
Table 4-4. Social/Cognitive Items 
The PEDI CAT Social/Cognitive domain includes 60 items that address communication, interaction, 
safety, behavior, play with toys and games, attention, and problem-solving in the four content areas 
of Interaction, Communication, Everyday Cognition, and Self-Management. 

 
When presented with the PEDI-CAT, all respondents begin with the same item in each domain in 
the middle of the range of difficulty and the response to that item then dictates which item will appear 
next (a harder or easier item), thus customizing the items to the child and minimizing the number of 
irrelevant items. The first item administered in the Social/Cognitive domain is, “Recognizes numbers 
such as on a clock or phone”. 

 
(Original) 
Item 
Number 

Content Area Item 

144 
 

SC001 

Communication Uses words, gestures or signs to ask for something 

145 
 

SC002 

Communication Uses several words or signs together such as "go home now" 
and "daddy go" 

146 Communication Uses words or signs to ask questions such as "Where's 
Mommy?" or "What's that?" 

147 Interaction Carries on a conversation with a familiar person by listening 
and responding appropriately 

148 Communication Teaches another person a new game or activity by giving 
examples and explanations 

149 Interaction Greets new people appropriately when introduced 

150 Everyday Cognition Follows directions given by adult leader of a small group (4-5 
children or teenagers) 

151 Interaction Asks permission before using someone else's property 

152 Everyday Cognition Attends to and follows direction given by a coach or teacher 
while in a large group (20-30 children or teenagers) 

153 Interaction Uses language appropriate to the situation such as formal 
language at a job interview or informal language when hanging 
out with friends 

154 Interaction Asks for a change in plans or responsibilities in a respectful 
way such as asking a teacher to extend a deadline 

155 Interaction Follows gaze of another person to look at the same place or 
object 

156 Interaction Plays peek-a-boo or pat-a-cake 

157 Interaction Interacts briefly with a peer during play 

158 Interaction Asks one or more peers to play using words or gestures 



159 Interaction Takes turns sharing a favorite toy with peers 

160 Interaction Participates in role-playing activities such as playing school 
or acting out famous characters 

161 Interaction Plays with one or more children of the same age for several 
hours on their own 

162 Interaction Takes turns and follows rules while playing simple board, 
card, or video games 

163 Interaction Uses strategy and follows strict rules while playing complex 
board, card, or video games 

164 Interaction Shows positive reactions to friends' success such as 
congratulating a peer for scoring a goal or doing well on a 
test 

165 Interaction Works with friends to reach an agreement when they have 
different ideas 

166 Interaction Maintains friendships that involve give-and-take, 
compromises and loyalty 

167 Interaction Tries to resolve a conflict with friends or classmates 

168 Everyday Cognition Recognizes his/her printed name 

169 Everyday Cognition Prints first and last name legibly 

170 Everyday Cognition Writes a legible 3-4 item list 

171 Communication Writes short notes or sends text messages or email 

172 Everyday Cognition Communicates ideas in a 2-3 page written assignment or 
report 

173 Everyday Cognition Recognizes numbers such as on a clock or phone 

174 Everyday Cognition Counts out the correct coins to pay for an item that costs $1 
or less 

175 Everyday Cognition Understands signs in the community such as Restrooms or 
EXIT 

176 Everyday Cognition Counts out the correct amount of bills and/or coins to pay for 
an item costing $20-$40 

177 Everyday Cognition Uses a map to plan a route to a new place 

178 Everyday Cognition Finds a phone number or address using the phone book or 
computer 

179 Everyday Cognition Follows written directions of 2-3 steps 

180 Everyday Cognition Follows complex written instructions such as to set up new 
computer software or complete a school project 



181 Communication Uses the words yesterday/ tomorrow/ today correctly 

182 Everyday Cognition Associates days of the week with their typical activities such 
as football practice on Tuesday, chores on Saturday 

183 Everyday Cognition Associates a specific time with a specific activity such as a 
favorite TV show starting at 3 pm 

184 Everyday Cognition Uses a watch or clock to be ready for an activity such as 
catching school bus or watching TV show 

185 Self-Management Accepts the need to wait an hour or two before a request can 
be met 

186 Self-Management When upset, responds without punching, hitting, or biting 

187 Self-Management Accepts advice or feedback from a teacher, coach, or boss 
without losing temper 

188 Self-Management Keeps unsafe objects and household materials out of mouth 

189 Self-Management Behaves safely when falling is possible, such as on a 
playground slide or near stairs 

190 Everyday Cognition Checks traffic in both directions and knows when to cross 
street 

191 Everyday Cognition Shows interest in objects held close by looking, touching, or 
listening 

192 Everyday Cognition Tries to make toys work by pressing, pushing, or squeezing 

193 Everyday Cognition Puts together an unfamiliar 5-10 piece puzzle with 
interlocking pieces 

194 Everyday Cognition Uses toys in simple pretend play such as putting doll to bed 
or driving a toy truck 

195 Everyday Cognition Builds simple structures from objects such as building a tower 
or a house from blocks 

196 Communication Uses single words, gestures or signs to show what he/she 
wants 

197 Communication Describes what help is needed to solve a problem such as 
approaching store staff to locate item or asking a friend to 
borrow a book needed for homework 

198 Everyday Cognition Tries to do things a different way when not successful such 
as turning a puzzle piece in a different direction or trying a 
different route in a video game 

199 Everyday Cognition Uses a calendar or datebook to record and keep track of 
appointments, assignment or events 

200 Communication Explains reasons behind actions or such as why he/she spent 
money on a particular item 

201 Self-Management Stays quiet in public places when expected 



202 Communication Provides own address and telephone number when asked 

203 Self-Management Transitions from one familiar activity to another such as 
playground to classroom, bath time to bed time 


