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

- Art Branch: Literature and theater

- Special education type: Attention deficit

- Age: 12-14 years old

- Teachers: Theater teacher and special needs teacher

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

The use of Story Cubes is a basic tool in
psycho-pedagogical interventions and group
workshops with children and youth.The objective of the
activity is to encourage the pupils to tell a story with the
images that emerge through the throwing of the dice; in
this particular case, an attempt will be made to create a
play among all the participants. The use of Story
Cubes can be very broad with diverse adaptations of
the same, according to the objective and approach
formulated.

Story Cubes have the ability to:

- awaken fantasy and imagination

- promote reading and writing stories

- strengthen critical thinking

- integrate family or friends in a stimulating activity
without competition.

- At the same time, sharing stories together, or in
teams, allows group cohesion, and telling stories about
oneself strenathens self-esteem and the abilitv to

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

- Duration: 90 minutes
- Tools: Story Cubes, paper, pencil, colors

4) Teaching-learning methods and

techniques

Numerous studies argue the importance of play in the
development process of individuals as it favors
different social and cognitive skills. Play promotes the
general development of the person, as it allows him/her
to test rules and limitations that can later be
extrapolated to real situations with a certain guarantee
of success. In the same way, the game process
contributes to pupils with attention deficit to the
development of socio-emotional skills such as
sociability, creativity, critical and communicative
capacity, stimulates action, reflection and expression.
The use of play allows the transmission and
understanding of abstract concepts and complex topics
that are otherwise difficult to comprehend. Finally, the
game as a group technique for cooperative learning
aims to study the social behavior of a particular group.
Thus, in the implementation of the activity we will work
with two methodologies: visual thinking and
Role-Plavina that will favor an intearative approach in

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 two domains: Psychomotor and Cognitive. In the case of the
Psychomotor domain, the categories of Origination and Adaptation will be worked on, where students will have the
possibility of create and design a new story from the images of the dice, which stimulates their creativity and their
capacity of association between these images and their different meanings. On the other hand, from the Affective
Domain, the categories Remembering and Creating will be worked on through the active participation of the students,
who will have the possibility of recognizing the images and their meanings, linking them with the story in an organic way
and creating a new narrative through the concatenation of the group's ideas.
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1) Methods of attracting the attention
(Both art & SNE teachers will develop)

The use of Story Cubes is a powerful tool to promote
the creation of stories, which enhances creativity and
helps develop language skills. They do not actually
constitute a Montessori material but some pedagogues
consider them very "Montessorian”, or at least
Montessori-inspired. In fact, this methodology is used
by teachers all over the world. The images that appear
on the dice have a great symbolic component that
evokes different ideas according to the context in which
we live, our personality and our mood.

The pupils will only have to use their imagination and
their creativity to come up with a storyline that
manages to connect all the dice. In this activity,
however implausible it may seem at first, in the end
each team or pupil will come up with more than one
possible combination. Likewise, although it is possible
to use dice adjusted to some subject of knowledge, it is

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

First, the pupils must be organized in groups of 5 to 6
members. The activity begins when the 9 dice are
rolled and randomly we get 9 different drawings with
which the pupils of each group must tell a story. The
story must contain all the elements and all team
members must participate. As in most classes there
are always children who find it more difficult to
participate, the technique of "spinning paper" can be
used. Each student should write in one color and rotate
the paper. In this way we can know which part each
student should create and write. If a student does not
know what to write, he/she can pass it to the next
student until the paper is returned to him/her, but it is
important that everyone participates. In this activity all
students become theater directors or playwrights,
responsible for creating a play that will then be
represented by the team with mime, so we work not
only the creation of ideas but also the transmission of a

2) Providing the motivation, notifying the
target group

At the end of the activity, students will have the
opportunity to choose the piece of theater they liked
the most and a group performance can be made for
parents and the general public.

