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The aim of this practical guide on play is to provide the information needed to implement
inclusive play during breaks and free time in schools and sports clubs. The guide is aimed
at educators and focuses on stimulating reflection and decision-making processes to
make play accessible to all learners. The guide should be an aid to putting into practice
the concepts conveyed in the Theoretical Guide to Inclusive Play.

The Practical Guide to Play will provide information about the MARE model. It then
goes on to describe a number of case studies in different school settings. At the end
of the guide you will find supporting materials such as games, game cards and links to
publications and websites that provide useful materials to make play accessible
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1. Introduction

In order to get off to a good start in applying the theoretical contents dealt with in Guide 2
and to ensure inclusive access to play for all students, it is suggested that some preliminary
considerations be taken into account:
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Importance of free play in childhood

Higgs et al. 2019, within the Canadian government-funded Sport for Life project, recommend
that children up to the age of six should spend 75% of their active time in free play, children
aged six to eight should spend 50% of their active time in free play (figure 1 and 2). This practical
guide will show you how to prepare play activities for both students who play spontaneously
and students who need adult supportin play.
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Figure 1. Summary of Active Start activities for children up to the age of six (Higgs et al, 2019).
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Figure 2. Summary of Active Start activities for six- to eight-year-olds (Higgs et al, 2019).
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Importance of safety

Safety is a fundamental condition for free play in an inclusive environment. It is very
important that the facilities are appropriate and that the environment is safe and
stimulating. An unstimulating environment may not be conducive to development,
and a multi-stimulating environment may not be safe. To ensure the safety of all
participants, in some cases it is necessary to provide good leadership before children
can enjoy the environment in a more autonomous way. For more information on safe
play environments for sports and games, please visit https:/sportforlife.ca/portfolio-
view/play-safe/.
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Importance of knowing legal responsibilities

It is necessary to communicate the responsibility in detail to all school staff members
who will be involved. In the table below you will find the recommended number
of children per adult responsible in each PINC partner country, but if you are from
another country you should seek this information from your country’s legislation. The
ratio tends to decrease with the inclusion of students with SEN in all legislation. It
is also necessary to take into account the specific circumstances of a playground or
outdoor playground outside the school grounds.
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Table 1. Prescribed maximum number of students per supervisor
for each project PINC country.

¢ Considering children go after school or during vacations to a large childcare facility
with several child supervisors (= subsidised and attested by the government)

e Atleast 9 children present at the same time
e Groups of up to 18 children.

Belgium After school club/care

e 1 child supervisor: maximum 8 children.

Primary and secondary school

e From 2 childcare workers: maximum 9 children per worker.

e 20 children in the class
e 12 children in the class with child with Special education needs (SEN)i.

After school club/care

e The principal determines the maximum number of children per 1 pedagogical worker
with regard to the type of activity performed and their possible special educational
needs, but always with regard to their safety.

e A maximum of 30 students fills the department.

Primary and secondary school
e There can be a maximum of 30 students in class (the same number for physical edu-
cation).

e For every student with SEN in the class, the maximum number of children is reduced
by 2 students

e At events outside the place of education, there can be a maximum of 25 students per
person ensuring the safety and health of children.

e The maximum number of children in the class is 25.

Primary and secondary school

Greece

e The maximum number of children in the class in primary education is 25.
e The maximum number of children in the class in secondary education is 27.

¢ In classes with students with special educational needs the maximum number of
students per class may be reduced by 3 students.
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e 18-26 children in the class.

After school club/care (humeric indications given by the government in the cu-
rrent Covid-19 crisis)

e Children from 0-5 years: 1 educator/5 children

e Children between 6-11 years: 1 educator/7 children

¢ Young persons between 12-17 years: 1 educator/10 children

Primary and secondary school

e 15-26 children in the class at primary school (6-11 years)
e 18-27 students in the class at lower secondary school (11-14 years)
e 27-30 students in the class at upper secondary school (14-18 years)
*If a child with disability attends the class, the maximum number of students is: 20/class, in all

school levels.
*In case of necessity, the school director can deviate up to 10% from the indicated minimum/
maximum amount of students/class.

e 22 children in the class (3—6-year-old children

After school club/care
e 15/1 ratio kids/adult.

Primary and secondary school

e The maximum number of children in the class in primary education is 22.

e The maximum number of children in the class in secondary education is 27.

e The maximum number of students with special needs is 2. Each student with special
needs in class counts as two students in the teacher-student ratio.

¢ In classes with students with special educational needs the maximum number of
students per class may be reduced by 2 students.

Notes: * = In exceptional cases, the principal may increase the number of children/students; # = usually from the 2nd to the
5th level of the support measure.
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2. Roadmap

Next, we are going to propose useful resources to apply the knowledge acquired (Roadmaps) in Guide 2
and that will make our work as mediators of inclusive play easier.

Thus, the contents related to the Methodology for the design and implementation of inclusive play in
Guide 2 (Theoretical Guide to Inclusive Play) are summarised in 1, 2, 3, 4,5y 6, in order to make it easier
for the professional to follow all the steps.

In addition, the annexes provide materials in which to collect information from observation, decision-
making and implementation of inclusive play and evaluation of all of the above processes. The person
using these materials to collect information can draw on both Guide 2 and the Roadmaps provided
below.

We recall that the implementation process in its more theoretical wording (Guide 2) consisted of the
following steps (bibliographic reference 29 of Guide 2):

1. Observation

2. Organisation

3. Selection and creation of the game
4. The game itself

5. Evaluation

In this guide to make the process easier we divide the process into 4 steps and 4 roadmaps:

K3
o

6. Roadmap to guide the observation and analysis of playtime.

K3
o

7. Roadmap to guide decision making (Organisation, Selection and creation of games).

K3
o

8. Roadmap to guide game action.

K3
o

9. Roadmap to guide evaluation.

dVINavod



Table 1. Roadmap for conducting the Strata Analysis of Recreation (MIARE).

ELEMENTS TO ANALYSE

IS THERE SPACE FOR ACTIVE PLAY?
Games with high physical activity. EG: ball-related games.

ARE THERE SPACES FOR SEMI-ACTIVE PLAY?
Games with medium-low physical activity. EG: traditional games.
SPACES AND MATERIALS

ARE THERE CREATIVE-SENSORY SPACES?
Artistic, musical, body expression, sensory experiences, relaxation, reading, board games, etc.

ARE THERE SPACES FOR CONTACT WITH NATURE?
Activities in a natural environment and/or with natural elements. Examples: sensory garden with aromatic plants, vegetable garden, verti-
cal garden, etc.

ARE THERE SENSORY ELEMENTS THAT INTERFERE?
There are sensory elements that make playtime difficult for one or more people. EG: a bell at the entrance and exit of the playground, noisy

play, smells...
SENSORY
ELEMENTS ARE THERE SENSORY ELEMENTS THAT STIMULATE?
Existen elementos sensoriales que estimulan el desarrollo del juego de una o varias personas. Esto puede hacerse de forma grupal o ind-
There are sensory elements that stimulate the development of playtime for one or more people. This can be done in a group or individually.
PLAY ENVIRONMENT EG: touching certain textures, visual, auditory, tactile search... for certain shapes or sensations, repetitive movements...
STRENGTHS
Positive characteristics. EG: inclusive outlook, training in inclusive play, teamwork, empathy, etc.
STAFF
BARRIERS
Barriers to inclusion. EG: lack of training, vocation, innovative spirit, etc.
AGENTS N o . STRFNGTHS .
Positive characteristics. EG: inclusive outlook, cooperation, empathy, etc.
STUDENTS 2Ll

Barriers to inclusion. EG: lack of experience, contact, living in diverse environments

HEALTH CONDITION
Knowledge of health disability and health disadvantages, knowledge of current health conditions
and contraindication to physical activity.



