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1. Tactile Markers

Tactile Markers are placed on door jams/walls to identify rooms, as well as on cubbies or chairs to indicate a specific person’s space, etc.  Tactile markers can be made out of any texture and can be cut into any shape.  For most students, tactile markers are two-dimensional texture/shapes that are approximately 2 - 3” large. (See notes: “Favorite Textures and Shapes”.)  Tactile Markers can be 3- dimensional objects for students (typically multihandicapped students or delayed students) that are not motivated or can not relate to 2-dimensional markers.  Try to choose materials that come with a sticky back but that are not permanent – most schools want to be able to take the markers off the walls sometime in the future!
2. Tactile Cards

Tactile Cards can correspond with Tactile Markers.   Tactile cards are used in a variety of activities to teach a variety of sequencing, routes, spatial concepts, etc. Tactile Cards are placed on foam boards that are cut into 3x3” squares.  Use various textures and shapes (one per card) that correspond with the Tactile Markers.  Also make Tactile Cards to represent specific hallways.  Hallway Tactile Cards are also on 3x3” foam squares and use smaller textures to represent something in that specific hallway.  In addition to the smaller texture (which is placed at the bottom of the tactile card), add two foam rectangles (to represent the walls on both sides of the hallway) with a finger space between the foam (space represents that actual hallway).  (Example: to make the “office hallway” tactile card, place a small Velcro circle (representing the office) at the bottom of the card.  Above the Velcro circle, place a rectangular foam piece on either side of the Velcro (with a finger space between the rectangular foam pieces – this represents the hallway).  Directional Tactile Cards indicate the direction (straight ahead, left or right) along a route.  Use 3x3” piece of foam board.  Use “slick paint” (or puffy paint – both are craft paints) in a line with an arrow at the end.  The Straight Ahead Arrow is a straight line with the arrow facing the top of the 3x3” card.  The Left Arrow starts as a straight arrow, and then makes a 90 degree turn to the left, with the arrow facing to the left.  The Right Arrow starts as a straight arrow, and then makes a 90 degree turn to the right with the arrow facing right.  Many schools have “open” double doors or “closed” double doors (metal fire doors within the school).  Additional Tactile Cards can be made to represent these doors (which are often landmarks within the school).  On a 3x3” foam board, use Rainbow Tape to represent the metal double doors.  Two horizontal lines in one straight line across the foam square (with a slight gap between them) represent the “Closed Double Doors”. Two vertical lines (one on the left side of the foam board and one on the right side) with a large gap between them, represents the “Open Double Doors”.
Hint: Print the specific name or landmark on each card, so that you consistently call the card by the same name. Be sure and Braille the name as well (great pre-Braille exposure!)
3. 3-Dimensional Cards / Tactile Center Cards 
Tactile Center Cards are used with delayed students that are not motivated/interested in 2-dimension tactile cards or that have trouble correlating that the 2-dimensional card represents an actual location or landmark.  Tactile Center Cards are typically made with 3x3” foam boards (unless objects dictate a need for a larger card).  Center Cards use real objects or parts of real objects to represent a location.  Initially, Center Cards are used to represent the familiar centers within the classroom.  Objects, such as a Lego or block (block center), silverware (kitchen center or snack table), puzzle piece (puzzles), feather (sensory table), paint brush (art table), Brailled words (writing center), etc. are hot glued onto individual foam boards.  These students often need repetitive lessons, rote routes, etc. to be successful.  Start with a center that the student is particularly interested in.  Play “Hide-N-Seek” and place the card along the edge of the table.  Encourage the student to “reach out” and find the card.  Eventually start the student several steps away from the card and encourage her to “trail” and find the card.  Use “backward chaining” and guide the student to locate the table then trail the table to locate the card.  Add another center card to a new center.  Make two sets of the center cards, so that one card can be placed at the center and the other card can be handed to the student so that she can “match” the card.  (This will help her know which center or card she is looking for.  With a student that is unable to express what she wants, Center Cards can be a great way to open up communication.)  Once a student understands the concepts, basic maps or routes can be introduced using two or more Center Cards.
4. Mystery Maze I: 

Travel the route saying landmarks out loud as you go. Afterwards, pick out cards that are along the route (discarding cards that are not on that route). Put cards in rows according to hallways (everything in kindergarten hallway in the bottom row; everything in cafeteria hallway in the top row). Then put cards in sequential order. 

