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	Tittle: I Like The most
	1) Focus and objective of the activity:: Cognitive Domain - Level 1 - Knowledge (Remembering) Goal 1: Tells his/her own personal characteristics.
Goal 3: Knows some of the emotions, likes and dislikes of his/her friends.
Level 2 - Comprehension: Objective 1: Predict how to behave in accordance with their own and others' emotions, likes, dislikes in the context of social communication.

Affective Domain - Level 1 (Receiving) - Goal 1: Follows verbal instructions.
Goal 2: Listens by paying attention to the other person in social life. (People's emotions, likes, dislikes)

Psychomotor Domain – Level 2- Set (Readiness)- Objective 1: He/she acts in accordance with the characteristics of the people he/she encounters in social life with his/her friends in the class.
	2) Target group (age, needs):: Art Branch: Creative Drama
Special Education Type: Mild Intellectual Disability & Autism
Age: 12-15 Years Old
TARGET AREA: INTERPERSONAL COMMUNICATION
	3) Materials and tools:: Tools: None
Duration: 40*6=240 Minutes
Security/Safety precautions: 
* The adult should be careful/sensitive about the situation of kids who use additional devices such as glasses and hearing aids due to different physical health problems.
* The adults should control the playground in order to minimize the possibility of kids falling and getting injured during the game. Anything in the learning and activity area that may cause injury should be moved to a non-damaging area.
* The adults should control the time during the activities. The activity can be stopped and this step of the activity can be started next time.
	4) Educational goals and learning outcomes:: The rules of the activity and rules of behaviour among the groups and individuals should be clearly explained.

# A circle equal to the room size is drawn at equal intervals in a square or rectangular area.
# One participant (the participants will be the kid, the parents, other members of the family or friends) is placed in each circle.
# Another circle is drawn in the middle of the area where the participants are. The person in the middle circle becomes the midwife.
# The midwife tries to take the place of the participants in the relocations.
# When the adult/coordinator says "Those who like the color blue", those who like the color blue change places. The game continues by saying that those who love to read books, those who love to run, those who love to dance... etc.
	5) Structure of the activity:: * Adults should take into consideration whether the kids have the knoledge of the subject the game is built upon.  
* Sensory attention should be supported by the adult's body movements or by any other visual means such as slides, flashcards, examples... etc
* Adults should be giving importance to all the questions and comments of the kids. 
* Adults should show that they care about kids' likes/dialikes and take them into consideration.
* Continuously checking the "Gamification" perspective of the activity. 
1- Check the relatedness: Adults should check the kids' situation of being connected to others.
2- Check the competence: Adults should check the kids/participants level against any problem leading to loss of their motivation.
3- Check the confidence: Adults should check the kids' believes that they can be successful.
4- Check the satisfaction: Adults should check the continuous satisfaction of the kids about the on-going activity. 

	6) Tips, comments, recommendations:: The activity was very helpful for creating new opportunities for the kids who seemed to be less sociable to get involved into the other activities, and also was helpful for the to explain their emotions, likes and dislikes.


