classical
didactics, it is necessary to respect the principle of adapting content to the age
characteristics of the learner. Play becomes the main way of organizing activities for
preschoolers. "Learning" is not the opposite of "playing" for them. Play is present in
the institutional environment of kindergarten, but it continues in all social
environments in which children are formed. The theory and methodology of play is



particularly important for those who will be teaching, regardless of the age group they
are addressing, because it is an effective way to liven up the passive atmosphere in
the classroom. It is both an art and a technique to organize and implement learning
strategies based on the game system, which is why this course aims to provide an
introduction to the field of knowledge and skills related to play.

he game method helps in developing game-based learning processes and effective
design, in accordance with teaching standards. Play helps develop motor skills and
the child's physical and mental self-development because this activity allows the
child to explore objects, practice movements, and develop muscles and fine or gross
motor skills (Golu, 2009; Verza & Verza, 2017).

As we can see, in reality, playing a game is not "play" devoid of importance and
seriousness. It is, in a way, the only teaching method adapted to the psychological
maturity of preschoolers. The role of play in learning for other categories of students
should not be overestimated (Catalano & Albulescu, 2018; Golu, 2009). The method
can also be used for older classes, butit will not be a predominant method. Itis a very
good way for children to learn about the world around them and satisfy their curiosity
and investigative nature, and it truly develops their pre-learning abilities (Glava, 2002;
Piaget, 1973; Wallon, 1978). The basic idea | am capturing is that through play,
children learn, train their creativity, and exert effortin an activity similar to work. Maria
Montessori believed that play is a child's work, thus drawing attention to the effort
that children putinto play. J. Piaget made detailed and extensive observations on play.
He believed that when a child plays, they setin motion their entire capacity to control
and influence reality. E. Erikson considered play to be a tool through which children
act and bring to light internalized feelings and ideas. In this way, certain traumatic or
pleasant experiences they have had can be resolved. Play can be defined as
intrinsically motivated, freely chosen, enjoyable for the child, and process-oriented
behavior. A unified and exhaustive definition of play is difficult to identify due to the
great diversity of its forms of manifestation and the vast and voluminous information
resources (Catalano, & Albulescu, 2018).

Psychological research has highlighted numerous psychological elements that are
formed with the help of this form of activity. Preschoolers are considered to be
developing personalities who think, act, and aspire to perfection. We all often take
refuge in an imaginary world that we create for ourselves, full of dreams, wishes that
come true, reverie, and imagination; it is a paradise where restrictions and rigid self-
control are absent. Humans demonstrate that they can create such a world, starting
at the age of 3, without anyone teaching them. In creating the imaginary world,
humans transpose the real situation into the imaginary. They selectively take reality
according to their needs and their own possibilities. This ability is quite developed in



children over the age of 3. Each child shapes reality according to their own self. The
child can take certain elements from reality and invest them with certain aspects
known to him (Cohen, 2012; Golu, 2009). After the age of 2, elements appear in the
child's play that indicate the ability to distinguish between reality and imagination,
and actions are increasingly verbalized. Researchers have shown that children's play
is essential for the development of their personality and that basic skills and
competencies are developed through play. It is good for the initiative, choice, and
decision of the action to come from the child, when appropriate (e.g., in spontaneous
play or in stimulation areas). Play is the highest expression of human developmentin
childhood because it is the only free expression of what is in a child's soul.

Playful activities have a positive effect on brain development by establishing new
neural connections. Through play, preschoolers learn how to learn because it trains
thought processes such as abstraction, generalization, and concretization, rather
than informational acquisition (Sutton-Smith, 1997). Play also draws on the human
ability to work with symbols, signs that are attributed to objects, actions, and facts
that designate something other than what they are. It operates with representations
in which it invests both emotion and reason; it is not a simple process of perception.
Most of the time, play involves the projection of the individual into a role: the child
plays "doctor," "family," "salesperson,” imitating what happened in reality or what he
would have liked to happen. The main content of all games is the life and social
activity of adults, the child being, first and foremost, an eminently social being.

