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Emotional Intelligence is the ability to understand and manage your own emotions, and to recognise and

comprehend the emotions of those around you. While lots of time is spent focusing on happy and positive
emotions - which are no doubt important! - it is just as important if not more so to be able to understand all of

our emotions, especially those that may be harder to deal with like sadhess or anger.

Now more than ever, nurturing emotional intelligence in children is key to their emotional well-being and mental
health. This is a key part of their development throughout their early years and into school. SEL, or Social &
Emotional Learning, is a vitally important part of children’'s schooling where they learn to socialise and manage
their emotions, helping them to become more resilient, successful adults.

The Happier Schools Project is a series of lesson plans with activities designed to teach emotional intelligence
(EQ), or social and emotional learning (SEL) skills. The lessons use the CASEL framework of five core
competencies around SEL and explore the 27 Key Emotions as identified by psychologist Dacher Keltner from the
Greater Good Science Center. Each lesson has been designed to meet a different level of the framework:

Self- Self- Social Relationship Responsible
awareness management awareness skills decli(s_ion
making

The content in each lesson has been separated into discrete activities from which you can pick and choose
whichever work best for your pupils. Or you can do all the activities over a long session or series of lessons.
Each activity has been written with detailed steps which you can follow, adapt or use to create your own
activities based on your knowledge of your pupils.

There are a mixture of different styles of lessons We have grouped the activities in each lesson into five
marked with icons for easy identification: groups, which cover a variety of approaches to
teaching to ensure that students are thinking and
talking, but also playing and getting creative. The

- Qi various activities will encourage students to...
Vi ~
Teacher-led Individual Pair work . . .
classwork classwork Activities to Activities to help Activities to help them
improve them express better understand and
their mood their emotions manage their emotions

TAKE THE TAKE THE
TIME TO TIME TO

PLAY THINK

Group work Homework or Game_s & act_ivities Activities to help
oreparatory work to enjoy their day thslgi:nt?pnaege

(for outside school
or classroom)

Look for the badges on each lesson so you can choose
Look for the icons on each lesson plan to easily the best activity for your class or groups on any given
identify how it is structured and choose the best day.
approach for your class or individuals.
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The Collaborative for Academic, Social, and Emotional Learning (CASEL) was formed in 1994 to establish
high-quality, evidence-based social and emotional learning (SEL) from early years to adulthood. CASEL
commissions, conducts, synthesises and shares research and resources to help educate the whole child, equipping
students for success in school and in life.

CASEL’s SEL framework fosters knowledge, skills, and attitudes across five areas of core competence. By explicitly
teaching the skills within these competencies, research shows that it can support equitable learning environments
and improve optimal developmental outcomes for all children, adolescents, and adults.

CORE COMPETENCY DEFINITION ASSOCIATED SKILLS

(©
Self-

awareness

Self-
management

Q
Social 28‘3

The ability to accurately recognise one’s own emotions, thoughts and
values and how they influence behaviour. The ability to accurately

assess one’s strengths and limitations with a well-grounded sense of
confidence and optimism.

* |[dentifying emotions
* Accurate self-perception
* Recognising strengths

The ability to successfully regulate one’s emotions, thoughts and
behaviours in different situations - effectively managing stress,
controlling impulses, and motivating oneself. The ability to set and
work towards personal and academic goals.

* Impulse control
* Stress management
* Self-discipline

The ability to take the perspective of and empathise with others. The
ability to understand social and ethical norms for behaviour and to
recognise family, school and community resources and supports.

* Understanding emotions
* Empathy/sympathy

» Self-confidence
» Self-efficacy

» Self-motivation
» Goal setting
 Organisational skills

» Appreciating diversity
* Respect tor others

awareness
s e The ability to establish and maintain healthy relationships with diverse - S
< individuals and groups. The ability to communicate clearly, listen well, « Communication * Relationship building
Relationship cooperate with others, resist inappropriate social pressure, negotiate * Social engagement * Teamwork
skills conflict constructively and seek and offer help when needed.

