Accommodating learners with barriers

* Visual and auditorﬂ Percept.ioni The learner can r‘ecognise and interpret, information IOH using
the senses of sight and hear‘ing.

Some ideas to suPPort. learners who find it. dif ficult to recosnise and interPret information using sisht and hearingi

e  Usethe dot,tH Pot,terns, Pesloocrds and Posters in the Grade R Resource Kit. 2015. These activities r‘ec[uir‘e the learner to
ccrefu"ﬁ observe and act on visual information [inPut].

SPeqk c|eor|3 and at a re3u|qr pace (not too fast, nor too s|ow|3]. Keep instructions simp|e. More comP|ex instructions should
be broken into bits so that the learner can resPoncI to and act on the information he/she hears.

* Visual and audit,ora figure-groundinsi The learner can extract, the most, imPortqnt sigl’mts and
sounds in a |ood3 of information.

Some ideas to suPPort learners who find it difficult to recognise and extract the most. imPortant. sishts and sounds in a bod3
of information:

*  Games which demand ﬂsure-grouncl PercePt.ion include Puzz|es, dominoes and board games like ‘Snakes and Ladders’

Pen and paper activities such as simP|e mazes and follow -the -line activities also he|P. Learners can trace the mazes and lines
with their Fingers.

Make a short (30 -40 second] taPe recorcling of various simultaneous sounds — for examP|e, acar hoot,ing, car engines
revving and a bicac|e bell. P|03 it to your learners, then ask them to tell you how many sounds theg could hear.

* Visual and cuditor'g discrimination: The learner can recognise the difference between a

number of ol?jects [visuo| discriminotion] or a number of sounds (auditor‘a discr‘iminction).

Some ideas to suPPort learners who find it. dif ficult to r-eoosnlse the difference between obJects or sounds:
Anﬁ game or GCtIVItH that demands careful visual attention is a good visual discrimination exercise. Place a busH Plcture,
such as the Posters in the Grade R Resource Kit, 2015, in a c|ear|3 visible P|ace Ask your learners to find SPeCIf‘IC items in

the Picture,

O P|03 music in the background and ask your learners to Perform various actions — for examP|e: "Walk to the door, turn
around twice, then skip back to me.” This is also a good quditorg memory qctivitg.

L]

Sit cluiet|3 and ask learners to identifﬂ specific sounds in the environment.



