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RESULT-1
GAMIFIED SPECIAL EDUCATION
CURRICULUM

2. MODULE

o =N
Interactive Activities and Games 10
P
Collaborative Learning 5
P

TOTAL: 23

2. 1. DETAILS ABOUT THE CONTENT

The sub-module titled "Interactive Activities and Games" provides the following lesson
plans/resources:

The sub-module titled "Adaptive Learning" provides the following lesson plans/resources:
e Recognizing My Emotions

« Social Etiquette in the Community

« Self-Esteem and Self-Acceptance

The sub-module titled "Collaborative Learning" provides the following lesson plans/resources:
e Story Builders

« World Adventure

« Emotion Quest

« Cooking Challenge

. Calm Down Camp

The sub-module titled "Assessment and Feedback"” provides the following Ilesson
plans/resources:

@ Project website/e-platform ID: 2023-1-LT01-KA220-SCH-000151145
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3rd Sub-Module 1st Plan:
Collaborative Learning Story Builders

3. LESSON PLANS ELABORATION

SECTION

Lesson Title

Grade Level/Subject

Duration/Number of
hours

Learning Objectives

Materials Needed

Introduction

Instruction

Gamification
Elements

DETAILS

Story Builders

Primary and secondary school students with special educational needs (SEN)

1 hour

Students will be able to:

-Use new vocabulary words in sentences.

-Work collaboratively to build a coherent narrative.

-Practice listening and speaking skills.

Enhance creativity by contributing unique ideas to the story.

Vocabulary cards: These cards feature images andcorresponding vocabulary words. They should include a mix
ofnouns, verbs, and adjectives relevant to the students' languagelevel.

Digital story-building app (optional): Apps like "Book Creator"or "Storybird" allow students to collaboratively create
digitalstories. Alternatively, use Google Slides or PowerPoint.

Whiteboards/markers or notebooks/pens: For each group to write down their story.

Theme cards: Printed or projected cards with a specific theme or setting, such as "a day at the beach" or "a trip to
space.”

Timer: A visible timer to keep the rounds within the set time (e.g., 5 minutes per round)

“Story Builders" is a collaborative game where students work together to create a narrative using specific vocabulary.
The game helps develop language skills, encourages teamwork, and enhances creativity. Students must actively listen
to their peers and build on each other's ideas, reinforcing language in a social and supportive setting.

1. Setup: Divide students into groups and distribute the vocabulary and theme cards. Each group selects or is
assigned a theme to base their story on.

2. Game Play: In each round, one student starts the story by using one of the vocabulary words to form a sentence.
The next student must build on that sentence by adding their own, using another vocabulary word.

3. Rounds: Continue for a set number of rounds (e.g., 5 sentences per group). The teacher moderates and keeps time.
4. Scoring: Points are awarded for creativity, correct grammar, and the inclusion of assigned vocabulary words. Bonus
points can be earned for particularly imaginative or complex sentences.

Points System: Students earn points for each contribution to the story, creativity, and correct use of vocabulary.
Badges: Award badges for participation, teamwork, or creative storytelling (e.g., “Creative Thinker,” “Team Player”).
Leaderboard (Optional): Display a leaderboard to motivate students.

Theme Challenges: Randomly select themes or vocabulary words to include in the story for extra points.

Timer: Set time limits for each round to add excitement and encourage quick thinking.

ID: 2023-1-LT01-KA220-SCH-000151145
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Collaborative Learning Story Builders

Collaborative Learning: Encourage students to work together in groups to build the story.
Scaffolding: Provide support by giving hints or helping with sentence structure as needed.
Differentiated Instruction: Adapt vocabulary and support based on students’ language abilities.
Peer Feedback: Allow students to share stories with each other and give constructive feedback.

Introduction (10 minutes):

« Introduce the vocabulary cards and explain the activity.

* Show example stories and set expectations.

Story Building (30 minutes):

« Divide students into small groups and give them vocabulary and theme cards.

« Set the timer for 5-minute rounds where each student adds a sentence to the story.
« After each round, review the story and add new vocabulary words.

Presentation (10 minutes):

« Each group presents their story to the class.

» Award points and badges for creativity, vocabulary use, and storytelling.

Formative Assessment:

« Monitor students’ participation and language use during the activity.

« Provide feedback on vocabulary usage and sentence structure.

Summative Assessment:

« Evaluate the final stories based on a rubric that considers vocabulary use, creativity, collaboration, and

coherence.