* Evaluating
* Reflecting
- Ethical responsibility

* |[dentifying problems
* Analysing solutions
» Solving problems

The ability to make constructive choices about personal behaviour and
social interactions. The realistic evaluation of consequences of various
actions and a consideration of the wellbeing of oneself and others.

v X
Responsible
decision making

OO 0O

The Happier Schools Project also uses the 27 Key Emotions at its core. While there are lots of emotions that we
can experience, from good to bad and everywhere in between, Professor Dacher Keltner of the Greater Good
Science Center has identified 27 key states of emotions that drill down into the most basic emotions that
everyone experiences. All the lesson plans and activities in the Happier Schools Project use these as a base, and

then explore gradations of emotions from these core states.

CIOIUISIOICONOIE,

Admiration Aesthetic Amusement Anger AnXxiety Awkwardness
Apprectiation

DOVLV@POOO

Calmness

Adoration Attraction

Boredom

Empathetic Entrancement Excitement Fear

Pain

POOOOOOO@

Satisfaction

Confusion Craving Disgust

Romance Sadness

Surprise

Interest Pride Relief

Horror
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LESSON'S
DECISIONS

This lesson looks at how to analyse problems, evaluate options, reflect on what the
consequences of different actions might be with a view to making good, responsible
choices in behaviour and social interactions.

It starts by asking pupils to consider whether they would go to a concert or a birthday
party if they happened on the same day. There is an optional, physical runaround activity
that helps pupils realise how many decisions they make everyday and gets them practising
making quick decisions without any context.

The lesson is centred around teaching pupils how to make a responsible decision by
finding all the options and weighing up the advantages and disadvantages of each option.
This can be differentiated into following 7 or 10 steps depending on your pupils. There are
two sets of worksheets and posters to help. You can follow this by using the template and
example in the Decision Making Practice worksheet.

The decision quiz helps pupils realise how they react in difficult situations. You can use the
scenarios presented to discuss responsible decision-making.

The lesson ends with a pairwork recap and you can set a creative story homework and/or
cloze passage assessment.

There are downloadable worksheets and posters to help you deliver the lesson, with a full
list below of what needs to be prepared ahead of time.

* Print out a Ten Steps to Good Decisions worksheet for each pupil or use the Seven
Steps to Good Decisions worksheet for younger or less able pupils.

Print out a Decision Making Practice worksheet for each pupil.

Print out a Decision Story worksheet for each pupil’s homework.

Print out a Making Good Decisions Notes worksheet for each pupil, selecting the level
most appropriate for them.

OPTIONAL EXTRAS:

®* Print out one copy of the Decision Making Template for each pupil.
e Print out a Decision Quiz worksheet for each pupil.

POSTERS:

e Print out one copy of the Ten Steps to Good Decisions poster to display in your
classroom.

e Print out one copy of the Seven Steps to Good Decisions poster to display in your
classroom.

e Print out one copy of the Why Should | Be Responsible? poster
to display in your classroom.
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LESSON'S
DECISIONS

¢ Understand that the things we do can affect others and different people may be affected

In different ways.
¢ Make a decision by looking at all the options and their good and bad points.

¢ Consider different choices and select a better option. @

Gifted and Talented: Teach the Ten Steps To Good Decisions and provide more
challenging scenarios in the Decision Making Practice.

e English as an Additional Language: There is a lot of language around options and
considering advantages and disadvantages. Make sure new terms are understood.

e Special Educational Needs: Teach the Seven Steps To Good Decisions and use the Level
1 cloze passages. The language and concepts are quite advanced so explain new terms.

Relationships Education
Caring friendships:

e how to recognise who to trust and who not to trust, how to judge when a friendship is
making them feel unhappy or uncomfortable, managing conflict, how to manage
these situations and how to seek help or advice from others, if needed.

