
Learning with WünderNook

WunderNook is the modular building system for neverending play.  
Children, inspired by their own interests, will transform WunderNook  
panels and connectors into a broad range of play structures and engage 
in various creative activities, according to their developmental stages. The 
same WunderNook components can (and will!) be used in vastly different 
ways as children grow. 

WunderNook provides a hands-on educational experience. Let your child 
engage with the materials–allow them to sort, count, build, un-build,  
re-build, observe and more. WunderNook encourages your child to  
experience both STEM learning and pretend play. Embrace your children’s 
questions, encourage their observations and watch their creativity in action 
as they build confidence and explore. 

While all children learn and develop at different rates, you’ll find below 
some suggestions for ways your child may engage with WunderNook.

Ages 3-4

Ages 5-6

Ages 7-8

Ages 9-10

Ages 11 ++ 



PRETEND PLAY 

Young children are incredibly curious. They ask countless questions, and are free of inhibition, 
making them the perfect age group to explore new concepts through play.

Imagination 
In pretend play, objects represent something other than what they actually are, and can be used to create a 
“special world.” Children, with their parents’ help, will use the same neutral and open-ended wooden  
WunderNook pieces to create many worlds of their own: a kitchen, a puppet theater, a lemonade stand, a 
library, or anything else that they might dream up! Children this age will take satisfaction in impacting their 
environment, and open-ended materials allow for choice and agency through play. Your child will imagine  
and construct his or her world by determining where a decal, handle, burner knob or even faucet will go.  
What looks like a handle to a parent might be an antenna or doorbell to a child. The panels themselves may  
be used in a 2D fashion to represent 3D objects. As an example, a child may lay out panels on the ground to 
represent tables and a counter in a diner, without actually building structures. Let the child take the lead and 
give new meaning to a part that may seem to have a specific purpose to adults.1 

Ages 3-4

Associative Play 
You can expect that children of this age will engage in “associative play” (the fifth of six 
stages of play) in which they are engaging side-by-side with a peer, but are likely not 
coordinating their efforts. This may look like two children using the kitchen Creation  
to make their own pretend meals, doing most of the planning, cooking, and serving  
independently. This is an important phase for learning to work in groups, share  
materials, and navigate conflict.2

1 Marcia L. Nell and Walter F. Drew, “Five Essentials To Meaningful Play”, NAEYC.
2 “What is Associative Play?,” Healthline.



Problem-Solving Skills
Children learn important problem-solving skills when they are given 
open-ended time to explore their own solutions. For example, if a child 
can’t reach something in the top part of the refrigerator, she may decide 
to use the bottom shelf instead. Practicing problem-solving through play 
is an important stage of learning readiness that will inform problem-solv-
ing down the road. While it is important to monitor young children’s 
safety, experts recommend letting children solve problems and work out 
their own conflicts, whenever possible.

STEM PLAY
Knowledge Application
Children learn through play, and parents can keep an eye out for op-
portunities to weave in math lessons. Examples include: counting the 
number of connectors used, counting the number of empty holes before 
inserting another connector, language development (try introducing 
new positional vocabulary such as “above”, “below”, “beside”), and letter 
recognition when referring to words on the decals.3

Exploration 
In exploratory play, children enjoy putting together (and taking apart!) 
objects to understand how things work. If they turn the knob  
90-degrees, the connector loosens up. After another 90-degree turn,  
the connector locks into place. Please be sure to review the Creations 
Guide with your child so he or she knows how to properly use Wunder-
Nook connectors.

benefits 

Fine and Gross Motor Skills

Both fine and gross motor skills are 

essential for writing and spatial aware-

ness, and they can be practiced through 

ongoing construction work.  

The WunderNook connectors, knobs, 

handles, and decals require no tools, 

but do require an understanding of  

how the materials work together.  

Review the Creations Guide and work 

together at first to familiarize your child 

with the system. Children can use the 

components over and over again to 

internalize their functions, and simul-

taneously build strength and hand-eye 

coordination.

