JOINT ACTION ROUTINES
A  Joint Action Routine is an enjoyable routine established between two or more people in which there are sequential steps which both parties come to understand.  In other words, it is a “script” that people construct together, which becomes more and more complex as it is done.  ACTION is important.
Interactive Social Games are Joint Action Routines. They include Hide and Seek, Run and Chase, Tickle.  The goal is to keep the game going as long as possible….fun, fun, fun!  Make the game routine and predictable at first, “1,2,3….go”, then up the “ante”.  Make the game one many adults and peers can play.

Communicative Temptations develop Joint Action Routines.  These include bubbles, balloons, etc.
Action Games also develop Joint Action Routines.  These include pulling a wagon/scooter board, ball play, parachute.

Group Games  (ones * are Joint Action Routines).  *Ring around the Rosy, *London Bridge, * Duck, Duck, Goose, Follow the Leader, Obstacle Course.

Imitation Games include Simon says, Music and Movement, Finger plays, and Marching.

Board Games include math board games, Memory, Candy Land.
Drama—Reenacting Stories can be simple stories (The Mitten, Little Blue and Little Yellow), stories relevant to their life (Ben’s Birthday) and sequential stories (The Carrot Seed).

Simple Pretend Games might be pretending to be an elephant, a turtle etc.

Symbolic Play may need to be routine and “scripted’ (either visual/verbal) for success to occur.

EXAMPLES OF JOINT INTERACTION ROUTINES
1. Bubble Play/Sensory Table

A child enjoys playing with bubbles in the sensory table.  This becomes interactive when his play partner blows bubbles to him, makes more bubbles in the water, puts bubbles on his hand, etc.  This can be repeated several times to keep the interaction going.

Language Functions-

· Requesting objects- Objects in the table

· Requesting actions- blow, give me bubbles, make bubbles, turn it, help

· Requesting continuation – more, again

· Requesting turns – my turn

· Commenting – fun, I like it, uh oh, fell off

Other Goals-

· Imitation (motor, verbal)

· Requesting the routine through his classroom choice board using the picture.

· Taking turns with peers for this game.

2. Scooter Board
A child enjoys being pulled on the scooter board with a rope.  Once the routine of the game is established, he will give the rope to his play partner to put in the hole of the scooter board so that I can be pulled either back and forth or swung around fast.  This can be repeated several times.

Language Functions-

· Requesting objects- scooter, rope

· Requesting actions- play, put on, pull, swing around, stand up, go

· Requesting continuation – more, again

· Requesting turns – my turn

· Commenting – fun, I like it, uh oh, fell off

Other Goals-
· Requesting by giving the scooter board (real object), giving the rope, and building from this to using the picture symbol.

· Giving pictures for choices – pulling “fast”, “slow” indicating “more” “yes/no” when asked if he wants to continue.

· Taking turns with a peer.
Information from Barb Pearson, Presentation at Hamilton County Educational Center, November 5, 1999.

