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Now, Next, Then
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Visuals for Now, Next with Until

as long as you need

your choice

the activity is complete

AN

youdo — v

switch

.y
oL

time

Zig zag
(unpredictable event)




This card should be used
to convey information to
the individual about the
duration of the “now”
activity when there is a
predetermined endpoint
that is tied to an amount
of time (e.g FOR 15
minutes) or a specific
time (e.g UNTIL 1:20pm).

This card should be used
to convey information to
the individual about the
duration of the “now”
activity when there is NO
predetermined end point.
It is at the individual’s
discretion when they are
ready to transition to the
“next” activity.

This card should be used
to convey information to
the individual about the
duration of the “now”
activity when it is bound
by a natural end point
(e.g the end of a known
routine, the completion
of a class block, the
conclusion of a science
experiment, etc).

This card should be used
to convey information to
the individual about the
duration of the “now”
activity when the length
of the activity is
determined by a full
rotation through a group
of people completing
some task.

This card should be used
to convey information to
the individual about the
duration of the “now”
activity when there is a
predetermined number
of turns or tasks involved
(e.g singing 3 songs,
reading 5 pages, kicking 6
balls, etc).

The break and switch cards
should be available to the
person being supported. If they
use these cards to
communicate a need or desire,
it should be honoured. That is,
a break or switch should be
granted, or a logical rationale
for why it cannot be granted
should be explicitly provided in
a way that is accessible to the
learner.

The break and switch cards
should be available to the
person being supported. If they
use these cards to
communicate a need or desire,
it should be honoured. That is,
a break or switch should be
granted, or a logical rationale
for why it cannot be granted
should be explicitly provided in
a way that is accessible to the
learner.

This card should be used
to convey information to
the individual about the
duration of the “now”
activity when there is a
predetermined endpoint
that is tied to an amount
of time (e.g FOR 15
minutes) or a specific
time (e.g UNTIL 1:20pm).

This card should be used
when a change needs to
be made to the “until/for”
card information that was
previously shared with an
individual. The reason for
the change should be a
real need and shared in a
way that is accessible to
the learner.




Sound Bites for scripting

Sound Bites
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Goal, Plan, Do, Review
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Classroom based visual timetable symbols

arts & crafts

assembly active phonics
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choose cloak room
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colouring change for PE draw




Classroom based visual timetable symbols

golden time group time home
house corner independent work iPad
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Literacy
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listen to story

listen to music
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Classroom based visual timetable symbols

Lego therapy
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Classroom based visual timetable symbols

reading relaxation
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RDA spelling sensory time
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Classroom based visual timetable symbols

SEensory area swimming sand tray
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Classroom based visual timetable symbols

walk outside

Writing

worksheet

workstation job

wash hands

water tray
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Washing hands routine

wash hands

apply soap

rub hands together

dry hands

Cloakroom Routine

school bag

Hang up bag

Unzip coat

Take coat off
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Toilet Routine

toilet pull down pants get toilet paper
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pull up pants flush toilet wash hands
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Sensory Visuals
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Calm Box/Regulation Visuals

build
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blanket

bounce on ball
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balance body awareness calm box
count to ten clap hands colouring
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Calm Box/Regulation Visuals

\ £

draw ear defenders hold hands
iPad listen to music Legos
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Calm Box/Regulation Visuals

painting

relax [ quiet
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Calm Box/Regulation Visuals

touch walk outside water trat.,.r
-
. _
! F..ﬁ.r __,._,‘
weighted blanket whiteboard yoga

N

L

21



How does your Engine Run supporting visuals

Power Up

MK

Power Down
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Engine Low
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run wall push ups stretch
mountain climbers plank arm circles twist
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high knees count to ten breathing exercises fidget toy
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eat drink dance heart
angry
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bear crawl

starfish frog jumps

gorilla walk
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kangaroo hops

inchworm
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donkey kicks
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crab walk
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deadbug

platypus swim downward dog

Animal Movements
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I Feel:
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arts & crafts

assembly
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baking breaktime school bag
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body awareness
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circle time

choose

SEELL

computer
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Christmas activities
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cloak room

colouring

cyber coach
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change for PE

calm

colourful semantics
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draw

dinosaurs

dry hands

date

don't kick others

don't hit
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emergency toys

ear defenders

excited
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family change

football
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frustrated

friends
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game golden time group time
gardening glueing grammar
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home horse riding hold hands
Hang up bag hang up coat hand up
hide and seek house corner happy
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hit
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independent work

iPad
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kick others
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Literacy lunchtime literacy game
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Massage

music therapy musical instruments

massager movement break
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numeracy

123

nuUMeracy game

123

no fighting games

no gun games

no class

next week
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outdoor ed

outside
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okay
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play dough

painting

playground
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put coat on
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put shoes on
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put coat and shoes on
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pack school bag

&

proprioception

42



quiet
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reading

relaxation

RDA

relax / quiet
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rub hands together
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spelling

(Cat)
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sensory time
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soft start

snack time

science

smartboard
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sit on floor

school trip

scavenger hunt
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SENS0ONY ared
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stop

swimming

say no sand tray
sorting special activity something different
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scream at

sad

school
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take a break tDpiE tE.‘ElEl‘_-f bear
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taste

touch

Thumbs up!
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thumbs down
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Unzip coat

unpack school bag
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visitor

vestibular
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walk ouiside

Writing

worksheet

workstation job

watch a movie

walk walk away water tray
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weighted blanket whiteboard Work Time
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yoga
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Links to other Outreach Resources

Brain Break — 90 brain breaks for the classroom or

home by Mindfulmazing
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https://pkc.sharepoint.com/:b:/r/sites/EDMS_ECSOutreachTeam/Shared%20Documents/Resources/ASN/Attention/brain_breaks.pdf?csf=1&web=1&e=NUU9j4
https://pkc.sharepoint.com/:b:/r/sites/EDMS_ECSOutreachTeam/Shared%20Documents/Resources/ASN/Attention/brain_breaks.pdf?csf=1&web=1&e=NUU9j4