Being safe:

e what sorts of boundaries are appropriate in friendships with peers and others
(including in a digital context).

e how to respond safely and appropriately to adults they may encounter (in all contexts,
including online) whom they do not know.

e how to recognise and report feelings of being unsafe or feeling bad about any adult.

e how to ask for advice or help for themselves or others, and to keep trying until they
are heard.

e how to report concerns or abuse, and the vocabulary and confidence needed to do so.

where to get advice e.g. family, school and/or other sources.
Cltlzenshlp KS1: 1a, 1b, 2a, 2e, 44q, 4b, 4c, 4d, 5a, 5d, 5f, 5g, 5h. KS2: 13, 1c, 2c, 2d, 2e, 2f,

43, 5a, 5d, 59.
PSHE: H14, H22, H24, H37, H38, R24, R28, R30, L1, L3
Physical health and mental wellbeing: Primary
Mental wellbeing
e how to judge whether what they are feeling and how they are behaving is
appropriate and proportionate.
e Where and how to seek support (including recognising the triggers for seeking
support).
CASEL Core Competency: Responsible decision making

"

Save the
Children




e THETo
ol

PROJECT

1. Write the following on the board:

One of your closest friends invites you to
their birthday party.

Another friend has invited you to go to a
concert with them and has bought you a
ticket.

You find out they are on at the same time.

What do you do?

2. Ask pupils to silently think about the problem on the board for a minute.

3. Ask pupils what they would do and take answers from a few different pupils.
4. Ask pupils how they reached their decision. What factors did they consider?

5. Tell pupils that there isn’t a correct decision as how our friends will feel about our
decision will affect what we decide.

7. Tell pupils that our decision will probably depend on our relationship with the people
involved, how much we want to see the concert, if we can find a way to make both
people happy and what would make us happy.

8. Tell pupils that in this lesson we will be looking at how we can improve our
decision-making skills by considering the consequences - or what will happen when we
choose different options.

\
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DECISION/RUNAROUND

1. Tell pupils that a decision is when you select from different choices or options, like
choosing chocolate ice cream instead of strawberry, or deciding what to wear in the
morning.

2. Tell pupils that they are going to be asked to quickly choose between two options.
You’re going to point in different directions for the two options and they have to walk or
run in the direction of the option that they choose or think is best. You can either tell
the pupils where to run or mark it out on the field.

3. Ask pupils to choose between the following and point in opposite directions for the two
options:

a) Cats or Dogs
b) Films or Music

C) Carrots or Potatoes
d) Reading or Running
e) Blue Socks or Red Socks

f) Saying Hello First or Waiting for Someone Else to Speak First
4. Ask pupils how difficult they found it to make those decisions.

5. Tell pupils that simple decisions can be quick to make, but bigger decisions can take
longer.

6. Ask pupils how many decisions they think they make every day.

7. Tell pupils we make hundreds of decisions every day - maybe more.

\
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DECISIONS

1. Remind pupils that a decision is when you select from different choices or options,
like deciding whether to go to your friend’s birthday party or to a concert.

2. Ask pupils to tell you some decisions they’ve already made that day. They may be:

a) What to wear

b) What to eat

C) Where to go in school

d) How to travel to school

e) Which music they’re going to listen to

f) Who they’re going to speak to or play with
g) What they’re going to talk about or play with
h) What they’re going to say to answer a question

3. Tell pupils that most of these decisions are small and may only affect the person making
the decision.

4. Tell pupils that some decisions are more complicated and affect more people. When
making a bigger decision, we may want to think about it and talk to other people to
help us decide.

5. Tell pupils we might think about some big, difficult decisions for many years, like what
job we want to do. We might want to learn a lot about our options so we can make a
decision based on information.

6. Tell pupils that sometimes we may want to change our mind after we’ve made a
decision - and that it’s okay to try something and change your mind afterwards. But it is
not always possible to go back and make a different decision. For example, if you’ve
spent your pocket money on an ice cream you don’t like, you can’t change that decision
once you’ve eaten it.

