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

Art Branch: Creative Drama

Special Education Type: Severe-Moderate Intellectual
Disability

Class (Age): Secondary Level (13-17 Years Old)
TARGET AREA: MEETING AND SOCIAL
COMMUNICATION

Creative Drama Teacher & Special Needs Education
Teacher

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

* Preparation of cards or sheets and if possible short
audio-visual files which clarifies the "movements” and
steps of the process.

* The basic rules are explained:

* The activity is planned to be realized in a circle.

* The purpose of the steps of the activity are explained
to the students.

* The activity should be started by firstly selection of
one student from among the group.

* The relation between the ball and the music
explained.

* The clear explanation about timing and method of
introducing themselves to the group by the students
should be planned.

arts

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

Tools: Smart board, balls
Duration: 40*6=240 Minutes

Security/Safety precautions:

* The educator/teacher needs to pay attention to the
situation of the floor against any falls or injuries. should
be done.

* The teacher/educator should be careful/sensitive
about the situations of the students who use some
additional devices due to their different physical health
problems such as eye-glasses or crutches.

* The educator/teacher needs to check the track of
time. If there seem to be left five minutes or less for the
end of the class, the activity should be stopped and the
next performance should be started in the next class.

4) Teaching-learning methods and

techniques

* Narrative method, Question answer

* Role-modelling

* Role playing

* Expression with visual and physical support

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)

Within Bloom's Taxonomy, 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: Recognizes the creative drama teacher (remembers in the next encounter).

Goal-2: In the first encounter, manages to say hello to the teacher/friend by giving their hands.
* Psychomotor Domain - Set: Readiness to act & Guided Response

Goal-1: Responds by giving their hand in greeting and by saying "good morning".

Goal-2: Imitates, copies the teacher.
* Affective Domain - Perception (awareness)

Goal-1: Follows others in workshop activities (learns by watching what is done in greetings).
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1) Methods of attracting the attention
(Both art & SNE teachers will develop)

* The sensory attention should be supported by the
music and call of the teachers in a few minute cycles.

* The teachers/educators must go on the eye contact
with all the students in turn.

* The teachers should be seen as "eager and excited"
to get the information from the students.

* The teachers should behave in accordance with the
introduction of the students themselves and be seen as
"surprised" by the information given by the students.

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

* Definition of movements for getting to know and for
Telling-noticing personal characteristics.

* The basic rules are explained:

In this activity, firstly, students gather in a circle.

The teacher selects one student from amont them.
He/she should wait with the ball in the hand, while the
teachers are going on to play the music.

* When the teacher/educator turns off the music
unexpectedly, the ball is given to somebody else within
the group.

* The student to whom the ball will be given in the
circle, introduces themselves by saying their name or
personal characteristics.

- Each student should be given opportunity to introduce
themselves. They would firstly begin their turn in the
activity by saying “Hello | am..." or "My name is...."

* After the teacher/instructor restarts the music the
student passes waits by the ball in the hand.

2) Providing the motivation, notifying the
target group

* The educators/teachers should ensure the
students/learners about the important points of the
realization process of the activity. For example, it can
be reminded/explained to them that they could express
their opinions and introduce themselves when their turn
comes.

* The educators/teachers continuously support the
students in the way for achieving their active
participation by means such as unexpected rewards or
appreciation.

* There maybe some small gifts at the end of their
successful learning and change of the behaviour.
(Extrinsic Motivation: Some of the students may
become more eager get involved in an activity to have
the rewards and avoid punishments from the
teachers/groups).

* Continuously checking the "Gamification" perspective

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

* Narrative method, Question answer:

The social environment especially in the eyes of the
students with any disabilities has a great importance.
The point of view of these students has a great effect
on the construction process of the "social environment"
Narrative method and giving the opportunity for all of
them one by one to talk about themselves and follow
the narratives of the others and the teachers, will
support all social interactions and dialogue with the
others in the class.

