
 

Turbino 
 

 

Turbino is a fascinating blowing game the secret of which is to control the 

force of one’s blowing. It’s easy to blow the propeller to get it to move – but 

it’s difficult to make it stop where you want!  

The game is a challenge and fun for all children, but at the same time Turbino 

is very suitable for training of children with speech disorders.  

The faculty of speech requires a well co-ordinated interaction between 

breathing, voice production, and mouth motor function. Through the blowing 

exercise the child learns how to control the force, power and direction of 

expiration. At the same time the lip coordination is trained. 
 

 

 
                                                                      

Contents: 
• Base and propeller.     

• Picture circle with animal pictures on either side. 

• One grey and one orange fabric bag for rubber rings. 

• 10 grey and 10 orange rubber rings. 

 

 

How to play… 
Turbino is played by two children who in turn blow the propeller. The best 

effect is obtained by blowing on the coloured circles on the propeller blades. It 

is important that the game is placed on a level with the child’s face so that the 

child can blow directly on to the propeller blades.  The game may be placed 

on top of the box. 

Turbino contains two picture circles making it possible to play the following 

games with increasing degrees of difficulty: 

 

 

Farm Animals (green picture circle) 
’Collecting animals’ – game for beginners. 

Rules: Before the game starts, an orange rubber ring is fastened round the rim 

of the base opposite each picture square. The propeller blade with the orange 

circle indicates the square to land on. The youngest player starts. The players 

blow once in turn and take ’the animal’ (the rubber ring) from the square 

where the propeller blade stops. If a player has already landed on that square, 
there will be no rubber ring to remove. When there are only 3 ’animals’ 

(rubber rings) left, a player may blow twice before the next player blows. The 

player who gets most rubber rings has collected most ’animals’ and wins the 

game. 

 

This game trains: 
• lip coordination 

• beginning coordination of the force and direction of blowing 

 

’Catch the Animals’ 
Rules: Before the game begins, each player chooses a colour, either grey or 

orange. For the player with the orange rubber rings the propeller blade with 

the orange circle shows which square this player lands on. The same applies to 

the player with the grey colour. Each player has 10 rubber rings (grey or 

orange) lying on the table.  

The game is started by both players blowing hard at the same time – the game 

starts where the propeller stops. Then the players blow in turn and the 

youngest player starts. Before a player starts to blow, the square on which this 

player wants to land is pointed out – i.e. which animal is to be ’caught’. At the 

same time the player must tell how many times he expects to blow to reach 

the square; from 1 to 3 times. If the square chosen is passed while the child is 

blowing, the propeller may be blown in the opposite direction, as long as the 

number of blowing attempts is correct. If necessary, the game can be made 

more difficult by deciding that the propeller must have turned at least one 

round before it stops at the square pointed out. If one player manages to get 

the propeller in his colour to stop at the square pointed out with exactly the 

predicted number of blowing attempts, this player may fasten a rubber ring on 

the square rim – the animal has been caught! If a player does not manage to 



make the propeller blade stop at the square pointed out with the number of 

blowing attempts stated, the second player takes over. The player who first 

manages to fasten a rubber ring on the rim of all ten animal squares – catching 

the animals – has won. 

 

This game trains: 

• breathing strength and perseverance 

• planning and coordination of breathing strength and direction 

• mouth motor coordination. 

 

 

Marine Animals (blue picture circle) 
 

’Making pairs’ – difficult game for older children 
Rules:  The game is started as described above under ’Catch the Animals’. 

The youngest player starts and chooses a colour. In turn the players blow, and 

on the square where the propeller blade in the player’s colour stops, the player 

fastens a rubber ring on the rim of the base. If the other player already has a 

rubber ring on that particular square, it is to be removed (given back) and the 

player fastens his own rubber ring instead. If a player can make a pair, there 

will be an extra blowing attempt. A pair is made by getting the propeller blade 

to stop at the picture of an animal, e.g. the whale, when this player has already 

fastened a rubber ring on the second picture of that animal (the whale). When 

a player has made a pair, the rubber rings are ’protected’ – they must not be 

removed if the other player stops at those particular squares. 

If the propeller blade stops opposite an orange star, this permits an extra 

blowing attempt. The square with the grey/orange rubber ring (the C) is the 

’Chance’ square. If the propeller blade stops opposite this square, the players 

change colours – the player with the grey rings gets the orange rings and vice 

versa. Thus, even if it looks as if a player is losing, there is a chance of 

reversing the game at the last moment by precise blowing. The game is over 

when there is a rubber ring opposite each square with marine animals. The 

winner is the player with most rubber rings in his colours fastened on the rim 

of the base.  

 

 

 

This game trains: 
• breathing strength and perseverance 

• planning and coordination of breathing strength and direction 

• mouth motor coordination. 

 

Variations with Increased Degree of Difficulty 
The degree of difficulty of the game can be increased for older children or 

children who are practised in blowing. 

1) Each player may blow the propeller as long as it is in motion – it is 

difficult but gives the best possibilities of controlling the propeller.  

2) An extra possibility to control the propeller is to blow ’the other way 

round’. This is done by blowing directly onto the opposite side of the 

propeller. Even though it is difficult, it is possible to stop the propeller by 

blowing briefly in the opposite direction.  

 

These variations train sequential blowing and the ability of strategic thinking.  

 

Have a good time!  


