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Genabacab

Welcome to “GenAbacab”
This fascinating game originated from our training classes. We use
clickers to communicate to the dogs. We use a 1000 clicks a week
and we teach people to use clicker training. 
But. 
We have never received a 100 clicks ourselves, let alone a 1000.
What does it feel like to experience all those clicks? What do you
remember when you are doing several things at the same time? How
do you remember which cue goes with which behaviour? 
Lots and lots of questions that we don’t know how to answer, we are
not dogs, but by becoming clicker learners we can get a closer and
more accurate feeling of being “clicker taught”.
Teaching is collection of skills to be learned. How to set a lesson at
the right level, how to measure that learning is happening. How to
keep the interest of your learner but not expect too much. How to
plan what we are going to teach and know when to click. Click at
the right time and the learner will understand what you want them to
do. Click at the wrong time and learning can slow down or just
cause overwhelming confusion. 
Through use of the clicker we can set up the learner to understand
concepts, build trust and confidence, make fun of practice sessions
and bring a new glow to learning. Learning becomes an easy task,
you can put the stresses and strain in the hands of your teacher and
let the learning happen. ....   along with the magic!  

The purpose of the game
The game is quite simple but becomes more complex the further the
learner and teacher travel along the road. The level of the game is
ALWAYS set to suit the learner. 
To get the best from the experience follow the rules and try not to
cheat your learning. It is invaluable. Every “rule” has a purpose
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which will be explained as your understanding develops. 
The games are set at different levels. If you wish to learn as well as
teach then do not sneak a look ahead to see what is to come. The
challenge of each level is unique and builds on what is learned in
the lower level. 
If both learner and teacher want to build a mutual learning, change
places for between each game. 

As a learner
You will experience the simplicity of a “click!” meaning you are right,
and the absence of a click meaning more is required. Just two
simple elements of communication. We can “talk” this way to
dolphins, dogs, cats and chinchillas. 
By communicating at this very basic level you will learn about your
teacher and yourself as a learner. The is raw animal learning, not the
structured teaching from school, but a deeper sense of learning by
building and experience without fear of failure. 
This gives learning wings to fly beyond our experience, to experiment
all avenues with curiosity of natural learners. Quite exhilarating. 

As a teacher
You will learn to teach an individual and set them tasks to explore
and discover without presenting  challenges above their skills.
Allowing the learner to teach themselves in each lesson with a deep,
and long lasting understanding. 
The simplicity of the communication allows you to measure with
precision the speed of the learning, when the learner is getting tired,
when to stop and when to progress. 
Your learner will be able to give you direct feedback and together
you can solve complex teaching challenges. You can explore lateral
thinking, expand accepted understanding and explore advanced
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clicker training strategies with time to stop, re-think, discuss and
analyse. 

This is likely to change your perception of animal communication
and teaching. Be warned! It will never be the same again. 

What you need to play the game

Ideally a quiet 20 minutes for undisturbed concentration.
A table where both players can sit opposite each other. 

What is in the pack
You will find:

a bag of tiddlywinks - these are your rewards
a bug clicker
a bag of playing cards - these are your cue cards 
a bag of toys:

stacking bricks a car
a mat coasters 
a pipe cleaner dice
clips rings
other assorted toys and objects
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How to play

Take a seat opposite each other and spread the toys
out between you. Do not include the car, the mat /
coasters or pipe cleaner. 

The teacher has the rewards, bug clicker and the cue
cards.

When the teacher “clicks”, they will pay the learner
one reward. This is paid directly from the teacher’s
hand to the learner’s hand. 

Each game needs to be followed in order to build the
foundation skills of learning and communication. Do
not try to jump ahead, you may miss a crucial level. 

At the back of the book the learning of each game is
paralleled to clicker training a dog or other animal. 

All text in a box as this sample should be read and
check by both teacher and learner. All other text
should first, and only, be read by the teacher. 

There are questions that both players can answer and
discuss before they move on. 
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Guidelines for teaching
When you are teaching with simple communication you can easily
measure how much your learner is learning, and how far you can
progress. This can be measured in two ways: 

1. How often they are clicked?
Do they get clicked for most of the things they try to do? This would
equate to a success rate of 60-70%. 
Or have they tried lots of different things with no success? This would
equate to a success rate of 10-20 %. What is more likely to be
remembered is 80-90% failure. 

