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[bookmark: _Toc179791411]Description
This sequence of sample lessons aims to develop the knowledge, understanding and skills to empower students to make healthy and safe choices and take action to promote the health and wellbeing of their communities. Students will explore the facts about vaping. They will understand the effects of vapes on the body, mind and behaviour. They will review the influences on people when it comes to vaping, with a focus on family, peers and popular culture.
Students will devise questions to analyse the ‘Do you know what you’re vaping?’ and ‘Every vape is a hit to your health’ campaigns. They will develop health literacy and apply critical inquiry to research where they can access reliable, credible information and help for health and safety.
The focus of the learning is on building student understanding, skills and confidence to say yes to health, safety and wellbeing when making decisions related to the range of health issues. Students will propose and implement actions that promote health, safety and wellbeing. They will have opportunities to apply and adapt self-management skills to respond to personal and group situations.
The outcomes and content of the PDHPE syllabus have been mapped for teachers to show where teaching and learning addresses each of the health issues. Teachers make decisions about which content and activities are most suited to their students’ needs, the school context and their learning program. 
Duration: 6 lessons (based on 60-minute lessons).
[bookmark: _Toc179791412]Educative purpose
Big idea – Why is this learning important?
Drug education should begin before children and young people are likely to face situations when they are exposed to drugs or in drug-related situations, required to make decisions about drug use and before behavioural patterns have become established.
Vaping may seem popular, and students may have observed members of their family or community vaping. Research shows that 7 in 10 young people do not vape, however many perceive that vaping is more popular and common than the research. Whilst people might think vaping is harmless, it isn’t, and the serious consequences of vaping are just starting to emerge. Any take up of vaping by young people is worrying.
Nicotine is a drug that is often in vapes and is highly addictive for young brains. It can cause long-lasting negative effects on brain development. Nicotine changes the way brain synapses are formed in young people. This can harm someone’s ability to pay attention, learn and affect your mood and memory.
Vapes may expose users to chemicals at levels that have the potential to cause negative health effects. Vaping can impact a user’s lungs and fitness. It can also leave users at increased risk of depression and anxiety. Vaping has been linked to serious lung disease. Importantly, many of the long-term harms of vaping are still unknown.
Users are not vaping water. When they inhale from a vape, they can be exposed to the same harmful chemicals found in cleaning products, nail polish remover, weed killer and bug spray. Vapes have also been found to contain toxins such as formaldehyde and heavy metals, ultrafine particles that can be inhaled deep into the lungs and flavouring chemicals such as diacetyl (a chemical linked to serious lung disease).
Vapes have even been known to explode causing serious burns.
Through this sequence of lessons, students will access the NSW Health vaping campaign materials and other information to build their understanding of credible and reliable sources of health information. They will explore the evidence about vaping and question the influences on individuals and their reasons for vaping.
The sequence of lessons is written with a focus on developing health literacy and applying a critical inquiry approach, 2 key propositions of the PDHPE K–10 Syllabus.
Effective drug education assists students to:
· acquire knowledge and understanding of the complex issues involved in drug use, including up-to-date information about drugs and their effects
· critically examine the influences on drug use, including societal attitudes, peers, media and social media
· practise and evaluate a range of interpersonal and self-management skills, including assertive communication, refusal skills, decision making, problem-solving, recognising emotion and seeking further information or help from relevant support and information services
· develop attitudes and values that promote healthy and safe lives.
[bookmark: _Toc179791413]Acknowledgement
We wish to acknowledge that these resources have been developed in consultation with experts in NSW Health and the NSW Cancer Council and reflect the research and key messages of these organisations as part of the ‘Do you know what you’re vaping?’ and ‘Every vape is a hit to your health’ campaigns.
[bookmark: _Toc179791414]Syllabus content
The following syllabus outcomes and content is addressed if completing all the teaching activities. Teachers are to use their professional judgement to ensure that the suggested syllabus content is addressed.
[bookmark: _Toc179791415]Outcomes
A student:
investigates information, community resources and strategies to demonstrate resilience and seek help for themselves and others PD3-2
distinguishes contextual factors that influence health, safety, wellbeing and participation in physical activity which are controllable and uncontrollable PD3-6
proposes and implements actions and protective strategies that promote health, safety, wellbeing and physically active spaces PD3-7
applies and adapts self-management skills to respond to personal and group situations PD3-9
PDHPE K–10 Syllabus © NSW Education Standards Authority (NESA) for and on behalf of the Crown in right of the State of New South Wales, 2018.



