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“Walk a little slower, Daddy,” 
said a child so small. 

“I’m following in your footsteps 
and I don’t want to fall. 

Sometimes your steps are very fast, 
Sometimes they’re hard to see; 
So walk a little slower, Daddy, 

For you are leading me. 

Someday when I’m all grown up, 
You’re what I want to be; 

Then I will have a little child 
Who’ll want to follow me. 

And I would want to lead just right, 
And know that I was true; 

So, walk a little slower, Daddy, 
For I must follow you.” 

~ Author Unknown 

Walk a 

Little Slower
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FROM THE EDITOR

Thank God for inventors! They are the visionaries, the 

innovators who seek to make the world a better place by 

improving our lives and the way we do things with ideas 

that are revolutionary. Inventors have vision and use it to 

fi ll a need, whether it be an improvement to an already 

existing idea, or coming up with a original idea.

There are tons of inventions, some created to save time, 

some to entertain and others to educate. For our latest 

issue, we are extremely pleased to feature some inven-

tors who’ve created some fantastic products. You’ll meet 

11 year-old inventor Brandon Watson of Calgary, Alberta, 

who created a series of card games for kids guaranteed to 

keep them entertained on a rainy day. 

You’ll also be introduced to the Nightmare Nibbler, an 

award winning plush toy that devours bad dreams before 

they can reach your child. Nightmare Nibbler is the brain 

child of London Ontario’s Susan Smith who came up with 

the idea as her 4 year old son struggled with nightmares. 

She cleverly invented a story to go with the stuffed toy. 

The book is a huge part of the Nightmare Nibbler appeal.

If you’re a regular reader, no doubt you’re familiar with our 

regular contributing author, Jean Nicol of New Glasgow 

Nova Scotia. Jean created The Eating Game in 2007 

when she was approached by the mother of a 7 year old 

autistic boy in an effort to improve his eating habits. Now 

everyone can use The Eating Game as it helps engage 

children and makes it easier to introduce new foods and 

promote healthy eating habits. Even picky eaters can 

make food choices that will please not only themselves, 

but mom too!

Also from Nova Scotia, Pierrette d’Entremont was inspired 

to create Kid Companion Chewelry by her young daughter 

who had been diagnosed with Tourette Syndrom and sen-

sory issues. Pierrette noticed her daughter calmed down 

when she had something to chew on. Thus, Kid Compan-

ion Chewelry was born.

We’ll go to the other side of the country to introduce 

you to Maple Ridge BC’s Elaine Tan Comeau. Elaine is a 

school teacher who invented Easy Daysies, a visual aid for 

children to have structure in their day by seeing it planned 

out for them. 

We also feature two 

great games that were 

invented to help kids 

learn to read. Gross-

abulary is a fun word 

game for ages 6 and 

up created by Mark 

Veer when he was try-

ing to encourage his 

son to read from boring 

fl ash cards. Mark replaced the boring fl ash cards with 

something more kid appropriate, and voila! Gross-abulary 

was born.

Doreen Dotto of Toronto Ontario had a reluctant reader of 

her own that spawned her invention, a game called Ukloo. 

A treasure hunt game that helps to teach and improve 

your child’s reading while they have fun playing a game.

Lastly, you’ll read about Dr. Heather Mackenzie’s program 

called SPARK*, a Self-Regulation Program of Awareness 

and Resilience in Kids. Dr. Mackenzie saw a need in chil-

dren with autism spectrum disorders (ASD) to learn how 

to better manage their own bodies, thinking and emotions, 

and where they need to use these skills. You can read all 

about SPARK* in Dr. Mackenzie’s latest book entitled The 

Autistic Child’s Guide.

We hope you enjoy our latest issue and hopefully some of 

these stories will have inspired you to become an inventor. 

If so, we’d like to hear from you! Until then, happy invent-

ing!

R. Brian Watson, Editor

On the web
canadianchildmagazine.ca
Past issues plus advice on current child-
care trends and product reviews.

FOLLOW US
twitter.com/#!/canadianchildma

LIKE US
www.facebook.com/pages/Canadian-
Child-Magazine/157122111788
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My name is Brandon Watson and 

I am the inventor of the Predator card 

games for kids.

My inspiration for these games 

came one day when my sister and I 

were playing rock-paper-scissors. I 

thought rock-paper-scissors would 

make a great card game. I explained 

the idea to my Dad who thought: “Hey!! I think you’re on to 

something!” 

So, we searched Google and found that rock-paper-

scissors did in fact exist as a 2 player card game. While 

I was looking at this game online, I thought that a 2 to 4 

player game would be better and that’s when I had the 

idea for Predator and its game rules. 

Predator Game play testing: 

At fi rst I had equal amounts of predators (much like 

war) but found that the game play was too long. What I 

needed to do was come up with the right number of cards 

per predator that would shorten the game play time but 

PREDATOR CARD GAMES SERIES
INVENTOR: Brandon Watson
Calgary, Alberta, Canada
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keep the game at 2 - 4 players and not be exactly like war.

After trying several combinations, I fi nally found the 

right one. This combination is also the same for the other 

two games in the Predator series.

My Dad and I contacted my uncle Ken, who is an awe-

some graphic designer/artist and asked him if he would 

be willing to do the artwork for my card games and he 

agreed. We then hired a company in Toronto to produce 

them. 

I have invented and prototyped 3 more card games 

that are also 2-4 players, but are completely different from 

the Predator series. Presently,  I am developing a board 

game called Zombie Mania – a new twist on Trouble with a 

different set of rules. I have had some kids in Calgary play 

these games to get their feedback – so far the response 

has been great. Who better to create games for kids, than 

a kid?

I’ve also sent sample copies of the Predator series to 

Everest (a Canadian game & toy manufacturer) for evalu-

ation and I’m hoping for a possible marketing deal. I am 

also looking for investors or toy industry experts to help 

get my games on shelves all over the world or to simply 

give me some good advice and guidance on how to move 

my games forward.

When I fi rst had the idea for the card games I had just 

turned 10. 

I turned 11 last November, and I am amazed at what 

I have accomplished in the past year. So far I have a 

company, a great web site, and my card games and I have 

been featured on television, been reviewed by the Toy Spy 

(US), and appeared in magazines as well. You can see 

links to video and written reviews on the Beeker Toys web 

site under the Media link.

The Predator Edition card games are available for 

purchase through my web site www.beekertoys.com.