2. What is the time gap between the clicks? 
When a learner is zipping along, they are enjoying the game and
have an idea of the path ahead of them. The clicks and rewards will
be at a high rate per minute. 
If they are puzzling out what they have learned they may sit quietly
between each success to think about their next move. 

You will need to assess body language. 
Are they engaged in the game? Leaning forward

Arms resting the table
Losing confidence, getting tired? Sat back

Hands in their lap 
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Game 1 

Building the Foundation
THIS IS THE OPENING GAME FOR ALL LEARNERS

Until your learner proves otherwise, never assume they have a skill,
or an understanding or fall into the trap of “you thought they knew”.
Use an opening game to let them prove to you what they actually
know and how well they understand it.
In this game you will very quickly be able to see their level of confi-
dence. Game 1 is designed to build confidence, and build their trust
in you as a teacher. They must have a VERY high success rate, in
both percentage of success and clicks per minute, to progress from. 
Learning is a fine balance between enough success to be ready to
move forward with confidence, but enough of a challenge not to
become bored with repetition. You will develop this skill as a teacher
the more you play the game, take the role of learner yourself and
teach different people. 

Click the learner for every object they touch. Click exactly as they
touch, not after, not before but EXACTLY as they touch. 
Some learners will touch one object and keep repeating their
success. Another learner will move on as soon as they have touched
one object. This already gives you a big clue as to the type of
learner.
For the ones that like to stay with the same object, the “Stay with
Familiarity” learners, move the object around the table. Check they
still focussed on that object to the exclusion of all others.   
For the “New is Exciting” learners, remove half the objects and only
click when they return to the same item. 
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With both types of learners DO NOT get side tracked into “doing
things” with the object. Just touch. 
Look for fluency. This occurs when there is no hesitation between
accepting their reward and returning straight away to touch the
object, no matter where it is on the table. Measure at least 5 fluent

behaviours in a row before changing or progressing. 

Add a cue
Adding cues are a critical part of our building plan. The more objects
we can identify with this additional “language”, the more we can
explore. 
A cue is ALWAYS added after the learner is fully focussed on the
object. Their mind is focussed on that object and they are rejecting
other objects. When they first
view the playing card you
choose for that object, the
object and the card will make
a visual connection in their
mind. This is much easier to
remember than holding a
card up at the opening of the
game and the learner having
to discover which object
belongs to it. 
Hold your card as if you are
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You can use the rewards as counters. If you want to
remember if something has occurred 5 times, then
place five rewards in a group. Only use this pile for
the behaviour you want to count. 
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playing cards. Keep the clicker in the same hand under your thumb.
Use your other hand to show the card and to pay the rewards. 
Your learner is very likely to have touched the object four times whilst
you were messing around with the cards and the clicker and the
rewards. Yep, just like the dogs! Pretty fast they are going to
recognise the body language that says: “Right, now I’m ready, carry
on.” 
If you want to think for a moment, then do not make eye contact
with the learner, keep your focus on your cards, not the objects on
the table. This is the teacher’s “time out, take a break”. 
When you are ready to carry on, “open” your body language and
make good eye contact with the learner or the objects. 

Start again, and after any break, with re-establishing the fluent
behaviour. Just after you deliver a reward, take the card you have
chosen and hold it up for the learner to see. Click when they touch
the object. Put the card back into your hand, and reward. 
Some people react quite unexpectedly when you add the cue. It
interupts the behaviour, and it is explicit in the way it is delivered that
it means something. But what? Touch the card? Expect some hesita-
tion at the point, and then perhaps a dip in the fluency whilst they try
the established touch again. 

From this point on, when you have “added a cue” or labelled the
object, you will never click the touching of that object unless you put
the cue card out first. This may take the learner some time to realise
that they will only be rewarded for that object when the cue card is
given. Take the opportunity to practise this.  

Run through the sequence several times:

Cue I Touch I Click I card back to hand I reward 
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Again, check the connection between cue and object by moving the
object around the table.   
Now we have put the first object “on cue”. 

Build more object cues
Progress with adding another 3 object to cues. Choose cards that are
not too similar, as both your and the learner will have to remember
them. Avoid using pen and paper reminders, these are not available
to your learner and your memory skills won’t improve unless you
play the game to its full capacity. 
To be able to move onto another object another cue, place the cue
card for the object face down. Make sure your learner sees this
gesture. It means “not this one for the time being”. Don’t remove the
object from the table. 
Click and reward the learner for moving onto another object. Again
their choice. Go through the same process and “put it on cue”. Once
it is on cue, place the card to one side in the temporarily unrequired
pile.

