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I. Review (1 min.)
We learned about cliques and how to tell if the group we hang out with is one.  We also saw that we have the skills to leave a clique if we choose to do so.

II. Overview (1 min.)

Part of the scariness of leaving any group, especially a clique is the fear of not belonging, of being alone.  Today, we will talk about ways to make new friends.

III. Program (15 min.)
A. Making new friends can be challenging and doesn’t often happen over night.  Most good friendships develop over time.
· They begin as acquaintances – someone you just say hi to.

· An effort is made to get to know each other better.

· An understanding about each other develops.

· Trust of each other develops.

· Because of the trust, they start sharing important feelings and hopes.

B. Everyone has been in the situation of trying to make a new friend.  Ask students what advice they have based on their own experiences.   Make sure that the following are mentioned:

1. Parents or other adults in their lives have friends that they have known for a long time. Talk to these adults.  Ask what are the qualities their friends have that contributed to these long lasting friendships.  Take advantage of their experience.

2. Follow your interests and join a group activity.  If you like to sing, join the choir.  If you like to play sports, try out for some teams. Some kinds of activities are better for making friends than others.  For example, playing basketball or baseball is better than weight lifting or ice-skating for getting to know new people.  By doing this, you will be around other kids who have at least one interest in common with you to build upon, and you will also have fun. In group activities, someone else depends on you.  Depending on you leads to trust.  Trust is important in friendship.  

3. If you don’t have any special interests, join a general club that can help you to develop interests.  For example, the Scouts, church youth group, or a culture club.

4. Be yourself.  A friendship has to be based on honesty if it is to last.  You want friends to accept you for who you are.

5. Be willing to try new things.  Don’t say you don’t like something before you try it.  Don’t be afraid to fail or look foolish.  No one expects you to be perfect at everything.  If you don’t try new things, you will lose out on an opportunity to discover something new that you like, and miss out on the friends that come with your new interest.

6. Be a good friend.  In order to make a friend, you have to be a friend.  You need to be someone that another person would like to have for a friend.
C. However, the most important thing to do first when making new friends is to decide what you are looking for in a friend.

IV. Evaluation (25 min.)
Tell students that they will be playing a game called “The Friendship Game”. The game is similar to the “Family Feud”.  

· Half of the students will form 2 teams that will compete with each other.  Name a team captain for each team.  

· Each of these 2 teams will vote on the characteristics they feel are most important in a friend and assigning them priorities for their teams.

· The other half of the class will help set up the game (they are the “studio audience”) by voting on characteristics that are important in a good friend and assigning these points based on the vote count.  

· When the teams and studio audience are ready, the teams will take turns naming a characteristic they think is important (starting with their first priority, and ending with the last).  

· As a team names a characteristic, they win the points given to it by the studio audience.  

· The goal is to be the team to win the most points by matching the characteristics awarded the highest points by the studio audience.

DETAILED INSTRUCTIONS FOR THE GAME ARE AT THE BACK OF THIS LESSON.

V.  Summary (3 min.)
A.  Thank students for participating in the game.  Tell them that you hope that it helped them to think about what is important to them when looking for a friend as well as when they are trying to be a good friend to someone else. Tell them that you will give them their class priority list at the next Roots and Wings lesson (the form titled “A Good Friend…” is in the back of this lesson plan).

B. Tell students that you also hope that the advice from fellow classmates on how to make new friends helped them as well.

C. Pass out the worksheet “Making New Friends” and ask students to put it in their folders.

Lesson Purpose

Students will learn what is important to them in a friend and how to nurture new friendships.

Objectives

1. Students will learn ways to make new friends.

2. Students will identify character traits important to them in a friend.

3. Students will create a class priority list of important characteristics for a good friend.

PF Lesson Prep

· Make student copies of the handouts  “Important Qualities in a Friend” and “Making New Friends”.  Three-hole punch the copies.
· Make 3 copies of “Friendship Priorities” (one for each team and one for the “studio audience”).
· Arrange with the teacher ahead of time for a separate room or area for the teams to work and 1-2 parent volunteers (1 if the teacher can help, and 2 if he or she cannot) to help the teams prepare to play the game.
· Optional:  Purchase prizes for the game.  Buy a treat in 3 different colors (I.e. Airheads or Lollipops) and give the different colors to the first place winners, second place winners and the studio audience for helping set up the game.
Lesson Materials Required

1. Student copies of “Important Qualities in a Friend”, and “Making New Friends”.
2. 3 copies of “Friendship Priorities”.
3. Pick up the 3-4 posters of “Important Qualities in a Friend” from R&W office (one for each team and 1-2 for the studio audience).
4. 3 different colored circle stickers (at the back of this lesson).  Each of the two teams will have different colors, and the studio audience will have a third color. Each student gets 5 stickers. 
5. Pick up the game board and characteristic cards from the R&W office for the “The Friendship Game”.
6. “A Good Friend…” master that you will fill out after the class using the priorities that the students voted on.
THE FRIENDSHIP GAME

Detailed Instructions

TEAM INSTRUCTIONS -  Each of the two teams should receive:

· One poster called “Important Qualities In A Friend” that lists qualities that are important to a strong friendship.

