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The DIAMOND KITE PROJECT FILES
WHY and HOW to USE THEM
The following files are a collection of practical suggestions for the educational work
especially with vulnerable children with difficulties of different origins: psycho-social,
physical and learning difficulties, often combined together.
These files contain examples, instructions, sometimes variations and/or expansions,
and the reasons supporting every suggestion. But these files are not to be considered
prescriptive, complete or final.
This collection of practical files is to be used in a critical way.
Any teacher or educator is free to follow the instructions, change them, select some
parts, reject others according to her/his own judgment, in reference to her/his situation
and to the goals s/he pursues, in agreement with other actors of the project.
A teacher or an educator, even young and inexperienced, is never only an executor of
orders of someone else’s agenda, s/he is not a repeater of an established program or
curriculum, s/he is always an interpreter of it, or a list of tasks, games, activities, teaching
aids - ready to be implemented as they are - would be enough, once and for all.
Principles, ideas, theories are our inspiration and give meaning to what we do, but, as all
the teachers and educators know, “what shall we do practically, tomorrow, in class, with
that particular group, with that special child?” is a key, recurring question.
Every time we agree on a principle we have to find a way – an instrument, an activity, an
object, even a “rite/procedure” – to turn this principle into a practical experience for the
children, because this is the way we really get in touch with them, we work, we educate.
We have reached our goal when what we do has a meaning for us, but also for the
children who are with us, at their own level of perception, which of course differs from
ours.
So, active education is active for both the educators and the children, a relationship and
a process, not a series of prescriptive steps to follow.
Without forgetting that we plan our intervention so that the children feel welcomed and
looked after, can learn and acquire something useful for their lives (not only for school),
will grow up curious, critical, creative citizens for a better world.

Reasons for The Diamond Kite Project

We all share a common aim: child protection, with a special emphasis on the most
vulnerable children, those with disabilities or/and difficulties, either psycho-social or
learning ones.
Our projects focus on “community based activities building up resilience”: ‘community’
reminds us we cannot do much by ourselves, we need a community of educators to be
supported in our efforts and ‘buiding up’ is a dynamic concept which is the real core of
“active education”: human beings, me and you, as well as the vulnerable children, can
always develop, improve, move on from any level they have reached.
Actually, we cannot really stand still, maybe we can go back, suffer destruction of our
former self, but then try to rise again.
Education – in its best form: the active, positive, supporting education - is the way
communities have found to keep this process of development going.
We also share an interest (and a profession) in educating and in educating all children,
also the ones with difficulties. At the same time, we all know how different our situations
can be, the variations belonging to a world of historical, cultural, social, psychological
diversity.
Our intervention - as it is carried on in different contexts – is extremely varied and
not completely predictable, due to the great complexity of the children’s situations,
our resources and our experience; yet all our trainings are meant to help us to gain as
many insights and inputs we can in order to deal effectively with everyday teaching
challenges.
If we feel overwhelmed by taking into consideration many factors, which can or cannot
be under our direct control, let’s be reassured that we are not the sole responsible of the
children’s welfare and we are not alone in this effort, there is the community at large, too.
We are offering opportunities to our children, not controlling them, we want them to
improve the quality of their lives, not really that they pass a test at school. Of course,
scholastic success can be an indicator of well-being, but it is neither a goal in itself, nor
a final proof of anything.
Dealing effectively with the challenges we face in our situations is not the result of casual,
improvised choices, or the fruit of chance or of random use of a list of techniques and
teaching aids, but it means acting with purpose and direction and with the ability to
adapt the methodologies and the techniques to the effective needs we recognize.
We need a direction to steer our efforts into a productive outcome, and maybe this
direction can be common and shared.
We want to share only a direction, not a manual, a guide in the form of a prescriptive list

of steps and activities, we look for a sort of “mapping the teaching territories” with
many paths, not one way, so to be ready to change track, if the previous one is wrong,
and leads nowhere.
The Diamond Kite Project, developed by EducAid NGO about active education in
emergencies, provides with that direction and it aims high, as a kite which flies in the
sky.
In the metaphor of the Diamond Kite, the carrying frame - the spine and the cross spar
of the kite – is made of the fundamental conditions we believe in to educate: active
education and full inclusion, both necessary to start changing education from repetitive,
traditional instruction to actual forming of a person’s core personality.
Active education promotes active learning and full inclusion promotes the respect
of diversity, the opportunity to discover all aspects of reality (and life) and motivates
research and study for true knowledge and new, creative solutions.
At their bridle point (intersection) is a “C” (eduCation/inClusion) which combines all the
characteristics we stand and work for: Curious, Critical, Competent, Creative Citizens.
*

curious of differences and therefore open and pacifist (you don’t destroy what you
want to know),

*

critical thinkers, that is to say free from ideological bias, prepared to challenge
stereotypes,

*

competent not only on “learning” of the school curriculum, but also on emotional,
interpersonal and basic cognitive skills (LIFE SKILLS) for instance: Decision
making, Problem solving , Creative thinking/lateral thinking , Critical thinking /
perspicacity, Effective communication, Interpersonal relationships, Self-awareness
/ mindfulness, Assertiveness, Empathy, Equanimity, Coping with stress, trauma and
loss, Resilience.

*

creative or able to imagine alternatives, original solutions, new links and possibilities,

*

citizen, an individual part of her/his community, in a relationship of mutual help and
responsibility for the others.

The Diamond Kite Project is a powerful synthesis focused on children, all children, also
those with various problems and learning difficulties, considered as:
*

subjects (I AM), with a personal identity we choose to respect and support

*

with abilities (I CAN), so that we make them experience success and improvement

*

in relationship with others (I SHARE), able to profit from interactions and exchange,
practicing peer-tutoring and mutual help,

*

caring - involved and feeling responsible - (I CARE) for common project works,

greater than any individual goals, interested in the whole process as well as the
results, cooperating towards a common goal.
The core mission is: working for the improvement of the quality of every life (full inclusion)
through active involvement (active education) of all the actors in the process.
The way the core mission is realized focuses on 4 dimensions,
the four “I” of The Diamond Kite Project:
I AM, I CAN, I SHARE, I CARE.
They are expressed with the “I” form because everyone has only her/his point of view
as a starting point, then there are 4 verbs which suggest four areas, useful to plan the
actions of the educational intervention with any child, but particularly for the vulnerable
ones:
I AM focuses on the personal, positive IDENTITY. Evidence of recognition and of the
individual value support self-esteem, building up confidence for any kind of challenge.
I CAN focuses on the personal feeling of achievement, of SUCCESS. Acquiring personal
skills allows anyone to start operating on the experience and the learning data and then,
trying and training on different procedures, reinforce life skills and study ones promoting
competence.
I SHARE focuses on INTER-ACTION with others and on the sense of BELONGING to a
group. Exchange, understanding different points of view, mutual help and peer tutoring
support questioning, discussing and expanding study and research for problem solving,
reinforcing competences,
I CARE focuses on PARTICIPATION and RESPONSIBILITY, the right of everyone to
play a leading role in her/his own learning process. It is the occasion of creating links,
connections, and syntheses which enhance the commitment to imagine and realize
original projects.
The Diamond Kite Project for Academics
Not only the child/student, but the academic activities of the curriculum can be
approached with the Diamond Kite Project perspective.
When studying each school subject:
I AM IDENTITIFYING the basic elements, the key exponents and models of each
particular school subject,
I CAN OPERATE on the learning data by modifying them (varying and expanding them)
improving my abilities and chances of success,
I SHARE WITH OTHERS points of view, procedures, strategies, hypotheses and
outcomes, so that, through this exchange, I enrich and strengthen skills, multiply inputs
and insights, gain more possibilities of acquiring useful and meaningful knowledge,

I CARE FOR MEANING-MAKING of what I study, understanding its value for my life and
the community I live with.
This step goes beyond school boundaries, to aim at what we should always keep in
mind: improving the quality of our life and of those around us, working for solutions that
are not in the keys of any exercise books, opening and creating new paths.
Enriching Perspectives: I AM, I CAN, I SHARE, I CARE
I can illustrate I AM – Identity, with the sentence
“I am many colors”
[it is my quote, as I did not find another one to express what I meant],
that is to say, everyone has a right to a positive identity, that allows every person to be
considered from multiple points of view and for various aspects.
It means that each vulnerable child (better, each person) has the right to recognition
and support – the right to be seen and respected for what each one is – not through
stereotypes, or bias or prejudices or, also, unrealistic expectations - and the right to be
supported accordingly.
Recognition implies observation of the child/person in our care.
Usually, observation is following the dominant idea of mapping some universal and
objective social reality, according to “predetermined categories, classifying and
categorizing a general scheme of developmental levels and stages.” It is a “technology
of normalization, assessing if a child is conforming to a set of standards”1.
But with the Diamond Kite Project we have a different view on observation, it is attention
and respect for the child we work with, genuine curiosity for:
•

IDENTITY: gender, age, origins/social specificities, personality – personal ways of
expression (emotions, opinions, habits, culture, preferences…) - personal history
(also: formal education);

•

CAPACITIES: limitations (possible disabilities, learning difficulties, behavioral
problems) and skills – learning styles, with a comprehensive view: life-skills are
relevant to new learning and acquisition;

•

NEEDS (what the child needs to develop and improve from the personal and
educational level s/he has already reached – not what the child needs to satisfy
standards);

•

INTER-ACTION with OTHERS (the possibilities of “doing with help”, tasks which
can be carried out through the support/tutoring/example of others).

We understand that observation is not enough, then every child in care is to be included
1

Gunilla Dahlberg (Univ. Of Stockholm, Sweden), Peter Moss (Univ. of London, UK) and Alan
Pence (Univ. of Victoria, Canada), Beyond Quality in Early Childhood Education and Care –
Languages of Evaluation, Routledge, London and New York, (1999) 2013

in the appropriate context according to:
The child’s Possibilities (the child’s development areas which offer chances to improve)
•

The Project RESOURCES: animators/teachers who implement methodologies,
techniques and materials of the active education approach with the big group/class,
the small group and the individuals and the appropriate educational spaces/places.
I CAN – Success is well illustrated by this quotation,
“Every limit is a beginning,
as well as an ending”
[by George Eliot, who actually was a woman writer, Mary Ann Evans]

It refers to the capacities each one possesses and can develop; those abilities which
make us experience SUCCESS, the most powerful prompt to learning and improvement.
Giving the children opportunities for success means making them learn more and
better.
We are often told we learn from our mistakes, and this is certainly true for mature grownups who do not doubt of their whole self when faced with the necessity to correct
something wrong.
All children, but particularly those with difficulties, are in a completely different situation:
their mistakes are more than the average, they have endured much scolding and
reproach, when not also punishments. Children with learning difficulties do not see
mistakes as occasions to clarify or revise what they did not understood before, they see
them as failure and their self-confidence sinks.
On the contrary, success is often unexpected on the vulnerable children’s part, it is “an
event” and that’s why it is so important: it gives the child the idea s/he is able and can
do what is asked from her/him.
When we teachers plan an intervention, when we call a child in front of others, we can
offer this child the opportunity to feel right, to feel confident enough to try, and try again.
Of course errors should be corrected, but not immediately, not sanctioning and exposing
their author. We explore with the child the possibilities s/he believes in.
Working on skills is working on our limits to overcome them.
This is not easy: we have first to accept to be limited and then feel the necessity to
improve.
The limit becomes a starting point, but only if it is not perceived as a barrier and if we
experience the possibility to change and develop: the principle of every learning process.
We, teachers and educators, have the responsibility to offer our children occasions to
practice their skills and learn by doing, respecting their need for trying once and again,
without immediately feeling judged, marked or labeled.
Personal ACHIEVEMENT gives the children confidence enough to try to MODIFY reality,
to operate on the experience and the learning data (trying and training on different
procedures, varying and strengthening life and study skills).

I SHARE – Inter-Action explores the relationships with others, for,
according to Lev Vygotskij,
“Every learning process is social”,
and this is the reason why we can still give the school a protagonist role in today’s
children’s learning experience.
The focus is on inter-action as an opportunity, as the others are constant stimuli to
widen our perspectives (activities in groups, games and common problem solving).
So many aspects are involved in this “social” dimension, that we can easily affirm it is
the most important to us all.
Schools, cultural institutions and events all exist for sharing what we know and so
multiplying the positive effects of knowledge.
As a Chinese proverb goes:
“If I have an egg and you have an egg
and we swap,
each of us still only has one egg.
If I have an idea and you have an idea
and we swap,
each of us has two ideas.”
I SHARE fosters a positive sense of belonging to a group which support questioning,
understanding different points of view, discussing and expanding study and research
for problem solving, with the ‘principle’ that “More heads are better than one”.
Traditionally, lessons at school are either addressed to the whole class or to the individual
student, and usually the traditional approach tends to limit every exchange between
peers to a minimum, except, perhaps, as regards to competition.
In everyday life, both at home or in the playground, the opposite happens: we usually
are part of a group and constantly interact with others, learning from them and passing
information on to them. Competition can be part of the game, but it is never an end in
itself, it is more convenient to resort to collaboration, it solves more problems.
With its great emphasis on competition among individuals and on comparisons among
students, traditional methodology overlooks teamwork almost completely.
By sharing in a group the ways to deal with problems, every child can benefit from the
others’ abilities, can see different solution strategies, and can make practice in a safer
way than if s/he worked alone and was immediately judged for her/his work.
Working in groups is a way to foster cooperative skills to acquire competences; by
sharing tasks with peers(a reassuring counterpart), children feel more confident in trying
and experiencing what they are learning; it is the manner their improving skills are tested,
what the individual child could not perform by her/himself, the very same child can do
with the help of peers.

And last, but it will not be a conclusion, I CARE – Responsibility, which stands for
‘work-to-do’:
“It is no more Descartes’ <Cogito, Ergo Sum>
[I think, therefore I am], but,
<Convivo, Ergo Sum>
[I live with the others, therefore I am]”
says the psycho-analyst James Hillman,
convinced we are actually ourselves when belonging to a community.
With this term “community” Hillman means a whole lot: not only people, but also the
environment around us, possibly also habits, and cultures.
I CARE means I am not indifferent to what happens in my surroundings; it is no more just
feeling part of a group, maybe with a sense of belonging, but it is feeling part of a project,
caring for the common goals and the achievements of the community.
Maybe in some situations it is not possible to reach this stage, not even with some of the
kids involved, but still, it is important that we know where to we are aiming.
And, certainly, this is the level we – educators, teachers, and all the professionals in the
educative field – should feel involved in, sharing goals.
How can children with difficulties really feel part of a project without comparing with
children with no difficulties (or with less difficulties)?
Teachers who believe in active education know that expecting the same results from ALL
the children is not realistic and is deeply unfair.
Project works, such as performing a play-drama on stage or writing a school magazine
(or organizing a sports event, investigating about academic issues…), allow differentiating
roles and they are carried out through different contributions: big group’s, small
groups’ and individual’s, allowing each child to participate in her/his own way (according
to her/his possibilities).
We can call these projects multi-level or multi-entrance activities: all the children share
the same goal, but not all of them have the same capacity or role.
Such activities are truly inclusive activities, involving the whole group but respecting
individual differences: through these activities the teacher (or the educator) can ask
each student to give her/his maximum contribution, the best each one can do.
With multi-level activities the challenge is set individually, and no comparisons are
made among children; if ever, a child is in competition only with herself or himself, as it
should be, because everyone is different.
But I CARE can mean a lot more than a practical common project work.
It represents a level of autonomy and independence which makes the children play a
leading role, being protagonists of their lives.
It includes the right to autonomy - the right to gain independence in the learning
process, through the help of the teachers and the educators, for example:
- by getting materials for reference and self-study (possibly, a Study Aid Kit)

-

by learning the appropriate skills to use these materials
by practicing these skills through the guide of educators/teachers/peer tutoring
by the opportunity to enhance freedom of movement and independent use of time

Every educator or teacher should always work for the autonomy of the children s/he
cares for; a guide is not always there - neither should be – and there is a time when
the student has to decide for her/himself. For the refugee children this time can come
unexpectedly, and soon, so working for self-reliance is even more important than with
other children.
Educators and teachers give opportunities: each meeting is meaningful and has
“something to say” mutually; if the child knows s/he can count on “reference
materials”, every new input, or teaching, is related to a network of previous
knowledge and associations, and, probably, is more easily learned and remembered.
Reference materials to be used and reused by the children themselves cannot be (or:
not only) standard school-books, grammars, times tables… Educators and teachers
spare time and efforts to get the reference materials tailored to each child’s needs
– this means every child has the possibility to customize the tools while s/he learns how
to use them (adapting in ways which personalize the models, ease difficulties, reduce
misunderstandings) and find a base to rely on, a “first-educ-aid” kit to “travel” with.
The DIAMOND KITE Project Is For Everyone of Us
What is particularly interesting about the Diamond Kite Project is that the 4 dimensions: I
AM, I CAN, I SHARE, I CARE, apply to educators and teachers as well, we have similar
rights and similar needs: our professionalism is based on a strong, positive identity (I
AM), on the awareness of our strengths and weaknesses - and the ability to improve (I
CAN), on our skills in critical thinking, evolving through team-work (I SHARE), and on our
ability to take responsibilities for ourselves and the others (I CARE).
These four dimensions are not developed in a linear progression; I AM and I CAN are
closely connected, because for example, my self-confidence is somehow determined or
reinforced by my abilities, or when we are focusing on inter-action (I SHARE), we do not
forget about supporting self-esteem…
All dimensions are based on positive and active participation and they lead to success,
one of the most powerful resources for learning.
The Diamond Kite Project is liberating energies, not through a new, prescriptive
methodology, no matter how innovative and brilliant, but through the will and action
of those who want to be part of a project which shows a framework of possible
developments, not limiting standards or entrapping predetermined norms.
More than too often teachers have worried and fussed about getting every student in
the norm, able to pass tests and exams, not annoying the grown-ups with disturbing,
difficult questions and not-linear-paths.
Repetition has suffocated invention, tradition has blocked novelty and change,
dangerously limiting the educational field to instructional training.