Through play, children not only learn about social reality, but also imitate certain
types of social relationships between adults. Thus, through play, children learn
models of behavior and come to reflect on behaviors to the level of understanding.
Moreover, the emotional benefits include improving emotional state by increasing the
ability to adapt to new situations and perceive others realistically, reducing stress,
anxiety, and irritability, generating feelings of joy, increasing self-esteem, intimacy,
and self-control, improving emotional flexibility and openness to new things, and
having positive implications for resilience and the ability to adapt to unexpected
situations (Goldstein, 2012). Play helps to increase empathy and compassion, with
children who play more being able to share their toys with other participants. At the
same time, play situations generate more options and response variants,
relationships within the game are based more on inclusion than exclusion criteria,
improve nonverbal skills, and lead to increased attention (Goldstein, 2012).

Play has a therapeutic role for children who have not developed a spirit of
initiative and the courage to compete. Through play, they free themselves from their
old shy selves and throw themselves wholeheartedly into the dynamism of role-
playing. Several authors emphasize the value of play therapy (Cohen, 2012) and the



support provided by parents through these activities. They are no longer so afraid of
censorship because the character can say innovative things, and negative feedback
does not occur as often in playful situations. Games positively affect cognitive
functions and motivation, stimulating curiosity by including elements of fantasy
(Albulescu, 2018).
Play can strengthen willpower and attention. Children can become more persistent
and concentrate better without too much effort, stimulating their creativity, and they
can easily follow the rules of the game. A person's ability to act creatively in different
real-life situations is key to how their personality develops. All these psychological
elements highlight the essence of play, which shows up in how kids act, but also in
how people act in general. It can boost self-confidence and belief in your own ability
to complete an educational task.

Physiologically, play helps improve the immune, endocrine, and cardiovascular

systems through the positive emotions it generates, reduces stress and fatigue, and

optimizes fine and gross motor skills (Goldstein, 2012).

In summary, through play, children:

- Engage in activities that promote personal identity, following the basic
requirements and determinations of their being,

- Develop the ability to learn in a systematic, organized way,

- Solve problems in their physical and social environment,

- Experiment with possibilities for adaptation, becoming more flexible in their
thinking and problem solving (the emphasis is on the process rather than the
product),

- Create different solutions, express their experiences in symbols, which will help
them think a little more abstractly,

- Communicate with others and/or themselves, talk, use many words, express
themselves vividly, and learn nonverbal cues, etc.

- Use the objects around them for their intended purpose (learn the usefulness of
things), but also for other purposes (be creative);

- Theyfocus on the action, becoming attentive and interested.

Play is a specifically human activity, dominant in childhood, through which people
immediately satisfy their own desires, as far as possible, acting consciously and
freely in the imaginary world they create for themselves.



Functions and classifications of games

Ed. Claparede believes that the main function of games is to allow people to realize their true
selves and express their personalities in a setting that allows them to do so. In attempting to
answer whether play is instinctive, he points out that play is related to instinct in the sense
that it triggers unacquired activities through an internal or external stimulus, which is why it
can be considered an instinctive impulse. The same author emphasizes that play has several

functions:

1. Entertainment. Play eliminates boredom caused by lack of activity. In this case, the
function of play is to introduce elements that the environment does not offer (the

entertainment role being directly related to the derivation function).

2. Play as arelaxing element. In fact, itis not so much aboutrest asitis about liberation from
the constraints of work (a reference that applies to adults). Although often practiced with
more intensity than work, play is less tiring because it responds to repressed tendencies for
self-affirmation, stifled by the necessities of work (as Claparéde points out), and therefore

gives the impression not only that it is not tiring, but even that it is relaxing.

3. Play as an agent of social expression—a function according to which play would exercise
social tendencies in children, but without the ability to maintain them (a proponent of the
biological orientation, he emphasizes the motor and intellectual functions of play to the

detriment of the social function, which he considers a special case).

4. Play — agent of transmission of ideas and customs from one generation to another. Since
ancient times, play has been used as a means of popular education, Claparede shows. His
statement is worth noting: "it was not the social need to maintain traditions that created the

instinct to play, but play already existed."

The functions can be summarized as follows (Stan, 2000; Glava & Glava, 2002):
- Adaptive function
- Formative function



- Informative function

- Socialization function

- Psychological revelation function

According to Ramona Radut-Taciu, the functions of educational games are as
follows:

1. The cognitive or informative function (accumulating new data and information)
2. The function of stimulation and complex development of the player's personality
(developing multiple skills, including psychomotor skills)

3. The adaptive and formative-educational function (the game shapes the
dimensions of the self, of the child's autonomous and creative personality).

4. The catechetical, balancing, and toning function (the game energizes the child
and acts as a release and balancing agent).