Group Discussion:

« Ask students what they enjoyed about the activity and what they found challenging.
Reflection « Reflect on how the stories could be improved.

Self-Assessment:

» Encourage students to rate their own participation and creativity.

Story Revision:

« Have students revise their group's story at home, adding more details or correcting mistakes.
Creative Writing Prompt:

« Provide a writing prompt related to the day’s theme for individual practice.

Digital Extension:

« Use an online platform to allow students to publish their stories and share them with family members.

Teacher Observation:
« Note student engagement levels, collaboration, and language improvement.
Feedback from Students:
Evaluation « Gather student feedback on the activity’s enjoyment and perceived learning.
Post-Activity Assessment:
o Compare pre-activity and post-activity vocabulary tests to measure improvement.

Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not
necessarily reflect those of the European Union or the National Agency. Neither the European Union nor National Agency
can be held responsible for them.

Activities

Homework/Extension
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2nd Plan:

Collaborative Learning World Adventure

3. LESSON PLANS ELABORATION

SECTION
Lesson Title
Grade Level/Subject

Duration/Number of hours

Learning Objectives

Materials Needed

Introduction

Project website/e-platform

DETAILS

World Adventure

Grade Level/Subject Primary and secondary school students with special educational needs (SEN)

1 hour

Students will be able to:

» Expand their vocabulary by learning new words in context.

« Improve language skills through engaging and interactive activities.

* Practice using new words in sentences and conversations.

» Develop confidence in speaking and expressing ideas in the target language.

* Word Adventure Map: A visual board or digital platform with different "regions" that represent various themes
(e.g., "Animal Forest," "Food Valley," "Sport Mountain").

» Word Flashcards: Cards with words and pictures related to each region on the map.

» Writing Materials: Notebooks, pencils, or digital tools for note-taking and drawing.

» Reward System: Stickers, badges, or tokens for completing word challenges and using new words correctly.

* Begin by welcoming students and explaining that today’s lesson is about exploring different regions in a "Word
Adventure" game.

* Describe how each region has a different theme (e.g., animals, food, sports) and that students will learn new
words related to these themes.

* Explain that they will earn rewards by completing challenges and using the new words they learn.

« Discuss the importance of expanding vocabulary and how learning new words can help them express
themselves better in everyday situations.

Setup:

« Divide students into small groups and assign each group a starting region on the Word Adventure map.

* Give each group a set of word flashcards related to their assigned region, along with writing materials.

« Explain that they will be taking turns choosing a word card, identifying the word, and using it in a sentence.
Game Play:

« Allow groups to take turns selecting a card from their region's set of word flashcards.

* When a word is chosen, one student must say the word aloud, explain what it means, and use it in a sentence.
« If the student successfully completes the task, the group earns a reward and moves to the next region on the
map.

Challenges:

« Introduce optional challenges to keep students engaged, such as unscrambling the letters of a word or
identifying words that rhyme with a given word.

« Students who complete these bonus challenges can earn additional rewards.

Assessment:

« After completing the adventure, gather students to discuss what they learned and which new words were the
most interesting.

« Provide feedback and give out rewards for participation and teamwork.

ID: 2023-1-LT01-KA220-SCH-000151145
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SECTION DETAILS

Leveling Up: Students "travel" through different regions on the map by completing word challenges related to each
area.

Task-Based Rewards: Earn points or stickers for successfully using words in sentences or identifying words in a
matching game.

Word Puzzles: Add word-based puzzles or riddles as optional bonus challenges.

Progress Tracking: Keep track of each student's progress on the map as they complete various language tasks.

Gamification Elements

* Visual Learning: Use images, flashcards, and maps to support understanding of new words.
* Collaborative Learning: Encourage peer learning through group activities and games.

« Scaffolding: Start with simpler words, then gradually introduce more complex vocabulary.

« Differentiation: Adapt tasks for different levels of language proficiency.

Introduction (5 minutes):

* Introduce the Word Adventure map and explain that students will travel through different regions to learn new
words.

« Explain the reward system and how they can earn points or stickers for completing language tasks.

Exploring Regions (25 minutes):

« Divide the class into groups and assign each group to a starting region on the map.

» Each region has a set of word flashcards associated with the theme (e.g., animal names for "Animal Forest").

« Students take turns selecting a card, identifying the word, and using it in a sentence. If they succeed, they earn a
Activities reward and can move to the next region.