For the third object choose something yourself. This means that the
third object the learner tries will not be clicked. Hey? What’s
happening here? 
All sorts of things are likely to happen. Take a mental note of what
your learner does:

try another object ?
try the same object but doing something with it? 
try the same object faster trying to catch your attention more? 
go back to a previous object? 
sit back and do nothing?
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How you react is important for the learning progress. A “no click”
when it is expected can means different things to different people.
Some people will react as if they have been scalded, this can set
them back a few minutes. Some people will just shrug and move on.
Some people will presume you weren’t watching properly and do it
again WITH BIGGER MOTION. 
Do you notice how much effort the learner puts into to trying to catch
your eye? 

Develop the ability to learn
Your reaction and very subtle feedback will affect the learner’s ability
to move on and learn. A “no click” is as much information as a click.
But some learners will take quite a number of “no clicks” to learn
this. Too many “no clicks” and they can loose confidence quickly. So
the “no clicks” need to be interspersed with some success. 
Ideally the learner will quickly move onto another object. Again no-
click their choice but click the next choice. Do not keep them racing
around the table seeking the right object. Let success come fairly
quickly after the introduction of no-click.  
For the other variations, let the learner “fade” the behaviour, pick it
up, moving it, turning it around, trying more fingers etc, by no-click
for any of them. If they do not move onto another object, build their
confidence by bringing a cue-object card back into the game. Give
the cue card, click and reward when they touch the right object. 
When you see the confidence and fluency return. Place the card to
one side again. And wait. This will also work for the “scalded”
learners. 

Confidence is crucial to being able to learn. A confident learner will
explore their environment, want to touch and interact with lots of
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objects. Over confident learners can be quite a challenge to teach,
they need to develop focus skills and curb their exploring nature. We
even had one learner manage to pick up everything on the table at
the same time!
By exploring the possibilities learning increases and goes into new
areas. The world is built on these learners, the inventors, the ques-
tioners, the explorers. We were designed to learn in this child like
way. When we re-awaken that desire, learning becomes fascinating
and rewarding, not a chore or a head ache. 

After the third object, of your choice, is on cue, then stretch the
learning with the fourth. Now we have four objects each with their
own cue card. 

Memory building
We can continue adding objects to cards until we run out, but unless
the connection, the link, between the object and the cue is strong
and also fluent, we cannot employ the cues for future building. 
Take back all the four cue cards into your “players” hand. Start with
the last one you put on cue, click and reward success. Then go back
to the very first card-object. These two will be the easiest to
remember. Once fluently changing between objects, and also not
anticipating or trying other objects, then bring in cards 2 and 3 one
at a time. 
Aim to be able to rotate in a random order between the four card-
objects. 

Take a note if one card is particularly difficult to remember, or make
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the table side by

3. Place one card on
the table and place
the other card across



Genabacab

the connection. Make sure this rotates more frequently. 

Assess your learner
We know that each object can be recognised by each card. Try
a few of these combinations to get the feel for how your
learner thinks: 

Questions Questions Questions
After you have finished Game 1 The Foundation you will have:

four objects on cue
a language between teacher and learner

For the learner: 
1. What does if feel like to hear the click? 
2. Does it matter that you get paid? 
3. What does it feel like when you don’t get clicked? 
4. Do you enjoy being a learner?
5. Why did you choose the first object?
6. What went through your mind when a card was held up? 
7. Did you have confidence in your teacher? If not, when and
why, did your confidence slip? 
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For the teacher:
1. What does the learner do when they hear the click? Stop, take
their hand away, ask for the reward? 
2. How easy was it to manage the cues, clicks and rewards? 
3. How does the learner store their rewards? 
4. Does the learner use both hands? 
5. Do particular types of objects draw their attention. 

For both learner and teacher: 
What have you learned about each other? 

Game 2

When is a hammer just a hammer? 
If you both want to learn and teach, then change places at this point.
The learner becomes the teacher and vice versa. The cue cards and
their objects will stay the same. 
Whether you have swapped or not, check that the cue cards and
their objects are fluently linked together for the learner. 
Put all the cards face down to cue “Let’s try something new”. 
Add the car.

