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Overview 

Teaches: 

How to identify objects that are alike or the same (which 
also indirectly teaches the ability to identify objects that 
are different). Matching and Sorting should be done first 
with identical objects, then with non-identical objects, as 
non-identical matching leads into later being able to sort 
items into categories. 

Before beginning: 

A child should be able to sit and attend to materials and 
an instructing adult.  Very young children and even 
babies can start this lesson by nesting, where they learn 
to stack progressively smaller cups or rings on top of / 
inside of one another (several developmental infant toys 
are designed for this purpose). 

Why it’s important: 

Learning to match and sort builds a child’s observational 
skills and attentiveness to detail and environment. These 
skills also set the stage for other functional and 
organizational skills such as sorting laundry, unloading 
the dishwasher, counting money, putting things away, 
getting dressed, and completing worksheets at school. 

Materials needed: 

Several sets of objects: 

1) you will need to determine an initial set of 10-15
different objects (in 3D form)

2) take photos of these objects for the next set of
materials, which will be in 2D form

3) find a second and third example of each object (in
3D form)

4) find a second and third example of each object in
2D/picture form—these may be graphics or from
books/magazines, and do not need to be photos

Generalization 
activities: 

Playing Memory game, sorting and putting away laundry, 
matching socks, unloading dishwasher, playing cards, 
counting money, matching worksheets, etc. 
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Steps 

Prepare

1. Sit facing the child, in a quiet place free of distractions.
2. Have several highly preferred items ready and available.
3. Have materials, data sheets
4. Make sure the child is ready to attend, ideally looking at teacher and not

engaging in any other activities.
5. Lay out one half of the pair on the table: this will be what the child is

matching to

Teach 

1. Ask the child to “Match” while giving him an object (whose match is among
the group of object laid out on the table)

2. Wait 3-5 seconds for child to respond
3. Provide feedback on how the child responded:

Correct response: enthusiastic praise and/or give the child his chosen reward 

Incorrect or No response: corrective feedback, model or prompt of correct response 

4. Record data.
5. Remove one of the objects from the just-matched pair, in order to return the

table to its original state and avoid the child using process of elimination for
future targets!

6. Begin again at step 1.

Examples include: 

Correct response Incorrect response No response 

Teacher: “Match” (while handing 
child a cup) 

Child: (puts cup with identical blue 
cup that is among objects on table) 

Teacher: “Yes! Great job!” and 
delivers reinforcer 

Teacher: “Match” (while handing 
child a cup) 

Child: (puts cup with sock that is 
among objects on table) 

Teacher: “Try again; match!  “Match” 
(while putting cup with its identical 
match that is also on the table) 

Teacher: “Match” (while handing 
child a cup) 

Child: (no response) 

Teacher: “This is matching.  We 
need to match.” (while putting the 
cup with its identical match that is 
on the table).  Follow error 
correction sheet 
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TYPICAL ORDER OF LEARNING TARGETS

1. Identical Object to Object match (3D to 3D identical)

2. Identical Object to Picture match (3D to 2D identical)

3. Identical Picture to Object match (2D to 3D identical)

4. Identical Picture to Picture match (2D to 2D identical)

5. Non-identical Object to Object match (3D to 3D non-identical)

6. Non-identical Object to Picture match (3D to 2D non-identical)

7. Non-identical Picture to Object match (2D to 3D non-identical)

8. Non-identical Picture to Picture match (2D to 2D non-identical)




