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Section-1
Children engage themselves in play, often and it is a great way to, further understand what is important in their lives through play. Play can range from being funny, noisy, messy, effortless, orderly, strenuous, etcetera. Often times, as simple as play might seem explicitly, it is inwardly consolidating existing learning and accommodating a practice for learning new things. Play can lead to ways between building and strengthening the relationship between parents, teachers and the outer world. Along with play different ways interpretation about the world, about situations, about decisions, events and experience. 
Play can range from inside to outside, with props such as toys, real things and equipment. There are different characteristics of play; an Active play helps children to make full use of their body and mind, engaging with the environment, materials and the people that are around them, further, helping them to not only excel with their own cognitive abilities but also, in relation with their fellow human beings. Adventurous and risky play engages children to explore the unknown and to face challenges. The pretend element offers the children a safety net where, they, within the vicinity of being safe are exposed to certain risks that prepare them for a life outside. In the Communicative aspect of play, children are encouraged to play and display knowledge through play. The communication is based on being verbal and non-verbal, simple or complex. Enjoyable play involves a sense of humor which engages children in play with fun and playful activities. Involved play helps children to concentrate on what they are doing in the activity during the play. It helps with their neural development. Meaningful play is all about what they have witnessed, about what they have known and what their knowledge about through these senses. Play enhances their understanding about building and extending their knowledge, understanding and educating themselves in a way which is easy and understandable for them. Sociable and interactive play include children in activities where they play alongside or with others. Sometimes, a child does need to play and stay alone but that has to be lesser compared to what the child’s usual routine should be. An interaction, social or otherwise, helps the child to build confidence. Symbolic play helps a child imagine and pretend when they are playing. They try put new roles, ideas and feelings, they re-enact their past or plan their future so as to help themselves gain conscious of how to handle situations This can involve them ‘reading’ and ‘writing’ long before they develop these skills. Therapeutic play, is a sort of cathartic play which helps children to express and work through emotions and experiences. Voluntary play is when the child chooses his own activity, his own play, shaping the characters, the play, the events and objects as they further delve in to the play. (Aistear: The Early Childhood Curriculum Framework)
[bookmark: _Hlk26512862]Along with their categories there comes different types of plays. According to Hughes’ examples of play from “A Playworker’s Taxonomy of Play Types”, we deduce that there are almost 16 types of plays; Symbolic Play, Rough and Tumble Play, Socio-dramatic  Play, Social Play, Creative Play, Communication Play, Dramatic Play, Locomotor Play, Deep Play, Exploratory Play, Fantasy Play, Imaginative Play, Mastery Play, Object Play, Role Play, Recapitulative Play. According, to Hughes the different types of play have thin veneer of difference between them as they gradually intermingle into another. This paper will discuss the main types of plays and their benefits, especially Self-directed play, (Hughes. B, 2002). Some of the main and important plays involve Physcial play, playing with object and Self-directed play. Physical play is the earliest to evolve as it can be observed in most, mammals, reptiles and humans. Pellegrini & Smith (1998) related physical play to a gradual development in cognitive and academic excel, social competence, emotional awareness and self-regulation, (Pellegrini & Smith, 1998). Further, Rough and the tumble play deal with a commentary of Bjorklund & Brown (1998) who suggested that it sharpens development of social cognition and enhances the mental capability through coding and decoding of social cues or signals, (Bjorklund & Brown, 1998). This second type of play, which is also widely observed in involves exploration through the objects. It assists, particularly, in fine motor development and pretense when it involves building models of real or imaginary objects and creatures, and imagining a scenario or narrative. As Stroud argues, ““...the blocks themselves become symbols for other objects, just as printed letters and words are symbols for objects and ideas.” (Stroud, 1995, p. 9). Most importantly, Self-directed play, according to, according to, Anna Juster, is “the play that evolves when children choose what to play and make up their own rules for how to play”. She, further, argues that mostly it will seem like plays always involve laughter and activities but in actual, Self-directed play doesn’t always look like fun. “In fact, it is often when children are most engaged in their own self-motivated, self-directed play that they look most serious”, (Anna Jester, 2017). It builds self-confidence.  By exploring on their own, children realize there is so much they can do for themselves.  They make their own games with their own rules, and they feel successful. Self-directed play encourages independence. It lets them experience independence since a young. It stimulates imagination. Because since, imagination works up one’s mind, it help’s them use their thinking up to its maximum. It teaches problem-solving as the children come up with their own rules naturally leads to problem solving.  Also, it allows children to learn at their own pace. With Self-directed play, the children are not under any stress to prove anything or to set bench-marks. Self-direction cultivates internal motivation.  Without adults defining the success of an activity, children will be compelled to find the innate joy in their play.  
