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Story of improvement





I decided to use the idea of a house party that gets out of control when it is advertised on a social networking site. This scenario gave me the opportunity to show the impact of choices and behaviour on different individuals in the community. I decided on 8 characters from the community, including the parents, police, local shop keeper, teacher and  an elderly neighbour, to show the ‘ripple effect’ and consequences  of crime and anti-social behaviour . Each student plays a character for the duration of the game.                                                                                              
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In consultation with the Police, it was decided to develop a PSHE/Citizenship teaching resource to provide students with an opportunity to look at how choices and behaviour can impact on people. I wanted the resource to provide students with the opportunity to role-play members of a community. This would help them gain insight into the impact of behaviour on different people, to consider the consequences of behaviour on a whole community.





To provide students with an opportunity to look at how choices and behaviour can impact on people


 To extend students knowledge and understanding of crime and its consequences


 Develop group work, pairs and individual learning, consider and value opinions, listen and put forward own opinions and ideas








Range and Content, alcohol, drug misuse, SRE, crime





Key Processes – critical reflection, decision making, working with others





Key Concepts - healthy lifestyles, risk, relationships





With in the game students look at a range of issues, these include an alcohol and the law quiz, a crime impact activity; they consider the possible crimes that could occur. Each session has brought about very different discussion points. The game can be used for a trigger for many different areas of PSHE.


I then did a potted version of the game at a twilight PSHE teachers meeting. The feedback was very positive – many said they would use the game as a trigger for PSHE areas; other areas suggested for development were internet safety, role play in drama, safe sex, drugs and alcohol. All teachers felt ‘Lets Party’ demonstrated the link between actions and consequences. The game could be used with year 8 and above. I played the game at a PRU unit – this was with key stage 4 students, this worked well.





 





 








�The game was initially trialled with two year 8 groups. The game lasted two hours. Both groups responded well, we made slight changes to the programme after taking note of feedback from the students. The game was then presented to a half a year group of year 8 students – 125 in total. Other PSHE/Citizenship teachers were invited to observe from across the county in the hope that teachers could use the activity in their own school settings. Many of the students said they felt more able to empathise and consider the impact of their choices.











“I played the elderly neighbour, she was badly affected by the party, she didn’t want to go out of her house” Mike   year 8
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My aim was to create a resource and demonstrate that it could be delivered by non specialist PSHE teachers has been achieved.  The resource helps to develop independent learning, group work and discussion.  I would like to further promote the resource to schools as an effective lead in to many PSHE topics and issue. 











