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icin us’lu kitaplar...

TUZDER Yayinlari, 1Q, Dikkat ve Yetenek Gelistiren Kitaplar
serisini 6zenle sunar...

Tum Ustln Zekalilar Dernedi uzmanlarinca, TUZDER E§itim
Metodu TIEM esas alinarak hazirlanan kitaplarda,
cocugunuzun becerilerinin en Ust noktaya tasinmasi
hedeflenmektedir.

21. Yuzyil Becerileri’ni gelistirici nitelikteki etkinliklerden
olusan kitaplar, PISA ve TIMSS gibi uluslararasi
degerlendirme &lceklerine uygun sekilde, uluslararasi
standartlarda, coklu dil secenegiyle hazirlanmistir.

Uluslararasi Egitimde inovasyon Merkezi (ICIE) ve Yildiz
Teknik Universitesi Egitim Fakultesi tarafindan onaylanmis
olan seri, okul éncesi ve ilkokul yas dlzeylerinde, 3 farkl
gelisim kademesi dUstnuUlerek tasarlanmistir. Seriler, 3 Level
halinde toplam 9 kitaptan olusmaktadir:

Okul Oncesi Serisi (4°5°6+ YAS)

1. Level: Dot, Paint, Draw (I1Q, Yetenek, Gorsel Motor)

2. Level: Cube, Find, Solve (I1Q, Dikkat, Problem Cézme)
3. Level: Coordinate, Matrix, Algorithm (1Q, Mantik,
Muhakeme, Strateji)

)



DOT etkinlikleri temel motor becerilerini gérsel ve
mekansal kavrayisi ¢ boyutlu bir ortamda gelistiriyor.
DOT etkinlikleriyle cocugunuzun noktayi ayirt etmesi,
konsantrasyonu, faaliyetteki géreve odaklanmasi,
dikkatini sdrdirebilmesi, iki noktayi diiz ve yuvarlak
cizgilerle birbirine baglamasi ve bir bitine ulasmasini
saglayacak faaliyetler hazirlanmistir. Bu etkinlikler;
gorsel dikkat, fotografik hafiza, sekil kopyalama
becevilerini de gelistirmis olacaktir.

DOT events and activities develop basic motor skills as
well as visual and spatial comprehension on a three
dimensional setting. With DOT events and activities,
activities have been prepared ensuring that your child
distinguishes between dots, enhances concentration,
focuses on his or her task in the activity, keeps his or
her attention, interconnects two points with straight
and round lines and reaches a whole. These activities
shall also have developed visual attention,
photographic memory and figure copying skills.

Noktalari birlestirerek
soldaki seklin aynisini ¢iz.

By joining the dots, draw same
as the figure on the left.



PAINT events and activities have been planned to \
develop higher level cognitive skills such as
drawing, copying, attention, memory, logical
reasoning, visual and spatial sharpness, figure vs.
ground relationship, formation of integrity with
pattern and problem solving. While doing
extraordinary painting events and activities,
development of the child’s color perception and
hand - eye coordination speeds up.

PAINT etkinlikleri; ¢cizim, kopya etme, dikkat,
bellek, mantiksal akil ydritme, gérsel ve
mekansal keskinlik, sekil zemin iliskisi, érintdi ile
biitdnlik olusturma, problem ¢6zme gibi bilissel
becerileri gelistirmek (zere planlandi. PAINT te
sira disi boyama etkinlikleri yaparken renk algisi
ve el géz koordinasyonu gelisimi hizlaniyor.

Asagidaki resmi istedigin renge boya. | Paint the picture below in any color you want.







Cocugunuz, DRAW uygulamalarini yaptikca ¢izim
becerisi, boyut kavrayisi, dikkat ve ayirt etme
becerisiyle birlikte, motor becerisini destekleyen
etkinliklerle el géz koordinasyonu gelisimi
hizlanacak, bu yénlerdeki eksigini tamamlayacaktir.
DRAW uygulamasiyla ¢izim ve boyutlandirmalari
kesfedecek, cocugunuzun asamali olarak basara
bilme becerisi gelismis olacaktir.