 My dream is to one day have my card and board 

games in stores like Wal-Mart, Toys- R-Us, Zellers, Cana-

dian Tire, and in other countries around the world.

I hope that my story can inspire other kids to believe 

in themselves and with help of their family, they can real-

ize all their dreams, whatever they might be.

Brandon Watson

www.beekertoys.com

Calgary AB, Canada

PLAYING INSTRUCTIONS

PREDATOR®
Dinosaur Edition

Beeker Toys.com

PLAYING INSTRUCTIONS

PREDATOR®
Barnyard Edition

Beeker Toys.com

PLAYING INSTRUCTIONS

PREDATOR®
Deep Sea Edition

Beeker Toys.com

PLAYING INSTRUCTIONS

PREDATOR®
Deep Sea Edition

Beeker Toys.com
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Hello! My name is Susan 

Smith, creator of the Kid-

lutions Preferred Product 

Award winning plush toy, 

the Nightmare Nibbler and 

the author of the newly released 

children’s picture book – Norbert the 

Nightmare Nibbler. 

A number of years ago when my son Sam was four, 

nightmares began to rear their ugly heads. His fear of 

things that went ‘bump in the night’ and his struggle with 

bad dreams prompted me to fi nd something… anything…

that would help him have a restful sleep. I’ll be the fi rst to 

admit, I wanted a solution as much for his sake as ours—

my husband Jamie and I had our sleep disturbed as much 

as poor Sam did! 

With that in mind, I created a loveable monster which 

could be a playmate by day and a protector at night. He 

would stay awake and on duty through the night devouring 

any and all bad dreams that would come his way before 

they could scare Sam. The Nightmare Nibbler Nation and 

the Nightmare Nibbler were born! In order to explain to 

Sam in a fun way how the Nibbler was going to help him, 

I came up with the whimsical rhyming poem which is now 

featured on the hang tag. 

Success in our home, along with interest and encour-

agement in the Nightmare Nibbler character from others, 

fuelled my desire to bring this nightmare management tool 

to market for the benefi t and enjoyment of other families. 

INVENTOR: Susan Smith
London,ON, Canada

NIGHTMARE
NIBBLER
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Before I knew it, I was investigating the ins & outs of bringing a 

plush toy to market. As there wasn’t a ‘Dummies’ guide for such a 

venture, I defi nitely had my work cut out for me! The number of items 

on my to-do list was truly staggering and I won’t deny – intimidating! I 

had offi cially taken the entrepreneurial plunge! 

 Thanks to the magic of the Internet I was able to source many 

of the resources that I was going to need: manufacturers, designers, 

health and safety experts…the list went on and on. Having said that, 

the process has been associated with its fair share of hiccups! From 

sending prototypes back for multiple revisions, receiving confl icting 

information and adapting to being solely responsible for all decision 

making – there’s no denying that it has been and continues to be chal-

lenging to say the least! 

BUT – for me it has been a positive challenge – I’ve learned so 

much about myself and what I’m capable of. Additionally, words can’t 

express how wonderful it is when I receive positive feedback from cus-

tomers whose children benefi ted from the Nibbler! This fabulous feel-

ing propelled me to establish what I’m calling The Nightmare Nibbler 

Project – a philanthropic venture to oversee the donation of Nibblers 

to critically ill children who are in and out of hospital – to bring them 

comfort and smiles during their darkest hours. A percentage of online 

sales goes toward this project and I’m looking forward to one day be-

ing in a position to address this on a grand scale! 

Jumping into the MoMpreneurial world even on a part-time basis 

as I did, prompted me to adopt a few key practices: 

 Schedule break times and take quality time for myself and my • 
family to ensure balance. 

 Admit that I can’t do everything myself and that I don’t know • 
everything! It’s ok to ask for help/seek advice. 

 Network with fellow entrepreneurs to encourage a mutually help-• 
ful and supportive relationship. 

 Follow my intuition and listen to the ‘little voice’…I’ve found • 
that I’m right to trust my gut instincts! 

 Have faith when hurdles present! I’m a fi rm believer that if • 
things don’t go a certain way, it’s because something better is 

on the horizon! 

Pleasant dreams! 

The Poem

I’m a Nightmare Nibbler who’s on 
duty through the night, protecting 
you from scary things that might give 
you a fright!

It doesn’t matter what it is, I’m not 
afraid at all whether 1 inch, 1 foot or 
a bazillion feet tall!

You see, as a Nightmare Nibbler all I 
do is eat, bad dreams, scary dreams, I 
think they’re all a treat!

Those dreams do not stand a chance, 
when I am here with you since I chew 
them up and swallow them, before 
they can say boo!

So hug me tight, close your eyes 
and wipe away your fears, I’m here 
all night to protect you, if anything 
appears.

Good Night and Pleasant Dreams…
xo

P
h
o
to

: 
K

e
n
 W

a
ts

o
n



Canadian Child Magazine10 Summer 2012 

THE EATING GAME
INVENTOR: Jean Nicol, BSc Nutrition BEd
New Glasgow, Nova Scotia, Canada

It was March 1, 2007 in Nova Scotia, Canada when I cre-

ated the fi rst Eating Game, what at that time was to be 

the only copy. My name is Jean Nicol and I developed this 

innovative program to help a 7 year old boy with autism. 

His mom asked me if with my background of a Nutrition 

Degree, Special Education and Early Intervention, I would 

be able to help them in their efforts to improve their son’s 

eating habits. I had been a passionate advocate for those 

with autism for many years as a teacher and volunteer. I had met many children 

on the spectrum who had issues with eating. I looked forward to this challenge, 

hoping I would fi nd a solution for them.

His restricted diet was a worry to his parents because he wanted to eat 

such a limited number of foods and not always the healthiest choices. After a 

period of time the food selection would change but still be restricted in num-

ber. It was determined that there was no physical reason nor was he allergic to 

any foods. At times his parents considered that there may be sensory issues 

related to food choices but over time that seemed not to be the answer. 

I decided to use Canada’s Food Guide (CFG) to design the basic structure 

of The Eating Game. Careful consideration was given to some of the strategies 

that did work in helping him to learn and to manage daily routines. It was very 
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clear that, like many children on the autism spectrum, 

this little boy thrived with structure and routine that would 

make his environment more predictable. It was also very 

evident that he benefi ted from the use of visual supports/

schedules. Perhaps the key factor to consider was that 

he very much liked to be in control of choices to be made 

whenever possible. Few children don’t strive to be in con-

trol but for children with autism this is perhaps a greater 

challenge for them generally in every aspect of their lives. 

