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Outcomes for High 1in 5 children

I n C | d e n C e D | S a b | I | t | e S in the U.S. have learning and attention issues

such as dyslexia and ADHD

Students with leaming disabilities (LD) are as smart as their peers

U Over 30% of children with learning disabllities bu tuggle 0 achieve withoutthe ight support. Theyar

drop out of high school. 31/ 3X ZX
U Dropout rates are particularly high for youth mot e J?A‘““é,‘&t o »
with emotional disturbances (44%) bullied | aftighichool | st

U Thirty-five percent of youth with emotional
disturbances no longer live with parents, the
largest of any category of youth with
disabilities, and they are the only group to
show a S|gn|f|cant Increase In the likelihood of
f )\@)\ya AY G20KSNE | NN
criminal justice or mental health facilities,
under legal guardianship, in foster care, or on
the street.

Source: 28th Annual Report to Congress on the Implementation of the
Individuals with Disabilities Education Act, 2006




Criminal
Involvement

47.3% 71.6% 50%

SOURCE: U.S. Department of Education,
Institute of Education Sciences, National
Center for Special Education Research,
National Longitudinal Transition Stu@y

Students with disabilities who complete high
school are nearly three times less likely than
non-completers to get in trouble with the law

in early adulthood.



How might these trends
Impact postsecondary
planning & programming
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Connect the subject, ideas, and
concepts to how it will impact
the student

Consider their unique talent

Investigate what is important to o
them (beyondg K| 0 Qa o NJ S\
the Transition Plan) R




Use Culture

U Pop culture is a pervasive
force In the lives of most
young adults

U Recognize culture as
relational currency

U Incorporate various music,
fashion styles, celebrities,
and other cultural trends
Into curriculum and
programming




Allow Students to Teach

U Inspire youth to become the
experts on life & vocational
skills by asking them to
present content

U Engage thelir interests In
presentation formats

U Level the playing field in cross
categorical environments




Meaningful
CommunityBased
Activities

U Think beyond the grocery store &
solicit feedback from program
participants

U Make exploration of the
community an anticipated activity

U Do something physical with them.
Even just walking will support
youth to converse more freely.



StudentDriven Programming

U Focus on the task of adolescence: to
develop a sense of self & understand
oneself as an independent person able
to make decisions

U Mitigate noncompliance by inviting
students into the planning process

U Provide the framework rather than
control

U Create an environment that is not like
high school