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

This activity stimulates creativity to the maximum and
uses visual thinking to stimulate a literary creation. This
technigue is used to share ideas, to create, develop
and manipulate them. It consists of converting ideas
into images to take advantage of the greater capacity
of the human brain to assimilate visual information and
thus stimulate associations that lead to new ideas.

It will also be complemented with the Role-Playing
technique, an opportunity for the pupils to put
themselves in someone else's shoes (in this case they
would be playwrights or theater directors), to represent
concrete situations of real life, interpreting and acting
under the previously assigned role.

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

domains of the taxonomy.

It is important to continue working with the two previously established domains of Blom's Taxonomy: Psychomotor and
Cognitive. In the case of the Psychomotor domain, attention should be paid to the categories of Origination and
Adaptation, specifically where the pupils begin to create and design a new story from the images of the dice, which
stimulates their creativity and their ability to associate these images and their different meanings. Here it is essential to
ensure the continuity of the story and that each pupil contributes ideas. In the case of the Affective Domain, it is
important to emphasize the categories Remembering and Creating through the active participation of the pupils, at the
moment of recognizing the images and their meanings, relating them to the story in an organic way and creating a new
narrative through the concatenation of the group's ideas. The staging through pantomime will work as a synthesis of
everything learned and created, as it will allow the message to be transmitted to an audience outside the group, which

favors the development of non-verbal communication skills.
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1) Obtained Quantification and

consideration

At the end of the activity the following variables are
expected to be positively favored (high scores):

- Development of creativity and imagination

- Autonomy

- Curiosity

- Oral and artistic expression

- Development of social skills

- Assertive communication

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

With this activity we work on different aspects with our
students:

- Creativity: since, from the given images, students will
have to use their imagination to develop a story.

- Written expression: we can ask the students to write
down the stories they have thought of.

- Oral expression: by asking the students to tell us their
story aloud.

- Collaborative work: instead of creating stories
individually, students are encouraged to work as a
team and roll the dice to create the story together.
-Corporal expression: although the explicit objective of
the activity is to work on oral or written expression, we
can introduce corporal expression. Instead of making
up stories using language, it can be done using the
body. It is a very fun way to work on non-verbal
communication and, in addition, the fear of ridicule and
embarrassment.

- Thanks to this activitv. it is possible to work on the

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

At present, active methodologies have become a great
ally in any learning process for pupils with attention
deficit, in this way the board game is assimilated to
learning in any of its dimensions, as it works important
cognitive and executive functions. Through the
dynamics of the proposed activity it is possible to learn,
for example, factors such as respecting the turn in a
multiplayer game, decision making when choosing the
course that the story will follow, working cognitive
flexibility from the adaptation to the changes that occur
in the story and the need for constant accommodation
of the story. Even the working memory is trained, which
is extremely important during any learning process to
operate in seconds by retaining a small amount of
data.

On an emotional level, the activity helps to create

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

The pedagogical uses of Story Cubes are limitless.
Without literacy as a requirement, students of all
literacy levels can participate. There are also very
interesting experiences of their use in language
classes and even in speech and language therapy.
From the drawings of the cubes and in a fun way,
students can advance in the acquisition of vocabulary,
develop oral and written expression. In this way they
can be very beneficial to implement activities with
students with attention deficit because it uses the
visual stimulus to generate ideas and allows working
with all ages, independently of the academic
performance or learning level of the pupils.

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

A great advantage of using this type of resources is that students do not feel pressured, but work in a playful and
enjoyable way. We must make sure that the stories do not have a premature ending, since many children are only able
to continue the story by destroying everything that came before or by killing the character.