3 Laurel Bongiorno, “10 Things Every Parent Should Know About Play”, NAEYC.

B O SN U !



Ages 5-6

PRETEND PLAY
Hands-on Play
Taking a hands-on approach to play and learning is fundamental for children, and it 
is the foundation of WunderNook. Children need to see and experience a problem for 
themselves to learn how to solve it appropriately. For example, children may alter the 
components to meet their different needs. If two children are pretending to be “chefs” 
in the “kitchen,” but one child cannot reach a key play element, he may decide  
to change the location of it, be it a knob, handle or the faucet. 

Cooperative or Social Play
At this age, you will see that children have moved beyond parallel and associative play 
and are now engaged in social play (sometimes called “cooperative play”). They interact 
both with the activity at hand, and another child. This is the beginning of teamwork, and 
gives children the opportunity to practice and learn empathy and negotiation skills. 

Developing Storylines
Pretend play scenes become increasingly complex. While your child may have been  
focused on serving you a pretend dinner in previous years, he or she may now work 
with a friend to draw a menu, add specials to the evening menu, take your order,  
designate clear roles for different children, and have a mid-meal performance.4

4 “6 Types of Play Important To Your Child’s Development,” Healthline



STEM PLAY: EXPERIMENTATION + RESILIENCE
Iteration
Creating, observing, and adjusting a building structure provides a great opportunity for 
children to plan and predict outcomes. At this stage, children will start to do the build-
ing with a friend, with the help of an adult, or even on her own for some of the simpler  
Creations. Be sure they are familiar with how to use WunderNook connectors. Children 
may plan to create a lemonade stand, but miss a step in the creation of the structure, 
so that it doesn’t have the top shelf they had anticipated. Or a child may position a door 
such that the inserts are going in the wrong direction for the handle to lock into the 
vertical position. The child may then go back and find the misplaced piece or decide to 
adapt the structure in some other way, with or without an adult providing hints or the 
solution. Learning to plan ahead and think through the sequence of assembly is an  
excellent pre-coding activity without screen time. 
* Please note that the WunderNook Creations Guide will tell you if your child has solved 
the puzzle and has landed on a Creation with the connectors placed in the locations 
approved by an ASTM-approved child safety testing lab.

Key Concepts and Vocabulary
Through building experimentation, children learn key concepts such as mass, weight, 
balance, and.5 If a puppet stand isn’t constructed with level connectors, then the  
theater will be off balance. Similarly, young children can experiment with relationships 
between different shapes, the position of those shapes and the connectors. A structure 
may be wobbly or off balance if all connectors are loaded on only one side of the board, 
for example.

5 “What Research Tells Us about Block Play and STEM Learning”, NAEYC



Early exposure to math concepts of length, perimeter, area and 
symmetry can be discussed and experienced through the  
construction process. A child may realize that one piece is longer 
than another piece because it has more holes along the perime-
ter, or may need an additional number of connectors than were 
originally set aside. She will also develop a basic knowledge of 
geometry. By now, children will become familiar with the role 
and functionality of the different connectors (60-degrees, 90- 
degrees and 180-degrees), which makes for a strong foundation 
for discussions about geometry at this age. 

Building Resilience
Tinkering can be both fun and frustrating. A child may want to 
complete a structure independently, but he may struggle to 
determine how to use the knobs and connectors to adjoin two 
wooden boards. Giving a child the opportunity to wrestle with a 
plan, and even fail, and internalize the importance of mistakes,  
is an essential part of the learning process.6 
* Please note that the WunderNook Creations Guide will tell you 
if your child has solved the puzzle and has landed on a Creation 
with the connectors placed in the locations approved by an 
ASTM-approved child safety testing lab.