Using CFG to plan guidelines for daily meal planning 

was a beginning. I wanted a plan that was easy to use, so 

in time it would be an independent skill. Although there 

are 9 different planning charts, based on the ages defi ned 

in CFG they would all use the same structured format. 

Once the fi rst copy was fi nished I realized that I had 

a unique tool that would be able to help many families 

who search for ways to improve their child’s eating habits. 

The Eating Game has been doing just that for the past 4 

years. The little boy who was my inspiration was eating 

200+ new foods in 15 months! Four years later, eating al-

most everything, he still liked using The Eating Game to be 

in control of the choices and the meal time predictability. 

In September 2007 EYECAN CREATIONS Publications 

was established to be the small home business where 

I would produce and market The Eating Game and later 

other related products. At times I was able to hire several 

people with (dis)abilities to help with production, some-

thing I enjoyed very much. I would also spend the next 

4 years in pursuit of Patent Rights for The Eating Game. 

Hopefully, I am soon to be saying this has been accom-

plished! 

The Eating Game is a rather simple solution to what 

can be a very complex problem. With all of the advantages 

provided by The Eating Game it makes mealtime more 

pleasurable for the whole family and they can now all eat 

basically the same meal! It will be easier to introduce new 

foods, using strategies that already work and engaging 

the child as much as possible, very gradually, with the new 

choices. In all, this provides a calmer environment for the 

child to deal with the social demands of a family meal. 

The reduced anxiety about foods to be eaten at a meal is 

a real plus for everyone!

I have also developed The Eating Game Make It 

Yourself (MIY) Kit which includes the laminated materials 

needed to make the charts and pictures.

The Eating Game products are being used internation-

ally by families, hospitals, clinics, therapists, schools and 

preschools as well by adults in assisted living programs. 

It continues to make a difference in the lives of many chil-

dren with autism and their families and has been equally 

as successful with picky eaters who are not on the spec-

trum. It is an effective teaching tool for ages 2 and up to 

teach healthy eating habits that can last a lifetime. I con-

tinue to work as a small home business where products 

are produced, often with special requests for adaptations. 

Purchases can be made at http://www.theeatinggame.ca.  

As a special offer to readers of Canadian Child Maga-

zine I will offer free shipping in Canada and the USA. It will 

be necessary to contact me through my website to make 

this arrangement. This offer will be available until Septem-

ber 30, 2012.
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I’m Canadian. I live in Nova Scotia, 

300km from the city of Halifax and 

our Kid Companions Chewelry is 

mailed to all parts of the world. Why 

did I feel there was a need for such a 

product and how does a small com-

pany in a rural area make its mark in 

the market?

My three daughters are 5, 9 and 12. My 9 year old 

inspired the Kid Companions Chewelry. When she was 

younger, she would chew on a pendant I made using 

rubbery polymer clay designed for her nursing sister. She 

has Tourette Syndrome and associated issues, as I do, 

and has various related conditions like sensory issues, 

anxiety challenges and some ASD traits. She was born at 

30 weeks and weighed about 2.5lbs. It was the sensory 

issues that we noticed fi rst, as even wind or water caused 

negative reactions. I realized how effective chewing on her 

sister’s polymer pendant was because she calmed down a 

bit and stopped gnawing on her fi ngers. 

This was my “Ah Ha moment”. What my child needed 

was a chewable, wearable, and socially responsible pen-

dant. 

As personal background, my university education is in 

Health sciences, kinesiology. I am also a jewellery design-

er and had been running my own company, Bijoux Pierrette 

d’Entremont for 10 years. Mixing those fi elds was natural. 

I wanted to own my business and be able to organize my 

work schedule and environment in consideration to health 

and family needs. So in 2007, I took the new challenge to 

design a chewable pendant that would be fashionable and 

discreet to the user and not a distraction to others. 

From Idea to Invention to Market

It took months of research and development to de-

sign a two-part pendant and a custom breakaway clasp. 

Strapped for capital to move this completely new business 

forward, I entered my fl edgling company in a provincial 

competition for new businesses.

 Through 3 stages and 4 months we toiled to get 

a Power Point presentation, business plan, and pitch 

ready. Our efforts were rewarded when our innovative 

idea  placed second in the InNOVAcorp I-3 competition 

in December 2007 and received $40,000 towards its’ 

development.

What followed was a rollercoaster ride with lawyers, 

accountants, governmental agencies,  mentors... advis-

ing on patent, trademark,  international insurance,  export 

readiness issues, CPSIA compliance, safety regulations, 

shipping,  marketing ... Some days we felt we were in 

the « House of Horrors » instead of the rollercoaster. We 

named our chewable necklace Kid Companions Chewelry. 

In July of 2008, our company commissioned Saint 

Mary’s University’s Sobey’s School of Business, in Halifax 

to undertake a market assessment of the product’s ap-

plication to the special needs market. The study showed 

that despite the number of fi dgets, chewies and other 

oral-motor tools on the market, there were really none that 

brought the elements of safety, effectiveness and style 

available, in the Kid Companions, together in one prod-

KID COMPANION CHEWELRY
INVENTOR: Pierrette d’Entremont
Halifax, Nova Scotia, Canada
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uct. This study included testimonials from special needs 

parents and health professionals. There was a need and 

there was a lack in effective products addressing sensory 

issues, especially oral motor issues at school, play and 

public settings. 

The Finishing Touches

We were on the right track. The market survey showed 

how troubling the fi dgeting, chewing, biting and sensory 

processing issues were to parents. We had our molds 

tweaked a bit to comply with all the safety regulations. 
Our search for a medical grade manufacturing facility 

brought us to Ontario. We came out with colorful lanyards 

that are 100% organic cotton, colorfast and pre-washed 

with plant-based ingredients. These are as durable as our 

undyed 100% organic cotton, non-allergenic lanyards. We 

designed completely new, smart looking packaging with an 

enclosed information card. This was completely different 

from selling fi ne jewelry! It was a whole 

new marketing and branding challenge.

I morphed into a photographer, PR 

face and graphic designer, becoming 

skilled in using Photoshop and creating 

web designs. I designed a logo, a busi-

ness card, and a rack card. I took photos 

and created our fi rst website.  Also at 

this time, my mother, who had retired 

from teaching, joined my company as part 

owner and focused her energy on the 

social marketing side of the company.

