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After school activities 

School Year 2025–2026 

Second Term 

For students from CP (1st grade) to CM2 (5th grade) 
 

 

                     From 9 February 2026 to 30 June 2026 (inclusive) 

Monday to Friday, from 2:30 p.m. to 4:30 p.m. 

PLEASE REGISTER VIA THE SKOLENGO PLATFORM 

The registration system will be open from 26 January (from 9:00 p.m.) to 28 January (until 12:00 

p.m.). 

https://lcdgankara.family-administration.skolengo.net/connexion?panel=welcome 

For further information, please contact Ms. Naime ERGÜT: 

Email: aps@lcdgankara.org 

Phone: +90 501 700 43 55 

 

 

 

 

 

 

https://lcdgankara.family-administration.skolengo.net/connexion?panel=welcome


Offered Extracurricular Activities at the Institution 

 Scenic and theatrical expression: 

Objectives: 

• To express oneself freely and gain self-confidence by using the body to communicate 
emotions or ideas, and to interpret characters by exploring different postures, gestures, and 
movements. 

• To encourage students’ creativity through opportunities for individual and/or group creation, 
such as improvisation or staging short scenes. 

• To promote teamwork and collaboration among students. 

• To introduce students to the basics of stage direction, including understanding stage space, 
actor placement, and the use of props. 

These objectives aim to develop not only artistic skills but also personal and social skills, through 
practical exercises and real-life situations. 

 Crafts and Sewing 

 

This activity is designed for children who enjoy creating with their hands. It combines crafts and sewing 

to make simple, personalized items. It fosters personal creativity, the discovery of different materials, 

and the joy of making things on one’s own. 

This activity encourages imagination by bringing unique creations to life. 

 

Ceramics: 

 

This activity enhances and strengthens fine motor skills of the hands and fingers. 

When students work with clay, they use a variety of delicate and precise movements that require 

coordination and dexterity. Whether pinching, rolling, digging, or molding, each action helps develop 

hand muscles. 

It is also a soothing and focused way to express creativity. 

 

Cooking: 

 

This workshop aims to raise students’ awareness of the benefits of healthy, balanced, and varied eating, 

while nurturing their culinary curiosity. 

By encouraging collaboration and sharing through a cooking activity conducted in French, the workshop 

seeks to make children more responsible in the kitchen, introducing them to safety precautions and 

hygiene rules. 

 

A variety of recipes from world cuisines will be offered to help children discover culinary diversity. 

The goal is for them to prepare these recipes independently. 

 



 Design with Young Creators: 

This activity teaches key design concepts (balance, contrast, alignment, hierarchy, repetition) to help 

students create strong visual or 3D compositions. For example, students might conceptualize and create 

a personalized logo or design a lamp. 

 

Coders of the Future: 

 

Robotic coding training helps students understand mechanical systems and acquire basic programming 

skills. Benefits include problem-solving, algorithm development, working with sensors, and foundational 

electronics—enhancing teamwork and creative thinking. 

In this activity, students explore a wide range of topics, from coding skills to AI applications, virtual reality 

experiences, and STEM-Maker projects. Through interactive, playful activities rooted in real-world 

examples, children develop problem-solving, creativity, and collaboration skills with confidence in 

tomorrow’s technologies. 

 

Hip-Hop: 

Like all forms of dance, hip-hop is both motivating and helpful for improving coordination. Hip-hop culture 

includes rap music, graffiti art, and breakdancing, and this activity supports musical development. 

 

 Chess: 

The chess workshop is more than a hobby! Beyond the enjoyment of a classic game, it aims for 

educational outcomes linked to all school subjects: 

Methodological benefits: 

-Enhancing concentration 

-Developing the ability to think quietly (mandatory rule in chess!) 

-Encouraging thoughtful, not rushed, decisions 

-Social benefits: 

-Respecting opponents 

-Displaying sportsmanship and accepting defeat 

This year, courses are organized by skill level rather than age: 

Beginner Group: Teaches piece movements, fundamental rules, opening principles, and practical mini-

games. 

Advanced Group: Focuses on opening repertoire, tactical and strategic studies, middle- and end-game 

techniques, and analysis of tournament games. 

 

This structure ensures each student follows a learning path tailored to their ability. 