I ——
STRATA 2 ELEMENTS TO ANALYSE

MOBILITY
Any person can move between spaces, through spaces, exits and recreational entrances... independently or with support elements (crutches, wheelchairs, walkers, standing
frames...).

APPREHENSION

Any person can grasp, manipulate, move any material and play elements.
ACCESSIBILITY CHAIN

LOCATION
Any person knows the location and understands the existing play areas, the location and use of nearby toilets through accessible signage and support elements.

COMUNICATION
Any person knows and understands the use of the play areas, the rules and development of the games (which team they belong to, what role they have in the game...) through ac-
cessible signage and support elements

ELEMENTS TO ANALYSE OBJECTIVE KEY QUESTIONS

WHAT DO THEY DO?
Record activities

HOW DO THEY DO IT?
Record the development of play activities

THE WHOLE STUDENT BODY DETECTING PLAY ACTIVITIES WHERE? -
(GROUP OBSERVATION). Record the most used place for activities
WITH WHOM?

Record group or individual play patterns

ARE THERE ANY CONFLICTS?
Record the climate of conflict, the cause of the conflict and which participants are involved.
ANALYSIS OF THE GAME

WHAT DO THEY DO?
Record play activities

HOW DO THEY DO IT?
Record the development of play activities

TARGET STUDENTS
(THOSE WHO FOR VARIOUS REASONS DETECTING NON-PLAY WHERE?
DO NOT PARTICIPATE SPONTANEOQUS- ACTIVITIES Record the most used place for activities

LY IN THE GAME)

WITH WHOM?
Record group or individual play patterns.

ARE THERE ANY CONFLICTS?
Record the climate of conflict, the cause of the conflict and which participants are involved.



ELEMENTS TO ANALYSE OBJECTIVE KEY QUESTIONS

SYNCHRONOUS
Matches their chronological age
PERSONAL PLAY DEVELOPMENT

ASYNCHRONOUS
Doesn't match their chronological age

CLASSROOM SUPPORT (IF RECEIVED)
Support can be related to physical, communicative, and cognitive accessibility, modelling and

SUPPORT NEEDS . . : !
moulding, sensory regulation elements (low frequency helmets, spinner, tactile cube, scents,
sunglasses...), structured teaching, chaining, structured stopping...
THEMES OF INTEREST
PREVIOUS EXPERIENCE OF  ANALYSIS OF THE PREVIOUS PLAY OF Preference for specific themes. For example: dinosaurs, planets, trains, science fiction characters,
PLAY THE TARGET STUDENT cartoon characters, video game plots..
Information provided by: analysis of the pattern of activity at recess, the target students themsel-
ves, their families.
ACTIONS
MOTIVATIONS Preference for specific actions that can be combined: wandering, searching (objects with specific

shapes or textures, insects, natural elements...), bodily sensations (jumping, turning, moving body
or part of it...), following the game without interaction (observation, parallel movement...), sear-
ching for a specific person or persons (adults at recess, reference figure in the classroom, support
staff, specific partner, group-class), activity of interrupting the play of others...
Information provided by: analysis of the pattern of activity at recess, the target students themsel-
ves, their families.
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Table 2, 3 y 4. Roadmaps to guide decision making (Organisation,
Selection and creation of games).

1. ORGANISATION OF THE WORKING TEAM

How many members will make up the inclusive playgrounds team?

All teachers in the school Collecting and analysing recreational ~ Before recess

Some teaching staff observations During recess

Specialised external staff Creation of accessibility resources After recess

School staff and external staff Selection and design of games At any time during the school day
Teaching staff and student Mediator during breaks

volunteers Collaborator during breaks

2. SHARING REGISTERED DATA

Play in contact with

Active Games Semi-active game
nature
Sports, racing games Traditional games, Artistic and musical Gardening, etc.
climbing walls, activities, body
horizontals, dancing expression, sensory

experiences, relaxation,
reading, board games, etc.

Sensory elements with a negative impact on learners?
Positive sensory stimuli that stimulate play? Touching textures, visual, auditory, proprioceptive

elements, etc.

Play awareness campaign for everyone

Noise cancelling headphones.
Switches.
Easy reading.
Accessible fonts.
Pictograms.
Video tutorials.
Photographs.
Communication technology
Support App: Tempus, DictaPicto, TEAyudo a Jugar.
Technology: ARASAAC, ARAWORD, PICTOSELECTOR.
Sensory elements such as game role markers (bells bracelet, tactile team markers, tactile zone markers...).
Student Agenda
Information Board
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First, once the information has been collected and analysed in the pre-

vious step, we will proceed to maintain, modify or create improvements
in the recreational environment to make it physically, communicatively,
cognitively and sensorially accessible.

STUDENTS
Second, distribute the recreational preferences questionnaire to
all students.
Keep in mind their group and individual preferences coinciding E E
with target students. L o Q
= N ~
o > g
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Third, collect information from target students: E S E
Ll
* Determine their optimum playing profile: wn E:,
+ Preferred theme.
+ Preferred action
TARGET STUDENTS

Fourth, select games, recreational and sensory activities or
create them to coincide with the information gathered.

Create the accessibility chain of the game or activity itself, fitting
it into the general chain of the playground.
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Table 5. Roadmap to guide play action

4. PLAY

STUDENTS INCLUSIVE PLAY MEDIATION
The students decide freely on TEAM

the activity or activities among Stay in the play area in case they are

the options organised by the play needed to provide support.
mediation team and other free

options.

SIGNAL FOR THE START OF BREAK " [nestudentsgoto the play space .
TIME (school playground, classroom, = Setup the games in the play space.

gymnasium, etc.).

= Learners read, watch and/or listen
to the accessible instructions of
the game they are going to play

e SR o« Ok eamsifnecessany

BEFORE THE BREAK L & . ! . = Distribute materials if necessary.
distribute it autonomously or with . :
= Explain the games if necessary.

support.

= [f the game is a team game,
learners organise the teams
autonomously or with support.

= They can encourage changing
games.

= Support accessibility.

= Support play development (shaping
and modelling).

= Provide emotional support.

DURING BREAK = Play and enjoy. = Provide social support.
= Narrate the progress of the game
and the group.

« Use conflict resolution tools.

= Make adjustments to the game
(explained in an accessible way).

= Play and enjoy.

» (ollect materials autonomously or
SIGNAL FOR THE END OF BREAK with support.
TIME » They make their own assessment

= Encourage and support students to
collect the material.

= They make their own assessment.




Practical Guide to Play

Table 6. Roadmap to guide the evaluation

AT THE END OF STUDENTS INCLUSIVE PLAY MEDIATION TEAM
BREAK TIME:
EVALUATION
} EE}(Ch 8amte(|£a5|a”t?va[:_la§:02) WITH THE EVALUATION GRID 1 EVALUATE:
instrument (Evaluation Table
in which the students who have AREAS OR THEMES OF PLAY:
participated mark whether they liked a)Is there
it or not and can make suggestions for - Physical accessibility?
improvement.

- Communicative accessibility?
- Cognitive accessibility?
b) Does it stimulate play activity?
c) Are the materials selected appropriate?

GAMES OR ACTIVITIES:
a) Is there...
- Physical accessibility?
- Communicative accessibility?
- Cognitive accessibility?
b) Does it stimulate play activity?
c) Are the materials selected appropriate?