One of Our Biggest Boosts

In the fall of 2010, our company start-

ed garnering attention from companies 

specializing in products for helping people 

with special needs. Our company signed a 

distribution contract with DynaVox Mayer-

Johnson, the world’s leading provider of 

communication and education products 

for people with signifi cant speech, lan-

guage and learning disabilities. Mayer-

Johnson sells Kid Companions through its 

online store and product catalogs. 

Now we have special needs outlets 

from Canada, US and Australia that carry 

Kid Companions. Half of our business is still retail sales 

through our web site. Each week we mail orders to many 

parts of the world. 

New Web Site Needed

Finally in January 2011, after a very busy and chal-

lenging year, I realized I wasn’t going to be getting any 

more time breaks to effectively redesign the now outdated 

and simplistic website. I broke down (i.e. hung my head 

in sheepish defeat ) and hired a friend and web designer 

at acreativefi sh.com. He had become familiar with our 

products/story by volunteering to trouble shoot IT issues 

with our student intern. We then launched www.kidcom-

panions.com  and amalgamated it with our special needs 

blog. 
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I am a mom, a wife, a school teacher 

and the creator of a product for 

children called Easy Daysies®– the 

Magnetic Daily Schedule for Kids!  I 

launched my fi rst product about two 

days after our third child was born.  

Easy Daysies® is a Canadian company 

where our magnets, made with 70% 

recycled material, and ReStickables are made in Canada.  

I package all my orders on our kitchen table, often after 

bedtime. 

As a classroom teacher, I have always had a visual daily 

schedule up in front of my classroom showing the chil-

dren the shape of the day. Having a visual routine is an 

excellent tool to help children to co-operate and it makes 

them feel safe, confi dent, and in control of their day, which 

resulted in having happy, comfortable, and organized stu-

dents and classroom. 

Having a visual indicator of what was going to hap-

pen next made event transition easier for all my students; 

it was especially effective for my students with special 

needs too.  It was so effective that over my years of 

teaching, I have had many parents ask me if I could make 

something like that for their child at home. So, for my fi rst 

8 years of teaching, I made visual schedules for parents 

to help their kids at home. I saw the frustration of many 

parents of children with special needs and learning dis-

abilities struggle to make their own visual routine and I 

knew I had to help.

Then one day I had my own children and I realized the 

true value of such a visual schedule at home! It worked 

wonderfully in my classroom and no wonder parents 

wanted something like this at home!  I started drawing 

a sequence of pictures of what we were going to do that 

day. She was only 3 and a half. Then I started writing the 

word beside the pictures I drew. Before I knew it I had 

made a magnetic prototype daily schedule that we kept 

on our fridge door. I was very excited about not having to 

draw pictures of everything we were doing every morning!!

Just by looking at the pictures/words on our fridge, 

EASY DAYSIES
INVENTOR: Elaine Tan Comeau
Maple Ridge, BC, Canada
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my daughter and son (then 5 yrs old and 21 months old) 

were able to tell me what we are doing today. They loved 

it! I loved it! No more “Mommy, what are we going to do 

now?” asked every fi ve minutes. Instead, my children of-

ten have their shoes on raring to go out to the next activity 

they see pictured on our fridge! That is two less pairs 

of shoes I have to beg to put on as we try to leave the 

house. I love it because I was very pregnant with our third.

I drew every single illustration on the Easy Daysies® 

magnets to make sure that they were simple enough for 

even my two year old to understand.  The goal of Easy 

Daysies® is to help kids have easier days. This is how my 

visual daily schedules got the name Easy Daysies®.  

Easy Daysies® is trying to help children all around the 

world too. As of January 2009, 5% of Easy Daysies profi ts 

go to the International Justice Mission, an organization 

that helps to free children around the world from devastat-

ing bondage and suffering like slavery and child sex-trade. 

It always warms my heart to get emails and hugs from 

parents telling how Easy Daysies® have made everyday 

struggles become smooth sailing moments.  I feel so very 

blessed!  

Hugs and smiles, Elaine Comeau 

I have three kids with autism spectrum disorders ranging 

in severity. I am so grateful that I will be able to organize their 

day without having to constantly talk! It will relieve a great deal 

of stress. I have tried other visual schedules, but they weren’t as 

diverse and easy to use as Easy Daisies.  I have a girl and 2 boys. 

they are 6, 7 and 8.  – Jolene, Mom of 3 in Ontario

I heard about you from a client of mine. I often recommend 

to parents that they have a visual schedule for their children. 

I see a lot of little ones with anxiety and part of keeping that 

at bay is setting up for them an expectation of what is coming 

up in their day. Unfortunately, many of the families that I work 

with are very busy and it is hard to follow through on that rec-

ommendation because it is difficult to go home and find the clip 

art etc. So I was beyond THRILLED to hear that someone has al-

ready done this and the in the exact perfect format!! I wanted to 

order a set to try out for myself so I can tell my clients all about 

it!  Sincere best wishes,  Vanessa – Registered Child Psychologist 

and Mom of two

I wanted to let you know that I love your product – we 

have a 5 year old son who was diagnosed with Autism and we 

have used visual schedules before (boardmaker) but it seemed 

to be always hard to find a place to put up the strip and taking it 

along with us was never easy.  Our OT suggested your product 

and I checked it out on-line, thought it was wonderful and then 

went and bought the every day kit, loved it and decided to get 

the other kits for him.  I can see that I will most probably use it 

for a very long time and also add some of the other kits as he 

gets older.  – Thank you so much, Ramani, Vancouver, BC

 I have been searching for something like this product for 

a while. My son was recently diagnosed as ADHD as well he has 

an auditory processing delay disorder. He requires many visual 

cues and setting up a visual schedule, which your product will 

allow me to do, was suggested by his pediatrician.  I cannot wait 

to receive this product. I was so excited to see it advertised.

Christine Bramwell, Delta, British Columbia

This is such a god-send right now, because we have a 

developmentally disabled daughter, whose cognitive skills are 

quickly declining and this will definitely make a few things 

easier. Thank you! Karen , Coquitlam, BC

I love Easy Daysies! And easy days!...We help children in 

foster care or avoiding foster care. Many of the children I help 

take care of aren’t used to regular schedules (I swear by them), 

so sometimes it can be a big adjustment. The Easy Daysies sys-

tem is perfect for my household because all kids can run to the 

fridge and check it out. No more asking me or feeling anxious.