Often excluded, vulnerable children, students with learning difficulties have been
described in negative terms, referring to: what they are “lacking”, “missing”, “wanting”,
“devoid of”…
But this vision is a social narrative, a point of view, not reality.
Negative numbers do not exist in nature; in the real world, for example, what we call
– 3°C is only calculated in reference to an agreed temperature 0 °C, it is not a real
“absence”, a black hole which absorbs the material world, so we cannot have “negative”
children, but only children whose skills have not been fully discovered or developed yet.
It is in this area of possibilities that we want to concentrate every effort.
The moment we realize that we – teachers, educators - are solicited to be curious,
critical, creative citizens – exactly as we think of our children - the dream get closer
and, may be, more substantial.
Lucia Biondelli and EducAid Staff
luciabiondelli@gmail.com
Rimini, 12th March 2017
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Full Inclusion in the Social-Educational Field
EDUCATION IN EMERGENCIES
The DIAMOND KITE Project FILES
Reference: I AM for ARABIC
ACTION CARPET
Providing A Creative Alternative to Difficult, Unfitted Behavior
Action carpet is based on a sort of “drama activities” actually carried on a carpet (or in
a marked, limited space), unrolled in the middle of the circle of the classroom, at definite,
scheduled times (within the school hours, for example: once a week).
In a definite space, acting is a way to recognize and play with aggressiveness, rage, even
violence which normally are not dealt with properly at school, but only repressed and
sanctioned.
The Action Carpet provides an opportunity of letting the rage cool down.
A carpet is spread on the floor, all the participants
take off their shoes and sit around the carpet.
In turns, or called by the teacher, the children (one
at a time, or in couples or small groups if they mime
“slow-motion” fights) step on the carpet and can
act of their own free will their strong emotions or can
react to the teacher’s request, for example, “Please,
show us a really angry child” or “Pretend you are
really in a fit of rage” or “Let us hear a very powerful
scream”.
As long as they move on the carpet, the children
can shout, kick, bang, bump around, but when they
are stopped (at a signal or when the action appears
complete), they step out of the carpet and calm down.
The Action Carpet is one – among many1 – possibility to consider a student a “whole
1

Traditionally teachers who do not want to use repression against “bad behavior” try to calm
down the child, discuss with her/him, let the child think about what happened (alone/in a
corner/ suspending other activities/ sending the child somewhere else…), think of ways to
repair, amend, restore the previous calm state…

child” from head to toe, not only for her/his intellectual abilities.
Everyone has emotions or what our feelings mean to us.
Emotions are really subjective, experienced by each of us as a very personal trait.
All emotions are legitimate, as they belong to human nature, only the way they are
expressed needs sometimes to be questioned.
The whole range of emotions – good and bad ones – can co-exist and have a right to be
in every child (“I AM many colors” L.B.).
Of course, children’s emotions have an influence at school, and pretending they do not,
does not help with school lessons, especially if the “disturbance” persists2.
These are the rules for The Action Carpet: regularly, at an appointed time (so it is like a
ritual, it is not left to the teacher’s whim) there is the possibility, for all the children - not only
for the terrible ones - to express strong emotions in front of others; there are turns, to be
respected; when on the carpet it is allowed to misbehave: shout, kick, cry and even say
bad words; once out of the carpet, every unfitted behavior must stop.
Like in many other games, it needs practice to go and stop with self-control.
By helping the child’s self-awareness of emotional states, we are recognizing her/his
unique identity and her/his right to feel or, in other words, her/his right to be her/himself.
The Action Carpet will not solve all trouble with unfitted behavior, but it makes the children
feel recognized and accepted, fully, not only when they comply with our requests. It has
to do with <being understood> a powerful force to run the risk and try to change.
The Action Carpet is a way to teach the children important lessons: all emotions are
acceptable (and recognized), but not all the “expressions” of these emotions are there
is a place and a time to “recognize” these emotions (or receive help by the others to
recognize them) there is the possibility to express these emotions there is a community,
ready to witness and assist – maybe sharing we have a lot in common and often similar
impulses there are occasions/places/times which are appropriate and others which are
not appropriate to express strong emotions it is possible to learn how to deal with strong
emotions, how to control their expression (on the carpet and only there/ with physical
movement / with the voice...).
2

Every child has a right to be what s/he is. Maybe her/his family situation is so difficult or
disrupted that the child’s poor efforts are the maximum we can ask from her/him – all the
same, we choose not to send anyone away, we work with the children we have.
When confronted with a challenging behavior, or other “disturbing” ways to take part in the
lesson, we can start our search: what’s disturbing the child right now? What happened
immediately before of the outburst? At the same time we have to deal with the “outburst”
: especially if anger or rage are expressed in an uncontrolled, sometimes violent, way.
Repression, maybe with punishment, is a temporary remedy, but it does not “solve” the
problems.

The DIAMOND KITE Project
The Active Education Approach for
Full Inclusion in the Social-Educational Field
EDUCATION IN EMERGENCIES
The DIAMOND KITE Project FILES
Reference: I AM for ARABIC
NAME PEGS
This name peg is a sort of badge to wear so that everyone
else learns and memorize your name and… something else
about you.
Every child receives a peg, strong paper to color and cut,
glue to fix the strong paper cutting onto the peg (of course
the peg could be replaced by a medal, a badge, a pin or
anything else a child would wear to show her/his name).
Every child chooses an animal (but could be something
else) to represents her/him, draws and colors the animal,
adds her/his name and then cut the shape to fix onto the
peg.
In a big circle, the child tells her/his name and presents
the chosen animal, with some of its features, the others
listen to the description without criticizing or objecting.
The teacher/educator can decide if it is the case to:
• add positive remarks (extra info on the animal) which
help to see extra positive sides
• let the other children add positive remarks
• suggest studying in depth the chosen animal, so to add
more info, and devoting some time to it
This activity is not only about names: by associating an
animal to our name, we tell others something more, other
aspects of ourselves.
We “play” with our identity, and by using an image, a
metaphor which suggests implied characteristics, we feel
free, we neither have to justify our choice, nor to suffer

judgment from the others, we are accepted as we decide to be.
I draw inspiration from the Native American tradition, for I really like their philosophy.
In the Native American tradition no animal is considered bad or unworthy, and we, human
beings, have always something to learn from them: patience from the humble ant, for
example, or “adaptability” from snakes, “transformation” from butterflies, “care for details”
from little mice...
Of course, it is always possible to refer to other traditions, fairy-tales, legends, ideas...

The DIAMOND KITE Project
The Active Education Approach for
Full Inclusion in the Social-Educational Field
EDUCATION IN EMERGENCIES
The DIAMOND KITE Project FILES
Reference: I AM & I CARE
THE EMOTIONAL LANDSCAPE
Self-awareness & Emotional Literacy
This activity is individual, but is then shared with the class.
The making of the landscape is actually a collective work, and it could become a class
project work, based on background studies of the parts of the landscape that we want
to represent, either as pictures or 3D models.
This idea is based on the Emotion Map1, a project work realized in 7th, 8th and 9th grades
in Connecticut, USA.
It can help our students to learn how to deal with emotions, an effective way to promote
self-awareness and improve communication. It is a step in building emotional literacy.2
It is a varied landscape which represents emotions through points of interest or places with fanciful names on an imaginary map (an inner cartography): “Slump Swamps,
Boring Boulevard, Revenge Rapids, The Pinnacles of Achievement, the Amphitheater of
Angst, the Geyser of Goofiness, Guilt Garage, the Park Bench of contentment planted in
Pleasure Park, The Airplane of Anxiety, the Thicket of Complications, the Bridge of Elation, The Car Wash of Confusion, The Rotary of Annoyance, City of Laughs…”.
In this project, one small room was reserved to the map, and each teen-ager designed
a personal symbol (unknown to others) which s/he placed on a spot on the map without
being seen while doing so.
The other students’ markers would join in and the teen-agers did find they were not the
only ones to feel that emotion.
The action of moving the markers to reflect their emotional states provided the teen1

The Emotion Map project is described in the magazine Teaching Tolerance of Spring 2000 by
the teacher Karen Bovard from the Watkinson Upper School in Hartford, Connecticut, U.S.A.

2

The reasons to take so much interest in the students’ “emotional intelligence” is well expressed by Daniel Goleman, “It is a master aptitude, a meta-ability determining how well or
how poorly people are able to use their other mental capacities” Emotional Intelligence: Why
It Can Matter More Than IQ (1996)

agers with a physical demonstration that feelings change and that emotional highs as
well as lows are temporary.
This greatly helps to develop greater assurance we can survive hard times, the irony of
the names and pictures helps to be honest (rather than pretend not to be experiencing a
powerful feeling) and feel free to ask for help and move on.
Here is an example: a poster with pictures of one possible emotional landscape.
It is covered with transparent protective film, and so it can become an active reference
poster, because any students, with their own ‘place-mark’3 can focus on their prevailing
mood, and then change it.

Beside the positive states and feelings, on the poster there are moods which make
us think of “teen-age emotions”, those ones which often overwhelm our students, and
make it difficult to found our teaching only on academics.
There are (from left to right, but there is not an intended direction, any place-mark can be
shifted from one part to the other as desired):
“The forest of complications – the path of exploration – the puddles of envy – the well of
desire – the slope of effort - the mountain top of success – the valley of serenity – the
glaciers of coldness – the source of energy – the meadow of love – the stars of dream
– the river of constant flow (evolution) – the banks of limitations – the bridge of communication - the swamp of crisis – the rock of strength – the quick sands of shame - the city of
individualism – the fountain of joy – the park of boredom – the see-saw of balance – the
volcano of rage (anger) – the desert of interiority (awareness) – the cave of loneliness –
the tornado of revenge – the cactus of mortification – the clouds of confusion – the lake
of tenderness –the island of isolation –the burnt tree of the
sense of guilt – the sky of hope”.
Emotional Landscape With Younger Children
Vulnerable children find very difficult to open up, and talk
3

The individual place-mark – a piece of strong paper, covered with transparent film and fixed
to any place in the poster – can be made in different shapes: realistic, with a photo of the
student or a picture or even a symbol, to keep it secret, for a little privacy.

freely about their feelings and conditions, trust the receiver with their secrets.
Sometimes, they simply do not have the ability to recognize their feelings or the appropriate words to express them.
In this case metaphors can help: children talk about “something else” to actually refer
to their personal conditions.
Some 3D scale models represent feelings through analogies with objective correlatives4:
the models are made by the children themselves – using strong paper, glue, sticks, bits
of scrap – in reference to real landscapes, possibly studied at school: mountains, meadows, woods, rivers…
Each landscape will stand for a particular emotion among those ones selected by the
class, asking ourselves: How can I feel? I can feel…
…passionate – fearful – anxious – disappointed – bold - happy – frustrated – excited
– bored - surprised – nostalgic – optimist – lonely – worried – careless – petrified – sad –
angry – loving – scared – cheerful – jealous – nervous – calm – offended – proud…
So, there can be: the “volcano of anger”, the “cave of nostalgia”, the “dirty back yard of
sadness”, the “canyon of worries”, the “river of love”, the “cheerful path”…

4

An objective correlative is a literary term referring to a symbolic article used to provide
explicit, rather than implicit, access to such traditionally inexplicable concepts as emotion or
color. The English poet T.S.Eliot says, “The only way of expressing emotion in the form of art
is by finding an “objective correlative”; in other words, a set of objects, a situation, a chain
of events which shall be the formula of that particular emotion; such that when the external
facts, which must terminate in sensory experience, are given, the emotion is immediately
evoked.”, “The Sacred Wood: Essays on Poetry and Criticism, “Hamlet and His Problems”,
1922

With younger students the landscape could be even simpler, taking the environment
near the school for reference, a tree and a swing, a building (school? Home?...) for example , but also fantastic elements like a spaceship, so to offer some options and help
us teachers and educators to get to know the child deeper.
If the child wants to tell us why s/he chooses the spaceship or the swing, we can help
her/him to express the underlying mood, “Would you really fly away in this moment?”
“Do you feel swinging up and down?”
Maybe we misunderstand, so we must listen carefully and be open to change our impression of the child’s choice, when the child explains it differently.
It is not a psychological test – it is a way to find a common language to talk about
personal matters; it is all done for the well-being of the child, her/his reassurance, a
way to show a basic acceptance of what we are at a given stage of our life - the starting
point to be able to develop and change.
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ATTENDANCE REGISTER PROJECTS
Everyone, not only the vulnerable children, has a right to be recognized for what s/he is.
This means being considered, being a presence (and a recognized absence, when it is
the case), making a difference (and not only by numbers) where I am.
And with vulnerable children who have suffered from uncertain situations and unreliable
resources it is all more important to offer stable, visible points of reference.
Even such a simple thing as taking note of a name conveys a message of positive
recognition to a vulnerable child: it means I see you are here.
If there is a name, there is a presence or, in some cases, an absence: the child becomes
aware that her/his non-attendance – at school or at the center - will be noticed, someone
will care for her/his absence, all the group will know and, possibly, something will be
done about it.
It is a first step to get in touch with each child individually and, therefore, a powerful
instrument we have to establish a real relationship with her/him.
Practically we can turn the attendance registration (the execution of a mandatory
teacher’s duty) into an opportunity to give value to each child individually in a shared
context.
So, besides filling in the attendance list in paper form, we could think to reserve a space
on the wall or a corner of the room for:
• a big poster or
• a 3D model
where the children, every day, place their signs or personal marks, so that it is visibly
made clear who is present and who is absent.
Examples of these personal-mark backgrounds, either painted on a poster or made in
3D, could be:
• The TREE the children would choose animal sign-marks; when they are present,
their sign is on the tree, when they are absent the sign is placed on the grass, at the

base of the tree (the animal signs are to be preferred in comparison to leaves or fruits,
both because animals are more fascinating for children and because leaves and fruits
do not move – it would be unnatural to do so!)
• Any kind of LANDSCAPE, such as a SEA-LANDSCAPE (as signs the children could
choose animals or sea-plants but also scuba divers!), a FOREST, a MOUNTAIN, a
JUNGLE…
• Collective MEANS OF TRANSPORT, such as a COACH, a HOT-AIR BALLOON, an
AIRPLANE…
or anything the group could be willing to work on.

The DIAMOND KITE Project
The Active Education Approach for
Full Inclusion in the Social-Educational Field
EDUCATION IN EMERGENCIES
The DIAMOND KITE Project FILES
Reference: I CAN & I SHARE
DIRECTOR OF THE ORCHESTRA – Game
Attention, observation & coordination of movements
All participants are members of an Orchestra and are sitting in a circle, except the “manager (or talent scout)” who has to discover the “Director of the Orchestra” and is invited
to go out of the room.
The group decides who will be the “Director” and, if the group is big, who will be the
“mirror” (usually a persons who sits in front of the “Director” and can easily copy her/his
movements).
The Director starts directing the Orchestra, that is to say, s/he starts with one movement
(for example: clapping) and repeats it several times. The movement is copied by the
other players exactly as it is done by the “Director”.
The “manager” comes into the room and tries to find out who is the “Director” especially
when the movement changes (every minute). The players do not <stare> at the director,
for in so doing, they would reveal her/him, but try to pay attention to the “Director’s orders” and change the movement as soon as the new one is proposed.
The “manager” wins if s/he can find out who the “Director” is (trying by naming a maximum of three players).
***It is a very useful game to train attention, observation, rhythm, coordination, but also
creativity in inventing new sounds and movements.
It is a game based on “copying”, a fundamental ability we all use to learn (we copied
when we learnt how to walk and how to speak, for example) that - quite oddly (and paradoxically) - is sanctioned in school.
This game gives the opportunity to children who usually are/feel behind in academic
contexts to play an active role (the director’s) and to show abilities which normally are
overlooked in formal teaching (quickness, originality in gestures, sense of opportunity –
not changing the movement when the manager is staring at you) .
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ENVELOPE MAILBAGS
Each student gets a big paper envelope (but it
could be any other container, also a cloth bag or
a box, depending on the space available) and is
invited to turn it in a sort of mail-box or bag that
will be hung on the walls and used during the
activities.
This “container” has got an outside and an
inside, that is to say: a visible, public part and
an inner, private side… as we – people - all
have! Helping the children to see the metaphor
contributes to their self-awareness, thus deciding
on what to show the others, and what to keep
personal.
This activity can be introduced to grown-ups,
too.
Each person is invited to write on the front of
the envelope not only her/his name with its
meaning (and/or its origin, like, for example, “it
was my grandmother’s name”) but also:
• either three passions: skills/preferences/
hobbies. Any kind of passion is fine, also
extra-professional ones such as: cooking,
gardening, singing in a choir, going to the
cinema, driving a motorcycle, playing the
piano…
• or the outline of her/his hand with five skills
(one for each finger) or interests
Decorating the envelope according to the

favorite style, technique, material is a way to personalize it even more, and add value to
the project “mailbag”.
Encouraging public acknowledgment of each participant’s favorite passions is a way to
promote individual recognition, thus “adding” value to each person.
The envelope is a container for both personal valuable keepsakes and messages or
small gifts from the others, so that everyone is invited to think about the others, to
prepare something, to anticipate the other’s reactions on receiving them.
An atmosphere of empathy (and sympathy) is hardly ever a spontaneous result: the
teacher/educator offers opportunities to put it in practice:
• by showing examples of what to include in the envelope - simple messages (also
consisting of one word, or a poem, a joke, a positive remark…) or simple objects
(handmade or found – a bracelet, a candy, a marble, a smooth pebble…)
•

by saving time to let the children write messages or make little gifts

•

by checking, from time to time, that everyone receive something, and, in case, by
filling the envelope her/himself or by spurring someone to do so

•

by fixing a date/an occasion to open the envelopes together and exchange
impressions (about what each child decides to make public)

Connected to the Envelope Mailbox project we could introduce the
SECRET HELPING FRIEND
Reference: I SHARE for ARABIC
The teacher/educator writes all the children’s names, on separate pieces of paper,
folded, and put them in a bag.
In turns, in the big circle every child shows her/his envelope and – if the child wants briefly illustrate what’s written on it; then s/he picks up one name from the bag and reads
it privately. Only in case a child picks up her/his own name, s/he puts it back and tries
again.
When the child picks up a name, s/he becomes the secret friend (elf, angel, genie…)
of the randomly selected child, so this name written on the piece of paper is to be kept
secret, not only at that time, but for the whole period of this activity.
The secret friend plays, unseen, “good turns” to her/his friend: little kind gestures,
loving messages and handmade small gifts which can be placed in the envelope…

Only the last day, each child will try to guess who her/his secret friend was.
This activity is another practical suggestion to develop personal, individual attention to
others: we can help the children develop empathy by providing them with a practical
daily experience of keeping watch on somebody else.
Of course, this activity, especially when it involves children or when it is a new
proposal, should be “helped” and monitored throughout, so that there are daily
occasions to devote to the secret-friend-tasks some time (time and spaces to prepare
things), an evaluation of the message content, and, in case, measures to make up for
misunderstandings, or bad behavior.
In the educational process mistakes and trouble are always present, unavoidable and
maybe useful to it – the possibility to face trouble, cope with it, find solutions is precisely
what education (generally speaking, not only instruction) is for.
This process of responsible caring teaches our children responsibility in dealing with
others and it teaches that in relationships there are always chances “to make it up” and
these occasions have to be looked for and found, not to make every breakdown final.
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MAGNETIC POETRY
The goal is writing a simple poem (but a real poem, not a description, so it is open to
the reader’s interpretations) about the writer her/himself, by using objective correlatives (objects, things, articles...)1.
The teacher prepares (with or without
help from the children) some <beginnings>, all very simple and similar: “I
am a happy....”, “I am a scared...”, “I
am a bright...”, “I am a surprising...”,
“I am a tired...”, (only the adjective
changes), except for one line, which
begins with “Sometimes I am a ....,
and sometimes I am a....”.
Each child, thinking of her/himself,
completes at least 5 lines with an
object, for example, “I am an angry
oven, I am a funny breeze, Sometimes I am a shy turtle and sometimes I am a bold hawk,
I am a blank sheet of paper, I am 7:00 in the morning...”.
Of course “an angry oven” does not exist, “a funny breeze” or “a shy turtle” is to attach
feelings to others than humans, but writing poems is also a way to interpret reality from
unusual points of view, to evoke uncommon images, to raise expectations, to broaden
1

An objective correlative is a literary term referring to a symbolic article used to provide
explicit, rather than implicit, access to such traditionally inexplicable concepts as emotion or
color. The English poet T.S.Eliot says, “The only way of expressing emotion in the form of art
is by finding an “objective correlative”; in other words, a set of objects, a situation, a chain
of events which shall be the formula of that particular emotion; such that when the external
facts, which must terminate in sensory experience, are given, the emotion is immediately
evoked.”, “The Sacred Wood: Essays on Poetry and Criticism, “Hamlet and His Problems”,
1922

perspectives, to lighten hearts…
By reading the whole poem, the poet’s personality emerges, the different images all contribute in showing
the unique writer’s features and, if
well thought and written, the poem
is quite revealing (a sensitive teacher
could seize the opportunity to understand her/his students better, too).
At the same time, without too much
“explaining”, the reader has a sound
poetical experience and feels free to
imagine what comes to her/his own
mind: “I am 7:00 in the morning” is
certainly quite different from “I am
midday”, and offers different impressions and associations from, let’s
say, “I am midnight”.
If the activity is thought in English, it

offers a good chance to teach <adjectives> either than the usual ones (beyond big and
little/small, long and short, good and bad, nice…) that are usually very difficult to teach,
because adjectives are not fundamental parts of the sentence.
This particular poem writing, on the contrary, prompts the students to ask for more adjectives, for more nuances of a similar emotion or feeling.