Arrows are always followed by name of hallway. (Students can easily do the tactile mystery maze; although, they are often not able to give verbal directions of same route without Tactile Cards.)

5. Mystery Maze II

Place room/landmark cards in a container.  Place arrow cards (and additional directional cards such as “open” or “closed” doors) in a second container.

Ask student to pull out three room/landmark cards.  (Place cards face down in container and remind student to pull out the first cards she finds – do NOT pick through cards) Ask student to pull out at least one arrow/directional card.

Have student identify the cards. Determine the “starting” and “ending” locations.  Then add third room/landmark card and arrow/directional card in order to make a route.  Student should verbalize route prior to walking it. Have student walk route and as she reaches each goal, have her verbally name each room, landmark, direction, etc. that corresponds with the tactile cards.

Note: Can make routes more complex by choosing more cards, adding hallway tactile cards, etc.  Students love to become “teachers”, so be sure to have O&M instructor do the activity as if she were the student!  (O&M instructor can also travel route using a cane and VI student can go Sighted Guide)

6. O&M Bingo

Make foam board in the shape of a square. Take Rainbow Tape (magnetic tape) to mark off squares (I used 4 X 4 or 16 total squares for kindergarten Bingo; can also do 3 X 3 and do Tick Tack Toe) Glue on one texture in each square.  (Textures correlate with tactile door markers or textures on a map) Also make one set of tactile cards with same textures (Tactile Cards are on 3X3” foam boards). Use masking tape to “mark” called Bingo textures.  (Recommend tearing off masking tape and placing tape along the edge of the table so that student can independently pick up the piece of masking tape and place it on the Bingo texture.)  O&M Bingo can be played with individual student or multiple students.  One student can pull out texture cards and identify card by naming location (Office, VI Room), name hallways (kindergarten hall, cafeteria hall), directions (puffy paint to make straight, left or right arrows) or landmarks (stairs, open double doors, closed double doors).  Other students will have to remember that the office is represented by the Velcro square, and then the student will have to locate the Velcro square on her Bingo card,  and then mark that square with masking tape.  
Students will learn to check for 4 marked textures in a row (up and down, across, 4 corners, diagonal).  They can anticipate what card they still need to make a Bingo, etc.

If playing with multiple students, make sure that the textures are in different order on each card!

Bingo teaches spatial concepts, systematic searching/scanning, map skills, socialization skills, etc.)

7. Where am I?  (Verbalizing routes)
Have student verbalize a route.  If there are “blanks” in the directions, walk the route and discuss landmarks, turns, etc.  Work on using DESCRIPTIVE words (such as the “wooden door”, “metal door”, “open double doors”). Give specific directions such as “trail wall on right to find the carpeted hallway”. Have the student review the route with her instructor, and then tape record verbal directions. Be sure to encourage naming hallways, turns, landmarks, etc. Go back and follow the route EXACTLY (O&M can exaggerate mistakes or the lack of clear directions.) Kids love for the O&M instructor to use a cane and follow the route. (Have student go sighted guide, so that student has to listen to auditory clues from instructor’s cane.  Most students are able to make the correct turns, etc. when walking the route, but are NOT able to verbalize landmarks, turns, etc.)  Re-record the ACCURATE route. Have another person (student or adult) listen to tape and anticipate destination.  Have another person follow the directions to the destination.

Additional activities:  Exchange tapes with another O&M student (or instructor’s tape).  Anticipate destination and/or follow directions on someone else’s tape.

Re-record directions as student walks routes (make sure you can hear cane taps, student vocalizes landmarks, real sounds in hallways, etc.  Tape recorder will pick up the sounds of passing kids in classrooms, bathroom echoes, cane taps change when floor surfaces change, doors shutting, etc.)  Helps reinforce time and distance skills.
 O&M instructor can record (without verbalizing) natural sounds on routes (instructor should use cane taps for additional auditory clues) and the more advanced student can figure out route.  Instructor can reinforce listening concepts, sequencing, etc. by using tactile cards along with tape recorded directions. O&M instructor can record a familiar route.  Student listens to route and figures out destination.  If unable to anticipate destination, the student can walk the route following each direction (shut off tape recorder after each direction.)  If a (multihandicapped) student is unable to record their own route, have the student follow instructor’s recorded route.  When reaching the destination, have student record one word destination such as “office”.