WITH EVALUATION TABLE 2 EVALUATE:

PARTICIPANTS:
1. Teacher evaluation:
a) Level of participation of target students.

(score individually, 1 corresponds to only being present
in the playground - 5 corresponds to maximum
participation and enjoyment, indicating in which game
or dynamic).

b) Level of participation of the rest of the children.
2. Evaluation carried out by the target students.
3. Mark which games they liked the most.

WITH EVALUATION TABLE 3 EVALUATE:
TEACHER'S PERCEIVED COMPETENCE SCALE

a) Competence in facilitating games.
b) Competence to provide support.
¢) Competence in conflict resolution.
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CASE STUDIES
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3. CASE STUDIES

In order to reinforce the analysis and decision-making skills, we propose 4 practical cases solved in different en-
vironments:

playground
school gymnasium
school classroom

outdoor playground

Figure 5 shows visually a fictitious case of a playground. The case study, with target students circled
in red, will be solved using the playground analysis steps of the MARE model as shown in the support
material.

%,

A

Figure 5.: School playground. The pictograms used for the design of this environment are property of the Government of Aragon
and have been created by Sergio Palao for ARASAAC (http:/www.arasaac.org), which distributes them under Creative Commons

License BY-NC-SA.
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Table 7. General information collected during the application of the MARE model (Fernandez-Lagar, 2021). Case Study 1.

ELEMENTS TO ANALYSE -n DESCRIPTION

Dodgeball court, open spaces, children’s

ARE THERE SPACES FOR ACTIVE PLAY?
playground with swings, slides etc.

ARE THERE SPACES FOR SEMI-ACTIVE PLAY? v Games painted Oggsfegmund' traditional
SPACES
DO CREATIVE-SENSORY SPACES EXIST? \/ No, this space must be created.
ARE THERE SPACES FOR CONTACT WITH NATURE? \/ Grassy area with bushes, area with trees
PLAY ENVIRONMENT i
INTERFERING SENSORY ELEMENTS ‘/ NO.ISQ from lawnmower and games, balls
flying everywhere, the smell of compost.
SENSORY ELEMENTS
SENSORY ELEMENTS THAT STIMULATE ‘/ Feel of the rubber T_Iitla_‘oerslng in the park area.
STRENGTHS v Teamwork
They value inclusion
STAFF
BARRIERS \/ No training, no strategies
AGENTS
STRENGTHS ‘/ The playful proposal; of adult.s are freely
accepted during free time.
ESTUDIANTES
BARRIERS \/ They live with diversity in the classroom but

not in the playground. Lack of empathy.



ELEMENTS TO ANALYSE nn DESCRIPTION

MOBILITY No accessible paths on the grassy area

There are no graspable materials for students
with grasping difficulties. (Grasping balls,
adapted hula-hoops, ...).

APPREHENSION

The different play areas are not signposted in

LOCATION .
an accessible way.

Students need support to independently
understand the possibilities, the use of the
different spaces and the rules of the games /
activities.

ACCESSIBILITY CHAIN

There are conflict resolution boards in the

classroom but not in the play space.
COMMUNICATION

There is no adult who can provide support
with the learning of social skills.

U0 I N B S

Students need support in conflict resolution.
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ELEMENTS TO

ANALYSE

THE WHOLE STUDENT
BODY
(GROUP OBSERVATION)

TARGET STUDENTS
(the ones who for various
reasons do not participate

spontaneously in the game)

OBJECTIVE

DETECTION OF PLAY
ACTIVITIES

DETECTING NON-PLAYING
ACTIVITIES

KEY QUESTIONS

WHAT DO THEY DO?

HOW DO THEY DO IT?

WHERE?

WITH WHOM?

ARE THERE CONFLICTS?

HOW DO THEY DO IT?

¢COMO LO HACEN?

WHERE?

WITH WHOM?

ARE THERE CONFLICTS?

DESCRIPTION

They play dodgeball, play on the swings, go for walks, talk in small
groups, play with hula-hoops, play tag, ...

The students who participate do so autonomously.

All over the playground.

There is no interaction between students of different levels or groups.

No

Target student 1: walks along the lines.
Target student 2: lies down on the rubber floor.

Repeatedly.

Target student 1: line of the pitch.
Target student 2: area with swings.

Target student 1: alone.
Target student 2: alone.

No



PLAY EXPERIENCE

ELEMENTS TO
ANALYSE

TARGET STUDENTS

OBJECTIVE

PERSONAL PLAYING LEVEL

SUPPORT NEEDS

MOTIVATIONES

KEY QUESTIONS

SYNCHRONOUS

ASYNCHRONOUS

CLASSROOM SUPPORT

TEMATICA

ACCIONS

DESCRIPTION

Target student 1

Target student 2

Target student 1: support needs in the playground and in the class-
room do not coincide (specify those in the playground).
Target student 2: 2 support needs overlap (specify).

Target student 1: dinosaurs
Target student 2: music

Target student 1: lines
Target student 2: bodily sensations



STUDENTS

TARGET STUDENT

DECISION MAKING

Table 8. Selection and creation of games. Case Study 1.

ACTIVE ZONE SEMI-ACTIVE ZONE CREATIVE SENSORY ZONE

First collect information from the first and

second layers.

Proceed to maintain, modify or create
improvements in the recreational envi-
ronment to make it physically, commu-
nicatively, cognitively and sensorially
accessible.

Second, pass on the recreational preferences
questionnaire to all students.

Keep in mind their group and individual prefe-
rences coinciding with target students.

Third, collect information from target
students and determine their optimal
playing profile:

+ preferential subject matter.

# Preferred action

Fourth, select games, recreational and sensory
activities or create them to coincide with the
information gathered.

Create the accessibility chain of the game or
activity itself, fitting it into the general chain of
the playground.

Locate active games in the same area.

Make the area and the games in it
cognitively and communicatively
accessible.

Have material to support sensory
accessibility in case it is necessary.

Questionnaire results:

Football, basketball.

Preferred subject:

Target student 1: lines and dinosaurs.

Locate semi-active games in the same
area.

Make the area and the games in
it cognitively and communicatively
accessible.

Have material to support sensory
accessibility in case it is necessary.

Questionnaire results:

Traditional games, climbing walls, floor
games.

Target student: dinosaur game.

Target student 2: touching things and music.

Preferred action:

Target student 1: walks along the lines.

Target student 2: lies down on the rubber floor.

Football, basketball

Traditional games, climbing wall, floor
games.

Online pilla game.

Game dinosaur hunting.

Create an area for play and creative-
sensory activities.

Provide physically accessible materials.

To make the area and the games in
it cognitively and communicatively
accessible.

Improve the physical accessibility of the
nature area.

Have material to support sensory
accessibility in case it is necessary.

Questionnaire results:
Drawing, drama, dance.

Target students: Playing things and mu-
SiC....

Drawing, theatre, dance.
Sensory shower.

Disco-patio.
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play area.

It is decided, taking into account the profile of playtime behaviour profile and
motivations of the student, that activities will be carried out in the semi-active

Proposal to select or create traditional type games with
moderate physical activity using the motivational elements.

Therefore the following games will be selected:

Figure 6.: Target Student 1

Based on the traditional game of freezing, a
game of tag is created in which, in order to
be “safe”, you have to stand on a series of li-
nes that have previously been painted on the
ground. To continue playing, you have to bump
into the palm of another player’s hand.

Roles in the game: one person catches and
the rest avoid being caught.