5. Therapeutic function (playful activity allows the creation of an imaginary fairy-tale
world, a world that brings us back to our state of well-being).

6. Social function (play is an important form of socialization).

Taxonomies specific to the field of play

The diversity of play activities and the countless possibilities for their application
have made it more difficult to name the types of games and classify them into very
specific categories. The criteria used are also multiple: from the age of the
participants to the number of players, to the category and type of activity, the
presence or absence of rules, the intended goals, the materials used or not used in
the game, etc.

According to the author E. Claparede, games are divided into two categories,
depending on whether they exercise general functions or only some special
functions. The first category includes sensory, motor, and mental (intellectual and
emotional) games. The second category includes fighting, hunting, social, family, and
imitation games. Sensory games are typical for young children who, exploring reality,
taste the most diverse substances, make sounds with different toys, and examine
colors. The category of motor games is also specific to young children, helping them
to coordinate their movements, develop strength, promptness, and even speech.
Intellectual games are based on comparison and recognition, on association through
assonance, reasoning, and creative imagination. Focusing on games in which
imagination is the basic process, he states that "the child shows an unimaginable
wealth of fantasy when he attributes to an insignificant object with which he plays all



the qualities he desires." Intellectual games are based on curiosity and arise from the
child's desire for knowledge, for insight into a reality in which they have not yet
integrated.
Affective games comprise the category of games that provoke negative emotions.
Example: pain caused in a game is amusing if it is willingly accepted and does not
exceed certain limits. From the second category, we will specify: Fighting games are
meant to exercise physical strength and skill; Hunting games take the form of chase
games in childhood, such as "Hide and Seek";
Social games are meant to develop social instincts. This category includes walks,
organizing camps, and group interactions.
Family games are based on maternal instinct or family instinct (playing with dolls,
"playing mom and dad," etc.).
Imitation games. Here, Claparede attempts to differentiate between imitation as
such, which would mainly serve the purpose of procuring elements for the game, and
imitation-play, in which the child imitates for the simple pleasure of imitating.
Depending on the psychological register specific to children in early
education, the games played can be: symbolic games (games with intrinsic rules) and
games with rules (games with extrinsic rules).

3. Methodical aspects of the game

The term 'didactic' associated with the term 'game' emphasizes the instructive-
educational aspect of the activity, which becomes an integral and unconditional part
of the activity and is concentrated in a large volume of knowledge and the mental and
objective actions it requires. Regardless of the age stage at which it is used, the
educational game fosters both the informative aspect of the learning process and its
formative aspect.

The educational game has a number of characteristics which distinguish it from other
spontaneous games and other forms of organizing joint activities.

Here is a possible composition of games:

The title of the game - is formulated according to the content and the age of the
participants (it may or may not be communicated to children);

@ The educational aim - is an educational purpose of the game. It should be clear and
specific to the game;

Operational objectives - are specific, concrete, directly observable and measurable
goals; their number can vary from 2/3 to 5/6;



Didactic task (game brief) - is formulated according to the content of the activity
and the age level of the children. It is the instructional element around which thinking
operations are trained.

For children, the task appears as a thinking problem (recognition, naming,
comparison, etc.).

This should be reflected in the way the educator formulates these tasks, taking into
account the following characteristics:

- Be defined in the form of an operational objective, encompassing a single aspect of
the content and specifying what the children must consciously and concretely do in
the course of the game in order to achieve the goal;

("Form the crowd of red triangles!");

- Itinvolves a problem to be solved by all the children;

- Ittrains the child's whole personality; even when the didactic game is integrated into
consolidation/recapitulation activities, it should not only appeal to the child's
reproductive memory, but to the whole intellectual system (thinking, associative
capacity, flexibility, fluidity);

- It capitalizes in different ways on knowledge, skills and abilities.

The content of the game (the course of the game) - is represented by the scope of
knowledge, the way in which the game will unfold, the sequence of actions in the
game;

The rules of the game - are predetermined and binding for all participants. They
regulate the conduct and actions of children according to the particular structure of
the didactic game (they show what is allowed and what is not allowed during the
game);

The teaching material - used in the game must be varied, appropriate to the content
of the activity, age and individual characteristics of the children: toys, individual
worksheets, cards, etc.)

BB Variants of the game (complication) - either it is a matter of complicating the game
items forthose who have skills in the respective field, orabout a use in other contexts,
for other ages, for other areas of stimulation.