Word Puzzles (15 minutes):

* Introduce word-based puzzles or riddles for additional rewards. For example, students may have to unscramble
letters to form a word or find words that rhyme with a given word.

» The puzzles can be completed individually or in groups, with extra rewards for solving them correctly.
Reflection (10 minutes):

» Gather the students for a discussion about the new words they learned.

« Ask them to share sentences they created and what they enjoyed most about the Word Adventure.

Formative Assessment:
* Monitor students' ability to identify words and use them correctly in sentences.
Assessment * Provide immediate feedback and encouragement.
Summative Assessment:
e Use a checklist to evaluate each student's vocabularyacquisition and language skills throughout the activity.
Group Discussion:
* Discuss what words were easy or difficult to remember, and why.
. e Ask students how they can use these new words in their daily lives.
Reflection
Self-Assessment:
* Encourage students to rate their confidence in using the new vocabulary from 1 to 5 and share ways to
improve.

Word Journal:

« Ask students to write down two new words they learned and draw a picture for each word.
Family Involvement:

« Suggest that students teach the new words to a family member.

Homework/Extension

ID: 2023-1-LT01-KA220-SCH-000151145
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Collaborative Learning World Adventure

SECTION DETAILS

Teacher Observation:

« Assess students’ engagement, vocabulary use, and participation in the activities.
Student Feedback:

« Collect feedback on what aspects of the Word Adventure were most helpful for learning.
Post-Activity Quiz:

« Give a simple quiz or matching activity to see if students can recall the words learned.

Evaluation

Funded by the European Union. Views and opinions expressed are however those of the author(s)
only and do not necessarily reflect those of the European Union or the National Agency. Neither the
European Union nor National Agency can be held responsible for them.
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3. LESSON PLANS ELABORATION

SECTION

DETAILS

Lesson Title

Grade Level/Subject

Duration/Number of hours

Learning Objectives

Materials Needed

Introduction

Emotion Quest

Primary and secondary school students with special educational needs (SEN)

1 hour

Students will be able to:

« Identify different emotions and recognize how they manifest in facial expressions and scenarios.
« Develop strategies for managing various emotions.

« Collaborate with peers to solve emotional challenges.

* Reflect on their emotional experiences and how they can apply these skills in real-life situations.

Emotion World maps:

These are themed adventure maps with different emotional territories (e.g., "Anger Island," "Happy
Valley," "Calm City"). These can be digital (in a game app) or printed large-format posters.

Emotion flashcards:

Cards with images of facial expressions and scenarios that depict different emotions.

Reward tokens:

Use badges, stickers, or digital rewards for completing tasks and quests.

Digital platform or worksheets:

A tool for tracking emotions and responses, such as Google Forms, emotional reflection apps, or printed
journals.

"Emotion Quest" takes students on an emotional adventure, helping them to navigate and manage their feelings
through teamwork. The collaborative nature of the game encourages peer support, emotional literacy, and
social-emotional learning. Students must rely on one another to solve emotional puzzles and progress through
the various worlds.

1. Setup: Students select a "hero" avatar to guide through the different emotion worlds. The group

collectively navigates the map by completing challenges related to identifying and managing emotions.

2. Challenges: Each world contains challenges that involve identifying emotions from the flashcards, role-
playing scenarios, or discussing how they would handle emotional situations (e.g., "How would you calm down if
you were feeling very angry?").

3. Progression: Groups must work together to solve the emotional puzzles and advance through the map.
Every successful challenge earns a reward token.

4. Reflection: After completing each world, the group reflects on the emotions they encountered and how they
managed them. They document this in their digital or printed emotional journal.

Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not
necessarily reflect those of the European Union or the National Agency. Neither the European Union nor National
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Avatars: Students select a hero character to represent them on their emotional journey, adding a personalized
touch.

Reward Tokens: Tokens are awarded for completing emotional challenges, incentivizing progress.

Progress Tracking: Use a visual map to mark the group's journey through different emotional territories,
Gamification Elements showing progress and achievements.

Quests and Challenges: Each "world" represents a different emotional challenge that students must solve to
move forward.

Leaderboards (Optional): Keep track of groups' progress for added competition or cooperative teamwork
dynamics.

¢ Role-Playing: Students act out scenarios to practice emotional responses and management strategies.

o Collaborative Learning: Students work together in groups to solve emotional challenges, promoting peer
support.

« Differentiated Instruction: Adapt challenges based on individual students' emotional literacy levels.