Structural elements: white lines painted on
the ground.

Accessibility chain: pictographic visual game
card, pictographic visual support of game role,
anticipatory card of game type and type of
game and consequences (game of catch).

Los dinesaurios cazados 3
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Figure 7.: Games from the book Patios y Parques Dinamicos.

Game 2: Hunted dinosaurs.

Game extracted from the book Patios y Par-
ques dinamicos.

Roles in the game: 2 teams. One team of pre-
historic people who have to "hunt” and the
other of dinosaurs who have to avoid being
caught.

Structural elements: area of the people whe-
re they carry the hunted dinosaurs.

Accessibility chain: pictographic visual game
card, pictographic visual support of game role,
anticipatory card of game type and conse-
guences (catching game) and consequences
(catching game).

Figure 8. Visual supports created by lyan Palacio

Fernandez for Patios y Parques Dinamicos.
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ALUMNO DIANA 2

Taking into account the activity pattern of target student 2, sensory activities such as

sensory shower, tactile panels and dance music are chosen.

Figure 9.: Target student 2

Figure 10: Sensory shower Figure 11: Tactile panels Figure 12: Music and dance
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Target Sports Obstacle circuit Floorball.

Figure 12.. School gymnasium. The pictograms used for the design of this environment are property of the Government of Aragon and have
been created by Sergio Palao for ARASAAC (http:/www.arasaac.org), which distributes them under Creative Commons BY-NC-SA License.
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Table 9. General information collected during the application of the MARE model (Fernandez-Lagar, 2021). Case Study 2

ELEMENTS TO ANALYSE n DESCRIPTION

Obstacle course: walking on benches (max. 0.5
m from the ground), cauldron on a mat, jumping
on the bench, basic gymnastic exercises on the
ARE THERE SPACES FOR ACTIVE PLAY? \/ big mat, jumping over foam obstacles, balance
walking on a thick rope.
Team sports: slalom and goal shooting.

Sports: boccia, indoor curling.

ARE THERE SPACES FOR SEMI-ACTIVE PLAY? \/ Game of tag.
SPACES
DO CREATIVE-SENSORY SPACES EXIST? v Relaxation area with mats with massage balls
Psychomotor activities: games with a parachute.
ARE THERE SPACES FOR CONTACT WITH NATURE? \/ No
PLAY ENVIRONMENT
INTERFERING SENSORY ELEMENTS \/ Bad acoustics in the gymnasium, atypical smell in
the old gymnasium.
SENSORY ELEMENTS
SENSORY ELEMENTS THAT STIMULATE \/ Play materials that are pleasant to the touch.
STRENGTHS v Teamwork. -
They value inclusion.
STAFF
BARRIERS \/ No training, no strategies.
AGENTS ;
STRENGTHS \/ Adult play proposals are accepted during free
time.
ESTUDIANTES They live with diversity in the classroom, but not
BARRIERS \/ in the playground.
Lack of empathy



ACCESSIBILITY CHAIN

ELEMENTS TO ANALYSE ““ DESCRIPTION

MOBILITY

APPREHENSION

LOCATION

COMMUNICATION

N

AN

DN NN

There is a 1.5 metre wide pathway in the gymna-
sium area connecting the four parts of the play
area.

Student 1: has trouble grasping everything (only

grasps ball or ringo circle).

No localisation elements

Students need support to independently
understand the possibilities, the use of the
different spaces and the rules of the games /
activities.

There are conflict resolution boards in the
classroom but not in the play space.

There is no adult who can provide support with
the learning of social skills.

Students need support in conflict resolution.



ANALYSIS OF PLAY

ELEMENTS TO
ANALYSE

THE WHOLE STUDENT
BODY
(GROUP OBSERVATION)

TARGET STUDENTS
(the ones who for various
reasons do not participate

spontaneously in the game)

OBJECTIVE

DETECTION OF PLAY
ACTIVITIES

DETECTING NON-PLAYING
ACTIVITIES

KEY QUESTIONS

WHAT DO THEY DO?

HOW DO THEY DO IT?

WHERE?

WITH WHOM?

ARE THERE CONFLICTS?

HOW DO THEY DO IT?

¢COMO LO HACEN?

WHERE?

WITH WHOM?

ARE THERE CONFLICTS?

DESCRIPTION

They play floorball, aiming games, play with the psychomotor parachute,
and do activities on the obstacle course

In an orderly manner.

In every area of the gymnasium.

There is no interaction between students of different levels or groups.

No

Student 1: stays with the assistant throughout the gymnasium,
Student 2: cries near the door.

Repeatedly, with few variables.

Student 1: on the path to the gymnasium.
Student 2: on the path near the door.

Student 1: with assistant
Student 2: alone

No



PLAY EXPERIENCE

ELEMENTS TO
ANALYSE

TARGET STUDENTS

OBJECTIVE

PERSONAL PLAYING LEVEL

SUPPORT NEEDS

MOTIVATIONES

KEY QUESTIONS

SYNCHRONOUS

ASYNCHRONOUS

CLASSROOM SUPPORT

TEMATICA

ACCIONS

DESCRIPTION

Student 1

Student 2

Student 1: needs support in movements that require the use of the upper
limbs, the presence of an assistant is required.

Student 2: needs support in communicating with peers.

Student 1: favourite sport: ice hockey

Student 2: trains and trams

Learner 1: boccia with ramp and assistance
Student 2: independent activity in a safe space in the gym or outside
(construction of a tram track using stakes)



STUDENTS

TARGET STUDENT

Table 10. Selection and creation of games. Case Study 2.

ACTIVE ZONE SEMI-ACTIVE ZONE CREATIVE SENSORY ZONE

First collect information from the first and

second layers.

Proceed to maintain, modify or create
improvements in the recreational envi-
ronment to make it physically, commu-
nicatively, cognitively and sensorially
accessible.

Second, pass on the recreational preferences
questionnaire to all students.

Keep in mind their group and individual prefe-
rences coinciding with target students.

Third, collect information from target
students and determine their optimal
playing profile:

+ preferential subject matter.

# Preferred action

Fourth, select games, recreational and sensory

activities or create them to coincide with the
information gathered.

Locate active games in the same area.

Make the area and the games in it
cognitively and communicatively
accessible.

Have material to support sensory
accessibility in case it is necessary.

Locate semi-active games in the same
area.

Results of the questionnaire:
Dodgeball, 5-a-side football.

student 1: Ice hockey

Preferred subject:
student 1: ice hockey.
student 2: trains and trams.

Frequent action:

Locate semi-active games in the same
area.

Make the area and the games in it
cognitively and communicatively
accessible.

Have material to support sensory
accessibility in case it is necessary.

Results of the questionnaire:

Traditional catching games.

student 1: stays with the assistant throughout the gymnasium.

student 2: cries near the door.

Extend the relaxation and manipulative
play area with more creative-sensory
games and activities.

Provide physically accessible materials.

Make the area and the games in
it cognitively and communicatively
accessible.

Have material to support sensory
accessibility in case it is necessary.

Results of the questionnaire:
Reading space, dance.
student 1:ice hockey.

student 2: trains and trams.

Reading space, dance.

DECISION MAKING

Rotation of games: 5 -a-side football, dod-

geball... with the existing ones. Traditional catching games.

Create the accessibility chain of the game or
activity itself, fitting it into the general chain of
the playground.

Construction game with pegs.



Practical Guide to Play

Target Student 1

Taking into account the tastes and motivations of target student 1,
adjustments are made to the wheelchair to fit a floorball stick and support
is given to the student when moving around. And the rules of Boccia are
explained to him in the play area so that he can play it too.