The Fold And Go boards are perfect for the kids I work 

with. I enjoy it when they can feel a sense of accomplishment 

because of task completion. I know it’s adding to their responsi-

bility and pride. I am recommending the Easy Daysies magnets 

and boards to the parents I work with as well because structure 

is good for children. Thanks Easy Daysies! Michelle, 

San Francisco, CA

TESTIMONIALS REGARDING CHILDREN WITH SPECIAL NEEDS
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Canadian Child Magazine (CCM): What was your inspira-

tion for the game?

Mark Veer: Like most incredibly awe-

some products, Gross-abulary too 

has a story behind how it came to be 

which I am gladly willing to share with 

you today. I am the father of 3 boys 

and roughly 7 years ago I was going 

through the process of trying to teach 

my middle son, Jack how to read.  For 

those of you who are parents, I’m sure you know that 

trying to teach a fi ve year old how to read is no easy task. 

Jack wasn’t overly keen on the whole reading idea and 

probably would have been willing to eat 5 pounds of raw 

broccoli if it meant he could skip the whole process. One 

night we were sitting on his bed, working our way through 

a deck of fl ash cards. If you don’t know what fl ash cards 

are, they are small white cards with common sight words 

written on them. Jack was getting extremely frustrated 

trying to sound out the words and his frustration evolved 

into a full meltdown.  In tears, he fi nally took the cards 

and threw them across the room. Next I did what any 

smart guy would do. I went to get the wife to deal with the 

little maniac. On the way to the door, I noticed 2 particular 

cards happened to land beside one another which gave 

me an idea. In order to test my theory, I needed him to 

read these 2 cards back to me which of course would 

require some negotiating. I told him that if he would read 

just read these last 2, I would put the deck away for the 

night. Being pretty savvy, Jack countered. He would agree 

to read them only if we could set the cards on fi re after-

wards. With fi ngers crossed, I accepted his offer. He then 

went on to slowly sound out the words: the 2 words were 

big and but. He looked at me “like, are you serious dad”? 

He read it again Big But,,,Big But,,,,,Big But. He thought 

this was pretty funny.”Can you make me another one,” he 

AN INTERVIEW WITH MARK VEER, 
THE CREATOR OF GROSS-ABULARY 
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says. I grab a few more cards and Jack sounds them out: “I have a big but”. 

Now we are both laughing pretty hard but the next one I came up with was 

truly the clincher. After rearranging the cards, Jack quite enthusiastically read 

out: “mom has a big but”.  Nor did she or does my gorgeous wife have a big 

butt, but I felt I had to use everything available to keep him interested. The 

oldest son Max heard us laughing and wandered into the room. Jack told him 

what we are doing so Max asked if he can make up some sentences for his 

brother to read, which needless to say were far funnier than my own. From that 

moment on, without a word of a lie, Jack began to read and needless to say, 

was the inspiration behind the game.

CCM: What were the steps that you had to take to fi rst produce, then mar-

ket the game?

Mark Veer: First was the concept, then the intellectual property development 

(trivia,) artwork for all the card fronts, followed by game play mechanics, pack-

aging design, production (interfacing with China,) website development, sales 

and distribution channels, and fi nally customer marketing

CCM: Have you patented your game idea?  

Mark Veer: Gross-abulary is Trademarked by not patented.

CCM: Can you tell our readers how you promoted your product?   

Mark Veer: We launched the game at the very beginning of the holiday season 

and were lucky enough to be featured in the Mastermind Toys holiday gift guide 

which was a very successfully promotional tool. Chapters/Indigo also carries 

the game and we worked with them to do in-store demos. They also included 

us as a top toy pick on their on-line ordering site. Finally, we sent sample 

games to many national parenting magazines like your own and were lucky 

enough to receive some very favorable press which helped spur on holiday 

sales. Currently we are participating in select trade shows and continuing to 

work with the network of mommy bloggers who have incredible infl uence over 

family purchasing decisions.

CCM: If you maintain full control and sell the product, what is your best 

advertisement medium?

Mark Veer: It’s a combination of print (focused in the games/toys industry,) 

social media (Facebook, Twitter, bloggers) and visibility at industry trade 

shows.

CCM: How long did it take for your idea to become a reality?

Mark Veer: A long time. 7 years. My data base with all the trivia facts was 

accidently wiped clean by my server. I had to start from scratch. The fi rst years 

were spent researching facts and working on a marketable concept. Once I Photos: Ken Watson
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teamed up with my partner Michelle Martin it was about 2 

years to get Grossa-bulary into stores.

CCM: Can we look forward to other innovative products 

or expansions with this product? Can you tell us a little 

about those ideas?

Mark Veer: We are working on an Animal version of Gross-

abulary and on sets of leveled readers incorporating the 

same humor element into teaching kids to read.

CCM: Do you have advice for other inventors and entre-

preneurs? 

Mark Veer: Learn from constructive criticism but don’t get 

too bogged down by comments from negative people. It’s 

the doers of the world that make this place spin.

CCM: Did anyone offer you a deal you had to say no 

thank you to? 

Mark Veer: Yes. If the deal isn’t a “win win” for both par-

ties, then there should be no deal. The deal  should be 

the right fi t for your company’s vision.

CCM: What precautions did you take and would recom-

mend to others who approach manufacturers with ideas?  

Mark Veer: Protect yourself with Non-disclosure Agree-

ments and do your due diligence on them. Get references 

and check them out.

CCM: Now that the shoe is on the other foot, are people 

approaching you with game ideas? 

Mark Veer: We have been approached by a number of 

inventors and are always willing to help out. We have been 

helped immensely by some very successful game makers. 

CCM: Did you have any prior marketing or business 

skills?  

Mark Veer: I have always worked for myself and have 

run several different businesses since the age of 19. My 

partner Michelle Martin has a sales and Marketing back-

ground, mostly in high tech

CCM: What were the struggles involved in creating the 

game? 

Mark Veer: The biggest struggle was coming up with a 

game that was extremely fun to play and educational at 

the same time. There are a lot of fun games and a lot of 

educational games out there. Not many have been able to 

successfully combine the two like Gross-abulary.

CCM: For those who don’t know, can you explain Gross-

abulary to us?

This answer addresses Why the game is Unique vs How to 

play it...