The notation of the variants has a formative value for the educator, because by
imagining them she develops her creativity and is able to cope with concrete
situations during the activity.



References:

- Alkoun, A. & Pailleau, 1. (2017) Invata altfel cu Pedagogia pozitivi. Acasd si la scoald,
redati copiilor vostri gustul de a invaga, EDP: Bucuresti.

- Antonie, G si Hutupas, I (2002)— Psihopedagogia jocului, Ed. Nintnelav, Galati;

- Antonovici, St., Jalba, C. & Nicu, G. (2005) Jocuri didactice pentru activitdtile
matematice din gradinita - culegere, Ed. Aramis, Bucuresti.

- Ashiabi, G. S. (2007). Play in the Preschool Classroom: Its Socioemotional Significance
and the Teacher’s Role in Play. Early Childhood Education Journal, 35(2), 199-207.
https://doi.org/10.1007/s10643-007-0165-8

- Barbu, H., Popescu, E. si Serban, F. (1993)- Activitati de joc si recreativ-distractive, E.D.P.,

Bucuresti,

- Barbu, H., Popescu, E. si Serban, F. (1995)- Pedagogia prescolara, E.D.P., Bucuresti;

- Beadle, P. (2020). Cum sa predai. Strategii didactice. Bucuresti: Didactica Publishing
House

- Blakemore, J. E. O., & Centers, R. E. (2005). Characteristics of Boys’ and Girls’ Toys. Sex
Roles, 53(9—-10), 619-633. https://doi.org/10.1007/s11199-005-7729-0

- Brown, S. L., & Vaughan, C. C. (2009). Play: How it Shapes the Brain, Opens the

Imagination, and Invigorates the Soul. Avery.

https://books.google.ro/books?1d=ESQDsgqfeusC

- Catalano, H. & Albulescu, I. (2018). Pedagogia jocului si a activitatilor ludice, Bucuresti,

EDP.

- Clipa, O. & Campan, E. (2020) Social-Emotional competences of Preschoolers: The
impact of Outdoor Educational Activities, Berlin: Peter Lang GmbH, ISBN 978-3-631-
66754-5, DOI:10.3726/b17440

- Clipa, O. (2014). Social and Emotional Development of Pre-schoolers in The actual
Problems of the Theory and Practice of Modern Pre-School Education in Poland, Romania
and Ukraine, (Coord. Otilia Clipa, Maria Oliznik si Malgoryata Stawiak-Ososinska),
London: Ed. Lumen Media Publishing, pp. 19-33.

- Clipa, O., Mata, L, & Lazar, 1. (2020) Measuring in-service teachers' attitudes towards

inclusive education, International Journal of Disability, Development and Education,


https://doi.org/10.1007/s10643-007-0165-8
https://doi.org/10.1007/s11199-005-7729-0
https://books.google.ro/books?id=ESQDsgqfgusC

https://www.tandfonline.com/doi/full/10.1080/1034912X.2019.1679723, vol 67 (2), pp.
135-150, DOI: 10.1080/1034912X.2019.1679723

Cohen, L. (2012). Refete de jocuri. De ce si cum sa te joci cu copilul tau, Ed. Trei,
Bucuresti.

Debenedet, A. & Cohen, L. (2015). Arta Harjonelii. Exercitii amuzante de practicat cu
copiii, Ed Trei, Buucresti.

Debesse, M. (1970) - Psihologia copilului de la nastere la adolescentd, E.D.P., Bucuresti;
Diamond, A. (2013). Executive Functions, Annual Reviews Psychology, 64: 135-68,
https://www.annualreviews.org/doi/pdf/10.1146/annurev-psych-113011-143750
Elkonin,D.B. (1980) - Psihologia jocului, E.D.P., Bucuresti;

European Commission/EACEA/Eurydice. (2019). Eurydice Brief: Key Data on Early

Childhood Education and Care in Europe. Luxembourg: Publications Office of the

European Union, https://eacea.ec.europa.eu/national-policies/eurydice/content/eurydice-

brief-key-data-early-childhood-education-and-care-europe_en

Ferrara, K., Hirsh-Pasek, K., Newcombe, N. S., Golinkoff, R. M., & Lam, W. S. (2011).
Block Talk: Spatial Language During Block Play. Mind, Brain, and Education, 5(3), 143—
151. https://doi.org/10.1111/].1751-228X.2011.01122.x

Glava. A, Glava C. (2002) Introducere in pedagogia prescolara, Ed. Dacia, C.-Napoca.
Goldstein J. Play in Children’s Development, Health and Well-Being. Brussels, Belgium:
Toy Industries of Europe; 2012. Available at:  https://www.ornes.nl/wp-
content/uploads/2010/08/Play-in-children-s-development-health-and-well-being-feb-
2012.pdf-

Golu, F. (2009) Joc si invatare la copilul prescolar. Ghid pentru educatori, parinti §i
psihologi, Bucuresti: Editura Didactica si Pedagogica.