8. Easter Egg Game (orientation game)
If student is a Braille reader, on a sheet of paper, Braille various destinations and/or landmarks that can be found in the school (office, water fountain, gym, kindergarten class, etc.).  Cut out each Brailled destination.  Be sure to cut the top right hand corner of each piece of paper (for ease in determining which way to hold the Brailled paper).  (Hint: print the destination on the Brailled sheet so that you can easily read the paper as the student is reading the Braille).  Place one Brailled destination and a piece of candy (such as M&M) in each plastic Easter Egg.  (Hint:  If possible, use Easter Eggs that have the plastic piece that attaches the two parts – it is much easier for a blind child to put the egg back together.)  Place all the eggs in an Easter Basket.  The student will pick one egg at a time.  If the egg rattles when shaken, then the student has NOT opened that egg.  The student will read the Brailled destination, determine an appropriate route and will then travel to that destination.  The student may use short cuts or can determine which water fountain, etc. is the closest to her current location.  If the student is able to travel successfully to the destination, she can then eat the candy in that egg.  (Can use wrapped candy and have student take the candy home.)  Eggs that do not rattle have already been chosen.  
If the student is NOT a Braille reader, place Tactile Marker to indicate destination.  (Many multihanicapped children are motivated by the candy reward and will quickly catch on to this game using tactile markers.)

Hint:  If the student does not have color vision, you can place the final destination (back to student’s home classroom) in a different colored egg, so that you can “encourage” the student to choose that egg last.

Game can be adapted for business routes or sidewalk/street travel.  (Example:  Wal-mart routes could include various departments such as Pet Department, Health and Beauty, Shoes, etc.; Sidewalk/street travel could include NW corner, specific name of street, stop sign, address, name of a store along the route, etc.)
9. Door Bell Game  (auditory localization and orientation game)
Purchase a small, wireless doorbell from any home improvement store.  Let the student examine the wireless door bell and touch control.  Have the student push the button to activate the door chime.  Tell the student that you are going to play a game similar to “hide and seek” with the door chime.  Have the student sit in a familiar area while the teacher hides the door chime.  (Be sure to walk to various areas while hiding the chime – to keep the student from using your movement as a hint!)  Have the student activate the chime and point to it.  Ask the student to describe the direction (left, right, straight ahead, behind).  Ask the child to guess where the doorbell is (example in the kitchen center, on the bookshelf, by the door, etc.)  Have the student locate the door bell.  Student may ring the chime again, if needed.
Have the child sit or stand in the middle of the intersection.  (If standing, have the student place her back against the O&M instructor to maintain a line of direction.)  The O&M instructor will place the chime a few feet away in one of the hallways.  (Be sure to walk in a circle around the student so that the student has to listen for the chime!)  Ask the student to activate the chime, point to the chime, verbalize the direction, name the hallway that the chime is in, etc.  (With younger students, be sure to break this down into smaller parts and to teach each part separately; Pointing, naming distance directions, naming hallways, etc. are all complex skills!)  The teacher can sit in the center of the intersection and let the student place the chime.
10. Spinner Game

Draw lines on a paper to divide it into 8 equal “pie” portions.  (You may choose to do more than 8 or less than 8 depending on how many areas that the student knows.)  Print one destination in each slice.  (Example:  School destinations could include office, bathroom, cafeteria, etc.; Classroom routes could be, circle area, cubbies, teacher’s desk, trash can, etc.)  For best results, laminate Braille paper (spinner) first,  and then add Braille.  (Laminating helps the game to “spin” better and the game will last longer.)  Use Rainbow tape, Sewell Raised Line kit, etc. to make a slightly raised line in order to outline the “pie” lines.  Cut the top right hand corner of the spinner game (for orientation).  Make an arrow (can be laminated Braille paper) and attach to the center of the Spinner game with a brad.  Make sure that the brad is loose so that it will spin easily.  Spinner game works best if it is placed on the floor or table.  Have the student spin the arrow, determine where the arrow stopped, then travel to that destination in the school or classroom.  This game can be played with several students or individually.  (Some students may move the arrow when they go to read the destination – if so, the instructor can hold the arrow in place.)
If the student is not a Braille reader, add tactile markers instead of Braille to identify the destinations.