As your child does DRAW applications, eye
coordination development will pick up speed thanks
to the events and activities supporting motor skills,
coupled with their drawing skills, dimensional
comprehension, and attention and distinguishing
skills. With the DRAW application, you will discover
drawings and dimensions, and your child will be able
to progressively become successful.




CUBE etkinlikleriyle cocugunuzun kipleri tek tek
algilamasi ve karsilastirmasi, alani kiyaslamasi, bitdind
kavrama kabiliyetleri, etkinliklerdeki géreve
odaklanmasi, dikkatini sdrdirebilmesi, renklere
bakarak bir bitine ulasmasini saglayacak faaliyetler
hazirlanmistir. Bu etkinlikler; gérsel dikkat, fotografik
hafiza, sekil kopyalama becerilerini de gelistirmis
olacaktir. CUBE etkinlikleri parca bdiitiin iliskisi,
tamamlama, dikkat ve ayirt etme becerisini
gliclendiriyor.

With CUBE events and activities, activities have been \
prepared ensuring that your child can perceive and

compare the cubes one by one, compare space, improves
their abilities to comprehend the whole, focuses on the

task in the activity, maintains attention and reaches a

whole looking at the colors. These events and activities

will also develop visual attention, photographic memory
and figure copying skills. CUBE events and activities
strengthen the skills of part vs. whole relationship,
completing, attention and distinguishing.

Ornek / Sample

Yukarida verilen klipU asagidaki
sekillerden hangisi tamamlar?

Which of the following shapes can be
formed with the above cubes?




Yukaridaki kGpun farkli kenarlarindaki renklere Find and mark the missing part by looking
bakarak, eksik olan parcayi bul ve isaretle. at the colors on different sides of the cube.

O O




hafiza, parca-blitiin ve boyut kavrayisi, ayirt etme child’s skills of attention, memory, part vs. whole and
becerisi gelisimi hizlanacak, bu yénlerdeki eksigini dimensional comprehension and making distinction

tamamlayacaktir. Bu etkinlikler; gérsel dikkat, will pick up seed, thus helping them complete their

fotografik hafiza, sekil kopyalama becerilerini de deficiency. These events and activities will also

gelistirmis olacaktir. FIND etkinlikleri dikkat ve develop the skills of visual attention, photographic
. P . . memory and figure copying. As FIND events and
gdrsel ayirt ediciligi gelistirirken, bellek glici ve

= activities develop attention and visual distinguishing,
zihinsel performansi artiriyor.
they also enhance memory power and mental
performance at the same time.

Cocugunuz, FIND uygulamalarini yaptikca dikkat, F‘ HD While doing FIND applications, development of your

Yukaridaki tavsanlarin Find and mark the shadows
goblgesini bul ve isaretle. of the above rabbits.
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Merdivenleri kullanarak pandayi ‘ Can you take the panda to his

arkadaslarina ulastirabilir misin? friends by using the stairs?



Cocugunuz, SOLVE uygulamalarini yaptikca s o LUE As your child does SOLVE applications, their skills

baglantisal disiinme, mantik yiritme, problem of relational thinking, reasoning, problem solving,
c6zme, dikkat, ve ayirt etme becerisinin gelisimi

hizlanacak, bu yénlerdeki eksigini
tamamlayacaktir. SOLVE erkinlikleri problem
¢6zme mantik ydritme analitik diisiinme

attention, will pick up speed; they will complete
the child’s deficiencies in this area. The book,
SOLVE, develops the skills of problem solving,
reasoning and analytical thinking thanks to fun

becerilerini gelistiriyor. events and activities.

Ornek / Sample

([ )

SRIC )Sat.r-une
@ O

\ J

Siutun - Column

ORC)

SUDOKU BULMACA / SUDOKU PUZZLE

(" )

Her satirda ve stGtunda farkli renkte elma olacak Paint the colorless apples so that there will be a
sekilde renksiz elmalari boya. different color apple on each line and column.