—
Figure 14: Floorball Figure 15: Boccia
-
Target Student 2

Near the relaxation area is a pleasant environment for target student
2 in which to build a train track with clothes pegs and simulate a

W train with clothes pegs to play with. A reading area will be created,
with books on topics of interest to this student and others. This
student will be provided with low-frequency headphones to support
his hypersensitive hearing.

Figure 16. Target Student 2

X

Figure17:.: Library with books on trains

Figure 16: Railway tracks with pegs. and trams as well as other subjects
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CASE STUDY 3 - CLASSROOM PLAY ACTIVITY

Figure 18. Recreation in the classroom. The pictograms used for the design of this environment are property of the Government
of Aragon and have been created by Sergio Palao for ARASAAC (http:/www.arasaac.org), qwhich distributes them under Creative

Commons License BY-NC-SA.
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Table 11. General information collected during the application of the MARE model (Fernandez-Lagar, 2021). Case Study 3.

ELEMENTS TO ANALYSE “m DESCRIPTION

ARE THERE SPACES FOR ACTIVE PLAY?

ARE THERE SPACES FOR SEMI-ACTIVE PLAY? \/
SPACES
DO CREATIVE-SENSORY SPACES EXIST? \/
ARE THERE SPACES FOR CONTACT WITH NATURE? \/
PLAY ENVIRONMENT
INTERFERING SENSORY ELEMENTS \/ Noise from another group of students playing.
SENSORY ELEMENTS
SENSORY ELEMENTS THAT STIMULATE \/ Material with a pleasant feel.
STRENGTHS v Teamwork. -
They value inclusion.
STAFF
BARRIERS \/ No training, no strategies.
AGENTS .
STRENGTHS ‘/ Adult play proposalst;':::zaccepted during free
ESTUDIANTES
They live with diversity in the classroom, but not
BARRIERS \/ in the playground.
Lack of empathy.



ACCESSIBILITY CHAIN

ELEMENTS TO ANALYSE ““ DESCRIPTION

MOBILITY

APPREHENSION

LOCATION

CCOMMUNICATION

v

R N e

Little space in the classroom and between desks.

There is no accessible information on the location
of materials and games.

Students need support to independently
understand the possibilities, the use of the
different spaces and the rules of the games /
activities.

There is no adult who can provide support with
the learning of social skills.

Students need support in conflict resolution.



ELEMENTS TO

ANALYSE OBJECTIVE

THE WHOLE STUDENT DETECTION OF PLAY
BODY ACTIVITIES
(GROUP OBSERVATION)
ANALYSIS OF PLAY
TARGET STUDENTS
(the ones who for various DETECTING NON-PLAYING
reasons do not participate ACTIVITIES

spontaneously in the game)

KEY QUESTIONS

WHAT DO THEY DO?

HOW DO THEY DO IT?

WHERE?

WITH WHOM?

ARE THERE CONFLICTS?

HOW DO THEY DO IT?

¢COMO LO HACEN?

WHERE?

WITH WHOM?

ARE THERE CONFLICTS?

DESCRIPTION

They talk, play in groups, create their own games.

In a calm manner, changing games and activities from time to time.

Throughout the classroom space

With classmates.

No.

Student 1: looking out of the window
Student 2: has a lot of stimuli and can't decide what to play

Repeatedly.

Student 1: At the window.
Student 2: Next to the wall.

Target student 1: alone.
Target student 2: alone.

Target students sometimes interrupt the play of others.



PLAY EXPERIENCE

ELEMENTS TO
ANALYSE

TARGET STUDENTS

OBJECTIVE

PERSONAL PLAYING LEVEL

SUPPORT NEEDS

MOTIVATIONES

KEY QUESTIONS

SYNCHRONOUS

ASYNCHRONOUS

CLASSROOM SUPPORT

TEMATICA

ACCIONS

DESCRIPTION

Target student 1
Target student 2

No

Target student 1: support in participating in the game by the teacher and
possible extension of the range of activities.
Target student 2: receives support in making decisions on game choice
from the teacher.

Target student 1: building games, observation games
Target student 2: memory games

Target student 1: visual stimuli through the window.
Target student 2: low physical activity activities.



STUDENTS

TARGET STUDENT

DECISION MAKING

Table 12. Selection and creation of games. Case Study 3.

ACTIVE ZONE SEMI-ACTIVE ZONE CREATIVE SENSORY ZONE

Create a relaxation area and a manipulative

There are no active games. Create a space, There are no semi-active games. Create a : .
) : . : > play space with more creative-sensory
quickly accessible as recess lasts only a space, quickly accessible since recess lasts o
. . games and activities.

First collect information from the first and short time, where students can go to play only a short time, where students can go to
second layers. games with high levels of physical activity. play games with medium physical activity. Provide physically accessible materials.

For example, the corridors leading to the For example, the corridors leading to the ke th dth .
Proceed to maintain, modify or create classrooms. classrooms. Make the area and the games in it
improvements in the recreational envi- o o cognitively and communicatively
ronment to make it physically, commu- Make the area and the games in it Make the area and the games in it accessible.
nicatively, cognitively and sensorially cognltlyel\/ and communicatively cognltlyel\/ and communicatively Have matarial to/suppoart sensory
accessible. accessible. accessible. PP L

accessibility in case it is necessary.
Have material to support sensory Have material to support sensory : . .
PP o S o Organise materials and games in a storage
accessibility in case it is necessary. accessibility in case it is necessary. .
area in the classroom.

Second, pass on the recreational preferences
questionnaire to all students. Results of the questionnaire: Results of the questionnaire: Results of the questionnaire:
Keep in mind their group and individual prefe- Relay race. Running games. Sensory and music panel, reading area.

rences coinciding with target students.

Preferred subject:

Third, collect information from target Target student 1: building games, observation games
students and determine their optimal
playing profile:

+ preferential subject matter.

# Preferred action Student 1: visual stimuli through the window.

Target student 2: memory games

Frequent action:

Student 2: low physical activity activities.

Fourth, select games, recreational and sensory
activities or create them to coincide with the Sensory and musical panel, reading area.
information gathered.

o ) Relay race in several corridors. Running games. Building games.
Create the accessibility chain of the game or

activity itself, fitting it into the general chain of Memory games.
the playground.
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Target student 1

Target student 1 likes to look through the window in the classroom and
memorise what he sees so he proposes a game about it. In addition, she likes
building blocks. There are some in the classroom but she doesn’t use them,
The building blocks will be placed in the area of the window so that they
come within its range of visual action.

Buildings

The student draws the objects he/she has seen outside They are placed in front of the window.
- the others guess what he/she has seen.

Figure 19. Target student 1

e°
Figure 20: Guess what I've seen game Figure 21: Construction set.

Target student 2

L Target student 2 has a low physical activity profile and likes memory
games and creating stories. Two games selected on the basis of her
activity profile and her tastes in leisure activities are proposed during

recess in the classroom.

Figure 22. Target student 2

Storytelling game

The children take turns to memorise what they see A group of children receive a newspaper. Their task is to

through the window within a given time limit (e.g. “underline” the words in the text to create a new story.

one minute) and then, in a competitive way, they Each child can choose one word. The children take turns
demonstrate how many objects they have managed to and together they create a fantastic story/tale.

memorise.