[bookmark: _Toc179791416]Content
[bookmark: _Toc179791417]Drugs and vaping content and activities
	Key inquiry question
	Relevant syllabus content

	What actions positively influence the health, safety and wellbeing of my community?
	plan and practise assertive responses, behaviours and actions that protect and promote health, safety and wellbeing, for example: (ACPPS054)
identify situations where personal choices can influence their own and others’ health, eg selecting and preparing healthy food, smoking, recycling, risk-taking
identify personal strategies and responses that model assertiveness and resilience in challenging situations, eg saying no if offered alcohol or cigarettes

	How does a healthy, safe and active lifestyle enhance connection with others?
	evaluate the reliability of health information and messages from different sources before making decisions, for example:
understand the positive and negative effects of substances on the body, eg alcohol, tobacco, analgesics
devise questions to analyse health campaigns and initiatives
research websites and places where they can seek help and prioritise those that are reliable and trustworthy
apply criteria to online health information to assess its credibility and relevance of the information
analyse health messages and compare their interpretations with those of other members of the class
explore how media and people in the community influence personal attitudes, beliefs, decisions and behaviours, for example: (ACPPS057)
explain how family, peers, popular culture and the media influence the way individuals interact and the decisions they make in given situations, eg risk-taking, positive health decisions, offensive online material, gambling, gender expectations


[bookmark: _Toc179791418]Student background knowledge and understanding
This sequence of sample lessons assumes that students have some understanding of:
how drugs impact the body
sources of health information, including health professionals, media, social media, peers and family
sources of health information that are more trustworthy
influences on healthy and safe choices.
[bookmark: _Toc179791419]PDHPE skills in focus
The following skills from the PDHPE syllabus are embedded, developed and applied in an authentic manner throughout the sequence. The evidence of learning guides the expectations of each student and will be reflective of each learning experience being delivered in the way it has been designed and explained in this sequence.
	Skill domain and skills
	Evidence of learning – What do we want students to be able to do?

	Self-management skills
decision making and problem solving
information gathering
analysis
	Interpret relevant and reliable information from different sources
Identify key messages on a key topic
Clarify information and ideas from texts or images when exploring challenging issues
Distinguish factual information from opinions

	Interpersonal skills
communication
refusal skills
assertiveness
	Say no and able to resist peer pressure
Respectfully state their needs, wants and feelings


[bookmark: _Toc179791420]Learning intentions and success criteria
	Learning intentions
	Success criteria

	Challenge their assumptions about vaping for young people
	Know that vaping is not safe.
Understand key health messages regarding vaping.
Recognise that many people overestimate how many young people use e-cigarettes.

	Learn how to determine the credibility of media messages they are exposed to
	Access reliable sources of health information.
Evaluate messages in the NSW health ‘Do you know what you’re vaping?’ and ‘Every vape is a hit to your health’ campaign materials and their influence on young people.
Describe how companies have targeted groups, including young people to market e-cigarettes.
Identify strategies that e-cigarette companies use to make vaping appealing to young people.
Recognise influential strategies which are unethical.

	Demonstrates self-management skills (refusal and assertiveness) to respond to vaping situations
	Predict outcomes for individuals in vaping situations.
Suggest strategies that may reduce the risk of a vaping situation.
Determine what protective strategy would be most effective in a vaping situation.
Apply refusal skills and assertiveness to role play a vaping situation.
Assess their ability to use refusal skills and assertiveness. 