* Role-modelling:

By this method, the students get the opportunity to
understand the realistic situations within the context.
Controlled by both of the teachers, they can learn and
practice playing a role just similar to situations they
may get faced with in their everyday life (or similar to
the ones they may get come accros in the future).

* Role playing: This method will absolutely contribute to
the level of iovfulness in all learnina steps.

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

Both of the teachers should be continuously observing the behaviours and learning processes of the students especially
taking Bloom's Taxonomy into consideration. The students should be encouraged to fullfill the activities related with
taxonomy's three domains: Psychomotor, Cognitive & Affective domains. and "Remembering", "Set: Readiness to act"
& "Guided Response" & "Perception (awareness)" phases of the taxonomy. Their achievements and if there seems to
be some difficulties, should be recorded.
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1) Obtained Quantification and

consideration

First of all, using intermixture of two different education
fields and role-playing in both fields, provides a
development in cognitive functions and sensory
mechanisms.

Introducing oneself “within group” increases the
gainings of all the learners in affective domain and their
sociability.

The steps and tasks requiring simultaneous or
different-time based cognitive & physical engagement,
and music-based multitask exercises realized in the
class obviously contribute to improvement of the
sturdents/learners in all learning domains.

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

* Applying art (drama) & Special needs education fields
simultaneously in the class, provides a means for all of
the students an innovative way of communication
through “common creative representations”.

* “Symbols and themes of the activity” which are
re-constructed within an "Imagination” element
improves their important aspects of learning. Creative
drama provides them to show/think/understand their
and other friends' subjective experiences.

* This creative drama activity combined with special
needs education can provide the students to improve
their cognitive patterns, to develop deepened feelings
of care and interest in the lives of others.

* Experience sharing has a very important role for the
development of their identity and employability
potential in the future.

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

By targeting the students with Severe-Moderate
Intellectual Disability, the results of this activity had
very positive effects on all three domains:
Psychomotor, Cognitive and Affective domains.

* Both the Goal-1 & Goal-2 of the cognitive domain
were more affordable and achieavable by the students

* That was also observed that intermixture of two
different education fields and role-playing in both fields
& music-based multitask exercises had made easier for
the students to obtain the Goals of the activity aiming
the Psychomotor & Affective learning Domains

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

The activity was very helpful for creating new
opportunities for the students who seemed to be less
sociable to get involved in the class and in other social
activities.

Process of encouragement of the students to
participation in the activity should be supported by a
continuous observation and encouragement of
peripheral participation.

If some of the students seem to be less sociable or
need more self-confidence before achieving a "full
participation" to the activity, thet can be supported by
motivating their different/specific learning abilities in art
or other skills.

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

By encouraging the participant students for getting involved in different activities, such as activities that will be realized
in the school and other spheres like celebration of national days, shows or fair areas or exhibitions, by giving them
different musical and pysical activity roles in these activities, can improve their learnt knowledge. They can increase

their gainings by expanding their experiences in that way.

This intermixturing of drama activity & SEN education targeting the learners with severe-moderate intellectual disability,
besides providing improved cognition, can create positive impacts other aspects of their lives such as increased social
participation and by this way, increasing their opportunities for integration to the working-life in future times. It is obvious
that innovative and further studies will be very helpful for exploring different kinds of secondary benefits related about

the quality of life of the persons with any kind of disabilities.
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Other comments or observations

Any future activities/studies should include improvement of more measures for participant motivation . A
clearer understanding of the reasons for non-participant behaviour and precautions to avoid “dropout” of the
activity should be developed.