11. Green Light/Red Light 
The O&M version of this game encourages students to “speed up” or travel faster.  Students can play this game while trailing or with their canes/precanes.  “Green Light” means “GO FAST”.  “Yellow Light” means “GO SLOW” and “Red Light” means “STOP”.  (Be sure to explain that with real stoplights, “yellow” means to be cautious, that the light is about to turn red!)  Again, students love to call out the colors for their instructor or peers to follow.  Another option is to play this motivating game while traveling a simple route.

12. Simon Says
This popular children’s game can also be adapted for O&M purposes to teach good gait patterns.  Simon says can reinforce various types of steps, such as, “Simon Says take three giant steps.”  Young students will often only count steps taking with a particular foot (Example:  student will only count the steps taken with the right foot) or they only take giant steps with one foot and normal steps with the other foot.  Types of “steps” (or other movements) can include (but definitely not limited to!) giant, baby, marching, slow, fast, hop, backward steps, tiptoe steps, noisy steps, shuffle steps, turn around, turn half way around, face the wall, put your back against the wall, etc.  Be sure to make it more challenging by dictating how many steps should be taken!
Another version of the game can include Animal Steps: such as the bunny hopping, elephant walk, frog leap, penguin shuffle, etc.

13. Flying Carpet (Encourages students to locate floor changes & auditory skills)

Many young students do not pay attention to floor changes (vinyl to carpet, rugs by the outside doors, etc.)  Take a bound carpet square and toss it onto the vinyl floor.  Encourage the student to listen to the carpet drop, and then use her cane until she locates the carpet.  The student can then be “Aladdin” and “ride” on the carpet.  Have the student throw the carpet and then locate it. 
Variation:  Toss multiple carpets squares to make a “path”.  Encourage the student to locate (reaching out with her cane) and then jump from carpet square to carpet square.  (Some students enjoy pretending that they are on “bridges” and that there are alligators in the “water” between the bridges.)

Another variation is to have the student pretend to be “Billy Goat Gruff” trying to cross the bridge with the Troll underneath.  (Add a wooden “bridge” using PT wooden steps or wooden bridges, mats, gross motor equipment, etc.)  Be creative!  You can turn this into a large obstacle course!

14. Textured Magnetic Matching Game:  Use magnetic business cards backing which can be found at office supply stores in packs of 50.  (A 50 pack will make 25 different pairs of textures).  Make “pairs” of textures using a variety of interesting textures.  (examples: bubble wrap, sponges, various cloths (denium, cotton, velvet, furry, etc.), “tubes” (small foam curlers), bumpy items (APH sticky backed textures), things with lines (bulletin board edges), cloth with lines,  things with holes, various bright colors (for low vision students), etc.  Cut the textures to exactly fit the magnetic rectangles.  Glue the texture onto the magnetic backing (be sure to make two/pair) of each texture.  Name each texture – can be simple, such as “bumpy”, or can be more descriptive (paper stripe vs. cloth stripe).  Young or multihandicapped kids do best with items that remind them of real objects.  (Foam curlers are “swimming noodles”, fur is the dog, wooly fur is the sheep, etc.)  I like to have some pairs that are really different (like the noodles, bubble wrap, etc.) and others that are very similar (two kinds of sponges – one thick and one not, two kinds of fur, two kinds of bumpy shelf liner, etc.)  That way the student can be successful with very different textures and then can be challenged with textures that are very similar.  
Initially, place 3 or 4 pairs on a table top and ask the student to find them (teach visual and/or tactual scanning).  Give the student time to explore and play with the textures.  Ask the student to name the textures or name them for the students).  I have had students name one synthetic material “car seat” and another “flip-flop”.  Once she told me her names, I realized that these particular textures did feel just like a car seat and a rubber flip-flop!)  Have the student find the matching texture.  Student should place the magnetic backs together (making the pairs stick together).  For some students, maneuvering the pairs back to back is initially challenging.  Once the pairs are matched, the student should place them in a container.  

