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Based on result from user-testing, my vision for designing a child participation toolkit, made for the context of SWKGroep is designing tools based on the theory
of Contextmapping, the theory of Multiple Intelligences and visualizing through explanation cards.

By doing so, the tools will help discovering the wants and needs of the children at the after school child care, they will support the Pedagogical Employees in,
independently, doing this form of participation and make sure that all children are involved and are able to discover and articulate their latent knowledge.

Contextmapping theory

The theory of Contextmapping will support the
children in, step by step, discovering and
articulating their latent knowledge by thinking
back about their experiences and reflecting
on it.

Thinking back and reflection will take place
during a generative session, in this case the
participation session. This session needs to be
prepared and afterwards the results need to
be analyzed. (kistemakers., n.d.)

Explanation Cards

By visualizing the tools through explanation
cards, the Pedagogical Employees are
supported throughout the whole process.

The Pre-made tools support them in the
preparation, the explanation cards support
them during the session and the cards will
highlight where to pay extra attentfion to while
making notes, this will support them in getting
valuable results for analyzing.

Theory of Multiple Intelligences

Gardner's theory of Multiple Intelligences is a good
approach for involving all children in the
participation sessions.

This theory states that every child has all
inteligences as shown in the Figure below.
However not every inteligence has the same
strength for every child. E.g. some children could
be better in expressing themselves visually instead
of verbal. This is different for every child and
therefore, to include all children, the exercises
should focus on different inteligences so the
different children can express themselves in
different ways. (Brualdi Timminns, 1996)

Prepare
During the preparation,
the topic of research is
defined and
generative tools and/or
a generative session is
prepared.
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Generative Session
During the generative
session, tools are used to let
the participants think back
about their experiences
and, step by step, let them
reflect on these
experiences. In doing so
they can discover their
latent knowledge and the
tools will help them
articulate this knowledge.
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Analyze
The results retrieved from
the generative session can
be analyzed in order to
make the latent
knowledge explicit and use
it for follow-up steps.
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Children are good in expressing
themselves through language. This
could for example be by talking or

writing.

Children are good in expressing
themselves musically. This could for
example be by writing a song or
playing music to remember things or
express how they feel.

Children are good in expressing

themselves visually. This could for

example be by painting, crafting
or building things.

Children are good in expressing
themselves logically. This could for
example be by giving arguments,

having discussions or finding
patterns.

Children are good in expressing
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Interpersonal Children are good at understanding
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and interacting with other children.

& Children are good at
Intrapersonal : understanding themselves and
Intelligence O reflecting on themselves and their

N

skills.

When using this approach in the development of the participation tools, several conditions
should be kept in mind. Besides these conditions, also interesting opportunities were
discover during user-testing which are valueble to use during ideation. The following pages

provide an overview of these insights,

Brualdi Timminns, A. C. (1996). Multiple Intelligences: Gardner’s Theory.
Practical Assessment, Research, and Evaluation, 5(10). Refrieved from https://doi.org/10.7275/7251-ea02

Kistemaker, S. (n.d.). Context mapping in de praktijk. Refrieved from

https://studiolab.ide.tudelft.nl/studiolab/contextmapping/files/2013/01/RI9-body.pdf
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By repeating the same exercises more often, the
children will get used to it. They will get better at
expressing themselves. Since the children are best at
recalling recent memories, it is possible to repeat the
exercise more often while letting the children reflect on
different memories every time.

When children are asked to name the best or worst
experience they had, they will probably name
something that happened very recent. This is no
problem during participation, as long as they can
recall why this experience was so positive or negative
fo them then it doesn’'t matter if it is actually the best or
worst experience they ever had.

The children can spend as much time on the
assignment as they want. It doesn't matter
how detailed they make it, as long is it
challenges them to thick back about their
experience. In this way more details can be
added through asking.

The children have more fun when telling a
fantasy story. They could for example tell a
fantasy story and the PE can do random
interventions which are connected to the topic
of research. In this way the story can stay
abstract, while staying connected to the topic.
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Forced fit lets the children think beyond the
obvious examples. They come up with more
creative examples which they wouldn't have
thought of in the first place. By doing so, a wider
variety of examples is created.

If there are moments where children experience
difficulty in the assignment, it can help to let them work
together during this step they can help each other,
discuss with each other and hitchhike on each other’s
ideas.

Children find it easier to recall positive memories.
Therefore this is good to start the exercise with before
asking about negative memories. This to let the
children get started and talking.

Emoji's are a good way to do reflection in very small
steps. By choosing an Emaji, the children have to think
further than positive or negative. Why did they experi-

enced it negative? Were they angry or sad etc.
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The children don't necessarily need to have
In someone

experienced the situation to reflect on it. If they
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e e children reflect on the story from someone should guide the PE in what to pay attention to, but
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children who were acting really liked that the
others would guess what they did. Also this

provided a great opportunity for the PE to take

notes and hear the story another fime.



Analysis

When children show their work in between, there are

still multiple moments where the PE has to wait. These

. moments can be used to do initial analysis already. This
in between can be a quick analysis, just to make sure they do it

when all their insights are still fresh
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Time for
Notes

The notes taken during the participation assignment

are very important. Therefore, the PE should get

sufficient time during the session to fake notes and it
should not be rushed

O m Some children are very enthusiastic about what
Taking notes {2) ‘rhey made and want to show it often to the PE.
at multiple This are gpod moments to already start making
moments '

notes, since the children are excited to talk
about their work. In this way not all children have
to discuss their creations at the same time

Discussion as

The discussion can be made info a separate
M
activity

activity. E.g.: the PE could hang the different
example situations in the BSO. During the eating
moment the children can pick one and discuss it
They can continue if they want. Also the
information can be added and extend over time
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Growing
Information over
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Guiding O
Questions

Noft all results have to be useful directly. Also
partly useful results can, over fime, grow to a
valuable set of results which then can be

analyzed.