Any dual task activities, consisting of cognitive and/or motor activities, will obviously be more effective than
any single-task learning activities. However, for getting safer and more beneficial results in these activities,
reducing any risks of falls among the students with disabilities and managing divided attention have a great
importance.
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Special Education Type: Severe-Moderate Intellectual Disability
Class (Age): Secondary Level (13-17 Years Old)
TARGET AREA: MEETING AND SOCIAL COMMUNICATION

Creative Drama Teacher & Special Needs Education Teacher

	2: Tools: Smart board, balls
Duration: 40*6=240 Minutes

Security/Safety precautions: 
* The educator/teacher needs to pay attention to the situation of the floor against any falls or injuries. should be done.
* The teacher/educator should be careful/sensitive about the situations of the students who use some additional devices due to their different physical health problems such as eye-glasses or crutches. 
* The educator/teacher needs to check the track of time. If there seem to be left five minutes or less for the end of the class, the activity should be stopped and the next performance should be started in the next class. 
	3: * Preparation of cards or sheets and if possible short audio-visual files which clarifies the "movements" and steps of the process. 
* The basic rules are explained:
* The activity is planned to be realized in a circle. 
* The purpose of the steps of the activity are explained to the students.
* The activity should be started by firstly selection of one student from among the group. 
* The relation between the ball and the music explained.
* The clear explanation about timing and method of introducing themselves to the group by the students should be planned. 
	4: * Narrative method, Question answer
* Role-modelling
* Role playing
* Expression with visual and physical support


	5: Within Bloom's Taxonomy, 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: Recognizes the creative drama teacher (remembers in the next encounter).
Goal-2: In the first encounter, manages to say hello to the teacher/friend by giving their hands.
* Psychomotor Domain - Set: Readiness to act & Guided Response
Goal-1: Responds by giving their hand in greeting and by saying "good morning".
Goal-2: Imitates, copies the teacher.
* Affective Domain - Perception (awareness)
Goal-1: Follows others in workshop activities (learns by watching what is done in greetings).
Goal-2: Knows the names of the persons in the group and of the teacher.
Goal-3: Follows verbal instructions.

	2: 
	1: * The sensory attention should be supported by the music and call of the teachers in a few minute cycles.

* The teachers/educators must go on the eye contact with all the students in turn.

* The teachers should be seen as "eager and excited" to get the information from the students. 

* The teachers should behave in accordance with the introduction of the students themselves and be seen as "surprised" by the information given by the students. 
	2: * The educators/teachers should ensure the students/learners about the important points of the realization process of the activity. For example, it can be reminded/explained to them that they could express their opinions and introduce themselves when their turn comes. 
* The educators/teachers continuously support the students in the way for achieving their active participation by means such as unexpected rewards or appreciation.
* There maybe some small gifts at the end of their successful learning and change of the behaviour. (Extrinsic Motivation: Some of the students may become more eager get involved in an activity to have the rewards and avoid punishments from the teachers/groups).
* Continuously checking the "Gamification" perspective of the activity. 
1- Check the relatedness: Teacher/educator should check the students' situation of being connected to others.
2- Check the competence: Teacher/educator should check the students/class level against any problem leading to loss of their motivation.
3- Check the confidence: Teacher/educator should check the students' believes that they can be successful.
4- Check the satisfaction: Teacher/educator should check the continuous satisfaction of the students about the on-going activity. 
	4: * Narrative method, Question answer:
The social environment especially in the eyes of the students with any disabilities has a great importance. The point of view of these students has a great effect on the construction process of the "social environment" Narrative method and giving the opportunity for all of them one by one to talk about themselves and follow the narratives of the others and the teachers, will support all social interactions and dialogue with the others in the class.  
* Role-modelling:
By this method, the students get the opportunity to understand the realistic situations within the context. Controlled by both of the teachers, they can learn and practice playing a role just similar to situations they may get faced with in their everyday life (or similar to the ones they may get come accros in the future). 
* Role playing: This method will absolutely contribute to the level of joyfulness in all learning steps.
* Expression with visual and physical support: has a desirable, high impact on improving creative sense of individuality and self-confidency among students.

