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& Through the subproject “The wheel of emotions” we
have wanted to practice in different types of activities
what the children have already learned about basic
emotional conditions.

m We set ourselves a purpose to understand:

1. The extent to which the children are able to recognize different emotions -
joy, anger, sadness, aggression, scare, ect.?

2. The extent to which the children are able to control and to manage and to
turn a negative emotion into positive one?

3. Are the children able to establish positive interactions with children and
adults?



In our research we used the game most
as a favourite activity from the children.
We used different types of games — touch
games, music games, fun games, puppet
theater, drawings.

During the games we have observed:

1. Whether the children know the rules and how the
children carry out and follow them in the game?

2. What is the role of the child in the interaction with the
other children (active or passive)?

3. How problems are solved when they occur?
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p we have played the game “Wheel of the emotions” — a child spins
tions on it. With the help of the teacher the child tells what
how the character feels, what caused this emotion. The rest of
the stick with an emoticon on it — happy or sad,

| condition of the character.
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With age group the children have played the game: “Emotional carousel”, which
i@ was the children to realize the opportunity of changing their emotional

gh change in the behavior. The children have to seek out alternative

Sehanges to change the outcome of the story and a change in the

emotional condition.
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condition.



have played the music game “Magic box of emotions” with
the emotions expressions — from depiction and exercise
gh imitation of an emotion.



nd the children hand over the box hand in hand. At some
d, in which hand is the box, stirs inside and removes
oticon. Denominates the emoticon. Simulates the
emotion.
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