Everyone experiences success, for the joining of the two parts always works and is
correct (for example: “I am a lively” can match with virtually anything else, if we do not
care for a factual description).
If the activity is in Arabic (closer to mother tongue, even if classical), students have the
opportunity to express themselves with a much “richer” language, maybe with longer
sentences, possibly recalling quotes and even literary words and styles.
Each poem can become a work of visual art, too if the poet adds to the lines her/his
personal graphic interpretation with colours, figures, collage, mosaic…
Writing Poems in Groups
Poems can be written about other people, both individually or in
groups, too.
In groups, and with the possibility of
debating, everyone finds the task not
difficult, for there are many examples to choose from, and the cards
(<beginnings> as well as cards of the
<picture dictionary>) which are for
reference prompt the students to be
active in the learning process.
A game can be organized by asking
the other groups to guess the person addressed by the poem; if every
group can guess it right, maybe the
poem is too “clear, unequivocal” and misses the poetical shade of vagueness, if all the
groups are wrong, the poem was too difficult, to obscure…
There could be an interesting follow up if the poems are copied on a computer file, so
that they become anonymous (nobody can recognize the poem by the hand writing) and
printed each on a different sheet of paper.
The activity (game) is about trying to guess who’s who: each player reads the poem and
writes, on the bottom part of the sheet, the author’s name (this guessing is made privately, in secret, no discussion with others). The bottom part is then folded, and passed to
another player, who repeats the guessing and writes her/his chosen name at the bottom.
After 6 or 7 readings, the game stops and each poem is given back to the true author,
who can unfold the bottom part and check how many guessed it right.

By reading the list of different names underneath her/his poem –maybe besides her/
his own, maybe not! – the author also discovers to be similar to other people. It can be
obvious or surprising, in any case it is a good exercise to understand ourselves, how
the others see us, and, in our community, the various members’ features and likeness.

The DIAMOND KITE Project
The Active Education Approach for
Full Inclusion in the Social-Educational Field
EDUCATION IN EMERGENCIES
The DIAMOND KITE Project FILES
Reference: I AM & I SHARE
PAPER CHARACTERS
A Sort of Bi-Dimensional Puppets
Thinking of simple reading with a purpose, I suggest we create a “paper character”. It is
popularly called “paper doll”, but with this name it would not appeal to boys.
As the 3D puppets, the paper character can be given an identity and a personality,
with all the emotional involvement (caring) it takes with it. In comparison with puppets,
though, children usually do not pretend they are animated, neither identify with them, so
it is more difficult the paper dolls become real mediators and “speak for” the child.
Paper dolls are easier to make than puppets, the only care being, to make them last
longer, to cover them with self-adhesive transparent plastic.
The basic model can be the same for all the children, with a few elements to personalize
the character, for example the hair can be short or long, curly, wavy or straight, of different colors…
Paper dolls are really useful in the
teaching of languages: with the
little children to teach them about
daily life and common terms,
about seasons, about sequences
and so on, with older students to
teach them a foreign language.
They provide reasons for conversation (question and answers,
descriptions, daily activities, sequence of events, future…), and,
for what most interest us today,
paper characters can help providing reasons for simple reading
and writing.

For example, writing a very simple
Identity Card (I.D.) for the character
means the child has to read the headings on the ID and be consistent with
what is asked – reading and writing
with a purpose. So, every child can
choose a first name and a surname,
and write the character’s features and
preferences on the identity card.
Other pieces of information can be
added about an imaginary family of
the paper doll, the student can decide
where the character lives (the town, the
address, also the type of the house…),
which are its hobbies, if it has got friends, pets, a computer, if it travels or reads a lot
and so on.
The paper character can have a “photo album” with simple captions under every “photo” (which could be a picture or a magazine cutting), maybe a diary (but it would be
complicated)
Every student is invited to take care of her/his character, providing it with an appropriate
wardrobe, according to the season or the occasion.
The wardrobe is chosen from a “catalogue”, so the students write down the info in an
order form.

Individually every children is invited to create her/his own paper character and to write
an example of ID and so on…
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PUPPETS
Puppets are special toys which, like dolls, allow imitation games and are used at impersonating real or imaginary people, animals or other ‘creatures’ (aliens or animated
objects) in a great variety of situations.
Puppets are made in many shapes – with more or less realistic details - and different
materials1, so that the process of making them can take a few minutes or days. More
time spent in completing a puppet means a greater involvement and identification with
it, making it precious and interesting for its author.
Puppets, and especially handmade puppets, are sort of “Avatars”, unconsciously, they
take their creator’s characteristics over, they actually speak for them, can act for them.
Puppets are characters. Just for this they are potentially interesting: you can give them
a personality, feelings, strengths and weaknesses, but you can establish an interaction
with them, too.
Puppets are mediators. If the children have difficulties in relationships, especially with
grown-ups, maybe they need a sort of de-conditioning from traditional approaches.
Puppets provide with stimuli which are original in comparison with the educator’s. Children can teach them or learn from them, they can also correct them, without actually
offending anybody.
Puppets can become transitional objects. Vulnerable children with difficulties, who
1

There are GLOVE PUPPETS and MARIONETTES (with strings), FINGER PUPPETS with
or without legs, with magnets, with sounds, PUPPETS on a STICK, SHADOW PUPPETS,
BIG or GIANT PUPPETS, PUPPETS made of WOOD, PAPIER- MÂCHÉ, SPONGE, SOCKS,
NUTS, PING-PONG BALLS, ORIGAMI, BRUSHES, BOXES, BAGS, ORANGES and APPLES...
They belong to every culture, and they were found in tombs in India more than 4,000 years
old...

would never feel free to express their motives and emotions, moving a puppet can make
it speak for themselves, without guilt feelings.
When children use the puppets, these “instruments” become transitional objects: on
them children transfer feelings and emotions, or assign roles. If the child lives emotionally strong conflicts or problematic situations and experiences, it is much easier s/he can
let the puppet express her/his feelings rather than telling them clearly and openly. If a
bad character expresses violence, abuse and offence, we have an important clue to the
child’s hidden world.
Puppets can easily become “a center of interest”. Puppets prompt children’s motivation and provide a link among the workshop proposals and the children’s affective
world. The puppet’s presence creates a shared reference background, both for children
and grown-ups, which fosters everyone’s sense of belonging to the community, as well
as fun, imagination, creativity.
Thinking of puppets, we don’t immediately think of a puppet theatre or a drama with a
script and scenes. What is important is the process in creating it and in thinking of its
“personality”, maybe of accessories.
Initially, the puppet can be moved in front of the children, openly, showing that the puppeteer’s hand is inserted into the puppet’s head and body.
Even if the children see the puppet is “animated” by someone else, yet they are fascinated by its “pretending” to be alive and their attention is completely attracted to its
movement and speech.
If children make their own puppets, one each, they will keep it. A puppet is such a precious thing when it is ready, that we cannot ask the children to give them up to the group
or the class. So, grown-ups should make them for every center (school or kindergarten)
and it is important to create a band of puppets, representing both good and bad characters, for all the children to use.
Happy and sad characters, as well as angry and scared ones, show the children that all
the emotions are possible, and they have a right to be what they are; what is questionable is the way to express some feelings (through violence, for example), not the fact we
feel them.
Almost Anything… With Eyes! – An Origami Puppet
A square piece of paper, folded as a Cootie Catcher (or Snap Dragon in the UK), at first
sight is nothing but a nice sort of cup, or pointed paper flower; yet, if we hold it with
one hand only, limit the movement (by pasting together two parts) to one ‘opening’- the
mouth - and draw two eyes on top, it will immediately look alive, and familiar or ‘human-like’.
This origami puppet’s only movement, opening and closing the mouth, is enough to

promote interaction with the
person who created it, with
other puppets, and/or with a
“public”.
Other simple - but metaphorical -elements can be
added: curly, waving or
straight (paper) hair with
written wishes or dreams on
it, and also a paper tongue
(a curled up piece of paper)
with writings on it (what the
puppet says).
“Thinking of the teacher who most influenced/was important for you: which were her/his
words that had the greatest impact on you?- Write them on the paper tongue…”
In this case the puppet can become a precious reminder of what is really important in
the educational relationship…
Making A Papier-Mâché Puppet Head
Papier-mâché puppets need hours to be completed, but the result can be quite satis-

fying as they are light-weighted and yet strong puppets, made of cheap materials, easy
to find.
A papier-mâché puppet is not a “perfect” thing, but, being handmade, it is unique and
its bumps, wrinkles, uneven parts add reality to its being.
We start recycling a lot of materials, for every puppet:
• a plastic bottle neck
• scrap newspaper strips
• strong paper to model some protruding features
• liquid glue
• paper adhesive tape
• colors to paint the face
• wool or fur for the hair
• cloth for the dress

1st step: We make the base of the puppet’s head: with the first part of the plastic bottle,
cut 9/10 cm. from the opening (the puppet’s neck)
2nd step: we add the protruding elements such as big noses, antennae or big ears creating a strong paper “skeleton” that is fixed to the bottle with the paper adhesive tape.
3rd step: start fixing the paper strips, wet with liquid glue, onto the puppet’s head in every
direction. Fix them smoothly, with gentle strokes which don’t leave air-bubbles.
4th step: leave the puppet’s head dry for one night, standing or on a stick, so it doesn’t
touch any other surface and is modified by it (being very soft for the first hours).
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EVALUATION
Notes on School Marks, Competition, Collaboration
“I CAN” is what every child at school has a right to think and say.
Traditionally it is the teacher who decides if the child can or cannot do something, and
the child’s abilities and performances are measured and labeled with school marks.
School marks become an end in itself, everything is related to them, and, quite naturally,
competition replaces collaboration among students.
But we, teachers and educators, work so that the child can acquire competences
useful for her/his life, not only for school, this is why we are more interested in the
children’s mastering skills than in comparing them with their peers through marks, tests,
examinations…
Every child can “develop”, everyone should profit from school, according to her/his own
possibilities, which can be very different, because children are all different.
The first goal, commitment, reason to be of a school is precisely this: let every child
develop and learn and become a different child in comparison with her/his former self,
not with the others. The only competition which is really useful in life is the competition
with ourselves; when we overcome our own limits, improve, develop something new. It
is a poor satisfaction beating a school-mate let’s say, for example, in English: if I am the
only one to speak a ‘perfect’ English I still need others to use this ability!
Notes on the Children’s Evaluation
Evaluation at school is a very delicate issue; in particular it is very difficult to question
school marks, for they are used everywhere to judge the children’s performances, and
appear the only way to deal with “recognition” at school.
In reference to vulnerable children with learning difficulties, we can easily tell many
stories of discomfort and pain regarding evaluation: these children have been humiliated

with low marks, compared with ‘better’ students and always found faulty, always short
of something in reference to unattainable goals.
Performances must be evaluated, also the vulnerable children’s, evaluation is an
important tool to plan other steps and set new goals, but the value of using school marks
can be questioned, as not the best way to correctly judge the learning process children
face, especially when loaded with difficulties of various origins.
Quite too often teachers in school only evaluate the results (not the process, the learning
process!), the final outcome, in terms of success or failure. This is well expressed by
school marks, perceived by the students as a definitive decision on themselves, their
‘value’ as students.
But this is not life.
Life goes on, in a continuous process of back and forth. We try, and by trial and error,
observing and copying, changing and re-framing, we learn the best way.
We need time and space (also mental space) to do this.
By getting marks, students are fixed in a particular moment, in a particular situation – it
gives teachers a general idea of their skills, but it can only be used to start, to think of
goals to be reached in future.
Let’s say we could use a different approach, for example POINTS (or stars, steps,
stickers, pebbles, stamps, fake dollars… - as long as they are “socially recognized”/
have a value in front of the class and as long as they are something children can store up)
and suggest to our children with difficulties (but to the others, too) that learning means
gaining something, instead of “losing” marks when they make mistakes.
When in games students gain points they get acknowledgment of the work done, they
understand what did not work and re-arrange their ideas on the subject.
You can go on gaining points, it is a process (like learning), it never ends.
School marks are used in a negative way: every mistake subtracts a mark from an ideal
maximum of knowledge. Points are more human-like on this respect: children gain
points whenever they successfully practice a skill, when they perform well, when they
overcome one of their limits.
If something goes wrong, they do not lose points: missing success is frustrating enough!
You cannot store up school marks. Every time it is like re-starting afresh.
This only happens at school, in real life what you have acquired counts, and stays
with you also through hard-times. I think with our vulnerable children we should avoid,
whenever possible, to pile up problems and should help them to adjust, step by step,
through positive reinforcement.
We are told that school marks are a “reality check”.

Of course, getting the real picture of what you know or do not know is important, but you
can reach the same result with points, too. You only get points when something is right,
you do not get points if you are wrong.
With points, in case you are wrong, you do not get humiliated in public, you do not lose
anything, you simply do not gain extras.
Points are not perfect, competition can produce rivalry as with school marks, but points
are a way to start challenging prejudice and fixed ideas and habits in schools.
With our children with learning difficulties we need all sort of alternatives to traditional
teaching, hoping the children with us perceive a change, compared to the usual
methodology, they do not give up and start trying if they can do it.
With the child-centered approach we affirm the child is the protagonist of her/his own
education, so we must encourage processes of self-evaluation in children.
With the active education approach we still have the problem to deal with reality, not
magically making difficulties disappear, but helping the child to be aware of them, and
think that it is possible to deal with them and, eventually overcome them (or most of
them).
In this perspective it is much more useful
to let the child check, in positive terms, on
what they know how to do “VERY WELL or
WITH HELP or STILL TO WORK ON IT”
This new way to interpret difficulties
is strongly influenced by the I.C.F.
(International Classification of Functioning)
of the W.H.O. (World Health Organization)
which adopted it in 2002.
I.C.F. represents a new approach to
disability, it deals with functioning, focusing
on abilities and not on faults. Every one of
us could be “measured” by the analysis of
our “functioning”.
This means that in dealing with a child
with disability or learning difficulties we
first consider her/his possibilities in the
relationship with the world, and then we
analyze the deficit/difficulty.
First the positive aspect, the successful
one, on which we can count, and then the

effort to overcame a limit.
When we, teachers and educators, focus on this I CAN dimension, we work primarily on
strengthening self confidence in students: only if a child thinks, “I CAN DO IT !” s/he’ll
be able to put her/his energies into it, risk and try.
Many children, who have been reproached and scolded, give up even before experiencing
failure, and if they do not gain confidence, it will be worse and worse in future.
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FLAT PEBBLES - MATH
Learning About Quantities

A very simple activity with flat pebbles which helps with
the concept of quantity, the only materials required are flat
pebbles (their number depends on the quantity we want to
teach) colored on one side, pencil and paper.
Children toss the pebbles in the air and then they take
notes about the side – grey or colored - they fell down.
These notes start with the simple outlining of the pebbles
(the easiest task, it does not require any abstraction,
only counting, which is the first ability mastered), then
the children can invent a symbol for the colored side and
one for the grey, only in the end they are asked to use a

“common symbol”, that is to say the digits we normally use1 .
With children with learning difficulties we have to go all through the basic steps without
rushing to conclusions, because they need to understand and experience what they
were previously asked to do by habit or rote-learning.
The children repeat the toss until they have noted down all the possibilities, for example,
with 6 pebbles: 6 colored + 0 grey ones, 5 + 1, 4 + 2, 3 + 3, 2 + 4, 1 + 5, 0 + 6. The
quantity does not change, and this is an important propriety of additions (commutative)
and a practical discovery made by the children themselves.
It is not a waste of time to let the children play with the material, any material, as
they want, before and after using it for a curricular aim. The materials become familiar,
decreasing tension and promoting independent discoveries.
These flat pebbles can therefore be colored by the children themselves, they can be
used as sort of mosaic pieces (tesserae) to make shapes, tossed (as in hopscotch),
stacked, piled…
If we use 10 flat pebbles, we can easily teach the “friends of ten” (0+10, 1+9, 2+8,
3+7, 4+6, 5+5) which are the most useful for every operation, especially addition and
subtraction.

1

The “Hindu-Arabic numerals” used in the Western world: 0, 1, 2, 3, 4, 5, 6, 7, 8, 9 or what the
Arabs call the “Hindi numerals”, namely the Eastern Arabic numerals: ٠ - ١ - ٢ - ٣ - ٤ - ٥ - ٦ -٧
- ٨ - ٩) used in the Middle East.
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LOGIC FILES: Reading With A Purpose
The Logic Files - a teaching aid which motivates the children to read.
They are meant to be simple texts, yet interesting, for there is always something to
discover, a “mystery” to solve (they can also be called “Detective files”).
Basic elements:
1 Title
2 Four pictures
3 Three simple sentences
4 A question (for logical deduction)
Example of a basic type: THE TEACHER

DAN

KEN

RON

TIM

MY TEACHER HAS GOT A HAT
MY TEACHER HAS GOT GLASSES
MY TEACHER HAS GOT A BEARD
WHO IS MY TEACHER ?
Answer: KEN
Note: the sentences are written in capital letters only (easier than the small case letters)
the three sentences are repetitive, and therefore reassuring for the child with reading
difficulties; The sentences are all affirmative ones, because negative sentences present
extra logic difficulties.