7. Tell pupils that we can learn from bad decisions and make a different choice in future.

8. Ask pupils what they would do if four of their friends wanted to watch one film but they
wanted to watch a different film.

9. Tell pupils that it’s okay to make a decision that is different from other people’s
decisions, or to make a decision that other people don’t
like. They should respect your decision and
you should respect theirs.

\

Save the
Children




TAKE THE
TIME TO

THINK

THE
HAPPIER

SCHOQLS
PROJECT

10. Ask pupils how they can make a decision if more people in a group want to do one
thing than another - for example, playing football over cricket.

11. Tell pupils it’s often fairer to do the thing that most people want to do. If necessary, you
can take a vote on it. In the example of the film, you can either join in with your four
friends who want to watch the same film, or find something else to do instead - or a
different film for you all want to watch.

12. Tell pupils that making a decision can be hard if we want all the options, like all the
flavours of ice cream, or if we’re afraid of making the wrong choice. If we find it difficult
to choose, we may select none of our choices, which means we’ve really picked nothing.

13. Tell pupils it is usually better to make a choice, even if that choice is to do nothing, as
once we’ve made a decision, we often stop thinking about it and our brains can think
about other things instead.

14. Ask pupils how they go about making decisions. Select a few pupils to give their
answers. Try to get pupils to tell you that they weigh up options.

15. Tell pupils they’re going to learn how to make good decisions and what that process is:
(If possible, show pupils the Ten Steps to Good Decisions poster as you talk through the
steps. NOTE: For younger pupils use the Seven Steps to Good Decisions worksheet and

process that Ieave_s out steps 7-9) o Jstes

1. Find all the options. SR

2. List all the good things, or the advantages, of each option. '

3. List all the bad things, or the disadvantages, of each option.

4. Compare the advantages and disadvantages. R

5. Pick the option with more advantages, or fewer disadvantages. ¢ e

6. Check that one advantage or disadvantage is not much —
more important than the others. oo fiian tiemiion

7. If one advantage or disadvantage is more important, you could (%) _ @
count it twice. Or you could give each advantage or disadvantage | #: @ @
more points based on its importance. soti stvtags aptons

8. Add all the points for advantages. Subtract all the points for each . o
disadvantage. Select the option that has the most points. =

9. If two options seem equally good, choose the one that is easiest, fastest or helps the
most people.

10. If you can’t decide, just pick something. Not deciding is choosing nothing!

16. Ask pupils to note down the points or give them the Ten Steps to Good Decisions
worksheet to complete.

17. Tell pupils that making big decisions is hard but we
can practice by making small decisions.

18. Tell pupils that no one makes the right
decision every time, but the more we
practice making decisions, the better we
can get at It.
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LESSON/ACTIVITIES,
DECISION PRACTICE

1. Tell pupils that they’re going to consider a situation and should try to make a good,
responsible decision.

2. Give each pupil a Decision Making Practice worksheet. Read through Saira’'s scenario
with the class.

3. Ask the class to think of the advantages and disadvantages of Saira’s two options and
consider what advice they would give to Saira about what she should do. Give the class
time to do this. If you think your pupils are able to, ask them to give points to each
possible outcome based on how important or likely it is. Tell pupils there is no correct
way to give points - or the number of points to give, as that is a personal decision based
on individual values, but it can be a way weigh up different options. If you think your
pupils will struggle to assign points, use the version of the sheet without this.

If pupils used points to rate their advantages and disadvantages, ask pupils how many

4. points they gave to each. Tell pupils there is no correct amount of points as assigning
values to options is a personal decision, but the consequences of some actions may be
more severe than others.

After the pupils have done the exercise, ask them to tell you what the advantages and
5. disadvantages of each option are.

nappier  DECISION MAKING PRACTICES '
SCHOSLS SAIRA DECIDE LEVEL ~

Ask pupils what the responsible decision is.