· One handout called “Friendship Priority List”.

· Enough student handouts of “Important Qualities in a Friend” for each team member.  This handout defines what is meant by each of the qualities on the poster. 

· Enough circle stickers for each team member to have 5 (ex. an 8 member team should get 40 stickers).  Each team should have their own color sticker (ex. the “red team” and the “green team”).

1. The two teams should go to a separate room together where they cannot see what the rest of the class (“studio audience”) is doing.  An adult facilitator should assist each team.

2. Each team member will choose the characteristics on the poster that are the most important to him or her.  They each have 5 stickers they can “spend”.  They are to put their stickers on the characteristics they have chosen.   They can choose to spread out their stickers over 5 characteristics, or if they feel strongly about a fewer number of them, they can choose to put all their stickers on just those qualities.  

3. After everyone on the team has put their stickers on their priorities, the team captain will fill out the form “Friendship Priority List” by counting the stickers on each of the characteristics and putting together their team’s priority list. The characteristic with the most stickers will be #1, the one with the next most stickers will be #2, etc. until ALL the characteristics have been assigned a priority.  Characteristics that have the same amount of stickers can be put in random order.  When both teams are done, the teams are ready to play. 

4. NOTE TO PF: Instruct the team captains to bring back both their posters and Friendship Priority Lists.  They will use the Friendship Priority Lists while they are playing the game. 

STUDIO AUDIENCE INSTRUCTIONS - The PF will hang 1 or 2 of the poster “Important Qualities in a Friend” for the studio audience to use (2 posters make it faster for the studio audience to put their stickers on – the PF will have to do some adding between the two posters). 

1. The studio audience members will each be given 5 stickers (a third color different from the two teams).  They will also be given the student handout called “Important Qualities in a Friend” to help them understand what each of the qualities on the poster are.  They are to do the same things as the team contestant members and put their stickers on the characteristics they feel are the most important in a good friend. They can choose to spread out their stickers over 5 characteristics, or if they feel strongly about a fewer number of them, they can choose to put all their stickers on just those qualities.  

2. After everyone has put their stickers on their priorities, the PF will fill out a Friendship Priority List by counting the stickers on each of the characteristics and figuring out the studio audience’s priority list.  He or she will assign each characteristic points based on the number of stickers it received (i.e. 25 stickers = 25 points).  He or she will mark the number of points for each characteristic on a separate piece of paper and stick it on the inside flap of the characteristic card.  He or she will then close the flaps to the cards and put them on the game board in the order of the studio audience’s priority.

3. The PF will put the posters with studio audience’s stickers away.   The studio audience is ready to play the game.
PLAYING THE GAME

1. Have the teams come back in the room.  Ask the team captains to come to the front of the room near the game board.  Flip a coin to see who goes first.

2. Each team takes turns naming one characteristic on their priority list starting with their  #1 priority and ending with their last priority.  As they state their answer, the PF will reveal where that answer falls on the studio audience list and the points it wins by raising the flap on that characteristic.  If the other team has already stated a team’s priority, they should then move on to their next priority. 

3. The team with the most points at the end of the game wins! Suggestion:  buy treats in 3 different colors (i.e. Airheads or Lollipops).  Make one color the first place award, another color the second place award, and the third color the studio audiences thank you gift.

4. Important:  Tell the students that there is really no wrong answer in this game and therefore, no real “winner” or “loser”.  The game was just a fun way to get them to think about what characteristics are important to them in a friend.  All the game did was to compare half the class’s priorities with the two teams. 

5. Tell students that the game also provided you with the information needed to put together a class priority list of friendship characteristics.  The sticker counts on the three Friendship Priority Lists (the two teams and the studio audience) will be combined to do this.  The class list may not exactly match an individual’s priority list, but it will help show what is important to the majority of classmates. Students can work on strengthening these characteristics within themselves if they want to become the type of person others want for a friend.

NOTE TO PF: Create the class priority list to hand out at the next lesson.  You can use the form given at the back of this lesson plan (titled “A Good Friend…”) or make one of your own.  PLEASE BE SURE THAT IF YOU MAKE YOUR OWN THAT YOU NUMBER THE PAGE AND GIVE IT THE SAME TITLE AS THE FORM SO THAT IT MATCHES THE TABLE OF CONTENTS.  
