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T eaching ancient and traditi
Phgsncal actnvntg Greck games

N a Prnmary SC!"‘IOOI classroom

with the method of Art{:ultl’nnkmg
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Most po,ou/aranc:/cnt Grcc,é games

c:omparca/ to traditional games o[ no waa’ac/s

We have to accept that it’s about

havmg a contmumg hcritage From

genc—:ration to gcncration through
time.

In many occasions this is more than
B 2 o
obvious since even the names of the

games are alike.




Hefedrismos -
Hippas







o
.
)
-
-
©
e

e
o
-
s S
.
.
.

e
e

S S
i v.xxw.f
e

xm”wmwmmww..z‘ﬁw,.‘VA
& i
. ..

tha (varela

n

Moski




Varelakia




Krikilasia







W hat is ,4 rb[u/tﬁlhbhg?

Art

What is Art?

Thinking

How do theg link?

Ar’mculthinking routines are short Hexible
casy and engaging strategies (qucstions,
think-abouts) that use looking, listening
and talking about art so as to promote
critical thinking. T he more we think about
somethimg the better...




Artfu/tﬁi}mé/}?g techniques come
from a famous Family.

You know [Jarvard UHiV€rSit3?
Theg are éeveloped }39 Froject / ero, a

renowned educational research group at

[arvard Urﬁivcrsity in order to help students
develop critical thinking skills in a non-

threatcning and engaging atmospherc.
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Questions that are used in the

lesson:

Look at the artwork for a moment.
W/mt G/OﬂOU Seas
What do you think about what you

see’

/
/

/hat do you wonder about it?
//y do you say that?

/

//7.at would /78/9/’.)(:‘/’! i#..7

For what reason does this /73/0/06/7?
W/zat would Cﬁange i#..?
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What kind of thinking routines does this
method encourage”
T his routine helps us make careful
observations and develop our own ideas
and intcrpretations based on what we see.
}59 separating the two questions, \What
do you see? and \What do you think about

what you see?, the routine Lclps us

cjistinguish between observations and
interPretations. By encouraging us to
wonder and ask questions, the routine
stimulates curiosity and helps us reach for

new connections.




T he educational method of Art{:ult]ﬂin‘dng In
teaclﬂing Sports L‘listory

Artlculthinking seems to be a very stimulating
aPProach to teach through discovering all

these similarities between games

as well as evoking a number of critical
thoughts conccming cultural and historical

aspccts.

Students of Primarg school find it
intcresting to realize the evolutionarg
relationship of ancient and traditional

Phgsical activity games in (reece




Thc lesson

\/\/e make three groups of students

We use 3 Pic—:ces of art, in order to

aPProach the theme of ourlesson

We present Physical games in five

categories and we select three, group

games, skill games, ball games.




First step /] see

each group has to look and write down what theg

notice.

fseconc

stcP/ | think

ecach group writes down some of their rnajor thoughts

andjusthcg them accor&ing to their observations.

T hird 5t¢:P/! wonder

theg atten
games. I~ ach group Is given extra sources in order to

d to a short lecture on ancient and traditional

find similarities and rélationships between games.




At the end

studcnts are ca”ccj to Procecé to the
creative writing of their own storg on
ditferent eras and children Playing

games.

AT




Assessmcnt

Assessment for the method derives
from the leaflet students have to

attend Hep all through the lesson bg

Com]:)aring, relqecting and wondering

about several matters on the topic
and the educational theater

techniques we use.




Work sheet
18t activity : a piece of art (painting drawn by Braessas
Dimos, 1930, Greece)




Or
1°t activity : a piece of art (painting drawn by Simeon
Savvidis, 1915, Greece)
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Or
“the bikini girs” mosaic. Late-Empire mosaics in Villa del
Casale - in Piazza Armerina, Sicily
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Q) «l seen

In groups write down what
you see in the piece of Art by
grouping your observations




What title would you give to
T2, e Ry I ol S (B, R ORI ... ..
b) “I think”

In your groups write down some of your major thoughts
and justity them according to your observations.

C) «l wonder»

Are there unanswered questions in relation to your
observations and thoughts? (group discussion).




Historical retrospect to the most important
games children played in Ancient Greece
a) Skill games/games of changing roles/running games/team

games/ball games
*Helped by the sources you are given find common elements in

the games of ancient and contemporary games.

Ancient

time

Contempo

rary time




Point out similarities and differences between games played in
ancient Greece and nowadays.

Make a representation of your painting. The rest of your group
stand up and question the heroes of the tableau.

My story which is based on a game will take place..

Tststory... 2ndstory...
In Ancient Athens Contemporary time




*The profile of my basic hero...
Name and age :

Short description:

Character description:

Place and conditions of living:

Profession-qualities- every day life:

Key phrase for his/her philosophy of life:

What’s his/her dream?

| base the plot of my story on a game played by
children of that era.




As a conclusion
~-Students of Primarﬂ school find it interesting to

realize the cvolutionarg relationship of ancient and

traditional kinetic games In (ireece.
~ | he idea that the same games connect our lives, is a
!«:9 to Positive attitude towards the Sjalelys science and

historg.

~Using Atrfulthinking techniqucs IS a Powcrful way to
involve more encrgetica”g and critica”g childrens’
thougkts and imagination to matters of sports his‘corg.




And don't forget...

If a picture is worth 1000 A piece of art is worth
words 1000000
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