Mark Veer: Gross-abulary is both a word and trivia game 

in one. The brightly coloured Picture Cards are playful and 

informative and include a variety of words, some of which 

are “gross.” Extensive research has concluded that gross 

humour (Captain Underpants, Grossology etc.,) has a wide 

appeal to children of all ages. By allowing kids to create 

silly sentences using this type of vocabulary, they get to 

stretch the boundaries a bit and their enjoyment is infec-

tious. In addition, the trivia on the backs of the Picture 

Cards entertains and educates the players about the hu-

man body and other fun facts.

 

CCM: What other products have you made? 

Mark Veer: This is our fi rst.

CCM: Where do you think the game industry as a whole is 

heading? 

Mark Veer: There is a big push for people to get back to 

quality family time. Playing games with your family is great 

deal more enjoyable and rewarding than four or fi ve indi-

viduals independently transfi xed to their electronic device 

of choice. 

CCM: Where are you heading? 

Mark Veer: Bringing to life the family depicted on the 

Gross-abulary picture cards. We will be introducing “The 

Boogersons” through social media and leveled readers. 
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UKLOO
INVENTOR: Doreen Dotto
Toronto, Ontario 

uKloo Early Reader Treasure Hunt 

Game: Shhh! Don’t tell the Kids that 

it’s Educational!

It’s been said that you should 

always trust your intuition. I suggest 

that when a mother’s intuition is in-

volved, it’s best to move straight into 

action.  My mother’s intuition has led me to the creation 

of uKloo Early Reader Treasure Hunt Game. A mixture of 

naivety and nerve has propelled me forward to put uKloo 

on a path to help children discover that reading can be 

fun. 

Like many parents, I was challenged with a very 

reluctant reader. As a young mother, I followed expert 

advice and started reading to my son Max when he was 

an infant. As a result he loved being read to…but was not 

interested in learning to read for himself. Max was seven 

years old, behind in school and a struggling reader.

Max would literally hide when it was time for reading 

homework. I’d fi nd him hiding in a closet, under his bed… 

in the laundry room… anything to avoid sitting still with 

a book.  I soon realized that it wasn’t reading that was 

his struggle….it was phonics. After all, he could read the 

“Stop” sign and the word “Honda” ….no problem…he rec-

ognized “Loblaws”, “Shoppers Drug Mart”, “Cheerios” and 

“Smarties”. I needed to show Max that reading is really 

based in memory. Phonics was a tool to help him learn 

new words…not reading itself. I realized that introduc-

ing Max to site reading (visual word recognition) through 

visual word repetition would help him realize that reading 

could be a fun activity. 

I called on my experience as a Visual Arts teacher to 
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solve Max’s problem in a creative and engaging way. Since 

he was hiding when it was time to read…perhaps turning 

the tables and hiding the reading would work. And, it did! 

I created a treasure hunt game that had him searching 

for clue cards that were hidden around the house. He so 

enjoyed running around the house following clues that he 

started to build his reading skills without even realizing 

it! He had no idea that the game was educational! Max’s 

reading confi dence grew as he embraced the idea of read-

ing as a fun activity. His younger brother, who also avoided 

reading homework, soon followed suit. Confi dence grew 

and calling on phonics to read beyond the game became 

less challenging.  

When I told our elementary school principal about my 

reading game, he was very supportive and suggested that 

perhaps I could do something with it…it just took me a 

while to heed his words. Max is now 23 years old and an 

English Major at the University of Guelph. 

The idea of producing an educational game for young 

readers nagged at me for a number of years. When some 

neighborhood moms told me about the diffi culties their 

children were having with reading, the little voice in my 

head got louder. I had some money saved and felt that 

I should seize the opportunity to invest in myself. When 

Jackson, my youngest son saw me revisiting the clue 

cards, he remembered the signifi cance of his experience, 

offered to help and began illustrating the pictures for the 

Picture Helper Poster. Jack’s drawings brought the game to 

life and helped me to realize the possibilities. 

The fi rst thing I did was contact Norman Rudd, the 

elementary principal who had been so supportive. He 

has an extensive children’s literacy background and was 

keen to help. I then signed up for an evening course in 

business development where I learned the importance of 

researching product viability. Teachers, parents and kids 

were approached for their opinions to ensure that there 

was a need and an interest in my game. The response 

was enthusiastic!

I have been asked about the name uKloo many times. 

The game was originally called “Look and Learn” however, 

I quickly found out that that name was not trademarkable 

nor was it easily searchable on the internet. My best op-

tion was to create fresh new word. uKloo came to me as a 

scramble of u Look and contains the Kloo/Clue aspect of 

the game.  The kids loved the name and had fun playing 

with the name!  Yahoo for uKloo…Woohoo uKloo!!

I am very fortunate to be married to a wonderful man 

who happens to be a retail designer. In our many years of 

marriage, he has taught me to understand how the impact 

of good design can move a product in the marketplace. 

Through my husband I was able to employ the help of an 

excellent package designer who quickly understood what I 

needed and how to communicate the fun of the game. We 

spent a good deal of time at Mastermind Toys examining 

store shelves and critiquing products and packaging. 

Once the design was set, I created some prototypes 

to test with kids, families and teachers. I talked to store 

managers asking for the unvarnished truth on their predic-

tion of the game’s marketability. Adjustments were made 

and I soon found myself taking a giant leap into an amaz-

ing industry! 

uKloo was launched at the Canadian Toy and Hobby 
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Fair in 2011. I began the show like a fi sh out of water. I 

had no idea what to expect nor did I understand how to 

negotiate sales terms. uKloo was embraced by a number 

of independent Canadian toy retailers who were willing to 

give a new game a chance. By the end of the show uKloo 

landed space on retailer shelves and connected with 

industry professionals who helped guide the uKloo path 

forward. 

Within two months of launching uKloo, the game 

received two awards and a number of reviews from 

magazines and bloggers. Letters and emails from grateful 

parents whose children were overcoming reading challeng-

es began to arrive. uKloo was beginning to grow through 

social marketing and word of mouth from happy families. 

And surprise of surprises! The Dragons’ Den producers 

had heard of the game and asked me if I would like to 

present uKloo in the den! The downside of this invitation 

was that I only had a day and a half to prepare!