[bookmark: _Toc179791421]Professional learning, teacher resources and preparation
Teacher professional learning: Prof Renee Bittoun - Vaping (What parents and teachers need to know) (1:14:06), Professor Renee Bittoun
NSW Department of Education, Digital Learning Selector tools one minute quick write
NSW Department of Education, digital learning selector tools KWLH
NSW Health website, Vaping toolkit including the ‘Do you know what you’re vaping?’ campaign materials
Australian Alcohol and Drug Foundation fact sheet, Nicotine
NSW Health campaign video: ‘Do you know what you’re vaping?' (0:19).
[bookmark: _Toc179791422]Teaching notes
Note: teaching notes are embedded throughout the document using the light blue feature box. Many of these teaching notes provide background information and research to support the learning. Teachers should use their judgement to determine the suitability of sharing information from these teacher notes with students to add value to the learning or guide discussions. These decisions are based on student need and levels of maturity.
Below are some things to consider when selecting activities, communicating with parents and caregivers as well as creating a safe and supportive learning environment.
[bookmark: _Toc179791423]Considerations when selecting activities
Teachers should consider the following when selecting activities.
Preview and evaluate all strategies, resources and teaching and learning approaches in full before use with students to determine suitability for student learning needs, stage of development and local school context.
Consider the age, maturity, cultural background, sexuality, gender, sex, health and other characteristics of students in your care.
Apply professional judgements to all strategies, teaching and learning approaches and resources including audiovisual materials (for example, videos, media clips and YouTube), interactive web-based content (for example, games, quizzes and websites) and texts.
Seek endorsement by the school principal before use of materials in NSW government schools.
Individual students within the group have differing needs and backgrounds. Modify or extend some aspects of suggested activities accordingly.
Consider and tailor lessons to cater for differing cultural perceptions of what should be taught at a certain age.
Assess any physical or psychological risks associated with an activity before using a variety of teaching strategies.
Recognise that some students may find it difficult to contribute to class discussions and may say little in group activities. Don’t assume they are not engaged in the activities but rather provide all students with the opportunity to contribute in less public ways.
Use the Resource review flowchart to decide about the suitability of teaching and learning resources.
[bookmark: _Toc179791424]Communication with parents and caregivers
Some aspects of PDHPE may be viewed as sensitive or controversial, such as learning about abuse, child protection, drugs, respectful relationships, sexual health, sexuality and violence. Inform parents and carers, prior to the occasion, of the specific details of the PDHPE program, so that parents and caregivers have time to raise any concerns about the content or resources used for curriculum delivery.
Establishing how parents and caregivers will be informed about programs and involved in consultation is a school-based decision. Sample information letters are available on the PDHPE curriculum website.
[bookmark: _Toc179791425]Creating a safe and supportive learning environment
There are a number of strategies that can be used to create a supportive learning environment which enables students to feel safe to learn and ask questions. They include:
making students aware at the beginning of PDHPE lessons that disclosing personal information that indicates they may be at risk of harm will be reported to the school principal in all instances. This includes personal disclosures related to instances of abuse, drug use, neglect or sexual activity under the legal age of consent.
being aware that some parts of PDHPE can be confronting and sensitive for some students.
enabling students to withdraw if they find issues personally confronting to protect them from making harmful disclosures. Equally, it is important to be prepared for issues that arise as a result of a student making a public disclosure in the classroom.