OTHER EXAMPLES
Title: I LOST MY CAT
(draw four cats according to the features in the text and so that you exclude one of
them at a time)
MY CAT HAS GOT A VERY LONG TAIL
MY CAT HAS GOT A BLACK SPOT
MY CAT HAS GOT A SMALL MEDAL…
HAVE YOU SEEN MY CAT?
Note: These are all affirmative sentences (never changing the verb; “MY CAT IS
GINGER” would add difficulties), no negatives, on a subject which could appeal to
children, such as animals.
Title: I LOST MY BALL
(draw four balls according to the features in the text and so that you exclude one of
them at a time)
MY BALL IS ORANGE
MY BALL IS SMALL
MY BALL IS NOT STRIPED…
HAVE YOU SEEN MY BALL?
Title: MY FAVORITE SPORT
(draw four sport cartoons or symbols according to the features in the text and so that
you exclude one of them at a time)
MY FAVORITE SPORT IS PLAYED IN TEAMS
MY FAVORITE SPORT IS PLAYED WITH A BALL
MY FAVORITE SPORT IS PLAYED OUTSIDE…
WHICH IS MY FAVORITE SPORT?
NOTE: More difficult logic files are made by writing, for example, negative sentences
(only one on each file), a mixture of sentences with the verb to be and the verb to have
got, longer descriptions (sentences with more than one element/one adjective).
Draw the reference elements (features) in the pictures neatly and name them when it is
not easy to discriminate.
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LOGIC FILES
The Logic Files - a teaching aid which motivates the children to read to find out the
correct answer. They can be used to revise Math rules.
Basic elements:
1 Title
2 Four digits
3 Three simple sentences
4 A question (for logical deduction)
Example of a basic type: SALLY’S AGE

14

12

13

18

72

63

SALLY’S AGE IS AN EVEN NUMBER
SALLY’S AGE IS MORE THAN TWELVE
SALLY’S AGE IS LESS THAN EIGHTEEN
HOW OLD IS SALLY ?
ANSWER: SALLY IS FOURTEEN
title: BASKETBALL MATCH

83

81

THE FINAL SCORE IS HIGHER THAN 70
THE FINAL SCORE IS AN ODD NUMBER
THE FINAL SCORE IS OF THE 9 TIMES TABLE
WHAT’S THE FINAL SCORE ?
ANSWER: THE FINAL SCORE IS EIGHTY ONE
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The LOTOS
A kind of Self-Correcting Puzzle
Lotos are teaching aids that need careful planning in their
realization (a model and its graduated range), but later they
can be used quite independently by the children.
Every Lotò presents two parts: a board divided into squares
and some cards (usually the same number of the squares,
but there could be tricky extra cards, too) somehow linked
to those on the board to be matched.
On the back of the cards there are the bits of a puzzle,
so the cards, if correctly placed, reveal – when turned – a
complete image.
When all cards have been placed on the board, the player
starts the process of self-correction, turning the cards
to see if they produce the right picture/puzzle which is on
their back.
Basic type Lotos focus on developing basic reading
abilities: CONCENTRATION, ATTENTION, SPIRIT of
OBSERVATION, DISCRIMINATION of small details,
exactly as we can find in writing - where small details, such
as a trait going upwards or downwards, on the left or on the
right of other signs, can establish the differences between
one letter and another.
The difficulty of a Lotò depends on a number of factors: number of squares (more than
9 is considered not easy, more than 16 quite difficult), connections between cards and
board (identical cards and squares are usually easier than relations of different type like
an operation and its result, an action and its consequences), the actual content of the
cards (a scientific explanation of the digestive system is certainly more challenging than
varied pictures of a ball).

A Range of Lotò: Step 1, Step 2, Step 3...
Lotò are teaching aids which don’t look like traditional exercises, but share with exercises
the necessity for graduation and reinforcement.
The training for attention and concentration is better done if we can provide the children
with a range of Lotò from step 1, the easiest, to step 3 the most difficult, with little
variations.
The challenge, for the child, is represented by a slightly more difficult task every time,
but any child with learning difficulties is reassured by starting a new task on a “familiar”
board, with pictures s/he has already seen.
This graduation allows also to try a combination of difficulties - that’s to say, if step
1 engage the child’s ability to get oriented (left and right, over and under), step 2 can
add changing shapes or color so stimulating other abilities, such as observation and
discrimination.

Photo 11 - The Egg has Hatched
Photo 12 - The Egg and the Chick
Photo 13 - Two Eggs have
Hatched
step 1, 9 squares, the dots mark - the orientation of the card
step 2, 12 squares, the dots mark - the orientation of the card
step 3, 16 squares, the dots mark - the orientation of the card
How to Make Lotò
Though Lotò require some time to be realized, they are also “economical” teaching aids in
the sense that, once made (and protected by the self-adhesive transparent plastic), they
can be used over and over again, by small groups of children as well as by individuals,
once or many times, for the children easily take a liking to the final turning of the cards:
they like to see the completed puzzle.

Handmade Lotò
Lotò can be drawn with:
• coloured pencils
• crayons
• felt tip pens
• paint...
or arranged from:
• collage,
• rubber stamping
• stencil
• ...
Two boards of identical dimensions (also
identical measures for the squares) must be
realized for each Lotò, cards are cut from one
of the two boards only after the picture of the
puzzle has been pasted onto the back.
The two boards are made to match when they
are placed one upon the other: one face up and the other face down (on the back of this
board face down - the one to be cut into cards - there is the picture of the puzzle which
results face up).
One board doesn’t reproduce the other mirror-like, because a mirror reverses the left
and right side, but it reproduces the other board column by column similar to the way
our two hands clap (left thumb with right thumb, left forefinger with right forefinger and
so on).
Lotò made with the Computer
It is possible to make Lotò with simple programs like “word”. Use the forms or the
pictures.
A series of graduated Lotò, as well as the two boards are quite easily made once you
have realized the prototype.
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PATIENCE CARD GAME
Restore Sequences
This game is a <solitaire> and it is played individually, but quite easily two or more
players collaborate to solve it.
The original game is played with the regular packs of cards, which are organized in
number sequences, so it is important to prepare small packs (6 to 12 cards maximum)
of cards that show a sequence, for example: the planets of the solar system, the growth
of a plant (from seed to flower and fruit), the actions of the day (from waking up to going
to bed), a dialogue (with questions and answers linked in sequence) etc.
The game is played with at least two small packs of cards, but they could be also 3 or 4,
the packs can be exactly the same or with similar sequences.
Example of sequences
Miss Mary Mack’s Chores1 - This
is a small pack of 6 cards. To play
the Patience two identical packs
are used. The sequence of the
chores is numbered, so it is quite
easy to put them in sequence.
The Solar System Sequence
In order to play, the player must
know the position of the planets,
from the closest to the sun to the
farthermost one.
The two packs of cards are similar
but the information supplied is
different: one pack has factual
1

Miss Mary Mack is a popular African American Nursery Rhymes and clapping song. Here she
is drawn as a little girl helping her mother with housework.

information (the temperature, the orbit around the sun, for example), the other tells about
myths and discoveries. The two packs can be mixed.
Preparation of the game:
• Shuffle all the cards (all the packs mixed together)
• Place the cards – face down (not visible) – in rows (one row for each pack)
• And, just for fun, make a wish! (if the patience game will be completed, it is said a
wish will come true, who knows?)

The Patience game:
• Start by turning up one card (randomly selected) and read it
• Decide where to put the cards: in which row and in which place (according to the
original sequence)
• Place the card in the selected spot and turn the card that is in that space
• Go on reading the cards and placing them, until either all the sequences have been
completed or a card is placed in the first spot and it is not possible to go on
• The player wins if all the sequences are completed (if the cards in each row are in
their right place either because the player put them in place or, by chance, they
werealready in their right place).
This kind of game is extremely adaptable to the most different contents, so it can be
considered <an empty frame> to revise many topics of the curriculum.
The students like this game – it is varied and ‘fixed’ - they like to restore the right

sequences with both the challenge of reasoning about sequences and the unpredictable
chance of the position of the cards.
Usually students play this patience over and over again, thus reasoning and memorizing
the information, and possibly, getting interested in studying it further or going deeper
into the subject.
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The SECRET BOX
“I CAN recognize that shape”
It is a guessing game which involves touching and requires the ability to form mental
images. It aims to abstraction and symbolization.
Children are trained to:
• recognize shapes
• discriminate between shapes (for example between real letters of the alphabet and
not-letters, only similar)
• discriminate the relative position of shapes (for example: a triangle on the right is not
the same as a triangle on the left, or with a different orientation of its vertex)
• compare a mental image of a 3D shape with the abstraction of a 2D picture
• select the most appropriate 2D image among similar symbols
Basic Secret Box

It is a box made out of a normal strong card box, with three openings on the sides.
The child sits at the closed side of the box and puts her/his hands in the two smaller
openings (the child cannot see her/his hands - the focus is on touch).
The teacher/educator (or even a school mate) introduces a card with a relief (a sort of 3D
card - the relief can be done with strings, cardboard, sponge, sandpaper, tinfoil, sponge,
rubber, wood... and it can reproduce a traditional form like a triangle, a circle, a letter
of the alphabet or a casual motif...) so that the child can touch it and start forming a
mental image of what s/he can touch, but cannot see.
On the top of the box the teacher places cards with drawings (2D) which could be like
the 3D card in the box. The child looks at these similar cards and chooses the one s/he
thinks reproduces in 2 dimensions what s/he touching.
With younger children or disabled ones, not a card but a real, well known object could
be introduced in the box, for example an apple, and then only two photos (easier to
recognize than pictures, which are an abstraction in themselves) shown to the child, thus
reducing the alternatives and the difficulty.
I CAN - Secret Box for MATH
Besides the skills activated for the basic form, when using the Secret Box for Math,
children are trained also to:
• count quantities
• refer quantities to their digits or numeric symbols (symbolization)
• refer quantities to the digits of two different systems: the numerals used in English
(0 1 2 3 4 5 6 7 8 9) or those used in Arabic countries (the Arabic–Indic numerals or
Eastern Arabic numerals ٠١٢٣٤٥٦٧٨٩)
• compare quantities
• calculate simple operations
The teacher/educator prepares:
• 3D cards with 3D elements to be counted by touching
• 2D cards either with pictures of the elements (same as the 3D card inside) or with the
digit to be seen and compared with the mental image

4

٤

• 2D cards similar but not the same as the 3D cards
Of course cards can be invented and made by the children themselves for their school
mates, adding fun and interest to the activity.
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MINI-CARDS & TASK SEARCH
It is a very simple game, with an endless number of variations, which can be created
and played with the children themselves.
The game is set up with the whole class, but it is played by each child individually
(though all children play at the same time). It is an “I CAN activity”, as each player
practices her/his skills, but it is also an “I SHARE activity” the moment the individual
search stops and there is the occasion to run a collective check.
The materials are simple and can be used over and over again, for different goals,
too: a huge pack of Mini-Cards (200 or more) with one element on each (one word,
one number, one picture) and some Task Cards (4 or 5 is the minimum) related to the
elements on the cards.
The game is very fast and can be repeated - changing the Task Card at every round
- many times, practicing many skills, but particularly selecting, comparing, and
decision-making.
MINI CARDS for Math
Each child will make at least 5/10
mini-cards (folding an A4 sheet of
paper you should get 16 mini-cards)
and will write, only on one side of
the card, one number – either the
Arabic ٠١٢٣٤٥٦٧٨٩ or the English
way - from 1 to 25 (repeating the
numbers if s/he wants).
Remember to write a line underneath
the numbers 6 and 9 or ٩ (nine), ٧
(seven) and ٨ (eight), 3 and ٤ (four),
because with the help of the bottom

line the orientation of the card is made clear and there are no misunderstandings about
the quantity.
In the meantime the teacher prepares the Task Cards (4 or 5 for the moment, but they
could be a whole pack of cards and be written by the children themselves, too), each
with a different task to complete, for example:
“Look for EVEN numbers” – “Find ODD numbers” – “Find numbers bigger than 15” “Find the numbers of the 2 Times Table” - “Find the numbers of the 3 Times Table”…
All the Mini-Cards, face down, are spread everywhere in the room (all separate).
A player picks up and reads aloud one of the Task Cards, for example: “Find numbers
smaller than 16”, every player bends down and turns one card at a time.
Reading the Mini-Card, every player has to decide if the card is one of the required
ones (according to the task) or not. For example, if the card has the number 12 the
player keeps it, if it has the number ٢٤ the player leaves the card, face down, where s/
he found it.
The leader of the game stops the game after a minute or two and every player counts
her/his cards. The leader checks only the Mini-Cards of those who have got many
cards: every correct Mini-Card counts one point, if there is a wrong card, that card is
discarded together with a good card (so a random collection is discouraged).
The player who collects more good Mini-Cards is the winner of that round.
MINI-CARDS for Arabic
There could be Mini-Card packets with Arabic words:
• to practice grammar (“Find adjectives” “Look for verbs” “Only plurals”…) ,
• comprehension and understanding of a text (“Find the characters in the story”[of
course a particular story which has been read], “Find the questions related to
“TIME” [like: when did it happen? What time did he leave? How old is the…?]
• literary genre: (“Find descriptive sentences” “Look for poetry”…)
• and so on…
MINI-CARDS for English
Mini-Card packs could show on each card: a picture, an English word or both.
The Task Cards could focus on:
• the meaning of the words (“Find the colors” “Find the words <MILK> and <MEAT>
[these words written in Arabic]…)
• on grammar (“Find verbs” “Look for words beginning with “S”…)
• on inferences, associations, comparisons – consider the necessary pre-knowledge

(“Find stationery” “Look for sweet things”…)
An English pack of Mini cards could also be used as a picture dictionary
MINI-CARDS for Other School Subjects and…
The content of the Mini-Card packs can be extremely varied, and so can be the TaskCards.
The same pack of Mini-Cards can be used for different purposes, too, as it is the case
of a Mini-Card Pack with only pictures – the goals of the game depend on the Task
cards, as it could be with Arabic and English.
And, of course, this game works also for other school subjects, like:
• Science (“Find the herbivores” “look for mammals”…)
• History (“Look for cavemen’s tools” …)
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ACTIVE REFERENCE POSTERS
The walls of the classrooms are an important “space” we can use, especially if there is
not much room on the floor for furniture and “dedicated” corners for activities.
Shelves are key elements for “democratic” storage, as they are visible and open, but
also posters can become an extremely flexible tool for different uses.
A painted wall tends to be permanent and it is not very adaptable, while posters can be
easily changed or moved to another place, can be stored for later use, and also lent to
another class for their use.
Common posters illustrate a topic through images and/or writings (labels, captions,
texts…), they are hung to introduce and/or remind of something and so they work as
reference materials. They are usually bought or made by the teachers, but they could
be made with the help of the children.
Active Reference Posters add something to the common posters: the possibility to
be changed by the students, by moving elements to a different location (2D posters) or
by putting in or taking out elements in pockets, envelopes, small boxes… (3D posters).
Strong paper posters covered by a film of self-adhesive transparent plastic become
stronger and keep for a long time (they are protected from dampness, stains, fox
marks…), on the transparent cover we or the children can paste strong paper elements
with adhesive paste (like blutack or patafix).
These movable parts (possibly covered with the same film, if we want them to last longer)
allow children to create new situations: following rules (the calendar, for example), playing games (guessing games: What’s different?. What’s missing? What’s in addition? are
some examples), carrying on specific activities (it could be: Order the shapes according
to: size, number, color, name…

An Example: The Active CALENDAR Poster
AT THE BEACH
The painted poster show the beach and the
sea; these two parts are rather “plain” – empty - so not to interfere with the many movable
elements which will be added later. When dried,
this base (the poster) is covered with transparent plastic.
The movable elements, on strong paper, are
chosen among the actually movable elements
in the sea or on the beach and for each category there is a different kind of element:
• boats are used for the months, each 3D
simple paper origami is named after a different month (if the 12 boats occupy too much
space on the poster, some months could be
parked on a different poster)
• little fish with the number of the days (maybe one side of the fish could show the
number commonly used in the Arabic world and the other side the English ordinal
number as it is the use to say the date: 1st/first, 2nd/second, 3rd/third…) and
• little octopuses with the name of the days
(Monday, Tuesday… maybe on one side in
Arabic and on the other side in English).
All these changing elements (boats, fish and
octopuses) are pasted onto the plastic cover of
the posters with an adhesive paste (blutack).
These movable elements are all scattered in the
sea, except those that point to the date of each
particular day which are moved ashore every
day according to the calendar.
Every day this Active Reference Poster is
changed by the children: they are asked to
choose the right fish with the number of the
day, to recognize the octopus with the name
of that day, and to join them, close to the boat
ashore for that month.

Working on the I AM: Adding to the
Poster
the BIRTHDAY Calendar
The boats of the months are 3D very
simple (and popular!) origami models,
so they can “contain” (like pockets)
a paper figure of each child, with the
number of the birthday in front.
Each child draws her/his self-portrait
on strong paper and places it in the
appropriate paper boat: this is “personalization” a powerful way to link
notions (also academic notions) to life, thus establishing mental associations and reinforce memory.
Of course there will be more than one figure on each boat, and the children – besides
feeling esteemed and considered as individuals – can start comparing, associating,
summing up, all very useful abilities at school.
Other useful Active Reference Posters could be about the Human Body (parts of the
body and/or actions), the Emotions (with faces of different shape and color, with changing expressions), Clothes related to the seasons (the weather conditions) and the occasion, Home (rooms and furniture) and so on, according to the needs of the program and
the children’s interests.
It goes without saying that the different uses of these posters are not limited to the
particular function they were created for, but they could be actively employed for active
guessing games or other invented games.
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BASIC ICT (Information and Communication Technologies)
We can use ICT (Information and Communication Technologies) at a very basic level,
starting with what we have: an image scanner, the video projector, photo-cameras in our
mobile phones, to introduce topics, have the students collaborate, memorize, revise,
summarize…
The Longest List
Using a video projector, we can show digital images scanned from posters, or books (or
collages made on purpose) rich with many details. The participants have been divided in
two groups and have selected a letter of the alphabet, for example “n”.
In order to win, each group has to write the longest list of words beginning with “n” they
can spot in the projected image (also part of an item can be used, for example “nose” if
there is a face in the image).
The leader of the game says, “Stop” and each group has to hand over its list, all the
words present in the list must be approved by the other group (for example: proper
nouns and nicknames are not allowed). Of course, if this game is played in English it is
quite useful to revise the language, but it is more difficult.
Spot What’s Silly
The teams can be two or three. All
players look at a digital image taken
from a magazine of puzzles and
games (Daniele shows 2 or 3 images
from Highlights for primary school
children), then each group, in turn,
send one runner (who is a different
person every time) to point at a “silly
detail” spotted by the group. To make
it easier for the children – especially if
the game is played in English – we can
give them list of clue-words.

When one group cannot name a new “silly thing” loses, the last group to point at
something is the winner.
Variations to this game include Task Cards for Spotting Items (the task cards are not
necessarily related to a particular image) with “orders” such as: “Spot all the RED things”
or “Spot things beginning with <G>” “Spot as many ACTIONS as you can”…
Telling Stories
Using the video projector to show pictures taken from magazines, books or cards,
randomly, we can ask the children to start a story and then going on by adding new
details from the cards they see on the screen.
Of course the story can be told (and it is much better, because it involves social abilities
of collaboration, mediation, mutual help…) by a group and shared with the others, then
the images can be hidden from view and the educator can ask to recall the sequence
by heart.
Why should we use a video projector instead of cards of strong paper?
By using the video projector:
• we can give the same inputs to groups of any “size” - as long as every participant
has a full view of the activity,
• in the dark, which means a rise in attention and concentration (due to less
distractions it’s easier for the children to concentrate),
• all participants can contribute, and even if somebody is shy and does not speak
aloud, s/he can profit from others’ contributions, s/he is not passive but “receptive”1
• we can save stationery and other materials for the practical activities we will ask
the children to perform later (images on a screen only require electrical power, once
they have been digitalized)
• we can use and re-use the same images with different goals
• we have a wide variety of follow up activity options.
The Story Project Work
Any story the children create can get
extra value by transforming it in a
project work which “lasts” and can be
easily shared with others.
The story can be edited as a power
point presentation, with pictures and
captions, maybe music and recorded
voices.
1

“Being receptive” is an important attitude to learn, especially new things. Shy children - not
pressed to give immediate answers and opinions – are learning as well as their “impulsive”
mates.

