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Programme: PB&EW Session 1: Understanding Emotions Level: 2

Class: Date: Duration of Session: 75-minutes

Teacher Tips/Differentiation 

1. Excellent behaviour at school/
2. Excellent behaviour at home
3. Controlling my anger
4. Better relationships with friends
5. Better relationships with family
6. Be the best I can be

Links to Academia
• Written work in books 
• Communicative skills - verbal expression

Resources Needed
• Post-It notes
• Dice
• Selection of prizes

Session Stages 
Discussion

Action

Reflection

• Intro Movie – a short film introducing the session/programme
• Check-in – students are given time to reflect on how they feel.
• Time to Talk – students will explore the need for positive and

mature behaviour through the programme, establishing group
ground rules to support learning.

• Catch Confidence Game – students will play an interactive game to
identify the top 6 benefits of participating in the PB&EW
programme.

• .What are Emotions – for this activity, students will explore the
meaning of different emotions, before moving their focus to the
emotion of anger. Students will identify different examples of
aggressive behaviour.

• Fact or False - students will further expel myths around emotions and
identify facts that will help guide learning throughout the course.

• Roll With It- ‘Practical Activity’ Students will participate in activity
designed to test their ability to deal with challenging situations.

1. During the Time to Talk activity, students should be encouraged to
attempt the ‘Challenge Questions’, focusing on providing answers that will
support the group in understanding the need for positivity and maturity.

2. During the Catch Confidence game, discussions should be kept brief and
succinct after each round. This is because students will be encouraged to
explore and learn about the answers during the activity that follows the
game, so deeper feedback should be reserved for this point in the session.

3. During the final Written Activity, students should be given ample time to
complete the ‘Am I Angry?’ task. This will enable them to highlight areas of
improvement needed throughout the course.

4. During the Target Setting task, students should be encouraged to provide
honest feedback about the session and set relevant targets to aid further
progression.

• Am I Angry? - students will reflect upon their learning throughout the
session and identify times in which feelings of anger arise.

• Target Setting – students will set themselves two targets for the
week ahead. One will be a Group Target, which will be based around
the content of this session and the other will be a Personal Target in
which they will focus on an area of personal development that they
will work on throughout the week.

Positive Behaviour & Emotional 
Wellbeing Programme

Interactive Game Answers

Students will explore the importance
of the Positive Behaviour & Emotional
Wellbeing programme, identifying
reasons why the programme may be
beneficial to them. Students will expel
some of the myths surrounding anger,
and emotions in general, gaining a
greater, deeper understanding of the
importance of positive wellbeing and
self-management. Establishing strong,
positive peer relationships will be at
the forefront of today’s learning.

Learning Outcomes

AFL Strategies
Strategic Questioning - during
feedback sections, students should be
questioned deeper and further about
their responses. If they have revealed
that they worry about their levels of
anger, perhaps ask them “Why do you
feel this way?” or even, “How do you
feel you can overcome this?”
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Programme: PB&EW Session 2: Exploring Aggressive Behaviour Level: 2

Class: Date: Duration of Session: 75-minutes

Teacher Tips/Differentiation 

1. Hitting others
2. Shouting
3. Threatening others
4. Shouting
5. Being out of control
6. Throwing things

Links to Academia
• Written work in books 
• Communicative skills - verbal expression
• Data input – Am I Always Angry table

Resources Needed
• Ping pong ball
• Paper cups
• Colouring pencils

Session Stages 
Discussion

Action

Reflection

• Check-in – students are given time to reflect on how they feel.
• Target Review - Students will review their targets from the previous

week.
• Time to Talk – students will explore the meaning of aggressive

behaviour and discuss the levels of responsibility that people should
take when feelings of aggression arise.

• Fearless Fortunes Game – students will play an interactive game to
identify the top 6 most common examples of aggressive behaviour.

• How the World Views Me – for this activity, students will identify
some of the dangers attached to each of the answers from the
interactive game and reflect upon the way in which the world views
people who displays each.

• Am I Always Angry? - students will complete an ‘anger timetable’,
highlighting areas of their typical week where anger is present most.

1. During the Time to Talk activity, students should be encouraged to
attempt the ‘Challenge Questions’, focusing on providing answers that will
support the group in understanding the need for positivity and maturity.

2. During the Fearless Fortunes game, discussions should be kept brief and
succinct after each round. This is because students will be encouraged to
explore and learn about the answers during the activity that follows the
game, so deeper feedback should be reserved for this point in the session.