C+£3

Figure 22: Memory game

Figure 23: Storytelling game
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Figure 24: Activities in the outdoor playground. The pictograms used for the design of this environment are property of the Go-
vernment of Aragon and have been created by Sergio Palao for ARASAAC (http:/www.arasaac.org), which distributes them under

Creative Commons License BY-NC-SA.
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Table 13. General information collected during the application of the MARE model (Fernandez-Lagar, 2021). Case Study 4.

ELEMENTS TO ANALYSE - n DESCRIPTION

PLAY ENVIRONMENT

SPACES

SENSORY ELEMENTS

AGENTS

ARE THERE SPACES FOR ACTIVE PLAY?

ARE THERE SPACES FOR SEMI-ACTIVE PLAY?

DO CREATIVE-SENSORY SPACES EXIST?

ARE THERE SPACES FOR CONTACT WITH NATURE?

INTERFERING SENSORY ELEMENTS

SENSORY ELEMENTS THAT STIMULATE

STRENGTHS
STAFF
BARRIERS
STRENGTHS
ESTUDIANTES
BARRIERS

v

NN N X X

Jumping rope game.

Hopscotch.
Game of ring around the roses
Game of sugar, coffee, lemonade, tea, rum, boom.

No

Itis a park in a forest. The outdoor area can be
dangerous so it is necessary to supervise the
safety of everyone (trees with low branches,

slippery surfaces after rain, etc.).

The presence of at least two adults is required.

No sensory stimuli are detected that interfere
with the students.

Contact with nature.

Teamwork and positive attitude.

Little training in inclusion.

The play proposals of adults during free time are
accepted.
Companionship.

Students have little experience of playing in the
natural environment.



ELEMENTS TO ANALYSE nm DESCRIPTION

MOBILITY It is a natural space that students explore.

There is no visual information available to

APPREHENSION students.

LOCATION No location information available.

ACCESSIBILITY CHAIN Students need support to understand

independently the possibilities, the use of the
different spaces and the rules of play.

There is no adult who can provide support with

CoMUNICATION the learning of social skills.

NN X X X

Students need support in conflict resolution.



ANALYSIS OF PLAY

ELEMENTS TO

ANALYSE

THE WHOLE STUDENT
BODY
(GROUP OBSERVATION)

TARGET STUDENTS
(the ones who for various
reasons do not participate

spontaneously in the game)

OBJECTIVE

DETECTION OF PLAY
ACTIVITIES

DETECTING NON-PLAYING
ACTIVITIES

KEY QUESTIONS

WHAT DO THEY DO?

HOW DO THEY DO IT?

WHERE?

WITH WHOM?

ARE THERE CONFLICTS?

HOW DO THEY DO IT?

¢COMO LO HACEN?

WHERE?

WITH WHOM?

ARE THERE CONFLICTS?

DESCRIPTION

They talk, play in groups, create their own games

They make rules and try to come up with modifications

In all outdoor open spaces.

There is interaction between students of different levels or groups.

There are conflicts due to misunderstandings in games with complex rules
due to lack of accessible explanation.

Target student 1: sitting under the tree.
Target student 2: sitting on a log.

Repeatedly, until someone suggests they join the activity and they receive
communicative and cognitive support.

In quiet areas.

Alone

No



PLAY EXPERIENCE

ELEMENTS TO
ANALYSE

TARGET STUDENTS

OBJECTIVE

PERSONAL PLAYING LEVEL

SUPPORT NEEDS

MOTIVATIONES

KEY QUESTIONS

SYNCHRONOUS

ASYNCHRONOUS

CLASSROOM SUPPORT

TEMATICA

ACCIONS

DESCRIPTION

Both target students.

No

Both need explanations that are accessible in communication and ordered
in steps and sequences.

Target student 1: games about the Earth and the Universe.
Target student 2: fairy tales.

Both students are sedentary but are also interested in games that provide
sensorimotor perceptions.



STUDENTS

TARGET STUDENT

DECISION MAKING

Table 14. Selection and creation of games. Case Study 4.

ACTIVE ZONE SEMI-ACTIVE ZONE CREATIVE SENSORY ZONE

First collect information from the first and
second layers.

Proceed to maintain, modify or create
improvements in the recreational envi-
ronment to make it physically, commu-
nicatively, cognitively and sensorially
accessible.

Second, pass on the recreational preferences
questionnaire to all students.

Keep in mind their group and individual prefe-
rences coinciding with target students.

Third, collect information from target
students and determine their optimal
playing profile:

+ preferential subject matter.

# Preferred action

Fourth, select games, recreational and sensory
activities or create them to coincide with the
information gathered.

Create the accessibility chain of the game or
activity itself, fitting it into the general chain of
the playground.

Locate active games in the same area.

Make the area and the games in it
cognitively and communicatively
accessible.

Have material to support sensory
accessibility in case it is necessary.

Results of the questionnaire:
Dodgeball, football.
Student 1: Ice hockey.

Preferred subject:
Student 1: ice hockey.
Student 2: trains and trams.

Frequent action:

Locate semi-active games in the same
area.

Make the area and the games in it
cognitively and communicatively
accessible.

Have material to support sensory
accessibility in case it is necessary.

Results of the questionnaire:

Traditional catching games

Student 1: stays with the assistant throughout the gymnasium.

Student 2: cries near the door.

Rotation of games: Dodgeball, fatbol.

... with the existing ones.

Traditional catching games.

Expand the relaxation and sensory play
area with more creative-sensory games
and activities.

Provide physically accessible materials.

Make the area and the games in it
cognitively and communicatively
accessible.

Have material to support sensory
accessibility in case it is necessary.

Results of the questionnaire:
Reading space, dance.
Student 1: ice hockey.

Student 2: trains and trams.

Reading space, dance.

Symbolic construction game with
tweezers.
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Target students 1 and 2

Both target students agree that they need communicative and cognitive accessibility.
The games that the other children are playing are explained in an accessible way,
a game about space is created and a storytelling is organised in the forest, accessible in

communicative and cognitive terms.

Figure 25. Target students 1 and 2

Storytelling
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Figure 26: Game taken from Patios y Figure 27: Storytelling
Parques Dindmicos book
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4. UNSOLVED CASE STUDY

To reinforce analytical and decision-making skills, we propose an unsolved case study (figure 28). Use
the guides (1-4), the support material provided at the end of the guides and the materials provided in
this guide to solve it. Please also try to justify your solution.

Figure 28: The pictograms used for the design of this environment are property of the Government of Aragon and have been crea-
ted by Sergio Palao for ARASAAC (http:/www.arasaac.org), which distributes them under Creative Commons License BY-NC-SA.

TARGET STUDENT 1 + 2

i‘}

Situation in the classroom. Two students do not usually participate in any games or play activities.
Analyse the situation and suggest possible solutions, suggestions, inspiration and methodology to
involve these two students in the game.
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ANNEXES



ANNEX 1. BREAK OBSERVATION SHEETS

ELEMENTS TO ANALYSE m

IS THERE SPACE FOR ACTIVE PLAY?

ARE THERE SPACES FOR SEMI-ACTIVE PLAY?
SPACES AND MATERIAL

ARE THERE CREATIVE-SENSORY SPACES?
ARE THERE SPACES FOR CONTACT WITH NATURE?

INTERFERING SENSORY ELEMENTS
PLAY ENVIRONMENT SENSORY ELEMENTS

SENSORY ELEMENTS THAT STIMULATE

STRENGTHS

STAFF

BARRIERS

AGENTS

STRENGTHS

STUDENTS

BARRIERS



STRATA 2 ELEMENTS TO ANALYSE m DESCRIPTION

MOBILITY

APPREHENSION
ACCESSIBILITY CHAIN

LOCATION

COMMUNICATION



_ OBJECTIVE KEY QUESTIONS DESCRIPTION

WHAT DO THEY DO?