Clearly it must be a children’s work, so what is important is not so much the perfection
of the presentation, but the children’s perception it is their story, told with their abilities.
Any topics –but in particular those ones related to multi-cultural issues - require a
preparation that involves all children in studying, looking for images, drawing, creating
characters or puppets, writing a script and then acting for their characters.
It is a highly cooperative work as the children realize they cannot do it by themselves,
but they need to organize their group with different roles and different tasks.
In addition to this, the preparation of any ppt work establishes rules which have “an
internal necessity” that is to say, these rules are not imposed from an authority external
to the group, but are needed to complete the work, for example, “being silent when
recording”, or “writing a good script to be ready when recording”. On the other hand,
any mistakes are easily corrected with the digital technology.
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KIM’s GUESSING GAMES
Attention & Memory
Kim’s Guessing Games are games played by Boy Scouts, Girl Scouts and Girl Guides,
and other children’s groups, all over the world. These games develop a person’s capacity
to observe and remember details.
The name is derived from Rudyard Kipling’s 1901 novel Kim, in which the hero, Kim,
plays the game during his training as a spy.
Guessing games can involve al the five senses:
“Kim’s Sight” is played by individual children or groups (see Relay Races). Some objects
are spread on a table and covered by a cloth. The child has a short time to look at the
objects and try to remember as many details as s/he can (name, color, number, other
features…). The child (or the group) who can remember more objects, most accurately,
is the winner.
“Kim’s Sound” is similar, but with different sounds produced, for example, by beating
different instruments (musical ones or not, but known to the children). The children have
to name the origin of the sound, or reproduce the sequence heard, as accurately as s/
he can.
“Kim’s Smell” is the same game but with “scent”: spices, juices and other smelly
objects, closed in different little jars, are to be recognized just smelling into a hole in the
cap, or
“Kim’s Taste” with different ingredients to identify by tasting little bits
“Kim’s Touch”, where the hidden objects must be recognized by touching them. The
objects can be under a cover (not to be raised) or in a bucket filled with sand…
The child can touch it and start forming a mental image of what s/he can touch, but
cannot see.
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THE READING HAT
Guessing & Reading
For this guessing game, make a strong paper hat with a “pocket” all around.
The player who wears the hat will not be able to see anything on her/his hat, and will
have to guess (I CAN) with the help of the others (I SHARE).
In the pocket can be inserted:
• pictures
• single letters (from the Arabic or the English alphabet)
• single letters forming short words
• words (Arabic & English ones)
• short sentences
The right guessing can be obtained in different ways:
Question Hat
The child with the hat starts asking questions to guess
the word, for example “Yes/No” questions (“Is it big?
Does it fly? Does it eat grass?” ... ).
The others, who have read the word, should answer
correctly.
When the child thinks s/he knows the answer, s/he
tells the others. The winner is the child who needs
less questions to guess it right.
Picture Hat
In the pocket of the hat there is a picture, for example:
scissors.
On the floor, visible to everyone, there are cards with
written words (including: scissors). Asking questions, the child with the hat has to pick
up the card with the right word.

Memory Hat
Many words are written on separate cards and spread on the floor. The child with the hat
has 30 seconds to memorize them. In secret, one of the cards is removed and inserted
in the pocket of the hat. By reading again all the remaining cards, the child with the hat
has to remember which card is missing.
Spelling Hat
As in Memory Hat, many words are written on separate cards and spread on the floor. On
the hat only one letter is visible. The child with the hat asks questions about the terms
which contain that letter s/he has to guess.
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READING ROPES
Reading & Movement
This activity is individual, but it is performed with the help of the group, who share in the
activity also through discussion and reflection.
This activity is particularly intended to address the specific learning difficulty connected
to reading and writing (dyslexia). It is thought for children with dyslexia who, probably,
have had many unsuccessful experiences with formal reading and need a bit of deconditioning.
The interesting thing is that these materials don’t look like exercises or traditional
homework, even if they are useful to develop the same abilities children need to read
well.
It is also a very good approach to the real meaning of reading for small children in
kindergartens.
Materials:
• 5 (or more) ropes (or strings, ribbons…) at least 3 meter long
• A very simple musical instrument, like a drum, tambourine, cymbals, triangle
• A blackboard/flipchart with chalk/marker
• 5 (or more) plastic bottles (or any
other visible stand) to mark the
center for left or right movements
Basic setting:
5 or 6 couples stand (or sit) in two
facing rows, holding a rope each (there
is 1 meter ca. apart from one rope to
another).
These couples will move the rope up
and down according to the order given

to the child (“go over” or “go under” the rope).
The teacher gives the sequence of “orders” (playing different sounds or writing different
symbols), and the child moves through the ropes trying to follow the given sequence.
Reading Ropes with Sounds and Rhythm
Before reading symbols (“proper reading”), children - especially if they are very young
– make practice of rhythmical patterns (as we could describe the skill of reading) with
movement:
• the ropes will be crossed passing over or under them,
• the signal to pass over or under is given by the teacher with two different sounds
from the musical instrument, for example: a drum beat to pass over and two beats to
pass under.
At first, ropes are crossed one at a time, after hearing the related sound, then the teacher
plays a whole sequence – for example 1 beat, 1 beat, 2 beats, 1 beat, 2 beats (which
means: “Pass: over, over, under, over, under”) – and the child follows afterwards.
The sequence can be repeated by other children, another sequence can be tried and
then the teacher can go back to the very first sequence.
How can we be sure the very first sequence is the one we remember? Of course there
will be a debate within the group, agreement and disagreement, but the conclusion is
we cannot trust memory alone, especially in the long run, at different times, and with
different people.
We can use written symbols each one related to one of the actions of the sequence for
example: x that stands for “go over the rope” and ○ “ go under the rope”.
By writing x x ○ x ○ the writer means “go over the rope, over again, then under the
rope, over, under” and this is the sequence which can be kept in mind or read over and
over again by all the children who want to try.

From this experience children are guided to recognize two basic uses of reading:
• written symbols, when decoded (read), offer a sure record/memory
• written symbols, when decoded (read) are independent both from their writer and
their reader
This activity is very useful to
understand what reading is for and
the functions of a written text, too.
Through body movements, the child
turns written symbols into actions and
experiences that:
• written symbols form a sequence
• the sequence has a meaning
(which refers to something beyond
the text)
• the sequence is the same for every
reader
• the sequence is the same at
different times, too, so it can be
checked if our memory fails
The educational value of this game is its core meaning: what are reading and
writing? They are not natural abilities, like learning how to walk or speak!
The child with learning difficulties has to perceive the value of reading and writing
before devoting energies and efforts to the task.
This game/activity establishes a direct link between action (the movement to the
drumbeat) and the transcription (using symbols to fix what has been done).
This game is also useful because it is a simplified form of reading and the child who
normally cannot read well in this case experiences success; more, when the child “reads”
the way followed by another child s/he understands another important value of writing:
saving information (memory) that can be passed to others.
The game admits many variations, for example with objects, beside the ropes, to pass
on the left or on the right, following other sounds and adding more symbols.
Another example is Reading Circles, where the task can be varied with different sounds
which correspond to different “orders”, for example: “When I clap my hands, move to
the right of the circle; when I stomp my feet, move to the left, with a click of my fingers
go to the middle”,or creating a path using different objects, instead of ropes.
We teachers often find this type of reading not easy – we note that linking all these

pieces of information together is actually rather difficult: sounds, symbols, movements,
transcriptions and, later, reading to reproduce the sequence... this activity helps us, the
teachers, to understand how many steps (in the process of reading and learning) we
normally overlook because we take them for granted, for reading is an acquired ability
for us, and we tend to forget how difficult (and not “natural”) it is.
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BATTLESHIPS
Guessing and Strategy Game
BATTLESHIPS is one of the great
traditional pen-and-paper games
which could have a great number of
variations and be used to teach.
Battleships in the traditional form is
played using a square grid with letters,
numbers and “ships”.
“Ships” are to be drawn on the grid
according to their size: 1 aircraft
carrier is four adjoining squares, 2 big
ships are of three squares, 3 ships are
of two, and 4 consists of one square
only.
The aim of the game is finding the position of all the opponent’s “ships” - trying to guess
the exact squares by asking one letter-number (i.e. A6 or D3...) at a time and registering
the answer.
KEY ELEMENTS of Battleships:
A “GRID” : any “background” with fixed points of reference
“SHIPS” : movable elements
An ACCESS QUESTION /sentence to ask and find the movable elements of any
opponent player.
GARDEN Battleships
With little children the background could be a very simple garden with flowers: a daisy,
a rose, a bluebell and a tulip - the same background for every group. The “ships” (the
moving elements) could be insects: a bee, a ladybug, a butterfly.

The children themselves can draw both the background and the moving insects (and
you can transform them in finger puppets if you fix a paper ring underneath - and use the
insects for other activities, too).
In a very easy version of this game, every group places only one insect on one flower
(visible to the other players) and the leader of the game decides what to say [the Access
Sentence], “The bee stops on the red rose!” Whatever group has got (has placed) the
bee in the same position has won… a drop of honey (1 point).
In another version (similar to real battleships) every group, in secret, places all the
insects on the flowers (the groups agree on rules beforehand, for example: only one
insect on each flower or two or more… ). The first group (and then the others, in turns)
starts asking to all the other groups: “Is the ladybug on the daisy?”
When the answer is “yes” they can get the insect (or the insects, if more than one group
placed the bee on the same kind of flower), if it is “No” they have to leave the turn to the
following group. The winner is the group who can “capture” more insects.
BREAKFAST Battleships
Every player - or every group of
players - has got a picture of an empty
table, with four (easy recognizable)
people sitting around it (they are: Polly,
Mummy, Daddy and Granddad)- these
are the fixed points of reference of the
grid - and some items (food and drink)
for breakfast – the movable parts which can be temporarily fixed to the
table with adhesive paste.
Every player, in secret, chooses where
to place the 5 or 6 items for breakfast
- that’s to say: 1 or 2 items must be
placed in front of each character. Then,
in turns, every player start asking all
the other players, for example: “Please
Daddy, pass the milk” [this is the
Access Sentences].
All the players who placed the milk in
front of Daddy, take it from their board
and give it to the player who asked the
question, saying, “Yes, sure!” (those
who haven’t placed the milk in front of

Daddy say, “No, sorry”) “Thank you” “You’re welcome” (If the thanks are not said the
gained item is lost and it goes back to the original owner).
This game provides the possibility to repeat (and memorize) terms and simple key
sentences (the Access Sentences such as “Please, pass the...”) in a “controlled setting”
which reassures children.
The children’s attention is completely absorbed by the game, they are concentrate - so
they do not repeat items which were asked before - and at the same time they learn by
repeating and practicing with the language.
Collaboration, when playing in team, is a key strategy to memorize previous answers
and remind everyone polite manners.
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The BEETLE GAME
Reading & Movement
The Beetle Game is a very simple, traditional game, played with pen, paper and a dice,
involving luck, and not strategy.
Every part of a beetle is associated with a number of the dice:
Nr. 1 is the head
Nr. 2 is the antennae
Nr. 3 is the right part of the body
Nr. 4 is the left part of the body
Nr. 5 are the three legs on the right
Nr. 6 are the three legs on the left
the winner is the player who first can draw on paper the complete beetle by throwing
all the numbers of the dice.
Before starting the game, the two players agree on one of these two rules:
*each time a player gets a number s/he has to do something: draw or erase (when the
number is repeated) a part of the beetle (with this rule the game can be very long)
or
*once a number has appeared and the part of the beetle is drawn, the repeated
numbers are irrelevant (this rule makes the game quite fast)
The Beetle Game can be modified for two
groups of players challenging each other to
answer academic questions (it is like testing on
a particular school subject).
Each group, in turn, throw the dice, listen to the
question connected to that number, agree on the
right answer to give, and if they are right, they
can draw the part of the beetle. The first group to
complete the beetle is the winner.
Instead of a beetle, we can use any other

image formed by 6 parts, for example: a bird on a wooden board, with movable
parts; the game can start when all the bird ‘bits’ are numbered (for example: the head
is number one, the wing is two…) and there are quiz cards – connected with the six
numbers of the dice - with questions related to the science curriculum or to any other
school subject.
Task Puzzle
For each group of players an image is cut in 6 parts. Each part is numbered (1 to 6, like
the dice) and on the back a question/a task is written.
The goal of the game is to complete the puzzle by throwing all the numbers of the dice
and answering all the questions or tasks.
For science - Example pictures: a horse and a
crocodile cut in 6 pieces.
On the back of each piece there is a different
task, related to the animal of the puzzle and to a
number of dice, for example:
• for the HORSE: “What is 1 colt? It belongs to
the horse family” “Name 2 animals very similar
to horses” “Name 3 animals bigger than the
horse” “Name 4 animals with a tail” “Where
do horses live? Name 5 environments/
countries” “Name 6 animals which eat grass” ;
• for the CROCODILE: “Where are baby
crocodiles safe? Name 1 place”[in their mum’s
mouth] “Where do crocodiles live? Name 2
countries” “What do crocodiles eat? Name 3
animals” “Name 4 animals with 4 legs” “Name
5 animals with teeth” “Name 6 animals which
lay eggs”
The Scarecrow
For English – learning about furniture and the
wardrobe
Old MacDonald has got a scarecrow, but it is
not dressed, so the two groups of players start
looking for dresses (a t-shirt, trousers, shoes)
and accessories (hat, scarf and broom) in the
furniture in the attic.
The search is made with the help of these two
wheels: the furniture circle is fastened with a pin

over the wardrobe circle.
Each piece of furniture is labeled with a number
of the dice.
The wardrobe circle is turned randomly before
throwing the dice.
Throw the dice and read the number.
Each group looks underneath the piece of
furniture with that number and wins the dress
found there (probably different dresses or
accessories).
Go on until one of the groups has dressed the
scarecrow.
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FLOOR STATION GAMES
Movable, Moving, Board Games
BOARD GAMES
Like other games, board games are a basic form of group game with endless variations.
Thinking of games like Snakes & Ladders or Monopoly the only essential features of
board games are:
• a board to refer to
• sign posts (one for each player/each group)
• dice (or some other means to move forward)
this fact makes variations quite feasible.
FLOOR STATION GAME
It is a game which can be played by
single players or, better, with small
groups, one against each other. From
a place named “start”, the players moving step by step - must reach
the end to win. This game draws the
essential features from games like
Snakes & Ladders or Monopoly .
We can create a “portable board”
which is not in one piece, but
many.
Every piece (for example a sheet of paper) is one square of the game (“one station”),
many pieces, set down one after another (on the floor, for everyone to see), form the
pathway to get to the final square and win.
The players (or the groups of players), in turns, throw the dice and go on the pathways
for as many squares as the number drawn, so that they land on a square. In order to hold
this position, and to avoid being sent back, the player (or the group, helping each other)
must accomplish the task written on the square.

The interesting aspect, from the
educational point of view, is that we
can use the squares to set some
tasks and graduate these tasks
according to the children’s level.
For younger children, for example,
we can write, as a task, “Name 3
animals with the tail” or “Find an
object beginning with <A>”; for older
children we can ask something more
difficult, “Tell the 5 times table” and
so on.
Many squares can point to a physical
task “Throw the ball in the basket”,
“Jump on one foot to the wall and
come back” “Sing a song about...”
“Do this clapping song:...” so that all
kind of abilities are tested.
A few squares can have the writing,
“Choose a card from the pack” and
we can prepare, or make the children themselves prepare, extra cards with other tasks,
always changing (so to have some suspense).
Of course, the arrangement of the squares can change at every game, and we can
add new cards and withdraw others, we can play taking up a lot of room or confine many
squares in smaller places.
The educational value of this game lies, mostly, in the possibility of including many of
the abilities the children may have. This is well explained by Howard Gardner1’s theory
of multiple intelligences, which opposes the idea of a general intelligence we can
measure with standard IQ tests.

1

Howard Earl Gardner (1943 in Scranton, Pennsylvania, USA) is an American developmental psychologist and proposed the Theory of Multiple Intelligences in his “Frames of Mind”
(1983). He is a professor of Cognition and Education at Harvard Graduate School of Education at Harvard University, Senior Director of Harvard Project Zero and author of over twenty
books translated into thirty languages. Since 1995, he has been the co-director of the Good
Work Project.
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MEMORY ON A PATH
An Interesting Variation
Memory On A Path is an interesting variation of the classic game: MEMORY
The popular game MEMORY is a
card game and can be played with
the very same cards we use for other
games or activities: we need a pair
of each card (but the pair can vary
and be formed by: identical cards, or
one card with a picture and the other
with writing, or one card in Arabic
and the other in English...) - all the
cards are placed face down on the
floor.
The players turn only two cards at
a time face up: if the two cards are
a pair (or are in some ways related,
they could be: picture/ word, or opposites or with logical connections between them) ,
the player keeps them (the more collected couples the better to win), if the two cards do
not match, the player must turn them face down on the very same spot s/he found them,
so that the other players can memorize their position.
The first turns are random ones, but after playing a little, the children develop attention
and memory to uncover right pairs.
A very appreciated variation of Memory is MEMORY on a PATH. It is played by groups,
the cards are placed face down, but they are arranged to form a path; one of these
paths, full of opportunities, is the disposition as in the symbol of infinite ∞.
Every card is a square or a step of the path, a die is cast and a place-mark is moved
forward or backward along the path (at the very center the players can choose any of the
three directions, except going back on the same track).
When placed on the arrival card, the players try to guess the content, and if it is the right

guess, the group can keep the card
(from that moment on that square
doesn’t exist anymore).
The winners are the ones who find
more cards.
The educational values of this
game: pay attention, concentrate
and memorize, find strategies to
remember more data with the others’
help, planning the use of the points
gained with the die, and of course
social abilities related to group work.
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PUSS IN THE CORNER
Reading & Movement
PUSS IN THE CORNER
is a
common playground game which
allows a great number of variations.
In its basic form children (no matter
how many) sit in a circle, each one
on a chair (or on a definite spot)
while one child is standing in the
center, with no place to sit.
Under every chair there is a card,
face up, which matches another one
opposite to it. The two cards can
show exactly the same picture or
term, or they can be related (picture
and word, for example). The goal of
the game is, for the standing child of the center, to sit in another child’s place while the
children are moving when their card is called.
As in many street games there is no end to this game, unless we fix a time dead line or
any other limitation.
Basic form to play with children in 1st or 2nd class: use two identical packs of cards,
under every chair place a flash card (illustrated and/or written card), paying attention to
place identical cards at a certain distance (preferably opposite).
example: Each pair of cards represents a different weather condition: “ sunshine, rain,
heavy rain (showers), clouds, wind, breeze, snow, hail”.
The leader of the game (at first the teacher, but later also a student) starts telling a short
story,
“It is a beautiful day, I’m happy for there’s a lot of sunshine”
As soon as the leader says one of the words on the flash cards, the two children who
sit on them jump up and, running, exchange places, while the one in the center tries to

reach one of the two empty chairs before the others.
The leader goes on telling the story and the children exchanging places.
***The educational values of this sort of games are many: ability to pay attention,
concentrate and discriminate sounds, word recognition - especially if we play the game
in English, to practice English words and meanings - coordination and ability to link
thought and action.
Variations to this game can add challenge and become appealing for older children:
flash cards can be drawn not in pairs but in triplets or more examples, so to multiply the
runners, or, even better, flash cards could all be different: the story teller has to name two
or more words at the time, and the players never know who they are going to exchange
place with.
This game can also contain clear references to a school subject: for example to English,
if played in this foreign language, to
Math, if the flash cards contain times
tables, or to Science, if the flash
cards refer to organisms or organs
and so on...
Teachers can make their own
flashcards, on different topics: food
and drink, vegetables and fruit, wild
and farm animals, clothes, vehicles,
geometrical shapes, and so on1.
As in the photo, on the flash cards
there will be: a picture (drawing,
but it could be a magazine cutting, a photo, a collage...), the word in Arabic and the
corresponding term in English, so that we will be able to use over and over again the
packs of cards for different learning goals and with children of different ages/levels.
Once colored, the flash cards are covered with self-adhesive transparent plastic to last
longer and to allow many different uses, the possibility to be stepped over included.
If we play the game with grown-ups, maybe cards can be illustrated by the participants
themselves and the content of the pack represent a (funny) teacher’s or educator’s
characteristic.
For example: “Superman and Superwoman, Creative Designer, Coordinator, ClownDoctor, Walking Encyclopedia, Nose-Wiper, Coat-Finder, Handyman, Self-Confidence
Prompter”.
1

The projects of cards on seasons or on months were rejected because their number is limited, or too abstract for a graphic representation.
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RELAY RACES
Improving Competences Together
A Relay Race is an activity that asks
for an appropriate answer from each
child individually, but allows her/him
to be supported by the group.
In traditional relay races usually
children are divided in two groups
(but they could be more) and stand
in two lines of an even number of
players.
Only the first child of each line starts
running, reaches a given point,
accomplishes a given task, then s/
he runs back, claps the second
child-in-line’s hand and in so doing
s/he allows her/him to start running.
The first line (group) whose children
finish running (the fastest group,
whose every child has got her/his chance to run) is the winner.
For example a basic form can be played with two teams simply running to a metal
dustbin, banging on it with a spoon and going back to their team to pass the spoon to
the next-in-line player.

