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Directions

Invite your child to design a parka, just like Uqi did in the story. Look at the different parkas
Uqi had in the book for inspiration. Provide a variety of drawing utensils, such as pencils,
crayons, markers, and pencil crayons.
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Directions

1. Have your child cut out the cards. (Assist as needed.)

2. Mix up the cards and lay them all out face down in two rows of five.

3. Invite your child to flip over two of the cards, trying to find two cards that are the same.

4 If the cards are a match, your child can keep the cards. If they are not a match, have your
child flip over the cards. Take turns with your child, flipping over two cards at a time until
all cards have been matched.
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