Click and reward the touching of the car. After several successful
touching experiments, withhold the click for only touching and click a
particular behaviour - moving the car. Rolling it along, pushing it.
This is the beginning of shaping, selectively clicking for a particular
activity. Once that activity is established, it not longer gets clicked
until it “grows”, gets bigger, stronger, faster, harder etc. 
Most people when they do not get success for a simple touch will
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explore what else to do with the object. If they start to shop around
amongst the other objects, then click and reward touching the car for
several successes. This fixes “it IS this object” in their mind. 

If your learner simply cannot make the connection to pushing, then
line up the other objects to make a roadway and place the car at
one end. This is setting up a probability. 
Put the car on cue the same way you added the other object cues.
This will be a 5th playing card.  
Except this time there is a difference. The cue will be for what they
DO with the object, not the object itself. The car is not on cue, but
pushing. 
Most likely the learner will understand the car itself AND pushing it is
on cue. We need to separate the activity from the object so that we
can transfer the activity to other objects. 

Take the car out, put it away in the box. 
Take up all the playing cards. Hold out the first object card, click and
reward for success. Then hold out both the first object card AND the
5th cue card, which is the cue for “push”. 
This will cause all sorts of reactions. I hope the car back is safely
back in in the box?
Lots of spluttering or clearing of throats, certainly major “I can’t”
body language. Great, we have set a puzzle. 

Put both of the cards back into your hand. Bring back the car. Cue
“push” again, click and reward when they push the car. Put the car
away, go back to object card one, and hold up BOTH object and
push cards. 
Keep alternating like this. Use the cards to show the learner what

© Kay Laurence 17



Genabacab

they do know, and then the puzzle, what they know, and then the
puzzle. 
Do not get exasperated, it is important that this concept, or cues
being activities, is puzzled out by the learner.  
If you get absolutely stumped and your learner begins to give up.
Place the first object in the “roadway” and give the object-push
cards. Again a high probability. 
Be careful not to let the car stay on the table when trying to commu-
nicate this new concept. You can end up with cars pushing bricks
around the table! 
Once this concept is understood you can move onto other common
activities. Every time a concept is puzzled out, adding cues to objects,
cues can also mean actions, the understanding will not need to be
reminded to the learner again. What you puzzle out will have lasting
memories. 
So a hammer can hammer nails and also remove nails, bang joints
together, crush nuts and make a very loud noise. 

Explore the concept
The next puzzle is to put on cue the activity of “build” or “stack”. You
can use any objects you choose, the bricks or the rings and post. 
Choose objects that shout “I am stackable” and are going to lead
towards the possibility of building. If the learner gets completely stuck
begin to remove distracting objects until only stackable objects are
left. 
Once the activity and cue is established. Look back through your first
four cue-object cards and give one object with the cue “stack”. It
does not matter what they stack it on, provided they stack it on
something. 
If you really want to build a sentence, then try this: 

object 1  I stack  I object 2 
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Be selective with the objects and check they are stackable. 
Take a note of which object is stacked on which? The first cued object
or the second? 

Choose the third activity yourself. You may need to try out more
shaping. The object that is likely to put the idea into their mind needs
to be successfully “touched”, you can use any object. Then withhold
the click for touching until they perhaps pick up the object, build
several successes with picking up. Then wait until the new idea
comes along. If it is travelling to towards your end goal, then click, if
not then don’t. Suggestions:

Line up objects in a row 
This is quite a hard shaping process, you can set up this probability
by placing 3 objects in a row, and the fourth object just out of line. 

Turn it over
The
dice
are
likely
to
lead
to
this

activity. 
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Swap places again if you are both going through
the learning and teaching process. 
Remember you have both learned 7 new cue cards. 
Very well done! 
That is about the limit of your memory skills in one
session. If you are starting new then make sure
both learner and teacher have plenty of fun prac-
ticing which is which cue - object - activity. 
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Link things together
Paper clips can link together. 

Although I look at the objects and can think of various activities that
come to mind, some learners will always come up with something
quite unconsidered. Hurrah! A new thinker!

Objects can do any amazing amount of different activities, they can
hop along, roll over, hit each other, get squeezed, flicked, etc. 
Once the idea of examining exactly what you are doing is in the
learner’s mind the patterns for learning are being laid down. They
are becoming more self aware of how to be successful. 

Game 3 

Front doors are at the front

© Kay Laurence20



Genabacab

So far we have been able to label objects and activities. Now we are
going to label location. Where you want the object to be pushed to. 