Its use should be encouraged as an integrating educational resource in other work spaces with SEN pupils, adjusting its
complexity and subject matter to the needs of the students themselves and the learning objectives proposed by the
teachers. All this with the aim of turning the proposal into a multipurpose and multifunctional learning tool.
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Other comments or observations

There are no winners or losers in this activity, which makes it an ideal teaching resource to share with pupils
of all ages, encouraging imagination and increasing everyone's ability to link themes and create stories.
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	3: The use of Story Cubes is a basic tool in psycho-pedagogical interventions and group workshops with children and youth.The objective of the activity is to encourage the pupils to tell a story with the images that emerge through the throwing of the dice; in this particular case, an attempt will be made to create a play among all the participants. The use of Story Cubes can be very broad with diverse adaptations of the same, according to the objective and approach formulated.
Story Cubes have the ability to:
- awaken fantasy and imagination 
- promote reading and writing stories
- strengthen critical thinking
- integrate family or friends in a stimulating activity without competition.
- At the same time, sharing stories together, or in teams, allows group cohesion, and telling stories about oneself strengthens self-esteem and the ability to overcome fears. Written supports, plastic, corporal, musical and plastic expression, etc. can be added.
	4: Numerous studies argue the importance of play in the development process of individuals as it favors different social and cognitive skills. Play promotes the general development of the person, as it allows him/her to test rules and limitations that can later be extrapolated to real situations with a certain guarantee of success. In the same way, the game process contributes to pupils with attention deficit to the development of socio-emotional skills such as sociability, creativity, critical and communicative capacity, stimulates action, reflection and expression. The use of play allows the transmission and understanding of abstract concepts and complex topics that are otherwise difficult to comprehend. Finally, the game as a group technique for cooperative learning aims to study the social behavior of a particular group. Thus, in the implementation of the activity we will work with two methodologies: visual thinking and Role-Playing that will favor an integrative approach in the work with the pupils. 
	5: Within Bloom's Taxonomy, this activity aims to work on two domains: Psychomotor and Cognitive. In the case of the Psychomotor domain, the categories of Origination and Adaptation will be worked on, where students will have the possibility of create and design a new story from the images of the dice, which stimulates their creativity and their capacity of association between these images and their different meanings. On the other hand, from the Affective Domain, the categories Remembering and Creating will be worked on through the active participation of the students, who will have the possibility of recognizing the images and their meanings, linking them with the story in an organic way and creating a new narrative through the concatenation of the group's ideas.  
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	1: The use of Story Cubes is a powerful tool to promote the creation of stories, which enhances creativity and helps develop language skills. They do not actually constitute a Montessori material but some pedagogues consider them very "Montessorian", or at least Montessori-inspired. In fact, this methodology is used by teachers all over the world. The images that appear on the dice have a great symbolic component that evokes different ideas according to the context in which we live, our personality and our mood.
The pupils will only have to use their imagination and their creativity to come up with a storyline that manages to connect all the dice. In this activity, however implausible it may seem at first, in the end each team or pupil will come up with more than one possible combination. Likewise, although it is possible to use dice adjusted to some subject of knowledge, it is also possible to choose a more general theme that allows the participation of everyone, regardless of their preference for any branch of knowledge or academic performance. All of the above allows attracting the pupils' attention and involving them in the activity.
	2: At the end of the activity, students will have the opportunity to choose the piece of theater they liked the most and a group performance can be made for parents and the general public.
	4: This activity stimulates creativity to the maximum and uses visual thinking to stimulate a literary creation. This technique is used to share ideas, to create, develop and manipulate them. It consists of converting ideas into images to take advantage of the greater capacity of the human brain to assimilate visual information and thus stimulate associations that lead to new ideas.
It will also be complemented with the Role-Playing technique, an opportunity for the pupils to put themselves in someone else's shoes (in this case they would be playwrights or theater directors), to represent concrete situations of real life, interpreting and acting under the previously assigned role.
	5: It is important to continue working with the two previously established domains of Blom's Taxonomy: Psychomotor and Cognitive. In the case of the Psychomotor domain, attention should be paid to the categories of Origination and Adaptation, specifically where the pupils begin to create and design a new story from the images of the dice, which stimulates their creativity and their ability to associate these images and their different meanings. Here it is essential to ensure the continuity of the story and that each pupil contributes ideas. In the case of the Affective Domain, it is important to emphasize the categories Remembering and Creating through the active participation of the pupils, at the moment of recognizing the images and their meanings, relating them to the story in an organic way and creating a new narrative through the concatenation of the group's ideas. The staging through pantomime will work as a synthesis of everything learned and created, as it will allow the message to be transmitted to an audience outside the group, which favors the development of non-verbal communication skills.
	3: First, the pupils must be organized in groups of 5 to 6 members. The activity begins when the 9 dice are rolled and randomly we get 9 different drawings with which the pupils of each group must tell a story. The story must contain all the elements and all team members must participate. As in most classes there are always children who find it more difficult to participate, the technique of "spinning paper" can be used. Each student should write in one color and rotate the paper. In this way we can know which part each student should create and write. If a student does not know what to write, he/she can pass it to the next student until the paper is returned to him/her, but it is important that everyone participates. In this activity all students become theater directors or playwrights, responsible for creating a play that will then be represented by the team with mime, so we work not only the creation of ideas but also the transmission of a message through the representation of the theatrical piece created.

