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Introduction

Welcome to the SEN Collaborative Learning Toolkit, a
comprehensive guide designed to equip teachers and
educators with innovative and gamified activities tailored for
students with Special Educational Needs (SEN). In today's
rapidly evolving educational landscape, it is essential to
engage students with tools and approaches that not only
support their learning but also foster collaboration, social
interaction, and emotional growth.

This toolkit introduces five carefully crafted activities that
focus on key areas of SEN education: language learning,
emotional/mental support, and life skills. These activities
utilize the power of gamification to create engaging,
interactive, and inclusive learning environments where
students can thrive. Whether you are teaching primary or
middle school students, these games have been designed to
adapt to various learning needs and help students develop
their academic, emotional, and social skills in a fun and
supportive atmosphere.

The games outlined in this toolkit encourage collaboration,
problem-solving, and active participation, ensuring that every
student can contribute to and benefit from the collective
learning experience. By incorporating these activities into
your classroom, you can create a dynamic environment that
promotes both individual growth and group cooperation.

We hope this toolkit serves as a valuable resource in your
efforts to enrich the lives of your students and empower
them with the tools they need to succeed both in and out of
the classroom.



Introduction to the
Games

The following section presents five carefully designed
gamified activities aimed at promoting collaborative
learning in classrooms with students who have Special
Educational Needs (SEN). These activities are focused on key
areas of learning—Language Development, Emotional and
Mental Support, and Life Skills—and are built around the
principles of gamification, making learning more engaging,
dynamic, and inclusive.

Each activity encourages students to work together to solve
problems, achieve common goals, and build important skills
that go beyond the academic. The collaborative approach
fosters a sense of community and belonging, helping
students not only improve their academic performance but
also develop social-emotional skills such as empathy,
teamwork, and communication.




Why Gamification?

Gamification incorporates game-like elements into non-
game contexts, creating a learning experience that is
interactive, motivating, and fun. For SEN students,
gamification can break down learning barriers, providing
them with alternative ways to engage with content. The
structure of games, with clear goals, rules, rewards, and
feedback, helps students stay focused, build resilience, and
experience the joy of learning.

How to Use These
Activities

Each game in this toolkit is designed to be flexible and
adaptable to the specific needs and abilities of your students.
We provide detailed instructions, materials needed, and
practical tips to help you seamlessly integrate these activities
into your lesson plans. Whether you're a teacher, support staff,
or an educator working in special education, these activities
will serve as a valuable tool to support your students' growth in
a collaborative and supportive environment.



Preparing for
Success:

Before introducing these games, it's essential to prepare
both yourself and your students for success. Ensure that
materials are accessible and inclusive, and that the
environment is conducive to group learning. Allow time for
reflection after each activity, where students can discuss
what they learned, how they felt, and how they worked
together as a team.

Now, let’'s dive into the five collaborative learning games
designed to engage, inspire, and support your students as
they embark on their educational journey.



<‘I.¢:|n9|u0|g|e Learning:
“Story Builders”

Objective: Improve language skills, including vocabulary,
sentence structure, and storytelling, through
collaboration.

Target Primary and middle school students with SEN.
group:

Number of 4-6 students per group.

Kids per

Group:




Lanquage Learning:
“Story Builders”

e Vocabulary cards: These cards feature 1images and
corresponding vocabulary words. They should include a mix of
nouns, verbs, and adjectives relevant to the students' language

level.

» Digital story-building app (optional): Apps like "Book Creator"
or "Storybird" allow students to collaboratively create digital

stories. Alternatively, use Google Slides or PowerPoint.

 Whiteboards/markers or notebooks/pens: For each group to

write down their story.

e Theme cards: Printed or projected cards with a specific theme

or setting, such as "a day at the beach" or "a trip to space."

e Timer: A visible timer to keep the rounds within the set time

(e.g., 5 minutes per round).




Lanquage Learning:
“Story Builders”

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.

Game Description: "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.
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motional/Mental Support:

"Emotion Quest"

Objective: Support emotional literacy and regulation by helping
students identify, express, and manage emotions
through a collaborative adventure game.

Target Primary and middle school students with SEN.

group:

Number of 3-5 students per group.

Kids per

Group:




<\EmotionulIMentcll Support:
"Emotion Quest"

Materials needed

e 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.

e 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.




Emotional/Mental Support:
"Emotion Quest"

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.

Game Description: "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.
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c‘l.ife Skills: "Cooking Challenge”

Objective: Teach practical life skills such as planning,
communication, and teamwork in a simulated cooking
environment.

Target Primary and middle school students with SEN.

group:

Number of 3-4 students per group.

Kids per

Group:




<\I.ii’e Skills: "Cooking Challenge”

Materials needed

 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 actual kitchen tools and ingredients in a

supervised setting.

« Timer: A clock or timer to manage time-sensitive tasks, like

cooking or preparing ingredients.

e Reward system: Stickers, badges, or certificates for successful
completion of tasks, demonstrating teamwork, or solving

problems.




Life Skills: "Cooking
Challenge”

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.

Game Description: "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.
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anquage Learning: "Word Maze"

Objective: Reinforce vocabulary, spelling, and problem-solving in
a competitive yet collaborative environment.