Variations:  Students can pull the pairs apart before mixing them up and matching them.  Students can be taught organizational skills (how to search for a pair; if necessary, move textures to one side if they do NOT match), etc.  This is a great activity for teaching scanning techniques, and for language/concept development!
15. Texture Identification for multihandicapped/non-verbal students
Use large (12 x 12) textures with students that have motor issues (CP type kids).  Find textures that the student will tolerate and then use only three textures initially.  Introduce the texture slowly – you touch it and do the motion first, then hand-under-hand, then ask the student to touch and do the motion.  (Be patient, this might take several lessons!)  Felt texture – make a fist and knock (say knock, knock);  Mylar sheet – crunch it up in your fist (say “crinkly-wrinkly”);  fur – place hand flat and “pet” (say ruff, ruff or meow, meow);  corregated cardboard (like what is used to decorate bulletin board edges) – run ONE FINGER up/down to make interesting sound (say “zip”);  yellow APH bumpy plastic page – place all finger tips on it and scrunch fingertips together (say “tickle, tickle/giggle, giggle” and then use same motion to tickle student or have student tickle you).  
Same textures can be made into a book.  Take any preschool board book and completely cover each page with one texture.  Ask the student to turn the page, touch the texture and repeat the motion.

Same Textures can be placed on 3” x 3” foam cards (make a set for each texture) and matched.  One handed kids can find one card, do the motion, give the card to you then search to find the matching card.  (Now you BOTH have the same card!)  If you need a sturdier board (especially if making a removable/Velcro door marker) try using the free vinyl siding samples available from your local Home Depot or Lowes.
Use same textures for tactile door markers:  use felt square and have student “knock, knock” on door when entering/leaving.  If the student is in a wheelchair or walker, then choose the location of the door marker carefully – needs to be in easy reach of the student and MAY need to be on the inside door frame (due to the short arm’s reach past the walker/wheelchair) but be careful that the placement does not allow the student’s fingers to be pinched in the door hinge!

It is important to include chants/sing-song words with the motion – most of our nonverbal kids LOVE to listen to these chants AND chants/motions help create processing pathways in the brain!

CVI – Many of our multihandicapped students are CVI kids.  I often start with real objects (before using the felt/knock, knock symbols).  Big red bell on a string (yarn is best – with a knot on the end so the yarn does not slip out of the student’s grasp) allows the child to “ring the bell”.  Orange foam hand shape – paired with “give me five”.  I often use the bell for the office symbol and attach a permanent bell to the front desk in the office.  (Super glue the yarn to a pencil “gripper”.)  The foam hand is a great symbol for hearing impaired teacher or for OT.
16. Tactile Candy Land  (adapted for school, classroom, or business orientation)
Use Foam Board for base of game.  Choose at least 7 different textures/shapes.  (Textures/shapes can correspond with tactile cards of the school, classroom, home, etc.  Use Puffy Paint or Rainbow Tape to divide the path into blocks and then place one texture/shape in each block.   Also place textures on index cards (for the deck).  You will need at least three index cards of each texture.  Recommend using textures that are 2-dimensional so that player pieces will easily stay on each square.
17. Piggy Bank
Set up a reward system so that students can earn pennies for good work, specific skills (appropriate cane arc, independence, etc.) TVI can follow thru with this reward system.  When the student demonstrates good O&M skills, she is rewarded with a penny, which she can put in her piggy bank.  Piggy banks can be made out of the snack size Pringle Potato Chip can.  Cover the can with construction paper and have the student decorate the can with tactile stickers, textures, etc.  Place a slit in the plastic lid, to allow the coins to fall in.  As the student earns pennies, she can exchange the pennies for larger coins, such as 5 pennies can be exchanged for a nickel.  When the student has $1, she can take the money and purchase something during an O&M lesson.  This is a great way to teach counting, one-on-one correspondence, distinguish coins, teach basic tactile tic tac toe money value, etc.  Multihandicapped students can also do this activity.
18. Shopping Game
Gather a variety of small interesting toys and/or objects.  (Example: brush, beanie baby, doll, fingernail polish, stickers, tactile tick tac toe game, ring, blocks, toy cars, etc.)  Make Braille price tags (or large print) with various prices. Cut apart each price tag so that only one price is on a strip of paper.  Place a price tag with each toy/item.  Practice money skills by having the student pick out the correct amount of dollar bills and/or change.  

