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INTRODUCTION
For over 15 years, the Cooperstown Graduate Program has
partnered with Pathfinder Village School to create informal
education programs. Pathfinder Village in Edmeston, NY,
aims to support children, teenagers, and adults with Down
syndrome and developmental disabilities teaching them
about community while gaining independence.

THE ACTIVITIES
THE BIG SQUISH
The Big Squish consists of 7 uniquely
themed sensory bags, each with special
tasks for the students to complete. The
tasks for each bag reinforce the skills
the students practice in the classroom,
such as counting, sorting, and shape
recognition, while stimulating their sense
of touch and imagination. The tasks can
be simplified or complicated based on
the interest and ability of each individual
student, and the bags can be rotated
between students.

HARVEST HOEDOWN

COLORING VAN GOGH

Harvest Hoedown is harvest themed
Twister-like game in which students
find the harvest shape or color on the
floor that matches the drawn card.
Harvest Hoedown is a game that
combines matching, memory, and
movement in a fun and dynamic way
that is adaptable to the mobility and
energy of the group.

Coloring Van Gogh is a self-directed
art making activity in which students
can create their own puzzle or artwork.
After coloring outlined versions of
Vincent Van Gogh's artwork, students
have the option of cutting their
artwork into pieces, creating a puzzle.
The activity allows students to be
independent and reflective, while also
giving the chance to practice dexterity
and fine motor skills.

As part of our coursework in Applied Museum Education
and Interpretation—a course focusing on creating inclusive
informal education programming in a museum or nonprofit
setting—we created and facilitated three educational
activities for the school’s 22 students. Divided into three
classes, the students’ ages range from six to 21. Each
student has different cognitive and physical capabilities, so
the activities had to engage multiple senses, while being
adaptable to different ages and physical ability. The
activities were not only supposed to be a fun break from
their school day, but also reinforce what they were
practicing and learning in class.

FACILITATION
PROGRAM CREATION
With such a unique audience, it was essential to experience what learning
techniques are most effective in the classroom, as well as what the students
loved to do for fun. After visiting with the students, observing their day-to-day
learning in the classroom, and speaking with teachers and faculty about their
students’ needs and interests, we created three distinct activities based on
the school’s theme of the month: play.

In early November, we facilitated the
activities in the Pathfinder Village
School’s gymnasium—a space the
students associate with excitement
and fun. We spent a total of 45
minutes with the students, with each
class rotating between the activity
stations every 15 minutes.

LESSONS LEARNED
Overall the activities were incredibly well received, each age group was engaged
with each activity, and the activities themselves complimented each other. Each
activity presented the opportunity to practice different skills at varying levels of
social, physical, and mental engagement. The Big Squish was an individual and
tactile experience, Harvest Hoedown was energetic and social, and Coloring Van
Gogh was quiet and creative. While facilitating the activities, we quickly learned
that adaptability and flexibility were the most important quality of our programs.
Our time at Pathfinder was not only immensely rewarding and fun for both us and
the students, but also gave us hands-on experience on creating and facilitating
accessible programs which we can carry into our careers as museum educators.

