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	Tittle: The Fireman & Fire Station
	1) Focus and objective of the activity:: This activity aims to work on three domains: Psychomotor, Cognitive and Affective domains.

* Cognitive Domain - Remembering

Target achievements in this domain which can be obtained by the activity:

Goal-1: Remember the station number and name.

* Psychomotor Domain - Set: Readiness to act & Guided Response

Goal-1: To raise the hand when the station name is called.

Goal-2: Developing motor skills while competing for the fastest lift.

* Affective Domain - Response

Goal-1: To understand that when the station number is told, he/she has to raise his/her hand the fastest.

Goal-2: To know that when the teacher picks the fastest person, he/she has to show up and say another station name.
	2) Target group (age, needs):: Art Branch: Performing arts & Physical Education

Special Education Type: Mild Intellectual Disability



Age: 13-17 Years Old



TARGET AREA: SOCIAL COMMUNICATION


	3) Materials and tools:: Tools: Smart board, balls

Duration: 40*4=160 Minutes

Security/Safety precautions: 

* The adult/parent should pay attention to the distance between the participants (the girl/boy and his/her parents or friends) so that the participants do not hurt each other while raising their hands.



* The adult/parent should pay attention to the condition of the floor against risk of injuries


	4) Educational goals and learning outcomes:: Participants (the girl/boy plus members of the family) should be divided into different groups.



The basic rules are explained:



* The event is planned to be implemented in a circle.



* Groups are given "station names" one by one (Station 1, Station 2 etc.)



* The participants are told to raise their hands when they hear the name their own "Station".



* The activity should be started by firstly selection of one participant from among the group.
	5) Structure of the activity:: * The parent/adult measures/cares the correct response of the gilr/boy to the numbers.



* The parent/adult everytime encourages the girl/boy in the middle to say a different group number.



* The parent/adult encourages the participants in the groups to be the fastest.



* The parent/adult and other participants should support the emerging child by applauding.

* The parent/adult should constantly check the "Gamification" perspective of the event.



1- Continuous control of the relatedness: The parent/adult should check the connection between the girl/boy and the other participants.

2- Continuous control of the proficiency: The parent/adult should check the level of the girl/boy for any problems that may lead to loss of motivation.

3- Continuous control of the confidence: The parent/adult should check the girl/boy's belief that he/she can be successful.

4- Continuous control of the satisfaction: The parent/adult should constantly check the girl/boy's satisfaction with the ongoing activity.



* The educator/teacher should remind the students
	6) Tips, comments, recommendations:: Besides providing improved cognition, similar planned activities can create very positive impacts on other aspects of the lives of teenagers from allages. 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.