Add the soft coaster. Click and reward the learner for touching this
object. Put “touching this mat” on a cue card, this is the eighth card. 

Bring out one of the first four object cards and place this over the
“touching this mat” card. The learner should be rewarded for placing
the object on the mat. 
Move the mat to a new location and repeat the two cues that have
just been successful. 
Keep moving the mat around and begin to change the object cue. 
The learner should be able to put any object onto the mat. We call
the activity “targeting”. 
The cue card for “touching the mat” is going to be extinguished. The
mat itself will become the cue to “target me”. 

If this mat is on the table, it is constantly saying “target me, I’m here,
target me”. The cue is constantly present. If you don’t want any
targeting to happen remove the mat. 
When communicating with any animal, two or four legs, we use
more cues than just the verbal commands, or the hand signals, or
the body language, or the sounds. 

At this point we are going to explore the concept of using objects
themselves as cues to behaviours. The mat cue is “place it here,
target me”. 
To remove the card cue for “target mat”, use the success of several
move-and-cue sequences, by just holding out the object card after
you move the mat. 
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move I mat cue I object I places object I click and 
mat card card on mat reward

A vast amount of learning is achieved by anticipation. Use that skill
to remove the temporary cue. 

move I I object I places object I click and 
mat card on mat reward

Make a habit of refining the cues to their minimum without compro-
mising clear understanding. Otherwise we could get to the point
where the cue takes longer to give that the behaviour itself!

Game 4 

Windows are all over the house
With the skill of targeting and the use of the mat we are going to
label two points on the table. The end at the right and the end at the
left (within arm’s reach). 
Take two of the large cards and place one at each point on the
table. Place the animal side down, check that the cards are both
different animals. You should have the dots facing up. 
Take the mat and place this on card covering the dots.  
Give an object cue, and click and reward when the object is place on
the mat on the large card. 

Make sure your learner has not seen the animals on the cards. They
will learn another dimension of cues - sound! The cue for this
location is the noise that the animal would make! Oh yep, woof like
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a dog, moo like a cow.
The sequence should be: 

place I object I places object I click and 
mat card on mat on card reward

Now add the sound:

“moo” I place I object I places object I click and 
mat card on mat on card reward

Again as in the previous game we are going to use the repetitive
sequence to reduce the number of cues. Remove the mat. 

“moo” I I object I places object I click and 
card on card reward

Put both ends of the table on “sound” cues. Then remove the large
cards
them-
selves.
We
now
have
the
spot
on the
table
“labelled”. 

“moo” I object I places object I click and 
card at empty place reward
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Review or practice sessions need to be
regularly included to keep the cues and
their meanings fluent in the minds of
teacher and learner. 
Games make this much more fun that just
running through. 
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This
will

need a check on learning. If your learner is able to change object,
with the appropriate cue card, and location is by sound cue to the
correct spot on the table, you must check what you think you have
taught. 
As the learner places the object to the spot, they are also learning to
place the object “to their right” or “to their left”. To check which they
have learned, physically swap seats and give the cues again. 
If the learner has learned the location, then they will be right first
time when they hear the cue and see the card. If they have learned
the direction, left or right, then they will be wrong. 
It is your choice as a teacher which is the correct interpretation, you
are teaching! 

You can have a great game at this point bringing in all the cue
cards. 
With two locations you can build sentences or chains of actions. 

Stack I bricks I “moo”

Push I Dice I “baa”
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Your communication skills have now developed to:
noun cues representing objects
verb cues representing activities
sounds cues representing locations

Congratulations, this is the beginning of an entirely
new language. Quite an achievement. 
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And all the combinations of the above! 

Game 5

Wallpaper or paint? 
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Always start a new game with re-establishing the cues you have
already attached to the different objects, activities and locations. 
This game is going to add word cues to the colours of the objects. 
This is quite a difficult concept to communicate. 

If we look at a brick and the cue attached it can mean:
the brick shape
the purpose of the brick
the colour of the brick
the shape of the brick
which way up the brick is
where the brick

is on the table

So far the learner has
become very observant that
an object may not be “just
the object”. The cue for the
object is multi-levelled.
Learning to think laterally at
what else that object may
be is a big step to take. 
Choose an object that
comes in more than one colour, the bricks, or the rings are ideal. 
This is going to be a puzzle solving exercise for the teacher! You can
communicate these cards in anyway you choose. Choose colours that
are common across the objects so that the card concept can be
explained by transferring. Use the word cards for the colours. 
Or you can use the object cue cards and location cues to collect all
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the objects of the same colour to one location, and other objects of a
different colour to the other location. 
Learning to think laterally is a key skill of advanced clicker training. If
you can teach this with finesse you are well on the way to high level
skills. 