HOW DO THEY DO IT?

TARGET STUDENTS
(THE ONES WHO FOR
THE WHOLE STUDENT VARIOUS REASONS WHERE?
BODY DO NOT PARTICIPATE
(GROUP OBSERVATION) ~ SPONTANEOUSLY IN
THE GAME)
WITH WHOM?
ARE THERE CONFLICTS?
ANALISIS DEL JUEGO
WHAT DO THEY DO?
HOW DO THEY DO IT?
TARGET STUDENTS
(THE ONES WHO FOR DETECTION OF WHERE?
VARIOUS REASONS T BT
DO NOT PARTICIPATE T
SPONTANEOUSLY IN
THE GAME)

WITH WHOM?

ARE THERE CONFLICTS?



PLAY EXPERIENCE

ELEMENTS TO
ANALYSE

TARGET STUDENTS

OBJECTIVE

PERSONAL PLAYING
LEVEL

SUPPORT NEEDS

MOTIVATIONS

KEY QUESTIONS

SYNCHRONOUS

ASYNCHRONOUS

CLASSROOM SUPPORT

THEMATICS

ACTIONS



Practical Guide to Play

ANNEX 2. DECISION MAKING SHEETS
1. ORGANISATION OF THE WORKING TEAM

How many members will make up the inclusive playgrounds team?

How many days a week will the intervention take place?

Who? Responsibilities? When can you help?

2. SHARING REGISTERED DATA

Sharing of playing and non-playing patterns

Proposal of games by zones

Play in contact with

nature




Practical Guide to Play

Sensory elements with a negative impact on learners?

Positive sensory stimuli that stimulate play? Touching textures, visual, auditory, proprioceptive elements,
etc.

Play awareness campaign for everyone

Creating or improving the accessibility chain

Noise cancelling headphones.

Switches.

Easy reading.

Accessible fonts.

Pictograms.

Video tutorials.

Photographs.

Communication technology

Support App: Tempus, DictaPicto, TEAyudo a Jugar.
Technology: ARASAAC, ARAWORD, PICTOSELECTOR.
Sensory elements such as game role markers (bells bracelet, tactile team markers, tactile zone markers...).
Student Agenda

Information Board




STUDENTS

TARGET STUDENT

Maintain, modify or create improvements in the recrea-
tional environment to make it physically, communicati-
vely, cognitively and sensorially accessible.

Recreational preferences questionnaire.

Keep in mind their group and individual preferences coin-
ciding with target students.

Information from target students:

Determine their optimum playing profile:

+ Preferred theme.
+ Preferred action.

Select games, recreational and sensory activities or crea-
te them to coincide with the information gathered.

Create the accessibility chain of the game or activity
itself, fitting it into the general chain of the playground.

ANNEX 3. SELECT OR CREATE GAME

ACTIVE ZONE SEMI-ACTIVE ZONE CREATIVE SENSORY ZONE



ANNEX 4. EVALUATION SHEETS

DOES IT STIMULATE ARE THE MATERIALS OBSERVATIONS AND SUGGESTED

SELECTED
PLAYFUL ACTIVITY? IMPROVEMENTS
PHYSICAL COMMUNICATIVE COGNITIVE SENSORY APPROPRIATE?

EVALUATION
1

ACTIVE ZONE

PLAY SPACES SEMI-ACTIVE ZONE

(GAME NAME)
(GAME NAME)
GAMES AND
ACTIVITIES
(GAME NAME)
(GAME NAME)
EVALUATION LEVEL OF PARTICIPATION
(1 corresponds to mere presence in the OBSERVATIONS AND SUGGESTED IMPROVEMENTS
2 | playground - 4 corresponds to maximum
F. \ participation and enjoyment)
(TARGET STUDENT
REFERENCE) 1 2 3 4
(TARGET STUDENT
REFERENCE) 1 2 3 &
(TARGET STUDENT
REFERENCE) 1 2 3 &
(TARGET STUDENT
STUDENTS REFERENCE) 1 2 3 4
1 2 3) 4
REST OF STUDENTS 1 5 3 4
(score as a group)
1 2 3 4

. . ) . ) Author pictograms: Sergio Palao . Source: ARASAAC
Evaluations to be carried out by the teaching staff Evaluations to be carried out by the students (http:/arasaac.org) License: CC (BY-NC-SA) Property: Gobierno de Aragén
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ANNEX 4. EVALUATION SHEETS

EVALUATION
3

COMPETENCE IN COMPETENCE IN OBSERVATIONS AND/0
PROVIDING SUPPORT CONFLICT RESOLUTION PROPOSAL FOR IMPROVEMENT

(TEACHER
REFERENCE) 1 2 3 4 1 2 3 4 1 2 3 4
(TEACHER
PERCEIVED REFERENCE) 1 2 3 4 1 2 3 4 1 2 3 4
TEACHER
COMPETENCE (TEACHER
SCALE REFERENCE) 1 2 3 4 1 2 3 4 1 2 3 4
(SELF-
PERCEPTION) (TEACHER
REFERENCE) 1 2 3 4 1 2 3 4 1 2 3 4
(TEACHER
REFERENCE) 1 2 3 4 1 2 3 4 1 2 3 4

EVALUATION OBSERVATIONS AND SUGGESTED IMPROVEMENTS

4

(write or adult transcribe)

(NAME AND/OR PHOTO)

(NAME AND/OR PHOTO)

TARGET STUDENTS

o ; (NAME AND/OR PHOTO)
(Individual Evaluation)

(NAME AND/OR PHOTO)

STUDENTS
(NAME AND/OR PHOTO)

REST OF STUDENTS

Author pictograms: Sergio Palao. Source: ARASAAC
(http:/arasaac.org) License: CC (BY-NC-SA) Property: Gobierno de Aragon

Evaluations to be carried out by the teaching staff E Evaluations to be carried out by the students
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Practical Guide to Play

ANNEX 5. SUPPORTING MATERIAL

The learning cards contain the necessary explanations of games for individual and group sports and phy-
sical activities both in the classroom and in the gymnasium or outside in the playground.

r FundaciénRafaPuede p E:Ln:e y
Rafael Moreno Villar Dindmicos.
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1ST THE WHITE BALL IS THROWN.
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_/
<

\-}RD THE PERSON WHO THROWS THE BALL CLOSEST TO THE WHITE BALL WINS. /

*Author pictograms: Sergio Palao Source: ARASAAC (http://arasaac.org) Licence: CC (BY-NC-SA) Property: Government of Aragon
*Game Author: Patios y Parques Dinamicos ® Gey Lagar.

Figure 29. Example of an accessible Boccia sport sheet
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Proposal of games:

CAP COLLECTION GAME.

plastic caps and chalk.
Objective: to collect the caps in teams.

The explanation of the game, in addition to being oral, should be done in pictographic form and, if neces-
sary, in Braille and signed.

Reasonable adjustments should be made according to the personal characteristics of the participants
(mobility, vision, etc.).
How to do it:

1. Acircle is drawn.
Caps are thrown into the circle.

The students who are going to play are divided into two teams and given a coloured badge (red
team and green team).

The players must be barefoot.

5. At the starting signal, the students who are taking part collect the caps with their toes and take
them to their team’s area.

The game ends when there are no caps left.
7. The caps are counted to see who has collected the most.

FRISBEE MATCH GAME.