Use this

eopier  DECISION MAKING PRACTICES
SIS HELP LEVEL 2

Blank takle to help you make a decision about Saira

Discuss that the disadvantage of not looking after

7. her brother could have far more serious consequences
than being tired at football so that point outweighs,
or counts more, than other considerations.

Ask pupils for other decisions they could make
using the table.

EXTENSION

Give your pupils other scenarios to consider
and ask them to use the Decision Making
Template to help them reach a decision. Try
to choose examples that are pertinent or
relevant to their circumstances.

\}
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LESSON/ /ACTIVITIES
DECISION QUIZ
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Give each pupil a Decision Quiz worksheet to complete by themselves. Alternatively read out the
questions and get pupils to note down the letter of their answer for each question.

Tell pupils that there are lots of other options for alternative decisions and the ones given in the
exercise are just suggestions.

Ask pupils to note down what they would do if their answer differs from the suggestions.

Tell pupils to imagine each scenario as vividly as they can and feel what they would be most
likely to do. Tell pupils not to answer what they think they should, but select the answer that is
closest to what they might actually do!

Q1. Your best friend offers you some chocolate from a chocolate bar they have just stolen from the school
cafeteria. Do you:
a) Eat the chocolate, enjoy it, thank your friend and ask them if they can steal two bars tomorrow.
b) Tell a teacher.
c) Tell your friend that stealing iIs bad and they shouldn’t do it again.
d) Something else.

) Y

Q2. You’ve accidentally run over a puppy on your scooter and it has an injured paw. Do you:
a) Scoot away as fast as you canh and hope nho one else sees you.
b) Look at the dog’s collar and try to find the puppy’s owner so you can explain and apologise.
c) Try to fix the puppy’s paw yourself by bandaging it up.
d) Something else.

Q3. During art class, you accidentally spill paint down the back of the school bully’s white shirt. No one saw you
do it. He thinks the spill was done by someone who recently called you nhames. Do you:
a) Let the other person take the blame - it’s only fair after they were mean to you.
b) Tell a teacher that there's an argument over someone spilling paint but don’t say it was you.

c) Tell the school bully that you spilled the paint by accident, apologise and offer to fix it by cleaning
their shirt.

d) Something else.

Q4. You see a large group of older pupils picking on a kid you know doesn’t speak English very well. Do you:
a) Walk away - you don’t want them to pick on you next.
b) Tell a teacher or adult.
c) Go up to the group, start talking to the person being picked on as if you’re good friends and lead

them away from the group. When the group starts calling you names, you tell them to stop being
mean or you’ll tell a teacher.

d) Something else.

Q5. Your younger sister got into a fight and is covered In bruises. Do you:
a) Demand to know who hit her and search the school to hit them back.
b) Tell your sister not to get into fights and to go to a teacher if it happens again.
c) Speak to your sister to find out what happened and offer her your support.
d) Something else.

Q6. You promised your best friend that you would watch them in the school play but just before the performance
you’re not feeling well and are worried you might make other

. _ — ~
people ill. Do you:
a) Take some cough sweets to the school play and go anyway —
because it’s probably alright.
b) Send a message to your friend to say you’re sorry you can’t / e
go because you’re ill and wish them luck.
c) Stay at home and ask someone who iIs going to record the

.

performance so you canh watch it back together with you
friend when you’re well again.

d) Something else. !
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5. Review pupils’ answers by telling pupils:
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a) If they got mostly ‘@’ answers, they might need to look at their values and
decision-making again.

b) If they got mostly ‘b’ answers, they are good at going to adults for help.

c) If they got mostly ‘¢’ answers, they are brave and good at dealing with
situations themselves but they might get themselves into trouble with some of
their decision-making.

d) If they got mostly ‘d’ answers, they are very creative.

6. Discuss each scenario and what might be the advantages and disadvantages of each
option. Review some alternative answers pupils had for each scenario.

7. Tell pupils that there could be many different possibilities and, in real life, our responses
may depend on who else is involved, when and where the incident takes place and our
mood at the time.