Game 6 

What shape of door knobs?
The first few games have taught us how to add a range of cues to
different behaviours: 

OBJECTS ACTIVITIES LOCATIONS COLOURS

Now we are going to teach more intricate collections of behaviours. 
One important tool is a variation of the target mat - this time use a
target stick, or target pipe cleaner! 
You will see that one end of the pipe cleaner is a loop, this is the end
the learner will focus on. 

The pipe cleaner itself will be its own cue. When ever it is present it
will say “come touch me”. 

Hold the pipe cleaner across the table for your learner to touch. You
can hold it in two different ways to add context to the pipe cleaner: 

If the pipe cleaner is NOT moving then the learner will
TOUCH the end. 
If the pipe cleaner is MOVING then the learner will FOLLOW
the pipe cleaner. 

Avoid confusing a touch and a follow at the same time. 
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Firstly teach touch. Hold the stick quite still on the table surface. 
Click for touch. 
With clicker in one hand and a target stick in the other delivering
rewards can start to get tricky, so hold the clicker in the same
hand as the pipe cleaner. 
Use the free hand to deliver. When you deliver take the stick away. 

Try different locations and carefully check that the learner’s same
hand and the same finger touches the stick. Be selective with your
click and lose any other random or deliberate contact. 
Try touching objects with the target stick that have no cue
attached. Your learner is now directed to touch what you specify. 

Once the touch is established move the stick slowly across the
table and click when the learner’s finger/hand follows the stick.
Click and reward for following. 

Make sure the stick does not come to a stand still. If you click
whilst they are in the motion of following then take the stick away
as soon as you click. 

Be clear with the two different cues. 

Start to travel simple patterns - perhaps a circle on the table. Now
add a cue for this. Use the numbered dots on the reverse of the
animal cards. 

5 dots = circle. 
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Think about some other patterns  you can teach with the target
stick:

hop jump serpentine

Yep, you guessed it! Once you have cues for these activities bring
back all the other cues and dream up some exciting games.
Serpentine in and out of the objects. 

Push the car in a serpentine through the bricks. 

Hold the dice and jump it over the bricks.

Build a castle and push the CAR around it 

Your imagination is the ONLY limitation. 

(Ideas for new teaching games can be placed on the Genabacab
website: www.genabacab.com). I know many of you creative
people will dream some wicked challenges for us to try out! 

Review time
My sincerest congratulations for getting this far. You are obviously
first class and “healthy” learners, eager to acquire new
knowledge, skills and understanding. Magic! At this point I would
like to ask you to think about some concepts. 

1. Do you need a clicker? 
Could you have taught and learned with equal clarity without a
clicker? 
Only when you are a clicker learner can you answer this question.
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Rewards can still be offered, but may be unclear as to what they
were being offered for. 

The same sort of thought can be applied to using a word instead of
a click? Would it be as effective? 
Try it out! Nothing to lose. 

2. Do you need to reward? 
If people get their reward from the knowledge that the click repre-
sents “being right”, it can be argued that the physical giving of
rewards is unnecessary. Try it out. 
In our experience the rhythm of the game gets very distorted. By
delivering a reward to the active hand of the learner, means the
teacher can see the hand move back to repeat what they think has
been remembered. This is an essential observation to be able to
measure the learning. 
The delivery of the reward can add emotion to the success. If the
learner is racing along too fast, then slowly delivered tiddlywinks will

slow that person down. If
the learner is hesitant or

been unsuccessful for several behaviours then
animation or even extra “winks” can provide a

much welcome “congratulations” to just
“being right”. 

3. Directed learning or
non-directed learn-
ing?

After teaching the touch
stick game, you will
have realised that it
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could have been introduced at the beginning and directed the
learner to touching the objects as the teacher required. Would this

have been as
effective as the
learner learning to

touch objects themselves? 
Some learners have acquired
“learning dependence”. They
will wait until they are told
what to learn and how
to learn it. This is very

often used to
manage large
groups of learners.
The independent
learner will explore

and become more self teaching, through discovery and experimenta-
tion. But in real life some activities are best not learned by experi-
ence.

