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ACTIVITY PLAN

1) Focus and objective of the activity:

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: Kids learn feelings, emoji names and pictures representing those feelings.

2) Target group (age, needs): 3) Materials and tools:

Art Branch: Drama Tools: None

Duration: 40*4=160 Minutes
Special Education Type: Autism & Mild
Intellectual Disability Security/Safety precautions:

* The examplary masks should be prepared in

Age: 10-15 Years Old enough numbers.

4) Educational goals and learning outcomes:

At the end of the activity the following qualifications are expected to improve:
# Increase in visual, affective, behavioral and VET skills of the kid

# The kid can show by their mimics and body language the way how to react and response to any
guestions/orders from others.

# He/she can understand how to transform his/her feelings by using masks.

5) Structure of the activity:

# The adult/parent first, tells the participants to work by pairs (the participant would be the kid, the
parents, other members of the family, friends etc). Then, the adult/coordinator draws 2 circles on
the yellow background cardboard with the help of a compass (Since these will become masks,
they should adjust the size accordingly).

# Then eyes are drawn on the mask with a compass and carefully cut these parts out with scissors.
# With the help of a black felt-tip pen, draw around the eyes and make them prominent, then draw
a smiling mouth for one of the masks and an grumpy mouth for the other.

# He/she makes 2 little bows with red and green background cardboard.

# Lastly he/she sticks the cut bows as mouths over the paper and wants the participants to do in
the same way.

# They begin to have conversation as if they were the cashier or a seller, waiter... etc and a
customer. And they try to show their feelings by using their masks and explaining their feelings in
the situation.

# Kids are supported to develop their reactions and affective learning domain skills by
interconnecting drawings of face-expressions, emojis and imaginatory real life situations.

# Imaaination & Gamification: The method for this activity implies improvement of appropriate
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6) Tips, comments, recommendations:

# 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 kid who learns the feeling of "unhappiness" with the relevant
mask, will be able to transform this learning to real life situations. When he/she wants to
show similar "feelings" and face-expression to a customer, he/she will be able to react

properly.

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

# Another important contribution of the activity to the perception and behavior of the kids 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 kids are
expected/encouraged to repeat different knowledge & exprerience to adapt/develop their
behaviours in the ways appropriate to these changing conditions.
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