« Scaffolding: Provide guidance and prompts as needed to help students navigate challenging emotions.

Introduction (5 minutes):
» Explain the concept of "Emotion Quest" and how students will explore different emotional worlds.
« Discuss the rules and how to earn reward tokens.
Setup (10 minutes):
* Have each student choose an avatar to represent their hero.
» Show the "Emotion World Map" and introduce the first emotional territory (e.g., "Happy Valley").
Challenges (30 minutes):
« Guide the students through different emotional worlds, where they complete challenges such as:
Activities o ldentifying emotions: Match emotion flashcards to scenarios.
o Role-playing: Act out how they would respond to different emotional situations (e.g., calming down when
angry).
o Group discussion: Talk about the best strategies for managing each emotion.
« For each completed challenge, award a reward token and mark progress on the map.
Reflection (10 minutes):
« After each world, engage the students in a reflection activity.
« Ask them how they felt during the challenges and how they managed those emotions.
* Document reflections in emotional journals (digital or printed).

Formative Assessment:
« Monitor students' participation in identifying emotions, role-playing, and group discussions.
« Provide feedback on their strategies for managing emotions.
Assessment Summative Assessment:
« Review the completed emotional journals, focusing on students' ability to recognize emotions and reflect on
their emotional management.
» Use a rubric to assess understanding, participation, and application of emotional strategies.

Group Discussion:
. « Discuss what students learned about managing emotions and if they found any strategies particularly helpful.
Reflection
Self-Assessment:
« Have students reflect on their progress, noting any emotional challenges they overcame during the lesson.

Funded by the European Union. Views and opinions expressed are however those of the author(s) only
and do not necessarily reflect those of the European Union or the National Agency. Neither the European
Union nor National Agency can be held responsible for them.
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SECTION DETAILS

Emotion Diary:

« Encourage students to keep an emotion diary for a week, noting any significant emotions they experienced and
how they managed them.

Family Activity:

Homework/Extension « Ask students to share the "Emotion Quest" game with a family member and discuss different emotions they
experience at home.

Digital Extension:

« Provide access to an online platform or app where students can continue practicing emotional identification
and management games.

Teacher Observation:

« Assess engagement, collaboration, and ability to apply emotional strategies.

Student Feedback:

Evaluation * Gather feedback on the enjoyment and helpfulness of the activity.

Post-Activity Review:

« Compare students' initial understanding of emotions with their progress as noted in their emotional journals and
reflections.

Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not
necessarily reflect those of the European Union or the National Agency. Neither the European Union nor National
Agency can be held responsible for them.
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Collaborative Learning Cooking Challenge

3. LESSON PLANS ELABORATION

SECTION

DETAILS

Lesson Title

Grade Level/Subject

Duration/Number of hours

Learning Objectives

Materials Needed

Introduction

Instruction

Cooking Challenge

Primary and secondary school students with special educational needs (SEN)

1 hour

Students will be able to:

- Follow visual and written instructions to complete a cooking task.

- Develop practical life skills related to planning, food preparation, and problem-solving.

- Work collaboratively with peers, demonstrating effective communication and teamwork.
- Adapt to changes and challenges in the cooking process.

Recipe cards: Visual recipe cards with step-by-step instructions, including images and simplified text (real or
simulated recipes, depending on the setup).

Mock kitchen setup: This can be a play kitchen, a set of printed food and utensil cards, or a digital kitchen
simulation app. If possible, use actualkitchen tools andingredients in a supervised setting.

Timer: A clock or timer to manage time-sensitive tasks, like cooking or preparing ingredients.

Reward system: Stickers badges, or certificates for successful completion of tasks, demonstratingteamwork, or
solving problems.

Teach practical life skills such as planning, communication, and teamwork in a simulated cooking environment.
Cooking Challenge" is a life skills game that teaches students practical skills related to food preparation,
planning, and problem-solving. The activity fosters collaboration as students must work together to complete the
cooking task. The game promotes independence, social skills, and the ability to adapt to real-life challenges.

1.Setup: Each group receives a recipe card with tasks divided among them (e.g., one student gathers
ingredients, another reads the instructions, another measures the items).

2.Game Play: Groups must complete the cooking task by following the instructions and managing time
effectively. The teacher supervises and provides assistance as needed, but the group is responsible for dividing
tasks and problem-solving.

3.Challenges: Introduce challenges like missing ingredients or recipe changes that require students to adapt.
For example, they may need to find a substitute for a key ingredient.