COORDINATE etkinlikleri; mantiksal akil
ydritme, dikkat, bellek, gérsel ve
mekdénsal keskinlik, sekil zemin iliskisi,
problem ¢ézme gibi (st diizey bilissel
becerileri gelistirmek lizere planlandi.
COORDINATE, akil yiiriitme, bellegi
kullanma, gérsel ve mekénsal keskinligi
kullanma gibi st diizey bilissel
becerileri gidglendirir.

COORDINATE events and activities have

RD l H TE been planned in order to develop high
level cognitive skills such as logical
reasoning, attention, memory, visual and
spatial sharpness, figure vs. ground
relationship and problem solving.
COORDINATE strengthens high level
cognitive skills such as reasoning, memory
and visual and spatial sharpness.

Yavru képek ile anne
lizere yola ¢iktilar. Hangi k

The puppy and its mother se
In which box will they




MATRIX etkinlikleriyle cocugunuzun muhakeme
ve mantikli disiinme becerisi, olgulari
kiyaslamasi, konsantrasyonu, géreve
odaklanmasi ve problem ¢ézme becerisini
gelistirecek faaliyetler hazirlanmistir. Eglenceli
MATRIX etkinlikleri ile cocugunuz; tablo okuma,
grafik yorumlama ve sézel mantik alanlarinda
gelisim saglayacaktir.

With MATRIX activities, activities were
developed to improve your child’s reasoning
and logical thinking skills, comparison of cases,
concentration, task focus and problem solving
skills. Your child with fun MATRIX activities;
improve reading, graphic interpretation and
verbal logic.

Onun adi Mirnav.

Mirnav, arkadaslariyla oyun oynamaya giderken
oyuncaklarindan hangisini alacagina karar veremedi.
Mirnav'in soylediklerine gére hangi

oyuncagini aldigini bul.

Its name is Miaow.

Before going out to play with its friends,
it cannot decide which toy to take with.
Find according to his remarks which toy
it will take with itself.

1. Daha &nce Pati tekerleklerini s6ktigu icin
yanima tekerlekli oyuncak alamam.

2. Pati ve Pingu ile robot, uzay gemisi ve
oyuncak kdpek ile daha énce oynadik.

3. Arkadasim Pingu ve Pati kanatlari olan
oyuncak ile oynamay! ¢ok seviyor.

1.

2.

3.

| can’t take the wheel toy with me because
Paw removed its wheels before.

With Paw and Pingu, | earlier played with
the robot, ship and toy dog.

My friends, Pingu and Paw like playing with
the toys having wings very much.



ALGORITHM etkinlikleriyle mantik ydritme, ALGORITHM activities aim to develop cognitive
analitik diisiinme, dikkat-zeka, and motor skills such as reasoning, analytical
gérsel-uzamsal algi, problem ¢6zme, sirali thinking, attention-intelligence, visual-spatial
disinme, gérsel ve mekansal algilama gibi perception, problem solving, sequential
bilissel ve motor becevrilerinin farkli bir thinking, visual and spatial perception in a
yéntemle gelistirilmesi hedeflenmektedir. different way. The logic of ALGORITHM is at the
ALGORITHM mantigi, hayatin her aninda yer core of the logic and problem-solving activity
alan mantik ve problem ¢ézme faaliyetinin taking place in every moment of life. Easy and

temelinde yer alir. ALGORITHM’deki kolay ve fun activities at ALGORITHM teach the coding
eglenceli etkinlikler kodlama ve algoritma and algorithm logic.

mantigini égretiyor.

Nesneleri incele, altindaki kutuya Examine the objects and show the direction
gittigi yonu oklar ile cizerek gbster. to which they go by drawing arrows
on the box below them.
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Lsokirly)

kutuya giderek oklari takip edip by the arrows in the boxes and

Kutulardaki oklarin gosterdigi diger ‘ Going to the other box shown
cikis noktasini bul. following the arrows, find the exit point.
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+90 212 679 06 00 / www.tuzder.org / info@tuzder.org
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