
N A M E  O F  T H E  A C T I V I T Y :



1)  Art  Branch,  Special  education type,
class (age),  teachers (both art  & special
needs)

B E G I N N I N G

2) Duration,  tools ( instruments)  used,
security measures ( if  any) ,  resources

3) Basic activity concepts and symbols
(both art  & SNE)

4)  Teaching-learning methods and
techniques 

5) Aims that may be obtained (Preliminary checking of the Taxonomy, the objectives,  verbs and
domains that may be obtained in the taxonomy taken the target learners into consideration)



1)  Methods of attracting the attention 

(Both art & SNE teachers will develop)

D U R I N G  T H E  A C T I V I T Y

2) Providing the motivation,  notifying the
target group

3) Transit ion to the explanation of basic
concepts and acts of the activity
(Prerequisite information) 

4)  The teaching methods and techniques
to be applied are explained in detail .

5)   Continuous observation of the learners by checking the Taxonomy, the objectives,  verbs and
domains of the taxonomy. 



1)  Obtained Quantif ication and
consideration

A T  T H E  E N D  O F  T H E
A C T I V I T Y

2) Results after the observation of the
learners by checking the Taxonomy, the
objectives,  verbs and domains of the
taxonomy

3) Gainings of the learners ( in both art
f ield and special  education f ield)

4)  Notes for success or betterment of
the activity with a vision of Art  & SNE
amalgamation 

5)   Recommendations for further works/studies for Art  & SNE amalgamation 



Other comments or observations

This  Act iv i ty  was  produced  as  result  of  the  project  "E-ducat ion  platform  and  pract ices  for 
special ly  arts-abled  schools  and  famil ies"  number  2021-1-ES01-KA220-SCH-00027905  and  the 
European  Comission,  and  Spanish  National  Agency,  are  not  responsible  of  the  contents  and

opinions of  authors


	Name: If I were a Toy
	1: 
	1: Art Branch: Performing arts (Physical Education)Special Education Type: Mild Intellectual Disability & AutismClass (Age): Primary Level (8-10 Years Old)TARGET AREA: Cognitive and psychomotor skillsPhysical Education Teacher & Special Needs Education Teacher
	2: Tools: NoneDuration: 40*4=160 MinutesSecurity/Safety precautions: * The activity needs to be done in a large area* It is important to do the activity away from things that may distract students.* The floor must be supported by soft covering against injuries.
	3: # A drawn large circle # The numbers from one through six. # The names of the toys: Doll, train, ball, wooden soldier, toy airplane, taxi
	4: # Direct explanation and role-modelling# Dual domain learning supported by dual-task learning groups # Imagination & Gamification
	5: Within Bloom's Taxonomy, this activity aims to work on three domains: Psychomotor, Affective and Cognitive domains.* Cognitive Domain - Remember* Cognitive Domain - Applying: Use a concept in a new situation or unprompted use of an abstractionTarget achievements in this domain which can be obtained by the activity:Goal-1: Students remember toy group names and numbers representing that toy groupGoal-2: The students understand & distinguish between the facts, fantasy and real inferences bound with them* Psychomotor Domain - SetGoal-1: Students feel/prepare themselves in situation of readiness to act. The "readiness" implies their mental, physical, and emotional sets. * Affective Domain - Responds to PhenomenaGoal: They develop active participation and try to attend and react on-time to a particular phenomenon. 