Most teaching situations
need a certain degree of

both. The skill is
finding the balance

between the
two in your
teaching style

that allows for
personal develop-
ment but also

allows the learner to be led. 

4. Review your skills and understanding
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How has the game affected your understanding of clicker training?
Begin to play the game with other people. Be both the teacher and
the learner. An experienced learner can help a new teacher, and
teaching a range of learners will develop teaching skills. 
Observe learning patterns. Some learners are very sensitive to a no-
click. Some learners find lateral thinking a major difficulty. Some
learners dislike repeating cues for practice and fluency. 
Your teaching should be adapted to bring out the best in all the types
of learners. 

GAMES TO CHALLENGE 

Game 7 

Furnishing the house
This is a great opportunity to sit down with other clicker teachers, that
have been through the 6 games to this point. Consider teaching
chains of behaviours. 
The usual progress is a series of behaviours that are cued by the
activity of the previous behaviour. When a dog picks up an article, it
cues the return to handler. When the dog arrives it cues the sit in
front etc. 
Using the anticipation concept with the superfluous cues fading, put
together a chain of behaviours using the cues already established
and consider:

1. Would you put the chain together by adding a new
behaviour to the first behaviour? ie forward chaining:
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2. Would you put the chain together by adding a new
behaviour previous to the end behaviour? ie back chain-
ing:

3. Would you put the chain together by clustering behav-
iours into small groups then putting the groups together?
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Remember the chain should happened on a single cue to begin, and
each behaviour is the cue for the following behaviour. 
This is an ideal opportunity to TRY IT OUT. 

Game 8 

Adding extensions
For this game begin to examine when and how you would reduce
the amount of rewards you deliver. If you require more activities to
be carried out for the one reward, how are you going to cue several
activities but only pay once? 
How will you stop the lack of click affecting the behaviour? 
Can you use another behaviour to reward a previous one? 

Game 9 

Building rows of houses
Experiment with using another type of noise to indicate different
elements of “being right”. 
If we assume “click” is absolutely right, can you use another sound to
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mean “nearly right”, getting warmer, on the right track? 

Would you only reward the real click or would you reward these
“soft” clicks? 

Would it help the learning or become too confusing? 
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So it’s really 
dog training?

Yep. Dogs may not be rewarded by tiddlywinks or want
to roll dice, but everything the game is teaching you will
change your understanding of dog, or any animal, learning, not
training. Do you feel you were “trained” during the game or taught?  

Game 1 Building the foundation
Whereever you teach your dog, the dog is faced with lots and lots of
different behaviours. They can try to get a click and reward (food
usually) for a wide range of opportunities. 
They can sit, look at you, scratch, wave a paw, roll over, sneeze.
Which one is going to get clicked? 

As for people, a dog needs exactly the same learning success rate
to be motivated to progress. We click the first behaviour (if it is
appropriate) they offer us, we click this with a very high success rate,
the dog gets faster and more confident. We move around the room
and the dog can still remember what to do. 
If the room contains too much distraction, move to a smaller, more
boring room, even the bathroom. 

Adding cues can have the same effect on dogs that it does on
people. The way we introduce the word or signal has obvious
importance and the dog can take a step backwards in their fluency. 
We only add the cue once we have established fluency. For a dog a
hand signal is very much stronger than a word. Again, like us, they
make the visual link very quickly. 
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When you want to teach the next behaviour, move to a new room,
and click and reward the first new behaviour to be offered. 
Once you have three behaviours on cues, start practicing the
memory skills. You can even discover a mix of cues to see what
occurs! You may have a cue for sit, a cue for down, a cue for paw,
so add the down and paw signals together - one with each hand
and see what the dog does. 

Game 2 When is a hammer just a hammer?
This is a complex concept that our poor dogs can struggle to under-
stand. Very often the cues we give are not the behaviour itself, sit,
down, stand, but how the behaviour is carried out. For a long time,
faster, with the bird in your mouth etc. 
So the behaviour becomes:

Sit AND Stay
Lay DOWN FASTER
Run to me COME, HOLD the bird

Regularly we cue the dog to “come to me”.  If they are not moving
fast enough we add a range of cues to mean hurry up. We turn and
run away, stimulating the dog to catch up with us, bend our knees to
offer a puppy greeting, add food to entice etc. 
How much easier and clearer to just have a cue “faster”! 

Game 3 Front doors are at the front
Targeting is a wonderful dog training skill. By using a mat to target
the dog to, we can introduce a whole range of secondary cues, lose
the mat and are left with cues to indicate “where” to the dog. 