	3: 
	1: At the end of the activity the following variables are expected to be positively favored (high scores): 
- Development of creativity and imagination
- Autonomy
- Curiosity
- Oral and artistic expression
- Development of social skills
- Assertive communication

	2: At present, active methodologies have become a great ally in any learning process for pupils with attention deficit, in this way the board game is assimilated to learning in any of its dimensions, as it works important cognitive and executive functions. Through the dynamics of the proposed activity it is possible to learn, for example, factors such as respecting the turn in a multiplayer game, decision making when choosing the course that the story will follow, working cognitive flexibility from the adaptation to the changes that occur in the story and the need for constant accommodation of the story. Even the working memory is trained, which is extremely important during any learning process to operate in seconds by retaining a small amount of data.
On an emotional level, the activity helps to create bonds, such as group bonding and respect for each other's ideas. By playing you learn that we do not all think the same and that everyone has a different perspective and way of looking at the development of the activity. In this way we also work on respect for diversity. 

	3: With this activity we work on different aspects with our students:
- Creativity: since, from the given images, students will have to use their imagination to develop a story.
- Written expression: we can ask the students to write down the stories they have thought of.
- Oral expression: by asking the students to tell us their story aloud. 
- Collaborative work: instead of creating stories individually, students are encouraged to work as a team and roll the dice to create the story together.
-Corporal expression: although the explicit objective of the activity is to work on oral or written expression, we can introduce corporal expression. Instead of making up stories using language, it can be done using the body. It is a very fun way to work on non-verbal communication and, in addition, the fear of ridicule and embarrassment.
- Thanks to this activity, it is possible to work on the development of social skills and the improvement of coexistence, since it is a proposal capable of summoning and generating fun without the need to compete or rival. Therefore, it favors cooperative work and the collective construction of stories.
	4: The pedagogical uses of Story Cubes are limitless. Without literacy as a requirement, students of all literacy levels can participate. There are also very interesting experiences of their use in language classes and even in speech and language therapy.  From the drawings of the cubes and in a fun way, students can advance in the acquisition of vocabulary, develop oral and written expression. In this way they can be very beneficial to implement activities with students with attention deficit because it uses the visual stimulus to generate ideas and allows working with all ages, independently of the academic performance or learning level of the pupils.
	5: A great advantage of using this type of resources is that students do not feel pressured, but work in a playful and enjoyable way. We must make sure that the stories do not have a premature ending, since many children are only able to continue the story by destroying everything that came before or by killing the character. 
Its use should be encouraged as an integrating educational resource in other work spaces with SEN pupils, adjusting its complexity and subject matter to the needs of the students themselves and the learning objectives proposed by the teachers. All this with the aim of turning the proposal into a multipurpose and multifunctional learning tool.

	4: There are no winners or losers in this activity, which makes it an ideal teaching resource to share with pupils of all ages, encouraging imagination and increasing everyone's ability to link themes and create stories.


