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

Art Branch: Creative Drama

Special Education Type: Mild Intellectual Disability &
Autism

Class (Age): Secondary Level (12-15 Years Old)
TARGET AREA: INTERPERSONAL
COMMUNICATION

Creative Drama Teacher & Special Needs Education
Teacher

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

# Basic symbols and concepts that will be used

# A wide & comfortable area.

# A circle equal to the class size

# Second circle drawn in the middle of the area

# The midwife

# Names and features of colors, animals, lessons,
family members, food, drinks... etc.

arts

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

Tools: None
Duration: 40*6=240 Minutes

Security/Safety precautions:

* The teacher/ educators should be careful/sensitive
about the situation of students who use additional
devices such as glasses and hearing aids due to
different physical health problems.

* The educators/ teacher should control the playground
in order to minimize the possibility of students 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 educators/teacher should control the time during
the activities. If there are five minutes or less left of the
lesson, the activity should be stopped and this step of
the activity should be started in the next lesson.

4) Teaching-learning methods and

techniques

* Role playing

* Question & Answer

* Expressions supported with visual and physical
means

* Real Moment & Gamification

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)

This activity includes Psychomotor, Cognitive and Emotional domains in Bloom's Taxonomy.

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
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1) Methods of attracting the attention
(Both art & SNE teachers will develop)

* Teachers/educators should take into consideration
whether the students have the knoledge of the subject
the game is built upon.

* Sensory attention should be supported by the
teacher's body movements or by any other visual
means such as slides, flashcards, examples... etc

* Teachers/educators should be giving importance to
all the questions and comments of the students.

* Teachers/educators should show that they care about
students' likes/dialikes and take them into
consideration.

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

The rules of the activity and rules of behaviour among
the groups and individuals should be clearly explained.

# A circle equal to the class size is drawn at equal
intervals in a square or rectangular area.

# One student is placed in each circle.

# Another circle is drawn in the middle of the area
where the children 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 creative drama teacher 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.

2) Providing the motivation, notifying the
target group

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

## The Narrative method: The method is used while
explaining all the steps of the activity to the students.

* |t should be continuously ensured that the narration
side of the activity should be supported visually and
physically. The imitation dimension with its internal
self-elements, can greatly support the creativity and
adaptability of the students.

## Question & answer method: It is used while asking
students about the things they like in different fields in
the activity

* During the activity also at some points, the activity
could be stopped and students maybe suddenly shown
a picture or given a command. This will ensure besides
the effective usage of visual aspect of the activity,
prevention from the loss of motivation and attention
problems among the students during the activity.

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

Teachers should constantly scrutinize their ongoing processes with students and their effects on behaviors, taking into
account the Bloom's Taxonomy. Students should be supported to complete activities related to the three areas of
taxonomy, namely Psychomotor, Cognitive and Affective areas:

Taxonomy's Cognitive Area - Remember & Readiness to act and Guided Response & Perception (awareness) gains
should be targeted.

Successes or negative observations in the activity should be recorded.
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1) Obtained
consideration

Quantification and

At the end of the activity, the following positive changes
are expected from the students:

# Tell the types of emotions, likes, dislikes, favourite
things

# Know/understand the types of emotions, likes,
dislikes of the other persons

# Choose the appropriate one among the options about
their own likes, dislikes, emotions

# Relates their likes, dislikes & feelings to daily events.
# Indicates which of their likes, dislikes coincides to the
others'.

# Depending on the differences of intellectual disability,
the language and speech skills of the students may
improve. Their attention span becomes longer.

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

# This activity, besides providing an easy way to the
students for learning the knowledge about emotions,
likes and dislikes of the people.

# The art and game aspects integrated into the activity,
facilitates them to express their emotions, likes and
dislikes.

# The activity, combining with creative drama with
special needs education, can help students start to
changing their perception about emotions, likes and
dislikes of the people; as well as provide their
willingness to learn the personal characteristics of
others.
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2) Results after the observation of the
learners by checking the Taxonomy, the
objectives, verbs and domains of the
taxonomy

Psychomotor, Cognitive and Emotional domains of
Bloom's Taxonomy aimed by this activity were
obtained/fullfilled by the students.

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)

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

# The area and materials should be organized in such
a way that students do not harm each other or
themselves.

# It would be more appropriate for art and special
education teachers to communicate more and make
necessary plans before the activity and determine the
materials.

* |f any of the students get difficulty about
remembering/telling their emotions, likes and dislikes
the teacher/educator should be supporting them.

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

### Developing other activities like this activity, will obviously be very helpful for the students to develop their cognitive

and motor skills and especially affective domain skills.