[bookmark: _Toc179791426]Learning experiences
Note: teachers should adjust experiences to suit their school and student context.
[bookmark: _Toc179791427]Lesson 1 – vaping harms
In this lesson, students will:
· understand the harms associated with vaping for young people
· challenge their assumptions about vapes and vaping
· access reliable sources of health information
· evaluate sources of health information to determine reliable and credible sources for young people.
[bookmark: _Toc179791428]The facts about vaping
Introduce a formative assessment strategy such as one minute quick write or a KWLH. This will be used throughout the sequence of lessons as a process of reflection and recording key learnings.
After each activity focus, or lesson, students revisit their one minute quick write or KWLH. They add ideas to what they would like to know about e-cigarettes or vapes.
Record which questions we are still not clear about. Why is this? For example, lack of research, inconsistent information – we may be unsure about who to believe.
Share as a class to continue to guide the learning.
Students use a one minute quick write or KWLH to record all they know or would like to know about e-cigarettes or vapes. Share as a class to establish a starting point for drug-related knowledge and learning.
Dangers of vaping
As a class, brainstorm what harms vaping could have on the person who vapes or others around them.
Watch the video Dangers of Vaping | The Unraveling (nicotine = brain poison) — 2024 (0:30) by UNDO which is part of the California Department of Public Health’s Tobacco Control Program (CTCP).
Use a Think-Pair-Share strategy to discuss the following questions.
What effects or harms vaping was having on the person who vaped or others around them? 
What are some reasons for why these young people vape?
In the following activity, teachers should provide accurate data and flip the statistics to focus on the majority of young people who are not using e-cigarettes (strengths-based approach, normative education). Focus on building understanding that most young people are not using e-cigarettes. Encourage students to challenge their assumptions about drug use (critical inquiry approach).
As a class, use a heads and tails approach to respond to a series of statements about vapes and vaping. After reading each statement, students indicate whether they think it is true by placing both hands on their head or false by placing their hands on their bottom. Alternative movements can be used to be inclusive of all students or to promote physical activity, stretching or movement.
Statements
Most e-cigarettes contain only water and flavouring.
False. Vapes aren’t water. The main ingredient in vapes is propylene glycol, vegetable glycerine or glycerol, and they often also contain nicotine, flavours and other chemicals. Vapes may contain harmful chemicals that aren’t listed on the pack.
Like tobacco smoke, the aerosol given off by an e-cigarette can contain dangerous chemicals.
True. Vape aerosol is not water vapour. Vapes can contain the same harmful chemicals found in cleaning products, nail polish remover, weed killer and bug spray.
As long as a vape doesn’t contain nicotine, it’s safe for young people.
False. It is illegal for anyone to sell any vape to people under 18 years of age, including retailers such as tobacconists, convenience stores and service stations. It is also illegal to sell vapes to friends or contacts under 18 on social media. You may have heard that nicotine vapes are available with a prescription from a doctor. This is only for people over 18 years as a tool to help quit smoking. Even then, doctors will explain the risks of using vapes to patients. Most vapes with labels that claim to be nicotine free contain nicotine and a lot of other chemicals. They just don’t put it on the pack. Nicotine is a drug that is often in vapes and is highly addictive for young brains. It can cause long-lasting negative effects on brain development. Nicotine changes the way brain synapses are formed in young people. This can harm your ability to pay attention, learn and affect your mood and memory. You might think vaping is harmless, but it isn’t, and the serious consequences of vaping are just starting to emerge.
The nicotine in one vape contains as much nicotine as a whole pack of cigarettes.
True. The nicotine in one vape can equal 50 cigarettes. Nicotine is a drug that is often in vapes and is highly addictive for young brains. Nicotine makes the brain release a chemical called dopamine in the brain, which leads to a pleasurable feeling. This reinforces the act of vaping to keep getting the nicotine ‘hit.’ It can cause long-lasting negative effects on brain development.
Young people who vape are more likely to start smoking cigarettes.
True. If you vape you are 3 times as likely to take up smoking cigarettes. High-concentration nicotine vapes are being targeted at young people with fruity, confectionary flavourings and discrete packaging. The large majority of the population don’t smoke cigarettes so why smoke e-cigarettes?
Young people are more vulnerable to nicotine addiction than adults are.
True. Nicotine is a drug that is often in vapes and is highly addictive for young brains. It can cause long-lasting negative effects on brain development. Nicotine changes the way brain synapses are formed in young people. This can harm your ability to pay attention, learn and affect your mood and memory.
Most young people in NSW vape. 
False. Vaping may seem popular, but in fact, research shows that 7 in 10 young people do not vape.
Reflection
Debrief the activity by discussing the following as a class.
Based on our responses, how well informed do we think we are about vaping (as a class)?
Which questions are we still not clear about? Why is this? For example, lack of research, inconsistent information – who to believe.
Students revisit their one minute quick write or KWLH to record what they have learnt. They add ideas to what they would like to know about e-cigarettes or vapes. Share as a class to continue to guide the learning.
[bookmark: _Toc179791429]Lesson 2 and 3 – brand power vs people power
In these lessons, students will:
· investigate the important role of a brand for companies to make profit
· identify how we link social status with brands and brand name products
· be aware of their own feelings and perceptions regarding what marketers and advertisers promote and try to sell them
· identify strategies used by advertisers and manufacturers to make vapes appealing to young people
· recognise that company values do not always align to consumer values
· understand that consumers have power and can collectively refuse to purchase a product or support a brand
· understand there are agencies responsible to protecting consumers, for example, Australian Competition and Consumer Commission.
Recap the previous lesson by inviting students to revisit their one minute quick write or KWLH to share what they have learnt.
[bookmark: _Toc179791430]Interpreting health messages
Access the NSW Health, ‘Do you know what you’re vaping?’ campaign website. Posters can be downloaded or showed on screen for class review and discussion.