8. Tell pupils that learning to make the right, responsible decision in different situations is
a life-long skill that we are all working on all the time.

DECISION

Q1. Your best friend offers you some chocolate from a chocolate bar they have just stolen from
the school cafeteria. Do you:
a) Eat the chocolate, enjoy it, thank your friend and ask them if they can steal two
bars tomorrow.
b) Tell a teacher.
c) Tell your friend that stealing is bad and they shouldn't do it again and you won’t eat it.
d) Something else,

Q2. You've accidentally run over a puppy on your scooter and it has an injured paw. Do you:
a) Scoot away as fast as you can and hope no one else sees you.
b) Look at the dog’s collar and try to find the puppy’s owner so you can explain and
apologise.
c) Try to fix the puppy’s paw yourself by bandaging it up before scooting away.
d) Something else.

Q3. During art class, you accidentally spill paint down the back of the school bully’s white
shirt. No one saw you do it. He thinks the spill was done by someone who recently called

you names. Do you:

a) Let the other person take the blame - it’s only fair after they were mean to you.

b) Tell a teacher that there's an argument over saomeone spilling paint but don’t say it
was you.

c) Tell the school bully that you spilled the paint by accident, apologise and offer to fix it
by cleaning their shirt.

d) Something else,

Q4. You see a large group of older pupils picking on a kid you know doesn’t speak English very
well. Do you:

a) Walk away - you don’t want them to pick on you next.
b) Tell a teacher or adult.
¢) Go up to the group, start talking to the person being picked on. Pratend you're good
friends and lead them away from the group. When the group starts calling you names,
you tell them to stop being mean or you'll tell a teacher.
d) Something else.

Q5. Your younger sister got into a fight and is covered in bruises. Do you;
a) Demand to know who hit her and search the school to hit them back.
b) Tell your sister not to get into fights and to go to a teacher if it happens again.
¢) Speak to your sister to find out what happened and offer her your support.
d) Something else.

Q6. You promised vour best friend that vou would watch them in the school play but just before the — /
performance you’re not feeling well and are worried you might make other peopleill. Do you:
a) Take some cough sweets to the school play and go anyway because it's probably
alright. L
b) Send a message to your friend to say you're sorry you can’t go because you're ill and
wish them luck.

¢) Stay at home and ask someone who is going to record the performance so you can \
watch it back together with your friend when you’re well again.
d) Something else.
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A

Save the
Children

'}

Save the
Children




TAKE THE
HEPPIER PLENARY SMILE

sroseer — DECISION PROCESS S

PROJECT

1. Ask pupils to tell a neighbour:
a) What they would do if they had to make a difficult decision.
b) Who they would talk to if they needed help making a decision.

2. Recap on the Ten Steps to Good Decisions process (omitting steps 7-9 for less able
pupils).

3. Tell pupils that they can always talk to trusted
adults to help them make decisions.

TEN

TO

FOLLOWING THESE STEPS CAN HELP YOU
MAKE GOOD DECISIONS.

3. What are the disadvantages of each option?

4. Compare the advantages and disadvantages.

5. Which options have more advantages
0 or fewer disadvantages?

THE @

HAPPIER '
SCHOSLS  Savethe ‘%
PROJECT Children

'H

Ask each pupil to draw a Smiley (or not so smiley) _ - —
face on a piece of paper to show how they feel
about the lesson and how well they understood
what they learned. If you have sticky notes, you can
ask pupils to do this on a sticky note and stick it to
the board or the wall.
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1. Tell pupils that they should write a story about
a character who has to make a difficult
decision. Shesis  DECISION ¢

2. Give each pupil a Decision Story worksheet or _
you can write or read out the questions on the

L
worksheet to help them come up with an idea. Who i your main character

Where do they live? What is their world like?

/2

"*‘7

3. Tell pupils that in their story, they will need to —
make the story clear to the reader. To do this, D
they should set up the situation their character
IS in and show why the decision is difficult.