3. During the ‘Am I Always Angry’ Written Activity, students should be given
ample time to complete the timetable. This will enable them to reflect
upon their week and highlight areas of concern.

4. During the Target Setting task, students should be encouraged to provide
honest feedback about the session and set relevant targets to aid further
progression.

• Am I Always Angry? – students will reflect upon their table,
answering relevant questions to support a greater understanding of
their anger, highlighting times in which this requires greater focus.

• Target Setting – students will set themselves two targets for the
week ahead. One will be a Group Target, which will be based around
the content of this session and the other will be a Personal Target in
which they will focus on an area of personal development that they
will work on throughout the week.

Positive Behaviour & Emotional 
Wellbeing Programme

Interactive Game Answers

Students will continue to focus on the
topic of anger and will identify
common types of aggressive
behaviour. Students will use self-
reflection to explore if the identified
behaviours are ones in which they
regularly display. Students will look at
the dangers of each of the identified
behaviours and explore the way in
which the world may view them.
Students will start to gain a greater
understanding of their triggers and
times in which feelings of anger arise.

Learning Outcomes

AFL Strategies
Think-pair-share – after the ‘How the 
World Views Me’ task, ask students to 

work with the person next to them, 
thinking about what they have learned 

about themselves and the way they 
are perceived by others. Ask students 
to share their findings with group as 

part of structured feedback.  
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Programme: PB&EW Session 3: Consequences of 
Aggressive Behaviour

Level: 2

Class: Date: Duration of Session: 75-minutes

Teacher Tips/Differentiation 

1. Detention
2. Excluded
3. Bad Reputation
4. Hurting yourself
5. Losing friends
6. Feeling upset

Links to Academia
• Written work in books 
• Communicative skills - verbal 

expression

Resources Needed
• Object cards/ x8 pieces of string
• Giant Jenga 
• ‘Who anger affects (cards)

Session Stages 
Discussion

Action

Reflection AFL Strategies
Student Summary – to reinforce
understanding, pick points through the
session to ask a student to summarise
the learning that has just taken place.
Where a particular student struggles
to do this, have them use their partner
to help reinforce their answer and
encourage further use of positive
teamwork and peer support.

• Check-in – students are given time to reflect on how they feel.
• Target Review - students will review their targets from the previous

week.
• Time to Talk – students will explore the meaning of the word

consequence and begin to understand some of the negative
outcomes of poor and aggressive behaviour.

• Wheel of Frustration Game – students will play an interactive game
to identify the top 6 most common consequences of aggression.

• Consequence Chains – students will establish situations which
trigger anger, identifying possible consequences of an aggressive
response and positive solutions to manage these situations
appropriately.

• Dealing with Consequences – for this activity, students will
practically identify the limitations that consequences can bring.

• Who is Affected by my Anger? - students will take part in a practical
activity to help them identify people that may be affected as part of
their actions.

1. During the Time to Talk activity, students should be encouraged to
attempt the ‘Challenge Questions’, focusing on providing answers that will
support the group in understanding the dangers of poor decisions.

2. During the Wheel of Frustration game, discussions should be kept brief
and succinct after each round. This is because students will be encouraged
to explore and learn about the answers during the activity that follows the
game, so deeper feedback should be reserved for this point in the session.

3. During the ‘Who my Anger Affects’ Practical Activity, students should be
supported to provide honesty when exploring who their behaviour can
affect. This can be a sensitive discussion topic and one which needs
empathy and understanding when being explored.

4. During the Target Setting task, students should be encouraged to provide
honest feedback about the session and set relevant targets to aid further
progression.

• Who is Affected by my Anger/Taking Responsibility - following the
practical task, students will complete a written reflection activity.

• Target Setting – students will set themselves two targets for the
week ahead. One will be a Group Target, which will be based around
the content of this session and the other will be a Personal Target in
which they will focus on an area of personal development that they
will work on throughout the week.

Positive Behaviour & Emotional 
Wellbeing Programme

Interactive Game Answers

Students will begin to develop an
understanding of the consequences
that may come as a result of poor and
aggressive behaviour and begin to
explore ways to ensure that feelings
of anger and frustration do not
develop into aggressive outbursts.
Students will think about the people
in their lives that can be affected as a
result of their actions, and use this as
a positive strategy to help them
exhibit correct and appropriate
actions when negative feelings arise.

Learning Outcomes
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