Greenspan, S. I. (2007). Levels of Infant-Caregiver Interactions and the DIR Model:
Implications for the Development of Signal Affects, the Regulation of Mood and Behavior,
the Formation of a Sense of Self, the Creation of Internal Representation, and the
Construction of Defenses and Character Structure. Journal of Infant, Child, and Adolescent

Psychotherapy, 6(3), 174-210. https://doi.org/10.1080/15289160701657662



https://www.tandfonline.com/doi/full/10.1080/1034912X.2019.1679723
https://doi.org/10.1080/1034912X.2019.1679723
https://www.annualreviews.org/doi/pdf/10.1146/annurev-psych-113011-143750
https://eacea.ec.europa.eu/national-policies/eurydice/content/eurydice-brief-key-data-early-childhood-education-and-care-europe_en
https://eacea.ec.europa.eu/national-policies/eurydice/content/eurydice-brief-key-data-early-childhood-education-and-care-europe_en
https://doi.org/10.1111/j.1751-228X.2011.01122.x
https://doi.org/10.1080/15289160701657662

Healey, A., Mendelsohn, A., & COUNCIL ON EARLY CHILDHOOD. (2019). Selecting
Appropriate Toys for Young Children in the Digital Era. Pediatrics, 143(1), €20183348.
https://doi.org/10.1542/peds.2018-3348

Huizinga, J. (1998) Homo ludens, Ed. Humanitas, Bucuresti;
Iftime, Gh. (1979) - Jocuri logice pentru prescolari si scolari mici, E.P.D., Bucuresti;
Kaduson, H.G. & Schaefer, C. (2015). 101 tehnici favorite ale terapiri prin joc, Bucuresti:

Trei.

Karwowski, W., Ahram, T., & Nazir, S. (2020). Advances in human factors in training,
education, and learning sciences. Proceedings of the AHFE 2019 International Conference
on Human Factors in Training, Education, and Learning Sciences, July 24-28, 2019,
Washington, D.C., USA. Springer.

Klin, A., Jones, W., Schultz, R., & Volkmar, F. (2003). The enactive mind, or from actions
to cognition: Lessons from autism. Philosophical Transactions of the Royal Society of
London. Series B: Biological Sciences, 358(1430), 345-360.
https://doi.org/10.1098/rstb.2002.1202

Lantieri, L. (2017). Dezvoltarea intelidentei emotionale a copiilor. Tehnici de a cultiva
puterea launtrica a copiilor. Ed. Curtea Veche, Bucuresti;

Lespezeanu, M. (2007) Traditional si modern in invatamantul prescolar, O metodica a
activitatilor instructiv- educative, Ed. Omfal Esential, Bucuresti.

Marcus, S. (2003) Jocul ca libertate, Ed. Scripta, Bucuresti;

MEN (2019). Curriculum pentru educatia timpurie (a copiilor de la nastere pana la vdrsta
de 6 ani). https://www.edu.ro/sites/default/files/Curriculum%20ET_2019 aug.pdf
Mendelsohn, A. L., Huberman, H. S., Berkule, S. B., Brockmeyer, C. A., Morrow, L. M.,

& Dreyer, B. P. (2011). Primary Care Strategies for Promoting Parent-Child Interactions
and School Readiness in At-Risk Families: The Bellevue Project for Early Language,
Literacy, and Education Success. Archives of Pediatrics & Adolescent Medicine, 165(1).
https://doi.org/10.1001/archpediatrics.2010.254

Nell, M. & Drew, W. (2016) De la Joc la invatare. Cum folosim jocul didactic in educatia

timpurie, Ed. Trei, Bucuresti.
Nutbrown, C., & Clough, P. (2014). Early childhood education: History, philosophy and

experience (Second edition). SAGE Publications.


https://doi.org/10.1542/peds.2018-3348
https://doi.org/10.1098/rstb.2002.1202
https://www.edu.ro/sites/default/files/Curriculum%20ET_2019_aug.pdf
https://doi.org/10.1001/archpediatrics.2010.254

Oliynik, M. Clipa, O. & Malgoryata Stawiak-Ososinska (Coord)(2020). Trends and

prospects of the educational system and educators profesrional training development, Ed.

