In the development of one’s own visual memory, children learn to recognise shapes and to classify them
according to sameness, analogies and differences, thus developing considerable abilities of spatial synthesis. In
this enjoyable memory game, children must pair up the subject illustrated with their own silhouettes. Moreover, the subjects are divided into categories: 5 animals, 5 musical instruments, 5 means of transport, 5 foods
and 5 toys. This offers the possibility of realising different games:

1/ MEMORY GAMES
From 2 to 4 players
Mix up the 50 tokens and arrange them uncovered on the game board in orderly fashion. After having observed the illustrations for 30 seconds, turn all the tokens over. The youngest player begins by uncovering two
tokens. If these form a pair, the player wins them, and then uncovers two more. Otherwise, he or she recovers
them and passes the game to the next player. The action takes place in a clockwise direction. The winner is the
player who, having used up all the tokens, has won the most pairs.
2/ CATEGORISATION GAME
Take only the tokens with the illustrated subjects, and after having arranged them uncovered on the table, ask
the children to collect them into categories. For example, all the tokens in which musical instruments appear,
or those in which animals appear, and so on.

3/ BINGO
From 2 to 5 players
Each player chooses a category of subjects and takes the 5 corresponding tokens, arranging them uncovered
in front of him- or herself. If there are less than 5 players, discard the other tokens that make reference to the
categories not chosen. Then take the tokens of the remaining silhouettes and put them in a bag. Once they
have been mixed up without looking at them, the youngest player begins by fishing out a token. If the token
selected is one of the categories of his or her own category, he/she wins the token, and places it on the corresponding subject. If this is not the case, he/she puts the token back in the bag. The turn passes regardless to
the next player, proceeding in a clockwise direction. The winner is the first one to complete his or her card.