 

 

 



Jewelry-Making Workshop: 

An artistic hands-on workshop enhancing fine motor skills, patience, and concentration. Students plan 

and create their own jewelry while expressing creativity. This activity promotes autonomy, self-esteem, 

and ecological awareness through the use of recycled materials—making it a richly rewarding learning 

experience. 

 

  Handball: 

Handball enhances coordination, motor skills, and agility through sport-specific movements like passing, 

dribbling, and shooting. It also improves endurance, physical strength, and flexibility. 

 

   Volleyball: 

A top collective sport with no direct contact with opponents, volleyball fosters dedication, sharing, 

adaptability, and respect. It supports movement, physical activity, motor skills, and coordination. 

 

 Gymnastics: 

These one-hour sessions include warm-up, physical preparation, and various exercises targeting 

strength, flexibility, and technique. 

 

  Futsal: 

As one of the best tools for mastering ball control, futsal helps develop quick reflexes, precise passing, 

and superior ball control. Some consider it even more exciting than traditional football. 

 

 Architecture & Creative Design Workshop: 

In these workshops, children explore architecture and design through imagination, generating unique 

ideas and planning and building their projects from start to finish. Each activity involves trial-and-error, 

prototyping, testing, and refining. This fosters independent and collaborative thinking, and empowers 

students to freely express their ideas. 

 

 English Drama Club: 

This club provides students with opportunities to improve English communication and become confident 

speakers through theater-based activities conducted in English. 

 



   Physical Activity and Educational Games: 

The program consists of warm-up phases, targeted physical activities, and educational games. Physical 

abilities such as balance, coordination, strength, speed, and endurance are supported through playful, 

game-based methods. At the same time, the development of cognitive and social skills, such as 

attention, cooperation, and body awareness, is encouraged. The program aims to provide a safe, 

inclusive, and age-appropriate physical activity experience for children. 

 

• Warm-up (10 min) 
 

• Physical Activity (20–25 min) 
 

• Educational Games (20–25 min) 

 

K-pop: 

K-pop is a music and artistic movement from South Korea that combines music, dance, and body 

expression. 

This workshop allows children to discover a new culture, develop their creativity and sense of rhythm, 

and work on coordination through age-appropriate activities in a fun and supervised environment. 

 

Fashion Design Workshop: 

This workshop allows children to discover the basics of clothing design through drawing, colors, shapes, 

and materials. 

Fun, age-appropriate activities aim to develop students' creativity, imagination, and fine motor skills 

while promoting personal expression. 

 

Table Tennis Workshop: 

The purpose of this workshop is to introduce children to table tennis in a fun way while developing 

coordination, reflexes, concentration, and sportsmanship. 

Activities will be supervised and adapted to the students’ age in a safe and supportive environment. 

 

Manga & Anime Workshop: 

The goal of this program is not for the child to “draw well,” but to create their own universe, character, 

and story. Manga and anime here are not a style but a means of expression and storytelling. 

 

 



Creative Applied Art History Workshop: 

In this workshop, children do more than just draw; they learn to observe, think, and create like real 

artists. Each week, a new artist is introduced, their story is told, and children create a work inspired by 

the artist’s style. 

 

Creative Art and English Practice Workshop: 

This workshop offers the opportunity to practice English through creative artistic activities. In a fun and 

relaxed environment, participants develop their creativity while improving their oral English expression 

skills. 

 

 

 

 Activity Offered Outside the School Premises: 

➤ Swimming   

You will find detailed information about this activity, which is organized outside the school, on the 
Skolengo portal.The sessions will take place at a swimming club located near the school. 

Registration forms must be submitted to the extracurricular activities coordinator or the club coordinators 
no later than 16.02.2026 

 

 

 

 

 

 

 

 

 

 

 



 

 

***If demand for any activity exceeds the maximum number of students allowed, a second 
session will be opened, provided that there are enough students on the waiting list and available 
rooms.*** 
***The opening of any activity is subject to a minimum number of participants.*** 

 
 
 
 
 
 

Homework Support 

This workshop lasts one hour and accommodates groups of approximately 12 children. Its main 
objective is to help students develop effective study methods. 