Our family loves watching the Dragons’ Den. We were 

not going to let this opportunity pass. In very short order, 

a presentation plan was laid, numbers were crunched, the 

game was redesigned to be den friendly and one of my 

favorite uKloo kids agreed to help out! 

uKloo entered the Dragon’s Den in May of 2011. I 

knew going in that the Dragons were not fans of games 

with Kevin O’Leary as the most vocal opponent.  I won’t 

lie…it was a pretty scary experience…but, no guts, no 

glory has been my motto throughout this journey. Enter-

ing the dragon’s den defi nitely took some guts! uKloo was 

scrutinized in the den for approximately 45 minutes. The 

support and encouragement that I received from the Drag-

ons was both surprising and empowering. Kevin O’Leary’s 

offer of $50,000 for 50% of uKloo was an extraordinary 

endorsement! However, the encouragement of the other 

dragons helped me to believe that the price of Kevin’s 

deal was too high and that I could move uKloo forward on 

my own. 

The Dragons were absolutely right! I could do it on my 

own and have achieved a surprising amount of success in 

so doing.

Since the pitch last May, uKloo has received 8 Toy 

Industry awards and is now in over 140 retail outlets 

across North America. With sleeves rolled up, I produced 

and imported from China and sold out the fi rst shipment 

in only 3 months! 

uKloo entertained three separate licensing offers 

from Canadian and US Toy manufacturers. A deal was 

inked in February with Everest, one of North America’s 

largest toy companies who will be manufacturing and dis-

tributing across North America and Australia.  I am excited 

that uKloo has moved to the next level in partnership with 

Everest. They are a terrifi c Canadian company who are 

dedicated to bringing quality products to children and their 

families. 

In the end, the Dragons were right, I didn’t need 

Kevin’s deal to move uKloo forward. I am very grateful to 

the dragons, in the end their belief in uKloo was more 

valuable than a fi nancial deal.

The recognition and support that uKloo has received 

has been humbling. I am deeply grateful for all the mov-

ing letters and emails received from teachers, parents, 

language therapists, journalists and, most of all, kids who 

play the game.. Just like “The Little Engine That Could”, 

uKloo journey continues upwards into homes where kids 

are laughing and learning, without even realizing it!

uKloo is available at retail locations across Canada. 

Suggested retail price is $14.99. Learn more about uKloo 

at www.ukloo.com. Follow uKloo on Facebook and Twitter.
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Robbie, an eight year old with autism, sat in his classroom 

gazing around, slouching onto his desk. The teacher had 

just asked all of the children to get out their math books. 

Robbie didn’t budge. I was there observing him to see 

where he needed help. I am a speech-language therapist 

and what I saw in the classroom was not related to the 

traditional areas of understanding and using language. 

I knew Robbie understood what the teacher was saying. 

What he didn’t know was when to pay attention, how to 

ignore irrelevant things, how to manage his body, etc. The 

scene really disturbed me. I knew that Robbie had many 

good qualities and abilities but he was in his own little 

world and was missing important learning opportunities. 

This was one of the many observations throughout 

my career that prompted me to develop spark*. spark* 

stands for Self-Regulation Program of Awareness and 

Resilience in Kids. I was motivated by the huge need I saw 

in children with autism spectrum disorders (ASD) to learn 

how to manage and regulate their own bodies, thinking 

and emotions. I presented the fi rst level of spark* in a 

sassily-titled book, The Autistic Child’s Guide to How to 

Behave.

The methods often used with children with ASD focus 

on telling them what to do – “sit down”, “calm down”, 

“stop running”. I found that, as adults, many of these chil-

dren had learned to just stand around and wait for some-

one to tell them what to do. Others acted out or avoided 

situations they found challenging. What a waste! Too few 

children and adults with ASD know how to make reason-

able choices and decisions for themselves. They were not 

prepared for the real world and the caring adults around 

them tried to protect them from harm and distress. At 

the present time, few adults with ASD live independently, 

are employed and have friends. That situation just has 

to change! We need to help children and adults with ASD 

take a more active and responsible role in their own lives.

If I was going to 

expect the children to 

assume more control in their lives, they needed to learn 

the basic skills, starting with how to control their bodies. 

The children have to know how, when and where to slow 

down and speed up their bodies for different situations. 

They then were better able to regulate their thinking and 

emotions. The children needed also to become more 

resilient to over-stimulation and stress, and to advocate 

for themselves. 

Over the past decade, I developed the spark* model, 

basing it on current positive psychology which focuses 

on the strengths of each child, current neuroscience and 

my own years of clinical experience. Slowly and carefully, 

spark* emerged as other therapists, parents and I fi eld 

tested the steps and strategies. Unique and important 

innovations in spark* include: 

Mediational approach to teaching where the adult • 
‘guides’ the child’s learning rather than telling him 

what to do, ensuring the child shares participation, 

reciprocates with the adult and understands the 

meaning and purpose of each activity. 

Step-by-step approach, beginning with simple motor • 
movements, working toward each child’s becoming 

more independent from adult direction. First, help the 

children become aware of their abilities to self-regu-

late, followed by learning about when and where they 

need to use these skills and then learning to become 

more resilient to distractions and impulses and learn 

ways to advocate appropriately for themselves. 

Incorporate mindfulness, or the ability to remain • 
calm and centered in the ‘here and now’ which re-

duces anxiety and improves attention. 

Emphasize metacognition, teaching the children • 
to be explicitly aware of their actions, thinking, and 

emotions.

PUTTING SPARK* INTO 
CHILDREN’S LIVES
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spark* has now been available since the fall of 2010. 

Therapists and others using it are fi nding that the children 

begin to learn more easily after working on self-regulation. 

We are also fi nding that the children are acting out less 

and remaining calmer even when confronted with chal-

lenges. At the present time, we are developing a research 

program with three different universities in Canada to 

look closely at the impact of spark* on children’s behav-

ior and learning. My goals are to continue examining the 

impact of spark* on behavior and learning in children with 

ASD, to develop spark-el* for middle school children and 

spark-y* for youth with ASD, and extend the use of the 

spark* model so more children can benefi t from improved 

self-regulation. The best possible outcome of my work on 

spark* is to see children like Robbie learn, grow and feel 

contented with their lives.