Kim’s Guessing Game1: More Heads Are Better Than One
Our common experience in daily life is one of cooperation, we are seldom alone and
usually help each other to go through the daily routine; at school, on the contrary, we
are expected to do everything by ourselves, to answer questions referring to our own
knowledge only – and this is a really outdated expectation in a world which is more and
more connected and interdependent.
Kim’s Guessing Games, relay races played by opponent teams of players, prove that
together – by summing everyone’s contribution - we reach better results.
“Kim’s Sight” is based on visual memory and cooperation.
We play it divided into our five teams: the first player of
each group runs to a distant spot where some objects are
placed under a cover.
Each player looks for some seconds at the objects trying
to memorize what they are, and as many details as s/he
can (quantity, color, type…). Then the first player runs back
and the second one run to the object and does the same.
The amount of time each player spends looking at the
1

Kim’s Game is a game played by Boy Scouts, Girl Scouts and Girl Guides, and other
children’s groups all over the world. The game develops a person’s capacity to observe and
remember details. The name is derived from Rudyard Kipling’s 1901 novel Kim, in which the
hero, Kim, plays the game during his training as a spy.

objects is not fixed, but as soon as all the members of
one team have seen the objects twice, the signal “Stop!”
is shouted and all groups have to sit down and write as
many objects as they remember (if they add the number
of items, or their color or other features, they get extra
points).
Except the team who shouts “Stop!” the others will have
members who are still waiting to run, and not all of them
will have the possibility to see the objects twice.
In any case, in every group there will be an exchange of
ideas and certainly more people will be able to remember
more items than any single member of the group, so the
children experience that more “heads” work better than one alone.
The winner team is the one who writes the most accurate list.
Any interrogation/test for the curriculum could have the aspect of a “Race”.
The teacher/educator (or even a child, when s/he feels ready for this) can ask questions on
any subject - math, science, geography... - and the children answer, but not individually,
standing in front of the whole class and being humiliated if they don’t know the answer,
but together, discussing in the group and then referring to a single runner (changing at
every turn) what they think is the right answer.
After the leader of the group asks a question, the group discusses on the right answer
to give, the runner runs to reach a spot to give the answer (for example, two chairs with
a label “Yes/No, True/False, “Right/Wrong…” or two circles drawn on the ground with
chalk, or a hanging frying pan to beat with a ladle…).
What is appealing to the children is the action and the movement that races imply, and
what is worth considering by a teacher or an educator is that races foster team work.
The child runs alone, but s/he can also profit by suggestions from her/his group.
What happens in this situation is the children are never tired of running and trying to
give the right answer, so they ask for more questions: can you imagine any student,
especially a student with difficulties, asking the teacher for more testing? But in this case
team-work makes all the difference!
This running and “conquering” the “right” to give the answer are also a good metaphor
for the hard work that learning implies: knowledge is not a natural gift, it is something to
build up, step by step, and this is better done through cooperative work.
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SMART DETECTIVE GAME
Reading & Movement
This game is played either in Arabic or in English using small cards, one for each player.
Every card has a word on it; the setting of the game is usually “burglary/theft” with a
detective determined to discover the thief, but it could be different as long as there are
the fundamental roles of a secret “taker” and a detective1.
The two most important cards are those with the fundamental roles played during the
game:
1. Thief
2. Detective
the other cards represent “swag or booty” (all these cards can have the same word on
them, for example “money” or be all different):
3. money - 4. necklace - 5. bracelet - 6. ring - 7. earrings
8. silver spoon - 9. silver fork - 10. silver knife - 11. silver hair clip - 12. golden cup - 13.
golden bowl - 14. golden watch - 15. golden pin - 16. golden brooch - 17. golden fountain
pen - 18. grandfather clock - 18. sapphire - 19. diamond - 20. pure silk embroidered
scarf.
Players are all sitting in a circle and pick a card each. In secret, each player reads her/
his role in the game. The detective is the only one to declare who s/he is. The detective
stands up and can move inside or outside the circle.
The thief is the only other player with an active role, s/he steals the “jewels” winking,
unseen by the detective, at the other players.
When a player sees the thief winking at her/him, this player must say, “Stolen! (or Gone!)”
aloud and place her/his card on the floor.
1

As an example of a different setting: this game has been played with “an alien” (the thief)
wishing to bring back to her/his planet samples of important things from our Earth, and a
detective ready to prevent this stealing. It was interesting to decide together which things
were basic for our life (water, plants – which plants? – animals, computers…)

When the detective thinks s/he knows who the thief is, s/he says it aloud. The detective
can have one or more tries.
When the thief is spotted, s/he counts how many jewels s/he has got.
Of course, playing more than one game, it is possible to compare the booties (thieves’)
or the detective’s quickness.
When the game has been played several times, the thieves can become more than one.
***In this game there is a purpose for reading, and, if the children prepare the cards
themselves, also for discussing together and writing.
There is also challenge, so the children want to try it over and over again.
Once prepared, cards can be used and re-used, for other activities and this is a way to
fight against consumerism (of the ideas, too).
There is the possibility to have a follow up, for example, writing down in a list all the jewels
a thief has stolen, or an article (a mock article, not a real one) on the local newspaper....
The “topic” of the game – burglary/theft – can be adapted and changed into other topics
(Hunter and gamekeeper, Policeman and careless passers-by who throw rubbish on the
ground, or – as explained in the footnote – Aliens wanting goods from our planet…).
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THE WORLD GIFTS – 3 CARD GAME
Travelling the World with a Pack of Cards
Any 3 card games can be played with a large
number of players, all sitting in a circle.
Each player gets three cards (and keep them
hidden from the other players); the aim of the
game is to get rid of them as soon as possible
(so, after only three rounds there could already
be one or more winners).
One player throws the dice, and then the first
player on her/his right checks if s/he has got
one card that can be discarded (according to
the dice).
At every turn (or round) every player, following
the first, either discards a card (only one card
at the time) face up, in front of her/himself or
draw one from the central pack (the unused
cards). Players have to decide in advance if that
card drawn from the pack can be immediately
used, or must be saved for the following turn.
Once completed the round of players - when
all the players have discarded or picked up
a card - another player throws the dice and
the discarding or picking up starts again, until
someone (or 2 or 3 in the same round) has got
no cards in her/his hands and is proclaimed
the winner (or the winners).

In The World Gifts - Game the pack of
cards has not got a fixed number of cards,
the more the better (let’s say that 180 are
a good number to play).
The game is played with a made-onpurpose dice, with, on the faces, the
outline of six areas (continents) of the
world:
• Asia
• Africa
• Europe
• North America
• Latin America (Mexico is included with
Central and South America)
• Oceania
Each card of the pack refers to one area
of the world (there is the outline and
the name of one continent on top left
of the card) and shows a picture and
some pieces of information about one of
these categories: typical food, musical
instruments, animals, plants, , landscape,
monuments, art & craft, inventions, great men & women (artists, politicians, religious
authorities, scientists…)
Sometimes a particular country, and not only the continent, is named (for example: Lev
Tolstoj from Russia)
Each card focuses on one “gift” to the world which comes from a particular area.
The player who throws the dice can change at every turn, the first player to discard
(if s/he can) a card is the first on the right of the player with the dice (who, of course,
complete the turn).
The rules are quite simple and the players play fast (also little children who cannot read
English, can recognize the outline of the continents), stopping, now and then, to point
out particular features of their cards, identifying a famous person or a place, recalling an
event or a story.
If it does not happen spontaneously, the teacher can suggest reading aloud what’s
written on the card when it is played, because it is possible to know a lot even from such
essential pieces of information.
What is interesting in this game is it is linked to a great number of topics and subjects,

and the cards can be used for many
different follow-up activities.
A Follow Up Activity Related to Math:
The Set-Theory.
Every group receives a small pack of
cards (20-25 cards) and a rope to form a
circle/a set on the floor.
Each group has to invent a rule - kept
secret to the other groups - and, when
ready, they place, within the circle, the
cards which can be assembled by that
rule.
All the others have to look at the sets and suggest which rule puts together those cards.
Sometimes the chosen rule is difficult to spot, as it was in the case of one group who
collected all the cards beginning with the letter “s”!
In this case, the discussion among the members of the opponent groups was very
interesting, with hypotheses that had to be explained to the others and then “tested on
the ground”. We can as well imagine children reasoning and discussing, quite involved
in the task, getting stimulating practice in logical interpretation.
Just as arithmetic operates on numbers, the set theory operates on sets, so, for example,
we can produce the intersection of two sets looking for common elements between two
sets.
Another Follop Up Activity: The Logic Chain Train
A group, or a player, places a card on the floor; the following group selects another card
with one feature in common with the previous one and put it besides the first card and
so on.
For example: both cards show monuments, or are from the same continent.
If the rule is that the common features must be two, the pairing is more difficult, but the
game is probably more interesting and challenging.
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TIC TAC TOE BINGO
Attention, Sound Discrimination and Recognition Skills
Tic Tac Toe Bingo is the mixture of two
popular games.
Traditional Bingo is played individually but
in the presence of a large group; everyone
SHARES the content of the activity, and
if somebody does not understand others
can help.
The traditional Bingo is played with
numbers, drawn from a bag.
Every player has a “ticket” (a card) with
some numbers written on it, the numbers
are randomly called out and, when present
on the ticket, they are marked off.
The first player to mark off all the numbers
on her/his ticket is the winner.
Numbers can be replaced by pictures or
flash cards, drawn from a pack.
Attention, sound discrimination and
recognition are the most evident skills
involved in this game.
The classic Tic Tac Toe Game is simply
played with pen and paper, it is also known
as Noughts and Crosses for the symbols
“0” and “X” are the most popularly used
by the two players.
The basic form of this game is played on
a grid of 9 empty squares; in turns, the

two players write one of their symbols
on one square at a time, until one of the
two completes a line of three of her/
his symbols - either down, across or
diagonally – and wins.
Bingo, combined with Tic Tac Toe, is a
good opportunity to play a faster Bingo
Game (after the drawing of 3 or 4 cards
there could be already a lucky winner!)
In order to combine the two games and play Tic Tac Toe Bingo we make the Bingo
ticket (card) like a 9 square Tic Tac Toe grid and let the first player/team to complete a
row be the winner.
As it is a much faster game than the traditional Bingo it can be repeated more frequently.
Any pack of cards (with pictures and/or words) can be used instead of numbers.
The cards are first spread face up on the floor, for everyone to see.
Each player selects only 9 items (9 of these cards) copying the image and/or writing the
word in the 9 square grid (drawn on their block-notes).
All the cards on the floor are then collected in a bag and mixed.
The leader of the game draws the cards, one by one, naming each of them before
showing the actual card, so there is some audio- memory reinforcement, before the
visual help.
All the players check their grids and say aloud, “I have got it”, when it is the case.
Of course, when a player claims, “Tic Tac Toe Bingo!” everyone wants to have it checked,
and also this part of the game can be used to reinforce understanding and memorizing.
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TIC TAC TOE QUIZ GAME
Test Your (Group) Knowledge
The classic Tic Tac Toe Game is simply played with pen and paper, it is also known as
Noughts and Crosses for the symbols “0” and “X” are the most popularly used by the
two players.
The basic form of this game is played on a grid of 9 empty squares; in turns, the two
players write one of their symbols on one square at a time, until one of the two completes
a line of three of her/his symbols - either down, across or diagonally – and wins.
It is a game usually played in pairs, but it can be adapted to promote effective teamwork.
Tic Tac Toe Quiz Game can be played in teams if it is adapted by the teacher beforehand.
Make a movable grid that – placed in a box -can form 9 squares.
Underneath the grid place the sheets of paper, each containing 9 different questions or
tasks related to one topic of the curriculum.
The questions in each sheet of paper are related to the same school subject and the

same level of difficulty, but many sheets can be produced as the Tic Tac Toe grid is
movable, and can be easily placed over different sheets.
The Tic Tac Toe Quiz Game is played by two teams.
In order to gain the right to place on the square their own symbol, each playing team has
to answer the question, to solve a problem, to complete an exercise or to accomplish
the task.
The first team who can have three symbols in a row is the winner.
The most difficult question is in the middle, as it is a key position in this “strategy” game.
Example: A Tic Tac Toe Quiz Game for
English
Questions:
How do you say …………………. in
English?
[it can be a word or a whole sentence]
Can you spell …………………….. in
English?
Name three animals which live in the sea
I need bread, I’m going to the ………………
What do you see in this picture?
How many……………. do you see in this
picture?
Tasks:
Bring 3 objects beginning with “P” in English
Tell a poem by heart…
Sing a song…
Example: A Tic Tac Toe Quiz Game for
Math
Questions:
How much is……… ?
Tell me the 3 Times Table
Convert 3150 meters in Km…
Calculate the square root of….

Tell the area of a parallelogram…
Tasks:
Find 3 things which go in pairs
Form the number …… with your body, with sticks, with…
Name an activity to use square meters
Of course there can be questions on every school-subject: geography, history, science…
Tic Tac Toe Quiz Game is an “empty frames” where we teachers can put in whatever we
judge it is worth knowing or revising on a particular issue of any school subjects, in the
form of questions, exercises or problems to solve.
The Tic Tac Toe QUIZ Game offers the teachers the possibility to fill in the grid with
questions or problems in reference to a particular teaching unit they are teaching, and
then it is also possible (and advisable) to produce a graded range of sheets for the grid
(with different levels of difficulty) on the same subject, and use these sheets with the
same class to check on the progress, or with different classes, adapting the content to
the curriculum level.
Besides being a game, and adding fun, strategy and excitement to the solution of
academic problems, the Tic Tac Toe Quiz Game is to be played by groups, discussing,
exchanging ideas and finding correct answers together and this important feature makes
all the difference with any traditional questioning of students.
In a group, the children who did not understand or did not remember the teaching have
the opportunity to learn from a school mate (peer tutoring), to copy a strategy, to connect
pieces of information which had appeared meaningless before. In so doing, even if they
had not done anything at home (study or homework), they can profit by the school time
to learn.
Traditional school sanctions with bad marks the faulty students (the ones who did not
study or do their homework), but has no means to make up or “rehabilitate” them at
school. Students are usually humiliated in front of the class and invited to make up for
this by themselves, at home, thinking of a future testing. Their time at school for that day
is completely lost.
In groups, students who did not study (or, who did not understand) beforehand have a
chance to participate anyway, and try to pick up clues about the topic proposed.
The school really works as “school”, a place to learn.
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The Common Diary
A Big Log-Book for the Class (The Book of Class’ Life)
This activity is for all the class, and
nobody should be excluded from it.
The Common Diary is thought as a a very
precious record keeper that adds value to
the work done together. In the beginning,
it is empty: it is a project work, because
each class will make its unique diary, with
the particular, specific features of the
students present in that school.
As it is not any copy or exercise book, its
aspect should look more “important” than
any other book, with an unique cover,
title, binding, size (possibly bigger than usual albums or books).
The place for the Common Diary is in the classroom, visible by all: hanging from a wall
or on a dedicated shelf, stool…
The entries in the book are:
* marked by the date: it is a way to teach
the passing of time and all the related
concepts of duration and relative position
in time (previous and following, cause and
effect, sometimes),
* followed by the signature (it could be a
sign, a fingerprint, a stamp, a picture…) of
all the presents, so that every child feels
part of the group and s/he is valued as an
individual,

* discussed together when they
refer to something happened at
the class group,
* written sometimes by the
teacher, but also by a delegate
to this - one or more children
appointed to do this for a certain
time, in the form of a brief
note (also a word/ a concept/a
symbol…)
* enriched by drawings and
various elements pasted onto it as a collage (this is a good way to record a thought, a
message from each child: they can realize their contribution at the same time and later
paste it in the Common Diary)
*periodically checked together, so to strengthen the common bonds within the
community, remember significant occurrences, revise the work and the experiences
done, plan ahead other activities or enterprises…)
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PLASTIC MODEL OF A TOWN
A made-to-scale Liverpool City Streetplan
A Plastic model of the city of Liverpool is
a project work which involves a varied and
long preparation and deserves more than
a few lessons to be played and “worked
upon”.
The good news is that this activity offers
the English teacher the opportunity to
teach – with practical experiences – key
grammatical and lexical exponents of
the curriculum, as well a whole lot of
interesting activities as follow up.
It is also a multi-level activity, that is
to say an activity which really allows the
inclusion of the children’s with learning
difficulties as it does not require the same
performance from every student. All
can join in and contribute with success,
according to their possibilities and limits.
A big street-plan (made of 4 cardboard
posters joined together) lets the children visualize the structure of the city centre of an
existing city with public (parks, services) and private places1.
1

The city street-plan could also be invented/imaginary, but in my experience of English teacher in primary school at Ceis the street-plan of a real town or city is much more stimulating, as
it supplies a whole lot of cultural, historical, custom information that today, with the internet,
can also be checked and expanded by the students themselves.

