Hampshire Achieves - Session Plan 

	Course: Gaming and gambling L1/ L2
	Session Number: 1
Could deliver over 2 sessions
	Date:

	Start Time:
	End Time:
	Tutor Name:




	Aim(s): Increase knowledge and understanding of gaming and gambling related harm in the UK. Provide information on how to spot signs of gaming and gambling harm and provide details of where to go if you or someone you know is experiencing harm from gaming or gambling.


	Group Learning Objectives (SMART)
By the end of the lesson students will be able to:
Define the terms gaming and gambling (ALL)
Identify signs and symptoms of problem gaming and gambling (ALL)
Describe effects of problem gaming and gambling on mental health and relationships (MOST)
Explore how gaming and gambling is perceived in advertising and the media (SOME)
Know where to access support if worried about yourself or someone you know is experiencing harm from problem gaming and gambling (ALL)

	Individual Learner Activity:
Differentiated additional tasks embedding English and maths:

1. Write a diary and compare time spent on social media vs. time spent gaming. Identify when and how. Calculate time/ money spent over the month/ year/ lifetime.

2. Devise a coin toss/ card game looking at probability.
3. Create a wall display on how and why young people game and gamble.
4. “Gaming is a sociable and inclusive activity that comes without risk.” Debate.




	Timing
	Tutor Activity
	Learner Activity

Identify where embedding of the topics below have been included using the codes 

(HS) (S) (E&D) (BV) (P)
	Differentiation 

(inc. Functional Skills/embedding English and maths)
	Assessment
	Resources

	10 mins

	Register learners at the start of the session.

Introduce the session content and the aims and objectives.

Outline the aims and objectives for the session and undertake general housekeeping:

•
Nearest fire exit

•
No fire drill expected 

•
Nearest toilets

•
Drink making facilities

(this depends on where and how you are delivering the session; it may be 1 to 1 or online).
	Listen to tutor and ask questions if necessary.

	
	
	

	60- 80 mins
	Deliver powerpoint presentation which looks at word association, statistics, 4 stages of gambling, effect of advertising, rise of esports, spotting the signs of problem gaming, help and support available.


	Learner contribution will vary throughout the session.

Learners will participate in word association, multiple choice questions and discussion

	MN
ESLC

EWS

BV- legislation/ law
	Observation

Written
Discussion


	PPT
Youtube links

	Links for:

Loot box animation

https://www.youtube.com/watch?v=rG88hC0MrtU
Esports 2019 world championship highlights

https://www.youtube.com/watch?time_continue=10&v=PswnONyX23I&feature=emb_logo
Jaden Ashman- Fortnite 2019

https://www.youtube.com/watch?v=GLUADbCZhp8


	30mins 
	See above- individual learner activity. Choose additional task to complete with group based on level, number in group and if face to face or online.
	Learners to complete tasks in pairs/ small groups
	MN

ESLC

EWS
EWCG

EWP
	Written
Debate/ discussion

	See booklet for additional ideas

	10mins 


	Plenary- Ask learners to state one thing they have learnt during the session and ask learners to rank on a scale of 1-10 how useful they thought the session was.

Explain home learning task- design a survey on games young people play, how often, do they pay etc
	Learners make a contribute and rate usefulness of session
	ESLC
	Oral contribution
	


	Key: Health and Safety (HS) / Safeguarding (S) / Equality and Diversity (E&D) / British Values (BV) / Prevent (P) / Functional Skills - Identifying embedding of English and maths using Hampshire Achieves codes

BV

Embedding Eng and maths

	


After the session please complete the Evaluation of Session overleaf.
Evaluation of Session
	Please respond to the following reflection questions after each session: 



	Learner achievement: How well did the learners achieve their goals and enjoy their learning?


	Evaluation: What went well and what needs improving? Did the session go to plan? How well were embedded subjects delivered / received?


	Analysis: What can you learn from the session? What would you change next time?



	Conclusion: What else could you have done?



	Action plan: What would you do differently next time, note updates / planning / amendments for next session?



	Any other concerns? (safeguarding, health & safety, learning needs (SEND), equality & diversity, attendance / lateness, feedback to centre manager)
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