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Activities for Supporting Children’s Focus and Self-Control 
 

Bell Game (steps taken directly from a Montessori Primary Guide at 

http://www.infomontessori.com/practical-life/control-of-movement-walking-on-the-line.htm)  
 

 
 
 

The Great Race (steps adapted from Parenting Science at 

http://www.parentingscience.com/preschool-math-games.html)  
 
How to make it 
• Draw a horizontal row of 10 squares. 
• Write the word “start" before the first square and “end" or “stop” after the last square. 
• Number the remaining squares sequentially from 1 to 10. 
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Next, make your own game tokens or choose some small plastic toys to serve the same purpose. 
Jazz things up if you like. I created a game with a jungle theme by pasting magazine pictures on 
the board and using plastic rain forest animals for tokens. NOTE from KPF: You can also use 
“friend statues” by taping pictures of other children to game pieces to help children play with 
different friends 
 
 
Finally, you’ll need a spinner with two possible outcomes: 1 or 2. You can make a spinner by 
cutting an arrow out of heavy card stock and attaching it to a cardboard circle with a metal brad. 
For best results, put a metal washer between the brad and the circle. 
 
 
Alternatively, buy a spinner at a teacher supply store or borrow one from another board game. You 
can convert it to your purpose by re-covering any extraneous numerals with 1s and 2s. I’ve done 
this with reusable stickers that I could peel back off again. If you go this route, make sure the 
stickers won’t interfere with the movement of the arrow. 
 
Another solution is to modify a die so that each side shows either a "1" or "2." But be aware that 
dice can be a choking hazard. Not recommended for kids under the age of 3. 
 
How to play 
 
Each player takes a turn at the spinner. He calls out the number he has spun. Then he moves his 
token accordingly. The first player to get his token to the finishing line wins. 
 
But here’s the most important part: 
 
When a player moves his token, he doesn’t count the number of spaces he is moving. Instead, he 
engages in a tactic called "counting on," naming the numbers on the spaces through which he 
moves. 
 
Example: Let’s say that my token is resting on the “3" space and I spin a 2. As I move my token 
along the game board, I say “4, 5." If I spin a 2 on my next turn, I move my token and say “6, 7." 
 
This is a bit counter-intuitive, and kids will sometimes forget the rule. If a child makes a mistake or 
forgets the name of a number, give him a reminder and help him repeat the move correctly. 
 
What about a longer, more complex game? 
 
If your child is ready to tackle higher numbers, try extending the number line to 20 spaces. When I 
did this, I also added two more numerals to the spinner—-a “3" and a “-1." The negative one 
means that players must go back one space. 
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