Section-2
The term ‘risky-play’ which is often used is either misunderstood or not normally practiced. The term is defined by Play Wales (2008) stating that play means ‘…providing opportunities for all children to encounter or create uncertainty, unpredictability, and potential hazards as part of their play. We do not mean putting children in danger of serious harm.’ A risky play depending on different children is different for every situation and child. But once, one gets to know the child and his potential to handle risks, one can be sure what situation should be introduced around the child while play. It is important to carry out risk assessments as playworkers are specifically surrounded around the children and have to gauge the risk and play according to the child and keeping in mind specifically that risk assessments are used to evidence that not all risk exposure is harmful, an elimination of a considerable amount is okay but elimination of the complete risk is of no benefit to the children. ‘Good risks and hazards in play provision are those that engage and challenge children, and support their growth, learning and development. These might include… loose materials that give children the chance to create and destroy constructions using their skill, creativity and imagination. Bad risks and hazards are those that are difficult or impossible for children to assess for themselves, and that have no obvious benefits. These might include sharp edges or points on equipment, weak structures that may collapse, and items that include traps for heads or fingers.’ (Play England, 2007). Risk introduced in the play not only help in letting the children see beyond the risk but also help them physically and emotionally. Risk play increases the opportunities for and lets the children monitor the situation with supervision. It lessens the actual risk of being unknown to the real hard life situations and introduces common sense, confidence and self-esteem. 
EYFS (2012) Development Matters: Characteristics of Effective, a supporting frame for the risk play, talks about the child to explore, to be given a free ground to experience life at it is. The emotional and physical development is only possible when the child is not restricted to the house only but is given free-will to explore with an adult supervision. Encouraging a child to try new activities and to judge the risk involved is by all means a developmental step towards the betterment of the child’s cognitive growth. Always respecting new ideas introduced by children helps them with standing forth with new ideas with confidence and engages them in positive risk taking which truly enhances their decision-making skills and independence. While, EYFS (2008) Principles into Practice 4.1: Learning Through Experience states: while trying out new things can induce fear and stress in the children, making them confidence about their choices is one of the core principals of the risky play. Adult Involvement is of great importance in the child’s play as it is the core reason of them gaining or losing confidence, eventually and can lead to a lot of to other psychological and emotional factors of the child being affected. Similarly, Play-work Principle 8 says ‘Playworkers choose an intervention style that enables children and young people to extend their play. All playworker intervention must balance risk with the developmental benefit and well-being of children.’ This part of Principle 8 states that making decisions is basically decision based on a risk-benefit assessment; the assessment is an exceptionally important and crucial part of the risk play as the parents or the guardian involved has to make the correct choices, one bad move could idea to long-term illnesses or traumatic experiences which could affect the whole life of the child.
The child begins to observe the play space, observe the equipment, the surrounding, the risks that are involved. Just as the children are being helped by an exposure of adequate risky play to fulfil their need to go about the world and enhance their skills, a similar satisfaction is needed by the adults to direct it to themselves to feel safe and comfortable while introducing the risk to the children. To begin with the risky play, one should be confident, as the confidence is the key one can higher the risk in play with assessed and careful processes so that the child may learn more. As the child is witnessing confidence in the parent or playworker, he/she would further be able to handle the risk more efficiently. ‘Parents need to have appropriate information: when we talk about providing opportunities for children to take risks, we are not talking about risk at all cost and they need to know that we have procedures in place that minimize the danger of harm. Many of us are frightened of the unknown and the word risk has some negative meanings – we need to be able to explain to parents why we are doing this… Ultimately if they are still unhappy they have the right to stop their child attending; if we back down because one parent or carer complains we will be depriving many more children of quality play opportunities.’ (Play Wales, 2008. We may allow some instances to affect us adversely, about the situations we have faced in risky plays to alter our mindset and to make us think that we could not take perfect care of the child, but this thought process must be abandoned. We need to reflect on this – quality play opportunities surely need confidence, in both, the child and the parent. As long as the child is kept in safer boundaries of an adult supervision, of a risk that is not too risky, Risk play is perfectly normal and essential for the development of the child.