W

Why is it a difficult choice?

"
Qo

How do they make their decision?

4. Tell pupils they should explain how their
character reaches their decision and the result
of their choice.

¥

What happens before the decision?

What happens after the decision?

5. Some pupils may struggle to come up with an
iIdea but ask them to think about a difficult
decision they’ve made in their own life and use
that. It could be something simple like deciding et L SIS (N SRS S
what they want for a birthday present, how to |
spend their pocket money or even what to eat W
for lunch.

-
-

C

Children

The Decision Story homework stories should be marked before being discussed in class.
As well as checking the writing technique, look at the decision-making process. Select a
few good examples to read out and discuss in class.

1. Give pupils general feedback on their writings.

2. If pupils give their permission, select a few examples of stories to read out in class and
explain why they are good stories. What plot points

—_— /
make it a good story? Is the decision-making process Q ______,
—

good?
Ny I o‘il'

3. Tell pupils that we all have to make difficult decisions
throughout our lives and the better we can get at it,
the easier it can make our lives.

\
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1. Ask pupils to complete the blanks in a passage of lesson notes, shown below.

2. You can provide this as a worksheet (see the Making Good Decisions Notes
worksheets) for pupils to complete in class or as part of their homework.
Alternatively provide the text on the board with the underlined words missing and
ask pupils to copy the text into their books, filling in the blanks.

3. You can differentiate this and help students complete it by providing the words to
choose from and/or the first letter of the missing word.

4. Check in the class that pupils understand the gaps.

Z2mall decisions, like what Aavour ice cream to eat, may only make a SCH@@LS

difference to us, We may make these decisions q . P RoJ =¢T

1) An example of a small decision | make is

DECISIONS

Some decisions, like what music to listen to at home, may affect more
people. IT different people In a group don't agree, we may go with the
decision that m people want. Or you can find something else to
do instead.

2} An example of a decision that affects more people is

Small decisions, like what flavour ice cream to eat, may only make a
e e e i biaa e difference to us. We may make these decisions quickly

We might spend many v
the job we want. We may want to learn a lot about our optlons SO We Can

make a decision based on i . We may also want to
t to other people to help us decide.

1) An example of a small decision | make is

3y An example of a hig decision is

iaeeen  MAKING GOOD i+ -
ScHosLs DECISIONS NOTES: L sl et ke o . _ _
Some decisions, like what music to listen to at home, may affect more
;;;fr.-,..: iy people. If different people in a group don’t agree, we may go with the
Small decisions, like what flavour ice cream to eat, may only make a choose, we may select " . -
difference to s, We may make these decisions . .;EQ“’:L!E@EL“’E’:"““"E itis decision that more people want. Or vyou can find something else to
19 An example of a small decision | make is insteaed. do instead.

rears wrong b

Some decisions, like what music to listen to at home, may affect more y different ¢t7
people. If different people in a group don't agree, we may go with the
decision that people want. Or you can find something else to
do instead.

\ An example of a decision that affects more people is

2) An example of a decision that affects more people is

We might spend many
the Job we want. Ve may want to learn a 1ot abouwt our options SO we Can
make a decision based on . We may also want to

to other people to help us decide.

thinking about some big decisions, like

/e might spend many__Years thinking about some big decisions, like
1e job we want. We may want to learn a lot about our options so we can
ake a decision based on information we may also want to

talk to other people to help us decide.