	2: 
	1: * The attention and willingness to participate among the students should be supported by the teachers at every round.* The teacher should be cheerful and encouraging.* The teacher/educator should encourage the students to be more active and emphasize that making mistakes is not wrong. 
	2: # The teacher/educator congratulates the students who can answer correctly. # The teacher/educator may show an examplary performance to clarify how to remember the numbers and the toys being matched with these numbers as imaginary elements of the activity.* The teacher advised to support the students by bringing pictures, flashcards and other visual auxilaries, to the activity area.
	4: # Students are supported to develop their reactions and motor skills by interconnecting “physical and imaginatory aspects of the activity”, i.e., by keeping in mind the numbers they heard in different rounds of the activity and performing necessary acting suitable for these numbers.# Imagination & Gamification:The activity implies improvement of appropriate reactions in various situations that may arise in everyday social life. By the way of imagination the students obtain creating different “roles”, “identities” in accordance with different situations. Interconnection of these two methods brings about a synergy among all cognitive, affective and psychomotor learning and social aspects of the activity. The students will be involved in the process, as individual “persons” themselves and as “social persons” by their “toy-identity”. This activity supports the students/learners to improve in both directions: "Imaginative learning" and “socialized identity construction” process# The method of dual domain learning supported by dual-task learning groups: By intermixing performing art/physical activities with SNE and supporting this intermixture with social interaction in peer learning groups closes the gap/distance among the cognitive, affective and the psychomotor domain learning. Bringing all these dimensions together creates extra advantages for both teachers and learners in the teaching and learning processes. 
	5: The proposed stages of learning domains were evaluated as suitable for the leaning ability and skills of the students. However, teachers/educators are supposed to continuosly monitor students' behavior and learning processes, taking into account Bloom's Taxonomy. Students should be encouraged to complete activities related to all areas of taxonomy.  Students should be supported to feel/prepare themselves in situation of readiness to act. Their "readiness" as mentally, physically, and emotionally has a great importance.
	3: # All the students line up on a circle One of them is chosen to stand in the middle. # All students are given numbers from one through six. Then the teacher/educator gives names to the numbers. For example:The students numbered as 1.s: Dolls, 2.s Trains, 3.s Balls, 4. s Wooden soldiers, 5.s Airplanes, 6. s Taxis.# The player in the middle shouts "Trains". The two's, who are in the role of trains, take a step back and run around the ring, and come back to their places. # The first student in his place raises his hand and starts the second round, replacing the middle one.

	3: 
	1: At the end of the activity the following qualifications are expected to improve:* Increase in visual, affective and behavioral skills of of the learners/students* Increase in knowledge and experience about the numbers, relations of numbers or other abstract conceptualizations with the realizities they are representing. * Improvement in understanding the interrelations of shapes, numbers, and imagination of real objects* Improvements in their psychomotor skills and empowerment of their analyzing & interpreting skills
	2: # During and after finishing this activity, it can be concluded that the dimensions aimed to provide the students, Cognitive Domain, Psychomotor Domain: Guided Response, Affective Domain: Perception (awareness) were all realizable/achievable very effectively.# Their reactions and motor skills after comprehending the interconnections among “physical and imaginatory aspects of the activity”, were getting improved faster.# The students were observed to develop more appropriate reactions in various situations that may arise in everyday social life. 
	3: * Significant improvements in memory and basic motor skills of the students* Students develop their sense of music and rhythm.* By combining numbers with music, they are provided to learn in a fun way* Sharing experience enables them to socialize and strengthens the feeling of being part of a team.
	4: # If the teacher/educator wants all the students to change their toy-group & numbers in every round, it will lead all the students to get involved within different groups during the activity.# Providing them the chance to choose different types of toys will bring extra added value and opportunity for them to socialize more by interacting with different peer groups.
	5: # The activities like this one cross-cut different domains of learning and consist of steps whic have a multi-layered structure. For example in this activity, a student who has the role of 2: "Toy-Train", could remember both the number “two” and be able to react when the name of their toy is “called”.As in this activity, activities that use several different taxonomy domains together can contribute a permanent progress for improvement of skills & knowledge of the students in different fields together. # Another important contribution of the activity to the perception and behavior of the students/learners is that they are encouraged to get involved in/adapt to a new, different "toy group" in every round of the activity. The learners/students are expected/encouraged to learn & repeat different knowledge like numbers and to adapt themselves to changing conditions. This method is also very useful to keep their concentration & attention during all the activity.

	4: Besides providing improvement in all three domains oflearning, this kind of planned activities can create very positive impacts on other aspects of the lives of students from all ages. In the simplest meaning, they will increase their social participation and in future times they will be able to understand the opportunities to get involved in working-life.