	5: Both of the teachers should be continuously observing the behaviours and learning processes of the students especially taking Bloom's Taxonomy into consideration. The students should be encouraged to fullfill the activities related with taxonomy's three domains: Psychomotor, Cognitive & Affective domains. and "Remembering", "Set: Readiness to act" & "Guided Response" & "Perception (awareness)" phases of the taxonomy. Their achievements and if there seems to be some difficulties, should be recorded. 
	3: * Definition of movements for getting to know and for Telling-noticing personal characteristics.
* The basic rules are explained:
In this activity, firstly, students gather in a circle.
The teacher selects one student from amont them. 
He/she should wait with the ball in the hand, while the teachers are going on to play the music. 
* When the teacher/educator turns off the music unexpectedly, the ball is given to somebody else within the group.
* The student to whom the ball will be given in the circle, introduces themselves by saying their name or personal characteristics. 
- Each student should be given opportunity to introduce themselves. They would firstly begin their turn in the activity by saying “Hello I am..." or "My name is...." 
* After the teacher/instructor restarts the music the student passes waits by the ball in the hand. 
* When the music stops, the ball should be turned to someone else.

	3: 
	1: First of all, using intermixture of two different education fields and role-playing in both fields, provides a development in cognitive functions and sensory mechanisms.

Introducing oneself “within group” increases the gainings of all the learners in affective domain and their sociability. 

The steps and tasks requiring simultaneous or different-time based cognitive & physical engagement, and music-based multitask exercises realized in the class obviously contribute to improvement of the sturdents/learners in all learning domains.
	2: By targeting the students with Severe-Moderate Intellectual Disability, the results of this activity had very positive effects on all three domains: Psychomotor, Cognitive and Affective domains.

* Both the Goal-1 & Goal-2 of the cognitive domain were more affordable and achieavable by the students 

* That was also observed that intermixture of two different education fields and role-playing in both fields & music-based multitask exercises had made easier for the students to obtain the Goals of the activity aiming the Psychomotor & Affective learning Domains
	3: * Applying art (drama) & Special needs education fields simultaneously in the class, provides a means for all of the students an innovative way of communication through “common creative representations”. 

* “Symbols and themes of the activity” which are re-constructed within an "Imagination" element improves their important aspects of learning. Creative drama provides them to show/think/understand their and other friends' subjective experiences. 

* This creative drama activity combined with special needs education can provide the students to improve their cognitive patterns, to develop deepened feelings of care and interest in the lives of others. 

* Experience sharing has a very important role for the development of their identity and employability potential in the future.
	4: The activity was very helpful for creating new opportunities for the students who seemed to be less sociable to get involved in the class and in other social activities.

Process of encouragement of the students to participation in the activity should be supported by a continuous observation and encouragement of peripheral participation.

If some of the students seem to be less sociable or need more self-confidence before achieving a "full participation" to the activity, thet can be supported by motivating their different/specific learning abilities in art or other skills. 
	5: By encouraging the participant students for getting involved in different activities, such as activities that will be realized in the school and other spheres like celebration of national days, shows or fair areas or exhibitions, by giving them different musical and pysical activity roles in these activities, can improve their learnt knowledge. They can increase their gainings by expanding their experiences in that way.

This intermixturing of drama activity & SEN education targeting the learners with severe-moderate intellectual disability, besides providing improved cognition, can create positive impacts other aspects of their lives such as increased social participation and by this way, increasing their opportunities for integration to the working-life in future times. It is obvious that innovative and further studies will be very helpful for exploring different kinds of secondary benefits related about the quality of life of the persons with any kind of disabilities. 

	4: Any future activities/studies should include improvement of more measures for participant motivation . A clearer understanding of the reasons for non-participant behaviour and precautions to avoid “dropout” of the activity should be developed. 

Any dual task activities, consisting of cognitive and/or motor activities, will obviously be more effective than any single-task learning activities. However, for getting safer and more beneficial results in these activities, reducing any risks of falls among the students with disabilities and managing divided attention have a great importance.