6 7 Benefits of STEM Education, The EdAdvocate



PRETEND PLAY: COOPERATIVE PLAY  
MEETS REAL LIFE

At this stage, play storylines may become quite complex. A child 
who wants to put on a puppet show may write a script, draw 
a storyboard, make sock puppets, prepare concessions, draw 
a program, sell tickets and do the math when making change. 
There are countless activities to facilitate play for each Wunder-
Nook Creation. Children may also plunge into play and games 
with order, “rules” or social constructs (i.e. “first we need to collect 
all of the materials, then we need to write invitations to attend-
ees, then we need to practice our performance…” etc.)

STEM PLAY: KNOWLEDGE APPLICATION,  
ADAPTATION + INGENUITY

Literacy
A robust STEM foundation leads to stronger literacy and lan-
guage outcomes for students. Understanding how the world 
works leads to greater reading comprehension skills down the 
line. Through construction and play, students can engage with 
the components by using specific, descriptive language. A child 
may ask a friend to pass a part and then may need to clarify 
which specific piece he meant by sharing information on length 
or angle. A friend may need to describe his plan to build a  

Ages 7-8



different Creation or may want to play a new game with an already existing one. A  
child may review directions and then describe what sequential steps she is taking to 
complete a structure.

Additional Key Concept Development
Children internalize a number of key concepts through the construction of modular 
units. For example, they gain a tangible understanding of angles through the use of the 
connectors and the rotation of the handles and knobs, as well as a knowledge of weight 
and measurements through the manipulation of the wood panels. Through experience 
creating WunderNook Creations, a child may understand that right angles are neces-
sary in order to create a level surface.

Redesign
At 7-8 years old, a child may move beyond experimentation into intentional adaptation 
or redesign. After having had the opportunity to experiment, a child may realize that 
something didn’t work. Explaining the new plan and engaging in redesign is a mean-
ingful component of STEM learning.7

Creativity
Giving children the opportunity to be inventive and original is a key part of STEM learn-
ing. At this age, or younger, a child will invent new structures. A child who used to want 
to build a kitchen suddenly wants to invent a new Creation such as a science lab or a 
forklift, and will make adjustments to use the materials in that way. A child may even 
bring in additional materials (fabrics, ribbons, etc.) to create a totally different Creation  
of his or her very own. * Please note that the WunderNook Creations Guide and our 
website list the safety-lab approved Creations. Any designs beyond those have not 
been tested and require adult supervision at your own risk.

7 “Community-Based Engineering STEM Experiences From a Second Grade Urban Classroom”, NAEYC



STEM PLAY: ADVANCED INGENUITY

PRETEND PLAY: LEADING PLAY

Becoming the Teacher
In this age group, you will see older children take on a leadership role, teaching younger siblings or friends 
what they’ve learned over the years. The older child may model assembly of components or set the stage for 
pretend play by helping create a plan for what they will do together.

Ages 9-10

Serving a Purpose
An older child’s creativity may include designing an 
object that is needed. (i.e. a new stool or a toy bench). 
* Please note that the WunderNook Creations Guide 
and our website list the safety-lab approved Cre-
ations. Any designs beyond those have not been  
tested and require adult supervision at your own risk.

Confidence
Having the confidence to take risks and try new 
approaches is essential for learning and mastering 
new technologies. Encourage your child not only to 
invent new Creations, but also challenge him or her 
to draw them, map out connectors’ placement, and 
submit their ideas to WunderNook. We look forward 
to receiving new configuration ideas, and will select 
submissions to be safety tested by an ASTM lab! We 
can’t wait to share these new ideas on social media, 
and celebrate the wonderful inventors who dreamed 
them up. We hope the experience of innovation 
serves as an early foundation for entrepreneurship.



Ages 11 and Beyond

Play may look different for children beyond age 10, but the practical uses for the  
WunderNook products are limitless. The component pieces that served as a foundation 
for hours of STEM and open-ended play easily become a bedside table or bookshelf for 
the tween, teen, or even college student! Toys that convert into furniture serve as the 
ultimate metacognitive example of endless uses of materials.

NEVERENDING USES