Liverpool City, in England, has been
preferred to others towns for cultural and
historical reasons:
• It was the birthplace of the worldwide
famous band of the Beatles, who in
the 60ies changed the international
pop music scene
• It was the second port of the British
Empire (second only to London, the
capital) with merchants who lead
the Slave Trade with West Africa and
the Americas from the XVI to the XIX
century
• It was the starting point for 9 million
emigrants to the United States in XIX
and XX centuries
• It was founded by the Vikings, more
than 800 years ago and it has got
a Medieval structure which can be
compared with an Ancient Roman town
such as Rimini (the town of my school
Ceis) to find striking differences2
• It was the home of the first “China Town” in Europe.
On this ‘empty’ plan the children put made-to-scale blocks3 which represent public
buildings – such as the Town Hall, museums, monuments, hospital, railway station,
libraries, fire brigade, signs and entrance gates to parks, botanic gardens, and zoo… –
as well as the open air market, shops and houses.
All blocks are placed according to a likely arrangement, which has not to be strictly the
real layout of the chosen town; except for a few fixed points, there can be variations,
especially regarding shops and houses…
The setting up of the town needs time, but it is not wasted time, as the English teacher
can use it to revise, check and summarize important information on the topic.
The arrangement of a city being a complex task, it is made by groups, but still it can
result in being too complicated for children with difficulties or disabilities.
2

The most interesting difference between a Roman and a Medieval town is the centre: the
forum (main square) formed by two main road axes in a Roman town and a chaotic maze of
streets around a central market place in Medieval one.

3

These ‘blocks’ representing shops, houses and other buildings can be made out of painted
small cardboard boxes or little wooden pieces, more resistant and appreciated by the children.

In order to include all children, another easier plan has been placed close to the city: it is
the zoo, with its small lanes and the different labeled cages for the animals.
While some children place the Town Hall, the Railway Station platforms and the Fire
Brigade Station, other children place the animals in the cages, print the zoo-tickets (with
animal stamps) and, in their capacity as zoo-wardens, practice answering the telephone
for information about the cost of the tickets, the opening hours…
Full inclusion at school does not mean every student has to do the same as everyone
else, which would be impossible, because differences and limitations do exist, but that
there is a place for everyone in the common activity, so that anyone can join in and find
her/his place at her/his own level.
There are several activities that can take place in reference to this 3D street-plan
arrangement:
• learning and practicing directions in town (“Turn left/right, Go straight on/ahead,
You’d better turn back, Cross the road, Go to the traffic lights/to the mail box/to the
zebra crossing… turn right and take the second on the left, stop at the fountain…)
• recognizing places of interest and the ways to reach them on a 2D street-plan
• find addresses,
• imagining a day’s journey in town
• ect.
The Destinations In Town Game
This game is played in groups and it is based on task cards.
Each group has a toy car of a different colour/model as a place-mark, the starting point
is the nearest corner on the street-plan.
At each turn, each group chooses a destination to reach.
Each destination is on a task card drawn
from a big pack (“Go to the nearest bakery”
“Go to the nearest public library” “Take
the second on the right” “Go to the open
air market”…); depending on the position
of the toy car, some destinations appear
closer or easier to reach, others are very
difficult or impossible to reach for they are
too far or force the toy car to go out of
the street-plan (when the toy car is very
close to an edge of the cardboard plan, it
is a possible risk), so it is convenient for
the group to have a choice among several
destinations.

The right to take more than one task card
(and choose among more destinations)
depends on the zoo tickets held; at every
turn, each group can draw as many task
cards as the zoo tickets bought.
So the groups are invited: first to gain
money by answering to questions on the
city, then to spend that money to buy zoo
tickets (that the children with difficulties
have prepared and are ready to sell).
The toy car is moved by a driver (a
different player every turn) who follows
the directions of her/his group (“Turn
in Victoria street, and go straight on, go on and cross Paradise street…”) till s/he has
reached the destination.
If the driver forgets to drive on the left (as it is in England) or makes mistakes in following
her/his group directions, there is a car accident, the driver (and the group) must go to the
hospital and miss the turn.
After a certain number of rounds, the game is stopped and the winner is the group who
can boast to have reached more destinations.

Universal Design approach in the framework of the Convention
on the Rights of Persons with Disabilities
Universal Design
Universal design is the design of products and environments to be usable by
all people, to the greatest extent possible, without the need for adaptation or
specialized design.
The intent of universal design is to simplify life for everyone by making products,
communications, and the built environment more usable by as many people as possible
at little or no extra cost. Universal design benefits people of all ages and abilities.
The term “universal design” was coined by the architect Ronald L. Mace to describe the
concept of designing all products and the built environment to be aesthetic and usable
to the greatest extent possible by everyone, regardless of their age, ability, or status in
life.
The Center for Universal Design at North Carolina State University expounds the
following principles:
1. Equitable use
2. Flexibility in use
3. Simple and intuitive
4. Perceptible information
5. Tolerance for error
6. Lowphysicaleffort
7. Size and space for approach and use
Each principle above is succinctly defined and contains a few brief guidelines that can
be applied to design processes in any realm: physical or digital.
The Principles of Universal Design were developed in 1997 by The Center for Universal
Design in collaboration with a consortium of universal design researchers and
practitioners from across the United States. Funding for the project was provided by
the U.S. Department of Education’s National Institute on Disability and Rehabilitation

Research (“Copyright © 1997 NC
State University, The Center for Universal Design.”).
The Convention on the Rights of Persons with Disabilities
The Convention on the Rights of Persons with Disabilities and its Optional Protocol (A/
RES/61/106) was adopted on 13 December 2006 at the United Nations Headquarters in
New York, and was opened for signature on 30 March 2007.
The Convention follows decades of work by the United Nations to change attitudes and
approaches to persons with disabilities. It takes to a new height the movement from
viewing persons with disabilities as “objects” of charity, medical treatment and social
protection towards viewing persons with disabilities as “subjects” with rights, who are
capable of claiming those rights and making decisions for their lives based on their free
and informed consent as well as being active members of society.
The Convention is intended as a human rights instrument with an explicit, social
development dimension. It adopts a broad categorization of persons with disabilities
and reaffirms that all persons with all types of disabilities must enjoy all human rights
and fundamental freedoms. It clarifies and qualifies how all categories of rights apply
to persons with disabilities and identifies areas where adaptations have to be made for
persons with disabilities to effectively exercise their rights and areas where their rights
have been violated, and where protection of rights must be reinforced.
As of December 2016, it has 160 signatories and 172 parties, which includes 171
states and the European Union (which ratified it on 23 December 2010 to the extent
responsibilities of the member states were transferred to the European Union).
Technical guidelines with accessibility solutions
There are dozens and dozens of publications, manuals, technical guidelines that deal
with the topic of accessibility and elimination of architectural barriers.
Many technical indications come instead from standards and technical regulations of the
states that have a legislation on this matter.
Sums architects develop and customize this huge material depending on the field of
application and the specific inclusion and accessibility purposes producing specific
technical guidelines.
Again Sums architects drew up the specific technical documentation that was distributed
to all participants of the activities.

Training for local technical staff to raise the quality of accomodation
and inclusion in six schools in Hebron and Tubas
using the Universal Design approach.

Stairs

How
Step 1 - Participatory planning process:
• 3-day workshop on Universal Design with local technicians (1-day theoretical
introduction and 2-days practical training) to facilitate the requalification of existing
schools to make them accessible and inclusive
• Identify architectural modifications to be implemented in every school as a result of
training, analysis and participatory planning conducted during the workshop

• Delivery of the course material, technical guidelines to help design and cards with
typological accessibility solutions
Step 2 - Implementation:
local technicians, after involving the stakeholders of reference schools, elaborate the
project of accessibility and inclusion of existing schools.
During this phase Sums Architects has supported remotely the work of local technical
design.
Step 3 - Testing and counseling support:
Meeting Sums consultant with local technicians to review their architectural projects and
to provide clarification on implementation of the technical guidelines on accessibility and
inclusion.

Why
To give the local technicians the most efficient approach and tools to make possible
students, teachers and parents with disability, to be fully included in existing schools and
teaching programs in West Bank.

The inclusive approach in design will permit local technicians to make possible for
persons with disability to fully partecipate in all the activities related with schools and
teaching and to include them in the decision process.
Where
The workshop held in Palestine Red Crescent Society, Ramallah
Testing and counseling support held in GVC Onlus Office in Ramallah.
Schools targeted:
• Male Unrwa school (Hebron)
• Al Zahara’a female school (Hebron)
• Atouf mixed school (Tubas)
• Al Aqaba mixed school (Tubas)
• Ein al Beida mixed school (Tubas)

Who
• Technical staff and Educaid project managers in West Bank;
• Technical staff of GVC onlus in West Bank;
• Architects and engineers of the Palestinian Ministry of Education & Higher Education;

• Architects and engineers of the United Nations Relief and Works Agency for Palestine
Refugees in the Near East (UNRWA).
Main items
• Parking spaces reserved for persons with disabilitie;
• Approach and access to the school complex
• Accessibility of outdoor spaces, sports and recreational camps
• Signs, surface finishing of walls and floors, graphics for the perception and recognition
of spaces for students with sensory disabilities
• Sloope, ramps, stairs
• Accessibility of doors, interior corridors
• Accessible toilets with changing surface for students and teachers
Ergonomic and customizable school furniture
Tools
• Participants Information Sheet
• Questionnaire on disability and accessibility personal perception and awareness
• Palestinian Central Bureau Of Statistics (PCBS) data on disability, education and
inclusion
• Convention on the Rights of Persons with Disabilities (CRPD) approach and principles
• Universal Design approach and principles
• Photographs and floor plans of the Schools to be renewed
• Technical guidelines with accessibility solutions
• Collective design sessions
Course Evaluation Questionnaire (anonymous)
Results
Realization of 5 accessibility improvement projects for 5 schools, including the
identification and estimation of costs to implement interventions

Index for Inclusion and Empowerment
Why an index
In an overall situation of vulnerability where minors are particularly exposed to trauma,
the Universityof Bologna, Department of Education Studies, in partnership with EducAid, is supporting MoEHE in the development of a resilience and empowerment intervention by supporting a renewal of the teaching / learning school practices in order
to make them become more effective on the educational basis and to enhance the role
of the educational sector as promoter of empowerment. The intervention is indeed not
restricted to the introduction of specific psycho-clinical actions in the educational field,
but aims at promoting teaching innovationswith a comprehensiveand holistic approach
able to integratethe disciplinary knowledge learning abilitywith the strengthening of the
abilities to respond to trauma and to support individual development paths.
Since the beginning, the “Index for inclusion”1 has been thought as a tool useful for all
the school stakeholders (teachers, principals, specialists, politicians...) to support them
in evaluating the educational services provided in order to design and implement innovations aimed at increasing the level of inclusion promoted.
The idea on which the Index is based identifies the structural link between social and
scholastic inclusion. It fosters the right to education for all, not focusingselectively on the
needs and vulnerability situations of specific individuals/groups connected to any cause,
and recommends the overcoming of the logic of integration since when declined in the
school environment this concept is often translated in tackling only problems related to
disability or multicultural situations.
In other words, according to the Index proposal, the root of non-inclusion is not to be
found on the peculiar characteristics of the non-included person/group but on the contrary the possible lack of social inclusion and/or educational success is generated by
the insufficient school organization and from the inadequacy of the school practices that
equally represent impediments to learning and participation.
The Index has a wide range of interconnected aims:
• Itrepresents a sensible scheme of criteria and indicators to read and understand the
overall situation of the school on the issue of inclusion;
1

The Index for inclusion is a tool created by the Centre for Studies on Inclusive Education (CSIE)
on the basis of a research conducted by Mark Vaughan and Mel Ainscow. There are several
versions of it. For more information see: Ainscow M., Booth T. (2003). The Index for Inclusion:
Developing Learning & Participation in Schools. Bristol: Centre for Studies in Inclusive Education.

• it constitutes a good starting point to design and implement improvement plans on
the basis of shared organic interpretations;
• it is a check list for an accurate evaluation of the innovations progressively introduced
in the school;
• it puts forward a systematic listing of themes towards which direct the initial and
in-service training of all the school operators.
Beyond simple intentions, the Index should not becomea bureaucratization tool for innovation or a cultural colonization instrument based on the part of the cultural realities
that have more established and spread out educational models. For this reasons, it is
necessary that:
• the Index should be considered as a continuously evolving tool to be adapted on the
basis of the research and testing that internationally contributes to increase knowledge and awareness on the educational systems, on their political and cultural aims
and on their pedagogical and didactical characteristics;
• the Index should be integrated and modified locally, according to the cultural and
pedagogical peculiarities of the single realities on which it is used and starting from
the feed-backs provided by the real protagonists of its use.
Why an index for inclusion and empowerment
The Index for inclusion and empowerment, designed in its broad lines and in further
definition by a group of researchersfrom the University of Bologna, Department of Education Studies, goes for an enrichmentof the concept of inclusion together with the one
of empowerment.
This choice originates from a careful consideration on the peculiarities of the Palestinian
reality, where childhood has a long term experience of strong disadvantages due to the
situation of violence, contrast, lack of dialogue, absence of economic security, limitation
of different kinds of freedom, as individuals or groups, that represent their living environment.
The concept of empowerment provides a view on education that aims to promote
the subject through the acquisition of the strategies and instruments functional to the
strengthening of self esteem, self confidence towards the possibilities for everybody to
be an independent leader and responsible for her/his choices.
The empowerment has therefore to be intended as a self-awareness assumption, an
increase in the capacity of planning, realize actions and develop individual and group
potentials.
In particular, the educational approach based on the empowerment concept has the
intention to give to its interlocutors an active role to become real leaders, responsible
fortheir own life, their own choices, their own present and future, getting away from a
logic of welfarism and dependency, widely spread in contexts of vulnerability such as
the Palestinian one.
The proposal to integrate inclusion and empowerment moves towards this direction: to

enrich the willingness to include everyone (that always risks to remain managed from the
outside: by the school organization, by the teachers, by the parents) with the concern to
give each and everyone competences and experiences in individual and social awareness, in self and group development, in the emancipatory conception, consciousness
and democracy, of education, already traced by well-known international researchers
(Gramsci, Dewey, Meirieu, Gandhi, Montessori, Freire).
The outcomes emerging from the use of the index could be useful to MoEHE and the
pilot schools involved in the first step of the experimentation to start elaborating educational proposals based on an inclusive approach to socialization and learning which
is proposed to answer to all the students needs under an empowerment perspective.
The basis of the Index methodological approach
The methodological system of the Index is constructed on the integration of two dimensions: a theoretical - political top-down approach, and a research and proposal building
for the development of inclusive education based the resources and the characteristics
of the context in a bottom up approach.
The theoretical - political dimension is founded on the scientific discussion around the
concept of index for inclusion in the international literature and the idea of empowerment. At an operational level,it is accompanied by a specific development (bottom up)
in the different territories that takes account of the contextual peculiarities throughout an
action-research approach2. Such methodological approach is based either on the experimentation of the Index by all the school operators, or the return of feedbacks about its
usability and substance. So, in conclusion, on the methodological plan the tool is not a
static product, but has to be considered flexible because it accepts to integrate, enrich
and locate itself in single, specific, educational situations.
Presentation of the tool “Index for inclusion and empowerment”
The tool has the aim to identify either the barriers and the needs or the resources, or the
proposal already present in the school system compared to the factors that hamper the
right to education, determined by disadvantage and vulnerability situations of singles and
groups linked to disability, gender, cultural and material poverty factors.
The outcomes of the check list usage will be useful to MoEHE and the pilot schools in
order to start elaborating educational proposals according to an inclusive approach to socialization and learning that aims to answer to all the students’ needs in an empowerment
perspective.
The tool “Index for inclusion and empowerment” is based on indexes of inclusivity: it supports the planning and designing of educational activities, the monitoring of these activities in order to verify their efficacy regarding resilience and future vulnerability’s prevention.
2

A kind of field research that aims to have an immediate influence and requires the involvement of all the actors.

The Index is composed of 4 parts:
1) The school’s data: this section collects data about schools.
2) In the school: organization of didactical and educational activity. This section analyses
the way teachers and students are used to work and plan activities. It is not just a question of national rules/policies, but also how each school can find autonomously its ways.
3) In the school: Space arrangement and use. This section collects information about
how spaces and facilities are organized and used in schools.
4) Index of inclusion and empowerment: in this section there are lists of macro areas and
indicators (for each area). For each indicator it is necessary to select a grade in the scale
(0: never or rarely; 1: often or frequently; 2. always or almost always) and it is possible
to add comments, notes or specifications. For instance, it is possible to precise that for
an indicator half of the teachers are in grade 2 and the other half in grade 1. It is also
possible to provide examples of the activities that the school does for each indicator.
This section is made of 4 dimensions and each of them has 2 sub-sections and several
indicators. The last 2 dimensions (c and d) will be developed in the coming months.
a) Guaranteeing personal and group empowerment
Supporting personal empowerment
Supporting social empowerment
This dimension aims at exploring how the school ensures empowerment to each student
and to the group, creating an environment capable of promoting people, to sustain their
growth, to develop self-esteem, auto-efficacy and identity. It is a process targeting individuals and groups and its purpose is to develop the person through the expression of
new potentialities and the strength of the trustiness, the self-determination, the self-regulation, in order to become more responsible and active, more able to plan own present
and future.
b) Creating inclusive cultures
Community building
Establishing inclusive values
This dimension aims atanalyzing how the school is able to create a cooperative and
collaborative community, welcoming and taking care of diversities not seen as an obstacle but perceived as an opportunity for the community development itself. The school
development becomes a continuous process focused on inclusive policies and values
c) Producing empowerment and inclusive policies
Developing the school for all and each
Organizing support for diversity
This dimension intends to develop and create policies in the direction of inclusion and
empowerment in the school. These policies encourage students and teachers’ partici-

pation in all aspects of the school’s life and in designing and planning educational activities, networking with the community (families, territory, other educational agencies).
Each decision should be related to strategies used to change and modify the different
approaches.
d) Evolving empowerment and inclusive practices
Orchestrating learning
Mobilizing resources
This dimension aims to promote and spread inclusive and empowered practices, reflecting the school policies. Collaboration between teachers, families, students and local
community is fundamental to sustain learning and participation, giving each one the
possibility to be actively involved in the educational process and valorizingnon-formal
and informal education.
Development perspectives of the tool between school and territories
An effective process of inclusion and empowerment, in particular of minors under psychosocial vulnerability situations, does not end inside the school but, to be effective
and supportive to the wider and complex life plan, needs to build bridges and synergies
capable of optimizing resources and competences present in the families and on the
territory, that could cooperate, in a network approach, between school and extra-school.
In light of this and after a first experimental application phase of the tool, the University of Bologna, Department of Education Studies, will develop two additional thematic
areas of the present Index proposal: those referred to the policies and practices of the
inclusion and those linked to empowerment perspectives. Inside a complementary and
supportive perspective to the application of the tool, together with MoEHE and EducAid,
institutions and organizations present on the territory that could become allies of the
school system in the planning and developing of inclusive actions that could reinforce
the resilience and empowerment process beyond the school borderswill be identified
and involved in the process.
References
• Booth, T., Ainscow, M., Black-Hawkins, K., Vaughan, M., & Shaw, L. (2002). TheIndex
for inclusion: Developing Learning & Participation in Schools. Bristol: Centre for Studies on
Inclusive Education.
• Caldin, R. (2014). Educatability and possibility, difference and diversity: the contribution of
Special Pedagogy. Educationsciences& society, 4(2).
• Canevaro, A. (Ed.). (2007). L’integrazione scolastica degli alunni con disabilità. Trent’anni di
inclusionenellascuolaitaliana. Edizioni Erickson.
• Castellani, D. (2010). La relazione d’aiuto nei contesti educative.Cecotti, M. (ed.) (2010).I
gesti di cura e le loro implicazioni educative: dal nido alla scuola primaria. Atti del Convegno

