
 A sheet with an outline of a
boat

 A sheet with an outline of a
butterfly net

 A butterfly

 11 spent matchsticks or
similar craft sticks

10-15 minutes

TURN A SHIP AND CATCH A BUTTERFLY

Note: Keep this sheet out of your child’s view during these games!

Play ‘Turn a Ship’: Show your child the outline of a ship and ask them to make the shape of the ship on the table 
using the matchsticks. Help them if necessary, modelling copying from the picture step by step. When they have 
finished, say: There’s a rock in front of the ship! It’s going to crash! What can we do to make the ship go in the 
opposite direction? How can we move the matchsticks?

Watch what your child does, and talk to them about it. Help them if necessary (see picture top right). When they 
have made their ship sail in the opposite direction, continue making up a story together of how it didn’t crash 
and what happened next. 

Play ‘Catch a Butterfly’: Show the children the outline of the butterfly net and ask your child what it could be. 
Acknowledge all their suggestions, but explain that it’s actually a butterfly net in this case. Ask them to make the 
net with their matchsticks, on the table as before. Give them the butterfly and ask them to put it close to the net 
(see first picture below). Then ask them to move 4 matchsticks to ‘catch’ the butterfly – so that the butterfly is 
inside the net (as in the second picture). Help them as necessary with questions
wherever possible, for example:
Which matchsticks make up the pole part? Does that part need to move?
Which matchsticks make up the net part? Where do they need to be to ‘catch’ 
the butterfly? Can you make the same shape as the net but on the other side, 
as if the pole has turned around?

Your child can form the outlines of a boat and a net.
Your child can rearrange matchsticks to turn the boat and to turn the net. 

To develop perception
To develop imagination and creativity
To arrange matchsticks to form the outline of a boat and a net
To rearrange the matchsticks to turn the boat and to turn the net
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Play the ‘Fish Puzzle’ game: Set up matchsticks as shown in 
the first diagram here. Tell your child it is possible to get the 
fish to swim in the opposite direction by moving three 
matchsticks. Let them try to solve the puzzle. (Move the 3 red 
matchsticks to where the 3 blue ones are, as  shown in the
middle diagram, to get the result in the third diagram.) Help 
them if necessary with questions, as before.
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Cut out the butterfly. 
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