3} An example of a big decision is

It's okay to yvour mind after vou have made a decision, but it is
not always possible to go back and make a choice. If you

spent your pocket money on an ice cream you don't like, you can't change

thatdeciaiunum.teyﬂu'veeatan it. But you can make a different choice in 3) An example Gf a big dECiSiDn is

Making a decision can be han:’li

flavours of ice cream. It can al

choice. If we fi HAPPIER
of our choices, SCHoSLS BEF
usually better to make a cholic PROJECT .
can think abd

It’s okay to 0h3"93 your mind after you have made a decision, but it is
Bl s L5 e i iy e & not always possible to go back and make a different choice. If you
spent your pocket money on an ice cream you don’t like, you can’t change

N 1) An example of a small decision | make is o , _ } _ _
.ﬁd thatfdemsmn once you’ve eaten it. But you can make a different choice in
Some decisions, like what music to listen to at home, may affect more JL 2

people. If different people in a group don’t agree, we may go with the

dacician that poaaple want, O yau can Find camathing alca bo

do instead.

none more future
information chai

2} An example of a decision that affects more people is Making a deCiSiOH Can be hard if We WElI'It EI" the prignﬁ [ Iike EI” the
flavours of ice cream. It can also be hard if we’re afraid of making the
e e wrong choice. If we find it difficult to choose, we may select

make a decision based on . We may aiso want to none of our choices, which means we’ve really picked nothing. It is
3) An example of a big decision s usually better to make a choice. Once we’ve made a decision, our
brains can think about other things instead.

It's okay to vour mind after vou have made a decision, but it is
not always possible to go back and make a choice. If vou

H] 2 = |
B TN o e none more future— oy /yéars wrong brains
[ | | | [ |
king & dacisi be hard if Il th like all th f t h kl ff t t Ik
flelimoisdec oA e 8 T ] B S e inrormation cnang« iTfreren a

choice. If we find it difficult to choose, we may select

of our choices, which means we've really picked nothing. It is -""—__-
usually better to make a choice. Once we've made a decision, our
can think about cther things instead.
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A good way to make decisions is: A good way to make decisions is:

1. Find all the __options | . Findallthe ___Options

2. List all the good things, or the advantages , of each option. 2. List all the good things, or the __advantages ¢ each option.

3. List all the bad things, or the dlsadvanfages , of each option. 3. List all the bad things, or the dmadvanfages , of each option.

4. Compare the advantages and disadvantages . 4. Compare the advantages and disadvantages

5. Pick the option with more advantages , or fewer 5. Pick the option with more advantages | or fewer

disadvantages | disadvantages
6. Check that one advantage or disadvantage is not much more 6. Check that one advantage or disadvantage is not much more
important  than the others. important than the others.

7. If you can’t decide, just Pick something. Not deciding is 7. If one advantage or disadvantage is more important, you could count it

choosing no'l'th ! twice . Or you could give each advantage or disadvantage

points based on its importance.

8. Add all the points for __advantages  gsyptract all the points for
each disadvantage. Select the option that has the most points.

9. If two options seem equally good, choose the one that is easiest, fastest
or __NelpS  the most people.

10. If you can’t decide, just Pick something. Not deciding is
nothing advantages options choosing nothing!

disadvantages pick important

)

.
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Small decisions, like what flavour ice cream to eat, may c:nlg make a
difference to us. We may make these decisions quickly

1) An example of a small decision | make is

Some decisions, like what music to listen to at home, may affect more
people. If different people in a group don’t agree, we may go with the
decision that more people want. Or you can find something else to

do instead.

2) An example of a decision that affects more people is

might spend many_Ye€ars thinking about some big decisions, like
job we want. We may want to learn a lot about our options so we can
e a decision based on information | we may also want to

talk to other people to help us decide.

An example of a big decision is

It’s okay to __change  your mind after you have made a decision, but it is
not always possible to go back and make a different  choice. If you
spent your pocket money on an ice cream you don’t like, you can’t change
that decision once you've eaten it. But you can make a different choice in

_ future .

Making a decision can be hard if we want all the ___options | like all the
flavours of ice cream. It can also be hard if we’re afraid of making the
—Wrong ___ choice. If we find it difficult to choose, we may select

none of our choices, which means we’ve really picked nothing. It is
usually better to make a chaoice. Once we’ve made a decision, our
___brains ____ can think about other things instead.

none more future options years wrong brains
information change quickly different talk
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