:a frisbee and two benches or other elements for the goal.
Objective: to score goals with the frisbee.

The explanation of the game should be not only oral, but also pictographic and, if necessary, in Braille
and signed.

Reasonable adjustments must be made according to the personal characteristics of the participant
(mobility, vision, etc.).

Development:

1. The students who are going to play are divided into two teams and are given a coloured badge
(blue team and yellow team).

The people in both teams are seated on the floor and can move around in a seated position.

The Frisbee must be thrown on the floor.

When a person has the frisbee, he/she has 5 seconds to make the passes and throws.

The goalkeeper can sit down and lie down to avoid a goal being scored

uiEWwN

COOPERATIVE GAME COLLECTIVE CHAIR
boys and girls.

Objective: to sit down.

The explanation of the game, as well as oral, must be done in pictographic form and if necessary in Braille
and signed.

Reasonable adjustments must be made according to the personal characteristics of the participants
(mobility, vision, etc.).
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Procedure:

1. Standin acircle very close together, all the people facing in the same direction.

2. One person gives the signal to start the challenge.

3. Allthe participants bend their knees to sit on the person right behind them, keeping their balanc.
Explanatory video:

https:/voutu.be/R7Hgt7K57R0

BUILDING WITH PAPER GAME.

sheets of paper.
Objective: to build a figure with paper (boat, hat, bird, etc.).

The explanation of the game, in addition to being oral, must be done in pictographic form and, if necessary,
in Braille and signed.

Reasonable adjustments must be made according to the personal characteristics of the participants
(mobility, vision, etc.).

How to do it:

1. Getinto pairs.

2. Take a sheet of paper.

3. Decide what you are going to build.

4. Each person builds with only one hand.

Variable: a person can build without seeing, with their non-dominant hand or without hands.

SAY IT FIRST!!!

a blanket or large cloth.
Objective: to say, sign or point to the name of a person quickly.

The explanation of the game should not only be oral, but also done in pictographic form and, if necessary,
in Braille and signed.

Reasonable adjustments must be made according to the personal characteristics of the participant (mobility,
vision, etc.).

How to do it:

Two teams are organised and given a coloured badge (blue team and yellow team).
Each team takes its place (marked with a coloured badge).

Two people hold a blanket or cloth between the areas of the two teams.

Each team will line up on both sides of the blanket.

i B WwN =

When the blanket is lowered, it is the turn of the two people at the front of the line to say the name
of the other person.

The team that says the name first wins a point.
7. Continue taking turns.



https://youtu.be/R7Hgt7K57R0
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HUMAN KNOT GAME

nothing required.
Objective: to undo the knot.

The explanation of the game, in addition to being oral, should be done in pictographic form and, if necessary,
in Braille and signed.

Reasonable adjustments must be made according to the personal characteristics of the participant (mobi-
lity, vision...).

How the game is developed:
1. The players stand in a circle.
2. They hold hands and create a knot between them.
3. Move to untangle the knot without letting go of the hands.

https:/es.wikihow.com/jugar-al-nudo-humano

BALL RACE GAME

ball.
Objective: to be the first to reach the finish line.

The explanation of the game, as well as oral, must be done in pictographic form and, if necessary, in Braille
and signed.

Reasonable adjustments must be made according to the personal characteristics of the participants (mo-
bility, vision, etc.).

How to do it:
1. Several teams are organised.
2. Each team lines up at the starting line.
3. The first person passes the ball to the second person between the legs.
4. The second person passes the ball to the third person over the head.
5. Continue alternating the two ways of passing the ball until it reaches the last person in the line.
6. The last person in the line runs to the front of the line and passes the ball to the second person

between the legs.
7. The game continues until one team reaches the goal.

ROCK PAPER SCISSORS GAME
nothing.

Objective: To defeat your opponent

The explanation of the game, as well as oral, must be done in pictographic form and, if necessary, in Braille
and signed.

Reasonable adjustments must be made according to the personal characteristics of the participant (mobi-
lity, vision, etc.)



https://es.wikihow.com/jugar-al-nudo-humano
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Patios y Parques
O %7 Dinamicos.

ROCK PAPER SCISSORS GAME

Example of an accessible visual sheet:

& @ o3~ e

ar BN % S ket

«Author pictograms: Sergio Palao Source: ARASAAC (http://arasaac.org) Licence: CC (BY-NC-SA) Property:
Government of Aragon
*Game Author: Patios y Parques Dinamicos ® Gey Lagar.

Figure 30: Visual sheet of the game Rock, Paper, Scissors from Patios y Parques Dinamicos program.

LETTER FLOOR GAME, NUMBER FLOOR GAME

Basic material: Letters and numbers made of rubber or cards.
Objective: To collect the same letters or numbers.

The explanation of the game should not only be oral, but also pictographic and, if necessary, in Braille and
signed.

Reasonable adjustments should be established according to the personal characteristics of the participant
(mobility, vision...).

How it is done:

1- The letters or numbers are placed in two areas.

2- Organise pairs.

3- Collect the numbers from the smallest to the largest or other variables.
Variables: instead of letters or numbers, use thematic images, symbols, emoticons...

GROUP SQUARE GAME (Jesina & Wilder, 2002)
Basic material: A rope and masks.
Objective: FTo form a square with the rope.

The explanation of the game should not only be oral, but also pictographic and, if necessary, in Braille and
signed.

Reasonable adjustments should be made according to the personal characteristics of the participant (mo-
bility, vision...).

100
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How to do it:
1- Allong rope is stretched out on the floor.
2- The participants put on a mask.
3- All the participants form a square with the rope.

4- The participants take off the mask and check the result.

Variables: make other geometric figures, letters, numbers...

RUNNING UNDER THE ROPE GAME (Jesina et al. 2020)

Basic material: A rope.
Objective: To run under the rope without touching it

The explanation of the game should be not only oral, but also pictographic and if necessary in Braille and
signed.

Reasonable adjustments should be made according to the personal cha-
racteristics of the participant (mobility, vision...).

Development:

1- One or two people move the rope by swinging it above or at
ground level.
2- The other people pass underneath or jump over the rope as
appropriate.

Variables: passing in pairs, the whole group, some people blindfolded and others not...

WEBSITE LINKS:

https:/arasaac.org/

https:/www.youtube.com/watch?v=kGWohf1zFU4)

https:/www.performancehealth.com/articles/7-fun-parachute-games-for-all-ages-toddlers-to-seniors/

https:/www.rookieroad.com/boccia/what-are-the-rules/

https:/www.pinterest.es/patiosyparquesdinamicos/juegos-y-pictogramas/

https:/www.youtube.com/watch?v=-Myxv5225mQ&t=591s

https:/es.wikihow.com/jugar-al-nudo-humano

https:/www.segurosmeridiano.com/guia-juegos

App de apoyo: Tempus, DictaPicto, TEAyudo a Jugar.
» Tecnologia: ARASAAC, ARAWORD, PICTOSE-LECTOR.



https://arasaac.org/

https://www.youtube.com/watch?v=kGWohf1zFU4)

https://www.performancehealth.com/articles/7-fun-parachute-games-for-all-ages-toddlers-to-seniors/

https://www.rookieroad.com/boccia/what-are-the-rules/

https://www.pinterest.es/patiosyparquesdinamicos/juegos-y-pictogramas/

https://www.youtube.com/watch?v=-MyxvS225mQ&t=591s

https://es.wikihow.com/jugar-al-nudo-humano

https://www.segurosmeridiano.com/guia-juegos
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