Jump (activity) In the back of the car (location)

Fetch (activity) to the toy box (location)
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Settle down (activity)  in your bed (location)
This is the true start of the new language and understanding between
us and the dog. Just place the target mat in these new locations, cue
the activities and begin to fade away the target mat as you introduce
the cue specific for that location. 

Game 4 Windows are all over the house
Location is very relevant to dogs. For any of you that have taught a
dog to sit, or lay down, when you cue those activities the dog usually
moves to the spot where they have learned it. 
Ask for a down when the dog is 6 feet away and the dog usually
comes back to your feet to lay down. Ask for the sit in the heel by
your side position and the dog moves around to sit in front of you.
The cue for each of those behaviour not only cues the behaviour but
the location the behaviour happens in, the two are locked together. 

As soon as you can cue each of the locations, then add the activity
you can remove the confusion and frustration. 
Remember the syntax for the dog will be different than for people: 

Sit  I “Moo” 
would mean sit where you are and then move to “moo”
But

“Moo” I Sit 
means the dog will travel to “moo” and then sit. 
If you wish the verbal cues to represent the direction the dog move
in, ie to their left or to their right, (sheepdog training, agility jumping)
then click as the turn happens, do not wait until the dog arrives at
the location. 
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Game 5 Wallpaper or paint? 
We do not believe that dogs can recognise colours as we do, but this
would be a great way to find out! But we do have different types of
behaviour that are actually the same behaviour. A sit can be many
different types of sitting. 
Sitting to watch the birds fly by, sitting by your heel at the kerb, sitting
waiting to be called, sitting for manicure. Each “type” of sit is associ-
ated with a different activity that affects the “colour” of the sit. 
Dogs can sit and prepare to relax, or dogs can sit and prepare for
action. Being able to cue each of those variations can remove errors
that the dog may make. 
Sit-relax, can be cued in preparation for staying on the spot. 
Sit-up, can be used to hold the dog in preparation for movement. 
But if either were given in the wrong context, then the dog would be
sitting quite relaxed and miss the cue for setting off, or sit tense and
alert whilst expected to stay for some minutes. 
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For our classes the joy of the GenAbacab game is to have to time to
freeze a moment and ask questions. 

“What is happening here?” 

“Why are we doing it this way?”

We can analyses our techniques, improve efficiency and under-
standing, practice skills and plan our path of progress. 

The dogs usually rest whilst we puzzle at the tables, hope against all
the odds that something useful more than a good laugh will arise!  
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The clarity of the clicker pin points the precise behaviour.
It removes amibiguity.  
With reliable cues to trigger those behaviours and we
can enjoy the fulfilling relationship with the dog that
comes from clear communication.
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One hour of video clips ranging from teaching new
behaviours to the practice sessions for established
behaviours. Video in VHS PAL or VHS NTSC. 

for details of all publications and training gear:

UK: Learning About Dogs Ltd, 
PO Box 13, Chipping Campden
Glos GL55 6WX 

USA: Learning About Dogs Ltd, 
PO Box 7474, Nashua. NH 03060

www.learningaboutdogs.com

with Kay Laurence

ClickerClips
with help from Arnold, Kent, Mabel, 

Ivy, Quiz and Kiwi and Tip. 
“Team Genabacab”

Recipe books for specialised
interests in: 

Clicker Dance with Dogs for
Freestyle, Heelwork to Music and
Dressage. 

Clicker Competition Obedience
teaching precise and accurate
obedience exercises.

Clicker Agility* for fun and fitness.

Clicker Ringcraft* for show dogs.

Book of Challenges for Foundation
and Novice Level trainers 

*out 2004
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FROM 

Learning About
Dogs The Clicker

Trainers Course

Workbooks at four levels
to teach you the skills of
clicker training with a
good understanding and
knowledge. 

Foundation. Level 1 for
key skills and basic under-
standing. 

Novice. Level 2 for
building reliability and
advancing the shaping
techniques. 

Intermediate. Level 3 for
developing complex
behaviours and ultra reli-
ability. 

Advanced. Level 4 for
behavioural modification,
emotional control and
learner development
programs. 

CAP Certification at 4 levels 

Magazine

TEACHING
DOGS

Training for all types of companion, 
working and sports dogs

POSITIVE LEARNING FOR POSITIVE RESULTS 
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