The iMPONl‘an&Q 0 /a(ay and how

o use games in the classroom

CREATIVE PLAY

Inthis tuPe of quu, children work with any media available

often mixing them to create a desired effect or ol:?ject.

W|'\3 creative P|°3 is imPortanti
This t’HPe of P|03 allows children to express their fee|ing and

ideas in a scfe, non -tnreqtening way.

What you can do:

Provide oPPortunities for creative exPression. In the creative |earnin3 areaq, P|ace Paint, crayons,
Penci|s, Paste|s, foil, ce”opnane (from sweet wraPPers] and dif ferent sized and textured papers.
Mode”ing c|03 can also be Put out. Make sure to alternate the materials —if too many are Put out
at once, this could be overw|'1e|ming for some children and lead to boredom in others. Place PuPPets

in the recding corner.

Musical instruments and tcped music can also be P|aced in the creative |earnin3 area, but this
can be cluite noisH so make sure it fits in with the other activities You have P|onned and is not
too disruptive. (It is ProbaHH best to keep your musical activities for the music -and-movement,
slot Providecl forin your dai|u P|anner. Set aside five minutes during these sessions for

unguided experimentation.)

CONCLUSION

While the c|qi|3 P|onner sets aside sPecific time for outdoor P|03 and music -and -movement,
activities, the other activities mentioned here can all be incorPoroted into learners’ work time.
While You are working with a small group, the other learners will be moving about, Free|u between
the different, |eqrning areas you have set, up. The activities You prepare and the materials you
P|oce in these areas should encourage all sorts of different, quﬂ' Inother words, \Pldﬂl should not,
Just be a series of unstructured, random activities — nor should the activities You set up for work

time be over|u structured so that, the element of quﬁ is lost..