4.Assessment: Once the task is complete, the group discusses what went well and how they managed any
challenges. They receive rewards based on their performance in teamwork, communication, and task
completion.

Funded by the European Union. Views and opinions expressed are however those of the author(s) only
and do not necessarily reflect those of the European Union or the National Agency. Neither the
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SECTION DETAILS

« Task-Based Rewards: Award points, stickers, or certificates for successful completion of tasks, effective
teamwork, and creativity in problem-solving.

« Timed Challenges: Use a timer to add urgency to specific tasks, motivating students to work efficiently.

« Surprise Challenges: Introduce unexpected obstacles like missing ingredients or last-minute recipe

Gamification Elements changes to encourage adaptability.

« Progress Tracking: Track each group's progress on a visual board to show which steps they have
completed.

« Level Up: Offer bonus tasks for extra rewards, such as decorating a dish or preparing a creative
presentation of the food.

e Hands-On Learning: Allow students to engage in practical tasks, such as measuring ingredients or mixing,
to develop life skills.

o Collaborative Learning: Students work together in groups, dividing tasks and helping each other.

o Scaffolding: Provide step-by-step guidance initially, then gradually encourage more independence.

« Differentiation: Adjust the complexity of tasks or provide additional support depending on the students’
needs.

Introduction (5 minutes):
« Explain the goal of the Cooking Challenge and what students will learn.
 Demonstrate how to use the recipe cards and set up the kitchen area.
Setup (10 minutes):
e Divide students into small groups and provide each group with a recipe card.
e Assign roles within the group (e.g., ingredient gatherer, instruction reader, utensil handler).
Game Play (30 minutes):
e Each group follows the recipe card to complete their cooking task.
« Introduce challenges along the way, such as missing ingredients or changing recipes.
e Use the timer to add urgency to certain tasks.
o The teacher supervises, offering support when needed but encouraging students to solve problems
independently.
Reflection (10 minutes):
e Once the cooking task is complete, gather students for a group discussion.
« Discuss what went well, what challenges they faced, and how they adapted to those challenges.
o Award stickers, badges, or certificates based on teamwork, task completion, and problem-solving skills.

Formative Assessment:
« Observe students during the activity to assess their ability to follow instructions, collaborate with peers, and
adapt to changes.
o Provide immediate feedback on their performance and suggest improvements.
Summative Assessment:
« Evaluate the completed tasks based on a rubric that considers the quality of work, teamwork, problem-
solving, and communication.
o Assess the group discussion reflections to gauge understanding of what was learned.
Group Discussion:
* Ask students how they felt during the cooking challenge and what strategies helped them succeed.
Reflection « Reflect on how they can apply these skills in real-life situations, such as helping at home or in other life skills
tasks.
Self-Assessment:
Have students rate their own contributions and identify areas where they could improve.

ID: 2023-1-LT01-KA220-SCH-000151145
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SECTION DETAILS

Home Cooking Task:
« Assign a simple recipe for students to try at home with their families, and have them report back on how it
went.
Food Journal:
« Encourage students to keep a food journal where they note down what they cooked, the steps they took, and
what they learned.
Digital Extension:
« Use a cooking simulation app for students to practice additional recipes and tasks.

Homework/Extension

Teacher Observation:
« Assess the students' ability to follow instructions, work as a team, and respond to challenges.
Student Feedback:
Evaluation « Collect feedback from students about the activity, asking what they enjoyed and what could be improved.
Post-Activity Review:
« Compare students' initial life skills and confidence with their progress as demonstrated in the activity and
reflections.

Funded by the European Union. Views and opinions expressed are however those of the author(s)
only and do not necessarily reflect those of the European Union or the National Agency. Neither the
European Union nor National Agency can be held responsible for them.
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3. LESSON PLANS ELABORATION

SECTION

DETAILS

Lesson Title

Grade Level/Subject

Duration/Number of hours

Learning Objectives

Materials Needed

Introduction

Instruction

Calm Down Camp

Primary and secondary school students with special educational needs (SEN)

1 hour

Students will be able to:

- Recognize signs of stress and anxiety in themselves.

- Learn and practice calming technigues to manage emotions.

- Develop self-regulation skills for stressful situations.

- Reflect on their feelings and identify strategies that help them relax.

Calm Down Stations: Different areas set up with calming activities (e.g., breathing exercises, sensory items,
coloring station).

Emotion Cards: Cards depicting various emotions for discussion.