Section-3: Schedule of growing skills
The term developmental delay is used to identify children 
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academic skills. Developmental delay in children is a major 
problem worldwide with an estimated prevalence rate of 3% 
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The notion of “developmental delay” is put forth to identify children that face a gradual delay in fulfilling the developmental milestones developmental domains that include two or more spheres of a human’s life, with “significantly” showing lacked performances or a downgraded result of two or more standard observations below the norm (MacDonald & Rennie, 2011). These developmental domains can be termed as motor, language, social, and academic skills. Developmental delay in children is a major problem worldwide with an estimated prevalence rate of 3% (MacDonald & Rennie, 2011).
While observing children, it is important that different methods of observations are used for running records. By using numerous methods of observations one can access the child’s interests, abilities, needs and skills. It provides a strong ground for the child’s development and assessment. A presence of a series of observations before interpreting and observing the child will provide a well-rounded, accurate and holistic information of the child, which can be further used for the benefits of the children. 
Schedule of Growing Skills (SGS) is a vital tool for professionals who are in need to establish the developmental levels of children. One can make use of this individual assessment at any time from a child’s birth up to 5 years of age. It also enables professionals to gain assess to them whenever it is feasible and conveniently.  SOGS examines nine key areas, all of which were developed from Mary Sheridan’s STYCAR sequences: Passive Posture, Active Posture, Locomotor, Manipulative, Visual, Hearing and Language, Speech and Language, Interactive Social and Self-Care Social. By using colorful, attractive and engaging toys like blocks, a doll, pegs and shapes, the beneficial assessment feels like a play time to the child under observation while the professional can take their time and observe the child while he is engaged in play. There are four assessments for each record per single child, which provides clear indication of the child’s development as the furthers in the process.
The method is very efficient as it involves play as their mod of observation but it also has a limited age band. After 5 years, the age band does not expand and this needs to be observed by the professionals. Also, only play cannot be used to judge a child’s lagging behavior or his short-comings. 
Section-4:
A number of doctors and professionals have performed experiments and put forth ideas about assessments and observations. Newman, Hansen & Gutierrez (2016), while investigating 8 years old’s play and cognitive behavior that changed the mental abilities of children, worked on the effects of playing two different games, Scrabble and Building Blocks, on spatial ability, which also involved pre-tests and post-tests of the brains of the children who were being observed. It also included the reaction time as the observation, and fMRI scans. Not surprisingly, only block playing activity showed transition on the mental rotation tests and fast-paced activity in the parts of the brain that are associated with spatial processing. However, the results did not show much of a satisfactory answer to questions they were in search of. 
Observing children around the world today, there is an increased interest in the technology that includes gaming, Youtubing and watching television instead of going out and play due to the current level of interest in computer games, there have been a number of systematic reviews of the research in this area. For this purpose, the latest authored view by by Boyle, Hainey, Connolly, Gray, Earp, Ott, … & Pereira, J. (2016) says: 
             Continuing interest in digital games indicated that it would be useful to update Connolly et al.’s (2012) systematic literature review of empirical evidence about the positive impacts and outcomes of games. Since a large number of papers was identified in the period from 2009 to 2014, the current review focused on 143 papers that provided higher quality evidence about the positive outcomes of games. Connolly et al.’s multidimensional analysis of games and their outcomes provided a useful framework for organizing the varied research in this Games with rules area. The most frequently occurring outcome reported for games for learning was knowledge acquisition, while entertainment games addressed a broader range of affective, behavior change, perceptual and cognitive and physiological outcomes. Games for learning were found across varied topics with STEM subjects and health the most popular. Future research on digital games would benefit from a systematic programme of experimental work, examining in detail which game features are most effective in promoting engagement and supporting learning.
The experiments carried out, though, helped in furthering and concreting some taboos that needed to be broken down in order to help the children, of the new generation.
Concluding, Play has it’s benefits and for young children it is the basic activity that involves the growth and the benefit of the young children and their holistic development. 
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