Dr. Heather MacKenzie is a speech-language pathologist who is passionate about 

helping children become the best adults they can. Her latest book, The Autistic Child’s 

Guide, introduces the spark* program. Heather can be reached through her website at 

www.drheathermackenzie.com. The Autistic Child’s Guide can be purchased through 

Heather’s website, Autism Awareness Center and Parentbooks in Canada and Janelle 

Publications in the U.S.

www.theeatinggame.ca
www.facebook.com/pages/The-Eating-
Game/117743845389

Price: $79.95

www.easydaysies.com
www.facebook.com/
easydaysies?ref=ts

Price: $25.99

www.nightmarenibbler.com
www.facebook.com/NightmareNibbler

Price: $34.95

www.beekertoys.com
www.facebook.com/beeker.toys

Price: $6.99

http://ukloo.com/ukloo-home/
www.facebook.com/uKloo

Price: $14.95

  
www.kidcompanions.com
www.facebook.com/kidcompanions

Price:  $47.00 set of 3
          $14.95 single heart

www.grossabulary.com
www.facebook.com/pages/
Gross-Abulary/191288867579975

Price: $24.95

www.drheathermackenzie.com/
www.facebook.com/eheathermac

Price: $39.95

RESOURCES
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Lesson Plans

This Activity can be performed outside or inside. It’s loads of 

fun and is sure to inspire every child’s imagination. All chil-

dren in every age group is sure to enjoy the fun.

Marble & Brush Painting

What you will need:

Various size marbles• 
Tempra paint in different colours• 
Craft paper in black or navy blue• 
Tape• 
Foil cake pan• 
Paint brushes• 
Containers for paint such as foil mini cupcake or pie  • 

 plates.

Clean up supplies and paint shirts.• 

How to prepare and set up

This activity begins with the educator/parent preparing the 

paint and taping the paper to the bottom of the cake pan.  

Once the child has put on his/her paint smock, have the child 

choose the colour that he/she wants to begin with.  The child 

then drops the marble into the paint colour retrieves the mar-

ble and puts it on the paper in the cake pan.  Gently, the child 

will lift the cake pan and the marble will roll around creating a 

design.  A child can use multiple marbles at a time creating a 

very unique design.  The child can then use a brush to spatter 

different colours on the paper thus creating a fi reworks de-

sign.  This is very messy so be prepared for clean up.  Having 

your water and soap handy can lead from one type of activity 

to another and makes clean up a little easier.

Other items that can be used in this type of art work is string 

dipped in paint, sparkles added to the paint and of course 

contact paper or clear mac tac to create place mats for vari-

ous celebrations, like birthdays and the 1st of July.  You can 

even use one or two colours  like red and white to celebrate 

Canada day rather than multiple colours for the fi reworks.

Do you have any ideas to add to this activity?  If so, why not 

write in and share them with us. Your ideas may be published 

in our next issue.

Introducing seashore creatures and shells are always lots of 

fun and interesting, with a capacity to expand the learning 

process to water safety as well as use the various sea shore 

items in the reading area, and help the children identify let-

ters of the alphabet and numbers. This activity can also be 

expanded into other activities such as creating an aquarium.  

I am sure that all educators can expand on this activity in 

many other directions.

Materials and Supplies

Copies of the templates of sea creatures and shells  • 
 (page 28)

Brown and Blue construction paper• 
Glue• 

Procedure

Prior to introducing the sea creatures and shells to the  • 
 children, hide enough of the sea creatures throughout  

 the room. Set up the tables for gluing with brown and  

 blue construction paper.

During circle time introduce the various sea creatures  • 
 and shells to the children.

Once all the sea creatures have been talked about and  • 
  identifi ed, have the children search the room to fi nd as 

many different creatures as possible. Then direct them to 

the art tables where they can glue their fi nds in various 

ways on the papers provided.

Summer Craft Fun Creating a Seashore Collage 
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One of the things that I noticed in daycare is how well preschoolers can work together in a group project. The children 

didn’t even notice the timeas they worked diligently to achieve their goal.  What was that activity? It was the decision to 

the group with items provided by the caregiver.

What the educator did was provide, old newspaper, various cardboard boxes different shapes and sizes including appli-

ance or grocery boxes, cereal boxes, paper towel and toilet paper rolls, lots of tape of different colours and sizes, mark-

ers, glue, and stickers.

One question was asked of the group: what do you think we could create with all of these items?  It just so happened 

that the boys were really interested in robots and spaceships. They used the materials to make their very own robot.

This activity can be implemented into your theme. Are you teaching about different types of homes for animals and in-

sects? What are your children interested in?  Do they enjoy playing with puppets? Perhaps guiding them towards building 

their own puppet theater or various backgrounds will defi nitely keep them busy all afternoon. 

Let us know how you were able to help your child/children’s imagination come to life. 

Email us at info@canadianchildmagazine.ca 

Summer Rainy Day Activity

Homemade Popsicles

It’s easier than you think to make popsicles for your family. 

Fresh, homemade popsicles can be made for just pennies. 

There is no need to buy the pricey store brand popsicles. 

A huge benefi t to making your own homemade popsicles is 

that you have complete control of the ingredients that go 

into them. Here are some recipes that take less than 10 

minutes to prepare. 

What you will need

mixer or blender • 
large bowl • 
mixing spoon • 
funnel or ladle • 
popsicle moulds (You can fi nd them anywhere – • 

 Walmart, Zellers, etc.)

Make sure your Popsicle mould set includes a tray, plastic 

moulds, popsicle sticks and seals. A good quality set is 

dishwasher safe. 

Homemade Fudgesicles 
1 4 oz. pkg. instant chocolate pudding 
2 cups milk 
1/4 cup sugar 
1 cup canned evaporated milk

Combine the pudding and 2 cups milk. Beat for 2 minutes. 
Stir in sugar and canned milk. Pour in to Popsicle moulds and 
freeze. Make sure to make enough for the neighbourhood 
children!

Cookies ‘N Cream Frozen Popsicles 
1 cup Cool Whip 
12 crushed Oreo Cookies 
1/2 cup milk 
1 4-serving pack of Vanilla Instant Pudding

Mix the above ingredients together and pour into moulds. 
Freeze for 4-5 hours before serving. This treat is sure to be a 
hit with the kiddies!

Banana Chocolate Pudding Pops
1 cup milk 
1 box instant chocolate pudding mix 
2 Bananas

Combine milk and instant chocolate pudding mix. Blend until 
smooth. Add peeled bananas to the blender and puree until 
all of the mixture is smooth. Pour into Popsicle moulds and 
insert stick. Freeze for 6 hours. Serve and enjoy!

Orange Popsicles 
1 box orange gelatine 
1 pkt. orange fl avoured soft-drink mix 
1 cup boiling water 
1 cup orange juice

Dissolve the orange soft drink mix and gelatine in boiling 
water. Add orange juice. Stir until all ingredients are dissolved 
and mixed. Pour mixture into the Popsicle moulds and freeze 
for 4 hours.

Article Source: http://EzineArticles.com/2154142
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