Hint: Start with easy amounts, such as 25 cents, 10 cents, etc. Then add amounts that require multiple coins, such as 30 cents, 50 cents, etc.  Teach the student to round up (such as 49 cents could be 50 cents and the student will receive a penny back).  Add dollar amounts such as $1.25; again, be sure to also teach the student to round up to the next dollar!  
Variation: Practice having the student walk into the room, choose an object (or several objects), retrieve her money from her purse/wallet, and pay for the item(s).  

Have the student be the cashier and the O&M instructor (or teacher) be the customer.  Teach the student to make change.  (The teacher should be sure to make mistakes too!)
19. Velcro business map (Mary’s mall map – good for preschoolers)

Make a foam board (rectangular in shape).  For a business such as a drug store, place Velcro strips along the 4 walls/edges.  Use small samples of various things found on each wall (Pharmacy = medicine bottle; Health and Beauty = make-up, etc.) Place piece of Velcro on the bottom of each object.  Student places object on the corresponding wall.  More advanced student places object in correct order. Initially, the teacher can “establish” the order of the objects.  One variation is for the teacher to remove an object and the student to discover which object is missing.  The students will soon be able to establish (place) the objects in the correct order with little or no assistance.
20. Edible Maps

Make maps using liquorish strips, fruit roll-ups, pretzels, marshmallows, candy, etc. on a cookie sheet. (submitted by Bernadette Consilio)

21. Map homework

Send a map assignment home, asking the student to make a tactile map of her bedroom, kitchen, family room, etc. at home.  This activity will involve parents in the tactile map making. (submitted by Bernadette Consilio)

Praise

When a student does something well, I ask for “five” – the student gently slaps my hand and then turns his hand palm up so I can slap his hand “five” back.  If he does really well, I ask for “ten” (2 handed slaps).  We practice counting by 5 or 10’s by doing “fifteen” (slap with one hand 3x) or “twenty” (slap with both hands 2x), etc.  This is a great activity to teach counting by fives and tens (or nickels and dimes).

FAVORITE TACTILE TEXURES AND SHAPES (used for maps, Tactile Markers, Tactile Cards, and other tactile activities)
	TEXTURE/SHAPE
	COMMENTS
	FOUND WHERE?

	Foam Boards
	Base for maps/activities
	Michaels, Wal-mart, Dollar Store, etc.

	Foam Sheets 
	Can be sticky backed
	All stores; 

	Felt sheets 
	Can be sticky backed
	All stores

	Stiffened felt sheets
	Sticky backed
	Michaels, sometimes Wal-mart

	Sparkle Foam sheets
	Can be sticky backed
	Michaels, sometimes Wal-mart

	Embossed Elegance (card stock)
	Variety of textures (used for scrap books)
	Michael’s/ craft store

	Textured scrap book sheets
	Variety of textures – foot- ball skin, animal skin, etc. (used for scrap books) 
	Michael’s/craft store

	Little Sizzles Textures
(by Sizzix)
	Variety of textures – used for scrap book 
	Michael’s/craft store

	Tub Treads (by Rubbermaid)
	Strips or sheets (great bumpy texture sticky back)
	Wal-mart or www.rubbermaid.com

	;Rainbow Tape
	Rolls of brightly colored  “crepe paper” tape
	teacher supply stores; Office supply stores; (Now on APH quota funds!)