Giving the PE questions they can ask during the
participation helps them to gather interesting insights.
However it is better to give a direction in questions
instead of formulating full questions. In this way the PE
can ask the question that fits best within the context
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Verbal
Explanation

Highlight
Information

When keeping the card clean and minimize the
amount of info it is easy to quickly read through the
card and have a good idea of what to do.

Including pictures onto the explanation sheet will help
to quickly get an overview of how the fest set-up will
look like.

Children prefer verbal explanation over explanation
cards. They will ask for further explanation without
reading the card. Also, verbal explanation provides the
children with the opportunity to ask questions.

It was clear for the PE where to pay attention to during
the performances, the EC helped in pointing this out.
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It is important that all important information is printed
on the same side in order to get a clear overview.

The examples are a good addition in order to get a
better understanding of what exactly is meant at every
step.

It is befter to have less info, but important info on the
card. If you want fo include too much info, it will not be
read and therefore have the opposite effect.

The card shouldn't be too complex. It should be easy
fo remember, so the PE can explain it to the children
without actually having to use the card during the
explanation. This will make sure the explanation goes
smoofthly.



Every child is different and therefore it is important to have a varied toolkit, which
has its focus on different intelligences/skills. However, also every individual tool
should not be focused on just one inteligence. There are different ways to
approach this.

1.

Several versions of the same tool, every version focusing on another
Intelligence or skill. The different variations can be done at the same
day or distributed over several days, in this way the child can choose
the one they want to participate in. E.g. on Monday there is an activity
involving acting. Tuesday there is the same assignment, but now
instead of acting the children can do drawing.

One tool on which all children will work on the same time, but within
the assignment there is the possibility fo choose which Intelligences/
skills to use. E.g. at one point during the assignment the children need
to share a positive experience. The children can choose themselves
how they want to do this, some might tell it while others create a comic
strip.

When there is an assignment that specifically makes use of 1 Inteligence/
skill then it is important that the children have freedom in how to apply
this. E.g. if all children are asked to make a comic strip, then the main
focus is on drawing. However, the children can choose if they add

details in the drawing itself or maylbe write text in it or if they just want

to talk to support their drawings.

If it is a group assignment, there is also the possibility to use different
Intelligences throughout the assignment. In this way the children can
choose at which moments they want to contribute. E.g. the first part of
the assignment is focusing more on drawing and the second part is
focusing more on acting. Now the child can put more effort into the
parts they like the most and as a group there will be put effort into every
part.

In this way the children get the opportunity to choose to express themselves in a
way which they feel most confident with, which they are best at or what they
simply enjoy the most.
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Conquer

Giving guidance fo the children helps them to think in
a specific direction. However, giving foo much
guidance works demotivation, the children want to
choose themselves how much effort they put into the
assignment.

A good way to avoid peer pressure is by asking the
children for personal stories/experiences. The children
like to share their own stories and therefore will not
copy each other’s stories.

There are some Intelligences/skills which are enjoyed
by all children. These can be used as icebreakers to
get all children involved and exited about the
assignment.

When you want children to use specific elements, it
works fo let them conquer them instead of assigning
them. When they conquered it themselves they will be
happy with it and it doesn’t really matter what the
others have.
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Having tools for different situations makes it
possible for the PE to choose a suiting tool. For
example based on the energy level of the
children or the weather outside.

Not every child has o do all assignments exactly
at the same time. The BSO offers the opportunity
to spread it over multiple days, in this way the
children don’t have to wait on each other.

By letting the children create personal
characters, also interesting insights can be
collected. What characteristics or tools do they
give fo the character and why did they do this?
This can be done both through acting orin the
puppet show.

To keep the children motivated it is important that they
don't have to wait a lot in between the exercises.
When this happens they start to get bored or annoyed
and don't want to continue later on anymore.
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The tool doesn’t necessarily have to lead the
whole assignment. If the tool can start
conversations which lead to natural talks about
the topic, this would be a great way of doing the
participation.

Children will get more motivated for the
assignment if it contains elements they recognize
and have a positive association with.

The PE knows the children very good and therefore they
also know which children are good at working fogether
or who might need more help. This kind of knowledge
can be used when making the groups. E.g. give exira
aftention to the child who needs more help or put them
in a group with children who don’t need help.

By doing the assignment individual and letting the
children come to the PE the moment they are finished,
made sure that all children had a conversation with the
PE. Also the shy children who didn't like to speak in the

group could have a chat with the PE.
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By letting the children work individually, they can alll
work on their own story. However, by placing them
together at one table causes them to discuss with
each other and tell about their stories to the other. This
is a opportunity for the PE to start making notes
already.

When you want more variation in e.g. the kind of
stories, it helps the children to have this variation
more tangible. So for example having the
different emotions/characters/etc. tangible in
the room helps the children to see if there is one
thing they are sfill missing out.

The children felt more confident to talk when sitting in a
circle instead of standing. This is less intimidating for
them.

Some children find it easier to respond on someone
else’s story rather then starting to tell a story
themselves. By having this opportunity, also the shy
children are more willing to join the conversation, by
responding on someone else’s story.



Insights: Toolkit in general 3/3

ﬂ Different props can be used to help children express

Character their thought e.g. connecting them to different

P characters etc. If the props would be used more often,
rops the children will get used to them and it will become

easier to use them.