Relaxation Tools: Iltems such as stress balls, calming jars, or fidget toys.

Calm Down Checklist: A worksheet or digital tool for tracking which calming strategies work best for each
student.

Reward System: Stickers, badges, or certificates for participating in calming activities and sharing reflections.

o Welcome students and explain that they will be participating in "Calm Down Camp" today.

o Talk briefly about what stress and anxiety are, and how it's normal to feel these emotions sometimes.

« Explain that Calm Down Camp is a place where they can learn different techniques to help them feel calm
and manage their emotions better.

« Discuss the importance of recognizing emotions and using strategies to feel better when they are stressed or
upset.

1.Setup: Set up different calm-down stations around the classroom, each with a different calming activity (e.g.,
deep breathing, sensory items, drawing). Introduce the students to the stations and explain what each one is for
and how it can help them relax.

2.Calm Down Stations: Allow students to choose which station they would like to start at. Encourage them to
try at least two or three different activities during the session. Ask students to use an emotion card to express
how they feel before and after each activity.

3.Relaxation Bingo: Explain the Relaxation Bingo game, where students can mark off activities they complete.
Give rewards for completing a row of activities or for trying different kinds of calming techniques.
4.Assessment: At the end of the session, ask students to share which activities helped them feel the calmest
and why. Use this discussion to provide feedback and suggest additional strategies they can try in the future.

Funded by the European Union. Views and opinions expressed are however those of the author(s)
only and do not necessarily reflect those of the European Union or the National Agency. Neither the
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SECTION

Gamification Elements

Activities

Reflection

Homework/Extension

DETAILS

e Calm Down Quest: Students earn points by completing activities at the calm-down stations.

+ Rewards for Calmness: Provide rewards for participating and effectively using calming techniques.

¢ Relaxation Bingo: Use a bingo card to keep track of activities completed during the Calm Down Camp.
o Progress Tracking: Track each student’s participation and self-regulation development.

« Experiential Learning: Students engage directly in calming activities, experiencing different relaxation
techniques firsthand.

+ Discussion-Based Learning: Students share their feelings and discuss which techniques work best for
them.

¢ Visual Learning: Use of emotion cards, visual aids, and relaxation tools helps students understand
concepts related to emotions.

« Gamification: Incorporate game elements, such as Relaxation Bingo and reward systems, to encourage
participation and engagement.

¢ Emotion Check-In: Students choose an emotion card to express how they feel at the start of the lesson.

e Calm Down Stations: Students rotate through different calming activities, such as breathing exercises,
using sensory tools, coloring, or listening to calming music.

« Relaxation Bingo: Students complete a Bingo card by trying different relaxation techniques.

« Emotion Check-Out: Students use an emotion card again to indicate how they feel after participating in the
activities.

« Group Reflection: Discuss as a group which activities helped the most and how students can use these
techniques in everyday situations.

» Participation: Monitor students' engagement in each calm-down station and Relaxation Bingo activities.

« Emotion Check-In/Out: Compare students' selected emotions before and after the activities to assess any
changes in their emotional state.

o Observation: Note how students interact with the activities and their peers, looking for signs of relaxation or
stress reduction.

« Feedback: Provide verbal feedback during and after the activities, praising effort and participation.

Group Discussion: Ask students to share which activities they enjoyed most and why.

Personal Reflection: Encourage students to think about which calming techniques worked best for them. Use
prompts like, "What helped you feel calmer?" or "How can you use these techniques at home or school?".
Emotional Journaling (Optional): If possible, have students write or draw in an emotional journal about their
experiences at Calm Down Camp.

» Calm Down Techniques at Home: Assign students a calming technique to try at home (e.g., deep breathing
before bed or listening to calming music).

« Create a Calm Kit: Ask students to create a small "calm kit" with items that help them relax, such as a favorite
toy, a picture, or a stress ball.

¢ Family Involvement: Encourage students to teach a calming technique to a family member and discuss how
it helped them feel.
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SECTION DETAILS

+ Effectiveness of Techniques: Evaluate which techniques seemed most effective for the majority of
students, based on observations and feedback.

« Student Feedback: Use student reflections to assess whether the lesson met its objectives (e.g.,
recognizing signs of stress, learning calming techniques).

« Teacher Observations: Reflect on student engagement and adapt future sessions to incorporate preferred
techniques or address any difficulties observed during the activities.

« Emotional Growth: Look for improvements in how students express their emotions and use calming
strategies over multiple sessions.

Evaluation
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