It is very important that you check your child's homework the same evening, even if they attended this 
workshop. 
During the initial sessions, your child may not have completed their homework, or some lessons may 
need to be reviewed at home. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Monday   Tuesday   Wednesday   Thursday   Friday   
Activités  Tarif  Activités  Tarif  Activités  Tarif  Activités  Tarif  Activités  Tarif  

Physical Activity and  
Educational Games 

GR1 (CM1-CM2) 
145 € 

Stage Expression and Theatre 
GR1 (CM1-CM2) 

145 € 
Jewelry Creation Workshop 

GR2 (CP-CE1-CE2) 
145 € 

Creation and  
Architecture Workshop 

GR2 (CP-CE1-CE2)  
145 € 

Handball 
GR1 (CM1-CM2) 

145 € 

Ceramics 
 GR2 (CP-CE1-CE2)   

145 € 
Crafts and Sewing 
GR2(CP-CE1-CE2) 

146 € 
Fashion Design Workshop 

GR1 (CE2- CM1-CM2) 
145 € 

K-pop 
GR1 (CM1-CM2) 

145 € 
Gymnastics 

GR2 (CP-CE1-CE2)   
145 € 

Crafts and Sewing 
GR1 (CE2- CM1-CM2) 

145 € 
Hip-Hop 

GR1 (CM1-CM2) 
147 € Advanced Chess 145 € 

Handball 
GR1 (CP-CE1-CE2) 

145 € 
Future Coders 

GR2(CP-CE1-CE2) 
145 € 

Physical Activity and 
 Educational Games 
GR2 (CP-CE1-CE2)     

145 € 
Hip-Hop 

GR2(CP-CE1-CE2) 
145 € Beginner Chess 145 € 

 
Creation and 

 Architecture Workshop 
GR1 (CM1-CM2) 

145 € 
Creative Art &  

English Practice 
GR2 (CP-CE1-CE2)   

145 € 

Ceramics  
GR1 (CM1-CM2) 

145 € Cooking Workshop 
GR2(CP-CE1-CE2) 

145 € 
Design for Young Creators 

(CM1-CM2) 
145 € 

K-pop 
GR2(CP-CE1-CE2) 

145 € 
Futsal 

GR2 (CP-CE1-CE2)     
145 € 

Cooking Workshop 
GR1 (CE2- CM1-CM2) 

145 € 
Manga & Anime Workshop 

GR1 (CE2-CM1-CM2) 
145 € 

English Drama 
GR1 (CM1-CM2) 

145 € 
Table Tennis Workshop 

GR1 (CM1-CM2) 
145 € 

Volleyball 
CM1/CM2 

145 € 

 

 
 

 
 

 Natation 10.500 
Future Coders 

GR1 (CM1-CM2) 
145 € 

 

 

 

 

 

 

  

Creative Workshop 
 of Applied Art HistoryG 

R1 (CE2-CM1-CM2) 
145 € 



 

 

Fees 

The fees include the homework support period and one activity session (this does not apply to the Young 
Fashion Designers Workshop, English Drama Club, Manga & Anime Workshop, and Creative Applied 
Art History Workshop) and cover the period from 9 February 2026 to 30 June 2026 (inclusive). 

In case of student absence or withdrawal from an activity, the fee is applied as a non-refundable 
package fee. 

If a student joins or leaves the institution during the school year, the fee will be calculated 
proportionally according to the number of months attended. 

Invoices can be viewed online via the Skolengo portal. 

Parents wishing to cancel their child’s registration for an activity must submit a written request to 
aps@lcdgankara.org before the third session. Each student is entitled to attend two trial sessions. 
If no written request is submitted, the student’s participation will be considered valid and subject to the 
applicable rules. 

• The fee for activities offered within the institution is 145 euros for 16 sessions. 
• The fee for the swimming activity is 10,500 TL for 16 sessions. 

The second term will begin on 9 February 2026 and end on 30 June 2026. A re-registration week will 
be organized between the two terms. 

 

 

Transportation 

Families of children who use the school bus are responsible for confirming directly with the driver 
that their child can be picked up by the bus at 16:30. 

Please inform your child’s driver of the days your child will participate in the activities. It is your 
responsibility to notify the transport company of any schedule changes. 

For the swimming activity, the registration form must be submitted to the extracurricular activities 
coordinator or the club coordinators no later than February 16, 2026. 
Transport to and from the pool incurs an additional cost of 1,200 TL per month. 

 

 

 