Lumen, lasi, https://lumenpublishing.com/lumen-open-
books/index.php/lumen/catalog/book/3

Onder, M. (2018). Contribution of Plays and Toys to Children’s Value Education. Asian
Journal of Education and Training, 4(3), 146-149.
https://doi.org/10.20448/journal.522.2018.42.146.149

Oprea, C.L (2007) Strategii didactice interactive, EDP. RA. Bucuresti;

Paun, E. si Iucu, R. (2002). Educatia prescolara in Romdnia, Ed. Polirom, Bucuresti.
Piaget, P.(1973) - Construirea realului la copil, E.D.P., Bucuresti;

Radut-Taciu, R. (coord.) (2004) Pedagogia jocului, de la teorie la aplicatii, Ed. Casa Cartii
de Stiinta, Cluj-Napoca;

Rogers, S. (2011). Rethinking play and pedagogy in early childhood education: Concepts,
contexts and cultures. Routledge.

Schiopu, E. si Verza, E. (1998). Psihologia virstelor, E.D.P., Bucuresti;

Shonkoff, J. P., Garner, A. S., Siegel, B. S., Dobbins, M. 1., Earls, M. F., Garner, A. S.,
McGuinn, L., Pascoe, J., & Wood, D. L. (2012). The Lifelong Eftfects of Early Childhood
Adversity and Toxic Stress. PEDIATRICS, 129(1), e232—e246.
https://doi.org/10.1542/peds.2011-2663

Simionica, E. si Bogdan, F. (1998). Gramatica...prin joc, Ed. Polirom, lasi;
Sutton-Smith, Brian. (1997). The Ambiguity of Play. Cambridge, Mass.: Harvard
University Press

Taiban, M. (1979). Jocuri didactice pentru gradinita de copii, E.D.P., Bucuresti;
Tamaian, R., Bradisteanu, R. (2018). Jucaria ca instrument al ludicului in H. Catalano, I.
Albulescu (Ed.). Pedagogia jocului si a activtatilor ludice (p. 244-254). Bucuresti: Editura
didactica si pedagogica.

Teodorescu, R (1999). Socializarea copilului prin joc, in Revista Invatamdntului Prescolar,
Bucuresti, nr.1-2;

Ulrich, Catalina (2016) Invitarea prin proiecte. Ghid pentru profesori, Ed. Polirom, Iasi.
UNICEF (2010) (coord. Ionescu, M.) Repere fundamentale in invatarea si dezvoltarea

timpurie a copilului de la nastere pana la 7 ani, Bucuresti: Ed. Vanemonde,


https://lumenpublishing.com/lumen-open-books/index.php/lumen/catalog/book/3
https://lumenpublishing.com/lumen-open-books/index.php/lumen/catalog/book/3
https://doi.org/10.20448/journal.522.2018.42.146.149
https://doi.org/10.1542/peds.2011-2663

Verza, E. & Verza; F. E. (2017). Psihologia copilului, Bucuresti: Editura Trei.

Vrasmas, E. (1999). Educatia copilului prescolar. Elemente de pedagogie la vdrsta
timpurie, Ed. ProHumanitate, Bucuresti.

Weisberg, D. S., Hirsh-Pasek, K., & Golinkoff, R. M. (2013). Guided Play: Where
Curricular Goals Meet a Playful Pedagogy: Guided Play. Mind, Brain, and Education, 7(2),
104-112. https://doi.org/10.1111/mbe.12015

Zosh, J. M., Verdine, B. N., Filipowicz, A., Golinkoff, R. M., Hirsh-Pasek, K., &
Newcombe, N. S. (2015). Talking Shape: Parental Language With Electronic Versus

Traditional Shape Sorters: Traditional Toys Promote Parent Spatial Talk. Mind, Brain, and
Education, 9(3), 136—144. https://doi.org/10.1111/mbe.12082



https://doi.org/10.1111/mbe.12015
https://doi.org/10.1111/mbe.12082