* While developing similar activities it should be taken into account that if there are any students who have some
difficulty to explain their emotions, likes and dislikes, the teacher/educator should be supporting them. They may create
some other solutions for those students instead of explaination such as drawing, dancing ...etc
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Other comments or observations

The activity was very helpful for creating new opportunities for the students 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.
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opinions of authors



	Name: 
I Like The most
	1: 
	1: Art Branch: Creative Drama
Special Education Type: Mild Intellectual Disability & Autism
Class (Age): Secondary Level (12-15 Years Old)
TARGET AREA: INTERPERSONAL COMMUNICATION

Creative Drama Teacher & Special Needs Education Teacher


	2: Tools: None
Duration: 40*6=240 Minutes

Security/Safety precautions: 
* The teacher/ educators should be careful/sensitive about the situation of students who use additional devices such as glasses and hearing aids due to different physical health problems.
* The educators/ teacher should control the playground in order to minimize the possibility of students 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 educators/teacher should control the time during the activities. If there are five minutes or less left of the lesson, the activity should be stopped and this step of the activity should be started in the next lesson.
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# The midwife 
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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.
Level 3 - Guided Response- Goal 1: Imitates, copies, and understands emotions, likes and dislikes of friends and teachers.
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	1: * Teachers/educators should take into consideration whether the students have the knoledge of the subject the game is built upon.  
* Sensory attention should be supported by the teacher's body movements or by any other visual means such as slides, flashcards, examples... etc
* Teachers/educators should be giving importance to all the questions and comments of the students. 
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	2: * 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: ## The Narrative method: The method is used while explaining all the steps of the activity to the students.

* It should be continuously ensured that the narration side of the activity should be supported visually and physically. The imitation dimension with its internal self-elements, can greatly support the creativity and adaptability of the students.

## Question & answer method: It is used while asking students about the things they like in different fields in the activity
* During the activity also at some points, the activity could be stopped and students maybe suddenly shown a picture or given a command. This will ensure besides the effective usage of visual aspect of the activity, prevention from the loss of motivation and attention problems among the students during the activity.

## Role Playing Method: The behavior of successful students is a role model for the student who has difficulty in performing the activity, and these students who have difficulty in doing the activity use the role play method while imitating other students.

## Gamification: Gamification dimension should be used together with all the methods applied during this activity. The activity should be planned as an educational game for students who interact within their peer-groups while having fun.
	5: Teachers should constantly scrutinize their ongoing processes with students and their effects on behaviors, taking into account the Bloom's Taxonomy. Students should be supported to complete activities related to the three areas of taxonomy, namely Psychomotor, Cognitive and Affective areas:
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	3: The rules of the activity and rules of behaviour among the groups and individuals should be clearly explained.

# A circle equal to the class size is drawn at equal intervals in a square or rectangular area.
# One student is placed in each circle.
# Another circle is drawn in the middle of the area where the children 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 creative drama teacher 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.

	3: 
	1: At the end of the activity, the following positive changes are expected from the students:
# Tell the types of emotions, likes, dislikes, favourite things
# Know/understand the types of emotions, likes, dislikes of the other persons
# Choose the appropriate one among the options about their own likes, dislikes, emotions 
# Relates their likes, dislikes & feelings to daily events.
# Indicates which of their likes, dislikes coincides to the others'. 
# Depending on the differences of intellectual disability, the language and speech skills of the students may improve. Their attention span becomes longer.
	2: Psychomotor, Cognitive and Emotional domains of Bloom's Taxonomy aimed by this activity were obtained/fullfilled by the students. 
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.
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	3: # This activity, besides providing an easy way to the students for learning the knowledge about emotions, likes and dislikes of the people. 

# The art and game aspects integrated into the activity, facilitates them to express their emotions, likes and dislikes.

# The activity, combining with creative drama with special needs education, can help students start to changing their perception about emotions, likes and dislikes of the people; as well as provide their willingness to learn the personal characteristics of others.
	4: # The area and materials should be organized in such a way that students do not harm each other or themselves.

# It would be more appropriate for art and special education teachers to communicate more and make necessary plans before the activity and determine the materials.
* If any of the students get difficulty about remembering/telling their emotions, likes and dislikes the teacher/educator should be supporting them. 


	5: ### Developing other activities like this activity, will obviously be very helpful for the students to develop their cognitive and motor skills and especially affective domain skills. 

* While developing similar activities it should be taken into account that if there are any students who have some difficulty to explain their emotions, likes and dislikes, the teacher/educator should be supporting them. They may create some other solutions for those students instead of explaination such as drawing, dancing ...etc  


	4: The activity was very helpful for creating new opportunities for the students 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.


