
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: 
Understanding the Feelings/Orders of The Customers 
	1: 
	1: Art Branch: Drawing/Painting 

Special Education Type: Autism & Mild Intellectual Disability

Class (Age): Secondary Level (10-15 Years Old)

TARGET AREA: Affective and VET skills

Drawing Teacher & Special Needs Education Teacher

	2: Tools: None
Duration: 40*4=160 Minutes

Security/Safety precautions: 
* The coloring pencils and canvas should be prepared in enough numbers.

* It is important to do the activity away from things that may distract students.

* The table and the chairs must be arranged in a safe style that no students falls down.
	3: # A4 papaers enough for all the students

# The emojis and draft drawings of faces with feelings will be prepared together

# The flashcards, pictures and animation cards showing feelings (and maybe emojis)

# The meanings of the face expressions. 
	4: # Direct explanation and role-modelling

# 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 abstraction
Target achievements in this domain which can be obtained by the activity:
Goal-1: Students remember feelings, emoji names and pictures representing those feelings 
Goal-2: The students understand & distinguish between the facts, fantasy and real inferences bound with them
* Psychomotor Domain - Set
Goal-1: Students feel/prepare themselves in situation of readiness to act. The "readiness" implies their mental, physical, and emotional sets. 
* Affective Domain - Responds to Phenomena
Goal: They develop active responses/answers and try to approach the situation and react on-time to a particular phenomenon and feelings

	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 affective learning domain skills by interconnecting drawings of face-expressions, emojis and imaginatory real life situations.

# Imagination & Gamification: The method for this activity implies improvement of appropriate reactions suitable for various situations that they may come face to face in everyday social and working life. By the way of imagination the students obtain developing different behaviours, responses and relations. 

# The activity is supposed to support their knowledge and experience of how to react/reply to customers (VET skills). By understanding the "emotions" and "orders/desires" of the other persons, they are supposed to understand the interconnections among feelings, face-expressions of the customers and imaginatory situations they may come up with in their future time working life. 
	5: The proposed stages of learning domains were evaluated as suitable for the leaning ability and VET skills of the students. However, teachers/educators are supposed to continuosly monitor students' behavior and learning processes, taking into account Bloom's Taxonomy and VET conditions. Students should be encouraged to complete activities in accordance with the supposed job encounters and all areas of taxonomy.  Students should be supported to feel/prepare themselves in situation of readiness to act in accordant way to the customer feelings/orders. 
	3: # The teacher/educator asks the students to sit next to each other.
# The teacher/educator often shows pictures of facial expressions that show emotions.
# The teacher/educator ask them to draw faces on A4 sheets of "emotional expressions" they want.
# The teacher/educator shows the pictures he/she had drawn and explains what these pictures/drawings mean: For example, “This is sad”, “This is happy”, “This is bored”.
# The teacher/educator waits for all students to complete their own drawings, while helping them.
# The teacher/educator, after sees the drawing of all facial expression pictures is finished, puts the pictures next to each other by one by in pairs.
#The teacher/educator gives/explains directives to the students to display the target object and target emotion 
#The teacher/educator gives/explains directives to the students to display the target object and target emotion through the pictures. For example, “Show the person/customer who is happy”, “Which one is upset?” or “Who is tired?” 
# With different types of similar questions, the turn and steps of the activty is goes on by changing different students.

	3: 
	1: At the end of the activity the following qualifications are expected to improve:

# Increase in visual, affective, behavioral and VET skills of the learners/students

# The students can answer questions about real objects using "Same" / "Different" statements.

# Answer the questions about the cards showing the illustrated emotions by using the expressions "Same"/ "Different".

# Answer the questions about the masks shown and the facial expressions of the teacher by using the expressions "Same" / "Different". Answer questions about words or phrases that express various emotions using "true" / "false" expressions.

# When the students are shown 2 cards with an emotional contrast and given the name/word of one of them, they can express the name of the other opposite expression.
	2: # During and after finishing this activity, it can be concluded that the dimensions aimed to provide the students, VET, Cognitive Domain, Psychomotor Domain and Affective Domain were all realizable/achievable effectively.

# Their reactions to customers (VET skills) were improving with their improvements in affective domain skills. After they understand the "emotions" and "orders/desires" of the other persons, they could construct in their mind and behaviours the interconnections among feelings, face-expressions of the customers and imaginatory situations they may come up with. 

# The students were observed to develop more appropriate reactions in various situations that may arise in employment environment, especially between themselves and the customers. 

	3: * Significant improvements in memory and affective domain skills of the students

* Students develop their understanding of how to interpret the face expressions of the other people and how to behave properly according to the people's feelings.  

* By combining pictures/drawings with real life situations and feelings, they are provided to improve their social and employability skills in a fun way.

* Sharing experience enables them to socialize and strengthens the feeling of being part of the society.
	4: # If the teacher/educator shows the students the pictures of faces explaining the feelings and interrelates these pictures and feelings with the appropriate emojis, it can be useful for the students to understand the meaning of emojis and mostly used faces on internet. This can provide opportunities for them to get involved within different virtual communities and employability groups on the internet, in the future times.

	5: # The activities like this one, especially if entangled with VET perspective, cross-cut different domains of learning and consist of steps which have a multi-layered structure. For example in this activity, a student who learns the feeling of "unhappiness" with the relevant picture of the face expressions, will be able to transform this learning to real life situations. When he/she comes accross similar "feeling" and face-expression by a customer, he/she will be able to react properly. 

# As in this activity, activities that use several different VET, art and learning domains together can contribute a permanent progress for improvement of the skills & knowledge of the students for labor/work life in the future.

# 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 situations they can meet in everyday life by using the knowledge and experience they obtained from this activity. The learners/students are expected/encouraged to repeat different knowledge & exprerience like feelings, emojis and to adapt/develop their behaviours in the ways appropriate to these changing conditions. 

	4: Besides providing improvement in VET area and all three domains of learning, 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 more easily.