Target Primary and middle school students with SEN.
group:

Number of 4-6 students per group.

Kids per

Group:




Language Learning: "Word Maze"

Maze templates: Printable or digital mazes that students must

navigate by solving word puzzles.

Vocabulary puzzles: A variety of puzzles, including crossword
puzzles, fill-in-the-blanks, matching games, and unscrambling
letters.

Word cards: Cards with vocabulary words that students can draw

to solve the next puzzle or challenge.

Small rewards or points: Stickers, badges, or tokens for

completing sections of the maze.
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Language Learning: "Word Maze"

1.Setup: Each group receives a maze template and starts at the
entrance. To advance through the maze, they must solve
vocabulary puzzles provided by the teacher.

2.Game Play: The teacher presents a word puzzle, and the group
must collaborate to solve it. If they answer correctly, they can
move forward in the maze. If incorrect, they must try again or
seek help from their peers.

3.Progression: As the groups advance through the maze, the
puzzles become progressively more challenging. Points or tokens
are awarded for correct answers and teamwork.

4.Finish: The first team to reach the center of the maze (or
complete all challenges) wins. All teams receive feedback on

their performance.

Game Description: "Word Maze" is a language-based game where
students work together to solve vocabulary puzzles and advance
through a maze. The game encourages teamwork, reinforces
language skills, and integrates problem-solving into a fun and

engaging environment.
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c‘EmotionulIMentcu Support & Life
Skills: "The Empathy Board"

Objective: Build empathy and emotional intelligence through
role-playing, discussion, and collaborative problem-
solving.

Target Primary and middle school students with SEN.

group:

Number of 3-5 students per group.

Kids per

Group:




Emotional/Mental Support & Life
Skills: "The Empathy Board"

e Empathy board game: A game board with pathways and
challenges related to empathy (similar to a board game like

Monopoly but focusing on emotional intelligence).

e Empathy cards: Scenario-based cards that ask students to
respond to situations requiring empathy and problem-solving
(e.g., “Your friend is upset because they weren’'t invited to a

party. What can you do to help?”).

e Reward tokens: Badges or tokens for demonstrating empathy

and kindness during the game.

e Journals: For students to reflect on their experiences and the

lessons learned during the game.




Emotional/Mental Support & Life
Skills: "The Empathy Board"

1.Setup: Place the empathy board game in the center, and divide
students into teams. Each team selects a pawn and places it at
the start of the board.

2.Game Play: Teams take turns rolling dice and moving their pawn
along the board. They land on spaces that present empathy
challenges, which they must work together to solve. Each card
requires the group to discuss and decide how best to respond to
the situation.

3.Progression: As the game progresses, teams receive tokens for
demonstrating understanding, kindness, and effective problem-
solving. The team with the most tokens at the end wins, but all
participants are celebrated for their contributions.

4. Reflection: After the game, students journal about the scenarios
they encountered and how they felt during the decision-making

process.

Game Description: "The Empathy Board" fosters emotional
intelligence by immersing students in scenarios that require
thoughtful responses and collaboration. The game helps students
develop empathy, problem-solving skills, and social awareness while

working together in a safe and supportive environment.
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As educators, we have the unique privilege and responsibility of
shaping the learning journeys of our students. For those working
with students with Special Educational Needs, this task can often
present additional challenges, but it also offers tremendous
opportunities for creativity, innovation, and making a lasting
impact.

The activities presented in this toolkit are designed to harness
the potential of collaborative learning through gamification. By
fostering environments where students work together to solve
problems, communicate, and build essential life skills, you are
helping them develop the confidence and abilities they need to
navigate their educational and personal lives.

We encourage you to adapt these activities to the specific needs
of your students, continuously reflecting on what works best for
them. Collaboration is at the heart of these games, and through
your efforts, students will not only improve their academic
performance but also build stronger connections with their peers
and develop important emotional and social competencies.

Thank you for your dedication to creating inclusive, engaging, and
supportive learning spaces for SEN students. Your commitment to
their growth and well-being is invaluable, and we hope that this
toolkit becomes an integral part of your teaching practice.




L

ist of Useful Resources

To support the implementation of the activities in this toolkit, we
have compiled a list of useful resources that can further enhance
your knowledge and provide additional tools for working with SEN
students. These resources cover a range of topics including
gamification in education, SEN teaching strategies, emotional
intelligence, and life skills development.
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https://www.kahoot.com/
https://www.classcraft.com/
http://www.twinkl.co.uk/resources/specialeducationalneeds-sen/communication-and-interaction/sen-language
http://www.twinkl.co.uk/resources/specialeducationalneeds-sen/communication-and-interaction/sen-language
https://www.speechandlanguagekids.com/
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https://www.zonesofregulation.com/
https://www.empathylab.uk/
https://www.lifeskillshandbooks.com/
https://www.lifeskillshandbooks.com/

L
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These resources can enhance the collaborative and gamified
learning experiences in your classroom. We recommend exploring
them to find additional strategies and tools that align with your
students’ needs and learning styles.
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https://www.edpuzzle.com/
https://www.quizlet.com/

<)
IVAIGO

Co-funded by
the European Union