•
•
•
•
•
•
•
•
•

•
•
•
•

•
•
•

•

“Un gesto di cura è… ”. Udine: Comune di Manzano.
D’Alessio, S. (2012). Inclusive education in Italy (Vol. 10). Springer Science & Business Media.
Dewey, J. (1916). Democracy and Education: an introduction to the philosophy of education. New York: Macmillan.
Freinet, C. (1956). Les methodesnaturellesdans la pedagogie modern. Paris: Editions Bourrelier.
Meirieu P. (2015) Faire l’ecole, faire la classe. Democratie et pedagogie. Paris: ESF Editor.
Gramsci (1967). La formazione dell’uomo. Scritti di pedagogia. Roma: Editori Riuniti.
Guerra, L. (2010). Elproyectometodológico-didáctico de la escuela inclusiva. San Salvador:
Mined.
Guerra, L, Taddei, A. (2016). The “Diplomado para docentes de apoyo a la inclusion”: training as a factor of empowerment in El Salvador. Ricerche di Pedagogia e didattica, Vol.11,
n.1, pp. 19 – 40.
Guerra L., Taddei A., Valencia Arana R., Ábrego Cruz E., Montano A., Larín J. (2017).Modelo
de Escuela Inclusiva de TiempoPleno in El Salvador: documento de sistematización.San
Salvador: Mined.
Pacetti, E. (2008). Improving the quality of education in Palestine through e-learning and
ICT: the bottom-up approach for a sustainable pedagogy. In M.C Matteucci, A.Omicini,
E.Nardini, P.Gaffuri (a cura di) (2008). Knowledge construction in e-learning context: CSCL,
ODL, ICT and SNA in education. CEUR WORKSHOP PROCEEDINGS, vol. 398, pp. 81-87.
Montessori
Taddei, A. (2010). Educare a Gaza. Ricerche di Pedagogia e didattica, Vol.5, n.2, pp. 1 – 37.
UNESCO (1994). Salamanca Statement and Framework for Action on Special Needs Education, Unesco World Conference on Special Needs Education Access and Quality, Salamanca, Spain, 7-10 June 1994, http://www.unesco.org/education/pdf/SALAMA_E.PDF .
UNESCO (2008). “Inclusive Education: The way of the Future”. UNESCO International Conference on Education in Geneva,48th session. http://www.ibe.unesco.org/fileadmin/user_
upload/COPs/Pages_documents/Comparative_Research/CONFINTED_48_Inf_3_English.
pdf
UNESCO (2009). Policy Guidelines on Inclusion in Education. Paris UNESCO: Paris http://
unesdoc.unesco.org/Ulis/cgibin/ulis.pl?catno=177849&set= 4A9F89E7_2_250&gp=1&ll=1
United Nations (2006). Convention on the Rights of Persons with Disabilities. New York:
United Nations.
Zanetti, F. (2014). From a disciplinary approach to the culture of inclusion: the role of the Department of Education Studies of the University of Bologna in the project “Inlcusive education for children with disabilities in Kosovo”. Junco. Journal of Universities and International
Development Cooperation, 1, pp. 10 -15.
Zanetti, F. (2013). The Relationship between School and the Local Community: A View to
Education, to Citizenship, and to Active Citizenship. In P.M.Pumilia-Gnarini, E.Favaron,
E.Pacetti, J.Bishop, L.Guerra (eds.) (2013). Handbook of Research on Didactic Strategies
and Technologies for Education: Incorporating Advancements (2 Volumes). HERSHEY PA:
IGI Global, pp. lxxii-lxxxi.

“RES-RES: RESilience RESponses. Strengthening of resilience capacities through the improvement of access
to basic services in the most vulnerable areas of South of Gaza Strip”, 10735/GVC/SDG/3

Introduction
The following files are the result of the DKiteP training held during the emergency project
“RIS-RES: RESilience RESponses. Strengthening of resilience capacities through the
improvement of access to basic services in the most vulnerable areas of South of Gaza
Strip” 10735/GVC/SDG/3 funded by the Italian Agency for Development Cooperation.
The teachers from the schools beneficiaries of the project received a five days training
followed by three months coaching sessions led by trained educators. Following this
stage a three days follow up training has been organized in order to evaluate the impact
of the use of the Diamond Kite approach, the teachers’ understanding and whether there
were critical issues faced in the implementation phase. In the framework of the follow up
training, the teachers, divided into four working groups, developed new activities based
on the Diamond Kite Approach.
This exercise gave us the chance to reflect and analyze strengths and weaknesses of
the training itself providing us with an inner perspective on how the teachers assimilated
the approach. It gave us as well the opportunity to provide future users of the DKiteP
manual with an example of a fundamental component of the DKiteP approach: activities
are not still nor motionless, the DKiteP activities are instead flexible and should always
be adapted to the needs observed and the context they refer to.
Each action, rule and role of the actors involved in the activities should build on the centrality of the kid promoting an unbiased inclusion despite any difference.
The first three files of this section reflects “the work behind the scenes”, the process and
the logic in structuring an activity which final aim is the promotion of full inclusion and
active participation of the children. With the publication of this files we offer insights and
inputs on important elements that require special attention in designing a new activity in
line with the principles of the DKiteP.
The following three files collect the activities produced by the teachers as per originally
developed. These activities are the tangible proof of the commitment and involvement of
the teachers who took part in the DKiteP training and implemented the lessons learned
with their students during a whole year. They challenged themselves in something that
is not a mere exercise but a rethinking of a pre structured mindset in order to promote
education in emergency and psychosocial support overcoming crisis and conditions of
distress.
We hope with this publication to give all the future users of the DKiteP manual a starting
point of analysis to challenge themselves in the creation of new activities!
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The Puzzle Game
I Share, I care
Puzzles are games that can be played individually or collectively. They mainly develop
the ability of individuals to solve problems and are a children’s favorite.
In this activity, we will use the puzzle game to enhance students’ ability to share and care
by retrieving information previously taught by their English teacher.
Tools: pictures that express a selection of verbs such as swimming, eating, walking,
studying, playing in that each picture is divided into five pieces irregularly and the set of
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pieces that make up each picture is put into a small box. In addition to cards on which
these verbs were written.
Method: divide the children into five groups and have the members of each group choose
a leader among them. Ask each leader to come up to the teacher’s desk and choose
one of the cards on which the verbs were written -the cards should be placed in a way
that is not visible to students. After seeing the card chosen by the leader, the teacher
would hand him or her the box containing the set of pieces for the picture representing
the verb.
The teacher asks the leaders to go back to their groups and try to put together the picture in accordance to the verbs on their cards.
After a while, the groups will realize that each has a sufficient number of pieces, but
some do not belong to the picture of the verb. Only then would the teacher suggest that
groups cooperate and the exchange pieces. The participants will then discover that the
missing pieces are with the other groups, and eventually they would exchange these
pieces to form the pictures correctly.
Once the groups are done, the teacher asks them to display the picture they have formed
and talk about the verb it represents.
This activity will help the children cooperate with each other and share opinions to resolve problems and show care in other groups in order to achieve a set goal.

“RES-RES: RESilience RESponses. Strengthening of resilience capacities through the improvement of access
to basic services in the most vulnerable areas of South of Gaza Strip”, 10735/GVC/SDG/3

Always remember: “I share”
wants to focus on interaction which is different from
exchange or participation!!!

The Puzzle Game
I Share, I care

Remember: an appealing title should
entail the active participation of children.
Let’s try with “The Puzzle Race”. For the
DKP approach it’s always better to use
words referring to the active involvement
of children avoiding still and/or passive
words

“I care activities” being long lasting
projects,
involving many children for many
days, in many school subjects, with
many actors and responsibilities,
and – above all – with deep personal
involvement. Remember, I care is not
related to a one day activity

One tip for your work: a real game in order to be appealing to children needs a set of rules and procedure to
be followed in every part of it. The difference from a scholastic activity and a real involving one can seem little,
yet it is fundamental. So first step let’s set the rules of the game!

Puzzles are games that can be played
individually or collectively. They mainly
develop the ability of individuals to solve
problems and are a children’s favorite.

Just a small suggestion: we need to push
children being creative in setting their
own goals building on the knowledge
acquired. “Retrieving” information could
sound self-reflective instead

In this activity, we will use the puzzle game to enhance students’ ability to share and care
by retrieving information previously taught by their English teacher.
Tools: pictures that express a selection of verbs such as swimming, eating, walking,
studying, playing in that each picture is divided into five pieces irregularly and the set of
pieces that make up each picture is put into a small box. In addition to cards on which
these verbs were written.
Method: divide the children into five groups
and have the members of each group choose
a leader among them.

Our final aim is FULL INCLUSION
then our suggestion is to use a name
that doesn’t “exclude” or put children
on different levels, let’s try instead
with a more neutral name such as the
runner which will enable even the most
shy from the children to have her/his
moment of glory

Ask each leader to come up to the teacher’s
desk and choose one of the cards on which the
verbs were written -the cards should be placed in a way that is not visible to students.
After seeing the card chosen by the leader, the teacher would hand him or her the box
containing the set of pieces for the picture representing the verb.
The teacher asks the leaders to go back to their groups and try to put together the
picture in accordance to the verbs on their cards.
After a while, the groups will realize that each has a sufficient number of pieces, but
some do not belong to the picture of the verb. Only then would the teacher suggest that
groups cooperate and the exchange pieces. The participants will then discover that the
missing pieces are with the other groups, and eventually they would exchange these
pieces to form the pictures correctly.
Once the groups are done, the teacher asks them to display the picture they have formed
and talk about the verb it represents.
This activity will help the children cooperate with each other and share opinions to
resolve problems and show care in other groups in order to achieve a set goal.

Final tip: our role it’s to support children to
be creative and curious so let’s try to avoid
ready-made solutions engaging children in
solving complex problems, let’s challenge the
children!!!

Teachers should be facilitators of the
activities. With a clear set of rules the
role of the teacher is minimized. The risk
otherwise is that instead of a game we
will have a traditional exercise
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The DIAMOND KITE Project
The Active Education Approach for
Full Inclusion in the Social-Educational Field
EDUCATION IN EMERGENCIES
The DIAMOND KITE Project FILES
Reference: I SHARE for ENGLISH

PUZZLE RACE
Recognition and Discernment
This activity focuses on two very important study skills: recognition and discernment.
The children are organized in groups and each group receives the same pack of 30 cards
(5 complete puzzles of 6 pieces/cards each).
In the middle of the room (or at the same distance from every group) there is a spot with
all the labels (titles or captions) of the puzzles (many cards with English words related to
the images).
The groups have the same goal: to complete 5 different puzzles – recognizing them
among the mixed cards - and find the appropriate label for each one; for example: one
complete puzzle shows a “carrot” and the children have to find a card with the word
“carrot” to place on it (or under it) or the puzzle is of someone performing an action, such
as “swimming”, and they have to find “swimming” among other verbs.
Each group works in its own place and every time they have completed a puzzle, one of
the children – the runner (played by every child in turns) – runs to the spot where there
are the cards with the English words and chooses the right label, thus discerning the
appropriate one from the others.
The first group to complete all the puzzles and to label them is the winner.

Variations can simplify or make the game more difficult: there could be background
colors for each puzzle (simple) or many more word cards than needed, to discriminate
among many terms the right ones and the “irrelevant” ones (difficult).
It is an activity fostering the “I SHARE” because in each group the winning strategy
is cooperative, it is sharing the task, helping each other, suggesting solutions and put
knowledge in common.
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The Hopscotch Game
I can, I share
Hopscotch is an old popular game that kids enjoy playing competitively.
In this activity, the game will be adapted to achieve educational and pedagogical goals
so that the information acquired by the children in a particular subject (the game can be
used for science, Arabic, history, geography) will be reinforced, as well as the children’s
confidence in their abilities as individuals and as a group.
Tools: Two similar hopscotch layouts, question cards, two squared pieces of wood, two
cardboard boxes.
Method: The hopscotch layout is laid on the floor twice using adhesive tape, and a
question card relating to the subject of the lesson is placed inside each square.
Students are divided into two homogeneous groups, and each group is asked to
nominate a student to play. The students throw the piece of wood on one of the squares
in the layout and then jump towards it, pick up the card in the square, and then jump
back towards the group.
Each group reads the question, discusses it, and writes the answer on the card. The card
is then placed in a dedicated box; the process is repeated with a new student.
After the two groups have finished answering all the cards, each group selects a
representative to read the questions and answers in the group box. All students have the
right to discuss the answer and then vote on the points.
The members of the group with the highest points choose a song of encouragement and
sing it to the other group, as the other group gives a round of applause creating a rhythm
for the first group.
The Create a Team Game
I am and I share
(Mathematics subject)
It is very important that every child is given the opportunity to discover his or her abilities
and enhance his or her skills through classroom activities.
This activity depends on giving each child the opportunity to play a specific role within
a team so that he or she can take on a set of specific responsibilities and enjoy some
different authorities than others.
Tools: domino pieces, cards with the mathematic symbols (+, -, x, ÷), cards with the

resulting numbers of a mathematical equation, label cards (team leader, facilitator,
researcher, writer, member) with the responsibilities of each label on the card being as
follows:
Team Leader: provide tools needed to work
Facilitator: facilitate the process of discussion and ensure the participation of all group
members
Writer: write down suggestions and agreements
Researcher: critique and assess suggestions
Member: offer suggestions and participate in the voting process
Method: the students are divided into five groups; each group gets a box containing
the label cards and the students pick a label each. The leader receives the dominoes,
mathematical symbol cards, as well as the answer cards.
The members of each group discuss the appropriate mathematical equation to reach
the answer on the card in a way that each member will exercise the responsibilities of
the chosen role.
The writer writes down the equations and by the end of the activity the leader of each
group presents the mathematical equations agreed upon to the teacher and all students.
The group that has been able to form the highest number of correct equations is then
rewarded in a way agreed upon by the students of the class.

The activity must be repeated more than once so that each child can play as many roles
as possible.
The Little Scientists Game
I am, I can, I Share
This game focuses on the reinforcement of
children’s information regarding a specific
part of the lesson and this information is
shared among students through rotating
groups.
The activity can be used with all subjects.
Tools: A set of cards with information
relating to a particular lesson; for example:
the properties of materials in a science
class.
Method: The children are divided into 4
groups. Each group is given a number of
cards that have the properties of certain
materials (soil properties, water properties,
iron properties, rock properties). Each
group receives the same cards, and each
student chooses one of the cards.
Each student is given sufficient time to
study his or her card individually and
silently.
After all the students have enough reading,
all students with the same information
gather in one group, discuss the information they read in the card extensively, clear any
ambiguity regarding it, and may at this point ask for the teacher support.
After the discussion process is done, each student returns to the original group to offer
them the information obtained and proceed to discuss it with them.
After the information is discussed within each group, the teacher conducts an extensive
discussion process that includes all the students and focuses on the important
information and clarifies any remaining ambiguity.
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TDP’s Drama Work with Pre-school Kids:

Design and Methodology of TDP’s drama workshops with kindergartens:
Each Drama Workshop has 12 consecutive sessions (2 - 2.5 hours each) of drama
interaction between TDP’s drama teachers’ duo (one male and one female) with 10 kids
in the presence of 10 adult females - their mothers and teachers.
Kids: In a playful way, kids are creating their own self-made experience about a
surrounding environment. They all find a safe space for exploring life around them
when they are active agents in role-playing: “Monkeys’ Trip to Mountains”. 10 creative
“monkeys” become involved learners: they use their perception, body, language, and
imagination for discovering and making their own conclusions about their reality. They
participate in individual and group exercises. Sometimes, they made up duos.
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The Mothers and Teachers are active observers of creative and curious “monkeys” in
their “trip to the mountains”. The adults play together with their kids. They receive a
chance to remember what they had forgotten: how it is to be a child. They are learning
how to understand kids better. The quality of their communication with kids change:
they are no longer adults who know everything better than their kids. The mothers and
teachers learn to communicate with kids as their equals whose opinions are heard and
respected.
The joyful “trips” ends with the presentations when “monkeys” and their mothers showed
the short scenes to the audiences of the invited guests.
Example of drama exercises:
The exercise “You and the Object”:
Why is this exercise played? Kids (“monkeys”) become better aware of the senses and
different ways of perception.
Explanation (by a drama teacher – “the trip guide”): When your mothers visited us, each
one brought something that reminds you about your home. They hid those things in our
“forest” (a playground). We will go to the “forest” to look for them.
Kids bring the found objects to the room. Each kid is asked to describe his/ her thing:
How does it smell? How does it taste? How does it sound? What does it look like (colour,
shape)? What does it remind you of? Who would you like to give it when you are back
from our “trip”?
For discovering reality and answering those questions kids act like monkeys in a forest:
climbing, jumping, smelling, and scratching each other.
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TDP’s Storytelling Workshops for Women (“Barometer”1):
The main aim is to provide safe spaces and
tools for channeling stress and empower
women from most marginalized locations
(especially those affected by conflict) to
raise their voices, find power in collective
action, and make themselves heard in their
families and community.
The workshop is designed as a structured,
consequent chain of 5 sessions, 3.5-4 hours
each. Participating women: 10-15 persons.
The core activity of a workshop is storytelling
combined with drama games and exercises
that stimulate the active participation of
all, bring humor and relief, and create an
atmosphere in which personal stories can
be exchanged without fear and with caring
attention to each other.
Following free expression activities are
applied in the 5-days workshop structure:

credits to TDP

Day one - The Past: Women acknowledge their individual past and connect their
experience to their local community and the world. They share stories of life about the
past. Before sharing stories, women are introduced to several simple tools to release and
manage extreme emotions: possible reactions to stories narrated by other participants.

1 The Barometer of Local Women’s Security was developed and given its title in Cordaid’s Women’s Leadership
for Peace and Security project. The “Barometer” techniques were shared with TDP’s storytelling team in
Gaza in 2015. Since 2015, TDP has successfully piloted the technique in the Gaza Strip and adjusted it to fit
the context of the local community.

Day two - The Present: Women map the main safety concerns that affect their daily lives
at present. They also share the stories of hope they have in the present.
Day three - The Future: Together with workshop facilitators, women create a safe place,
using drama tools for building trust, solidarity, and togetherness, to share their hopes,
fears, and worries about the future. Then women choose any of the following creative
tools to share their vision of the future: a theatre sketch, creative writing, drawing, or
dancing/movement images.
Day four - Women’s Collective Voice: Women analyze their own stories of life and hope
followed by time for personal and joint reflection.
Day five - Evaluation: Women share their feedback on the workshop and build plans for
possible future collective or individual action to advocate for their security and for their
rights within their families and community.
Two example exercises:
Timeline: Each participating woman is invited to think about her most memorable events
and happenings since 1960-70. (The period for reflection is chosen depending on the
age of participating women). Women are asked to think about these events from three
different perspectives: personal, their community, and the world. Then, individually, each
woman is invited to write down their milestones on three collective timelines on three
walls in the workshop room: the personal, the community, and the world timeline. After
it, women are divided into 3 or 4 small groups for discussion, reflection, and sharing. At
the end, the groups share their findings, notes, and conclusions in an open, collective
discussion.
Stories of Hope: Women are asked to find a partner they feel safe and comfortable with
to share their stories. In pairs, women share a personal story of a life event (sad, happy,
other) that gave them hope and strength. Each partner makes a written record of the
story she listens to. For safety and confidentiality, women’s names are