	Raised stickers from APH
	Smiley face, etc.
	APH

	“foamies” precut foam or sparkle foam shapes
	Variety of precut shapes (can be seasonal)
	All stores; can be purchased in tubs or individual packets

	“Googley Eyes”
	Circles – rattles when shook
	Michael’s, Wal-mart

	Raised stickers and/or “gem” stones
	Various shapes; can be sticky backed
	Michael’s, Wal-mart


	“Tiles” mosaic stickers
	Sticky backed (squares)
	Michael’s/craft store

	“grippers”
	Thick “rubber” circles, sticky backed (used on bottom of chair/table legs)
	All stores (including home improvement stores)


	Felt pads (heavy felt pads to protect table tops)
	Thick “carpet feeling” (big/small circles, rectangle, etc.) sticky backed
	All stores 

	Velour pads, felt dots
	Very thin circles to protect furniture
	Dollar Stores

	Clear protector pads (plastic)
	Thin plastic feeling circles to protect furniture
	Dollar Stores

	Cork pads
	Thin cork feeling circles to protect furniture
	Dollar Stores

	“Pop Dots”
	3-D art (raised paper circles)
	Wal-mart

	Shelf liners
	Variety of textures (bumpy, Swede, etc.) comes in rolls
	Wal-mart, home improvement stores

	Velcro
	Dots, squares, rectangles
	All stores

	Laminating Sheets
	Can be Brailled on (does not retain Braille shape as sharp as the Braillabels ; cheaper) sticky backed
	Office supply stores; Wal-mart


FAVORITE BOOK ACTIVITIES

Pooh Bear (Oh Bother!) “Play-a-Sound” Book (written by Conor Wolf; Illustrated by Diana Wakeman)

Place a different texture/shape on each of the three sounds buttons.  (bumpy triangle, Velcro circle and felt square).  On each page, place one texture/shape.  Use Rainbow Tape to make a raised line down, across, diagonal, or 90 degree turn across the page.  Place the texture/shape at the end of the raised line.

Initially, encourage the student to push a button and listen to the sound.  Then name each sound. (Some students prefer textures while others prefer shapes.  I typically describe both the shape and the texture, whenever possible.)  Verbally make the sound and then ask the student to find that sound.  Give lots of praise for completing the task!  If necessary, physically prompt the student.  When the student is able to locate specific sound buttons (by matching verbal sounds or by matching descriptions) then ask the student to open the book and “find the line”.  Encourage the student to systematically scan to find the line, “trail the line” and locate the texture/shape at the bottom of the line.  If possible, have the student name the texture/shape.  If not, make the verbal sound and ask the student to push the button to make that sound.  (Student may initially need hand-over-hand guidance.)  Have the student “turn the page” and locate the next line, etc.  Students initially have to learn to push the button on the “bottom” of the page, rather than pushing the texture/shape on the line.
O&M CHANTS
Most students learn best when given memory tools, such as chants, sing-song sentences/phrases, or actions.  When teaching self-familiarization techniques (walls #1-4 and departments/landmarks along each wall), help the students create these chants.  One of my traumatic head trauma students came up with this Wal-mart chant to remember landmarks on wall #3:  “Wall number three, three, three has the camera counter, suitcases and tires, tires, tires.”   Another student remembers that fruits and vegetables are on wall #2 in the grocery store by this chant:  “fruity-tuity on wall number twosie”.

To help students learn to initiate self-familiarization, I teach the kids this chant:

“In the store, store, store

Where’s the door, door, door

In the middle, in the corner, where’s the door, door, door?

In the store, store, store,

What’s on the floor, floor, floor

By the door, door, door

What’s on the floor, floor, floor.

In the store, store, store, 

What’s on wall   number    one,    two,    three,  

And four, four, four?”

I ask the student to think of this chant every time he walks into a new building or room.  (We discuss that in Wal-mart,  the door is in the middle and you walk straight in through 2 doors;  in a grocery store, the doors face each other – you have to turn to go into the main part of the store;  in a drug store, the door is in the corner, etc.)  Students need to pay attention to the door when they enter the room/building so that they can find the door to leave!  Most stores/buildings have a different floor surface by the door which can be used as a landmark when exiting.  The chant asks what is on the 4 walls, but I also ask my students to stop (when inside out of the way of the doors) and point to the open space, the walls, the cash registers, and other landmarks.  After identifying these landmarks and where they are spatially, we then walk the perimeter of the store using self-familiarization techniques.
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