Teacher models a think aloud strategy with the class to demonstrate the 1, 2, 3 facts about vaping strategy. Use the NSW Health developed The facts about vaping: Respect your brain (PDF 1.0 MB) fact sheet as an example.
Individually, students complete the 1, 2, 3 facts about vaping activity as they review the NSW Health developed Facts about vaping fact sheet for young people.
Students share their responses with others and reflect on commonalities and differences in their answers.
1, 2, 3 facts about vaping
Students record the following.
Before reading, 1 question I have is …
After reading, 2 things I still wonder facts are …
After reading, 3 things I learned are …
Teacher revisits the NSW Health developed The facts about vaping: Respect your brain (PDF 1.0 MB) fact sheet to model a think aloud strategy with the class. The teacher should focus on the diagram of the e-cigarette (vape) and identify everyday chemicals that students would be familiar with.
In small groups, students use a mind map to address the following questions.
What are some key messages the poster is attempting to convey about vapes and vaping for young people?
In your opinion, which messages are most effective in influencing young people and their decision to vape or not? Give reasons for your answer.
As a class, discuss the reliability of the health information.
Do the fact sheets provide reliable, credible and current information? How do you know? Use examples to support your answer.
Building a brand
Explain to students that companies and organisations spend a lot of time, money and effort to create a brand. These elements feed into an organisation’s reputation.
As a class, brainstorm some brands. For example, Apple, Samsung, Nike, Amazon, Adidas, Google, Converse, Microsoft, Netflix, Gucci, Nintendo, Toyota, Rip Curl, PlayStation, Aldi and Jeep.
Students:
record one item from a brand name which they would like to own
describe some positive things people might assume about them if they owned that particular item
describe some negative things people might assume about them if they owned that particular item
record why they think people would assume these things about them.
Invite a few students with different items to share their responses. As a class, answer the following questions.
What were some similarities in the answers provided by class members?
Even if the items were different, were there similarities in the assumptions people made, positive and negative, if they owned the item? Why would they think that?
How many of the items mentioned are easily recognisable brands? How can people tell what brand it is? Is the brand obvious?
Formative assessment opportunity – Outcome PD3.3
Individually, students answer the following questions.
· How can people tell what brand it is? Is the brand always obvious?
· Where are brands which appeal to children and young people promoted or advertised? What makes you say that?
· Why do you think young people like brand name items? Is it the product they like, or the social status and sense of belonging the product brings? Explain your answer.
· How do people with credibility or perceived credibility who promote a brand add value to that brand and attract young people to products?
Making products appealing
Companies want us to base our identities on their products. Most young people want and need to feel accepted, and advertisers make young people feel like they would be accepted if they own certain items and live certain lifestyles.
Watch the video Kids and the Tobacco Predator - Tobacco Free CA (1:13) by UNDO which is part of the California Department of Public Health’s Tobacco Control Program (CTCP).
Discuss the following questions as a class.
Were the children in the video aware of what the products were? What about their reactions tells you that?
What were some strategies being used to make the products in the video appealing to the children? (For example, colour, graphics, smells that children like, attractive packaging).
Are the products in the video safe for children or young people? Explain your answer.
Do you think these companies should be allowed to use these strategies to make products appealing to children? Explain your answer.
Students revisit their one minute quick write or KWLH to record what they have learnt about brands, ethical behaviour of companies and e-cigarettes. What do they want to know more about?
Record which questions we are still not clear about. Why is this? For example, lack of research, inconsistent information – who to believe.
Share as a class to continue to guide the learning.
[bookmark: _Toc179791431]Lessons 4 and 5 – the power of marketing
In these lessons, students will:
· recognise that tobacco companies are owners of e-cigarette companies and deliberately target young people as lifetime users of their products
· investigate the evolution of e-cigarettes
· analyse the advertising and marketing of e-cigarettes
· identify the intentional strategies used by companies to promote and sell vapes to young people
· recognise the underground nature of vapes and the encouragement of deception to attract young people
· identify the role of government, community and individuals in reducing the impacts of e-cigarettes on the health of young people
· create an informative or persuasive text or video to positively influence young people in relation to vaping.


[bookmark: _Toc179791432]The evolution of e-cigarettes
As a result of years of successful tobacco control policies, including smoke-free environments legislation, tobacco taxes, restrictions on marketing and access, and public health campaigns that denormalised smoking, the dramatic decline in the prevalence of smoking should be considered one of the most successful public health efforts of the last century.
In response to these dramatic declines in cigarette sales, the tobacco industry has introduced new products designed to protect and expand its shrinking customer base. New products, particularly e-cigarettes, work both to attract customers who might not have used a combustible cigarette and re-engage or retain current or former users of traditional tobacco products.
Tobacco companies use a range of strategies to rebrand its public image and make profit. Specifically, tobacco companies are aggressively marketing to attract young people to their products. Young people are not aware of this intent.
Some of the ways they do this are by:
· increasing nicotine content
· keeping advertising and marketing underground and on platforms directly targeting young people, such as social media
· marketing their products with slick, colourful ads
· redesigning products to attract young people
· using popular social media influencers
· sponsoring youth focused events like music festivals as well as DJs, musicians and artists internationally
· claiming that their products are safer, despite no national review of the products or these safety claims.
Share the evolution of the e-cigarette information and images with the class.
Using the information and the images, students work in groups to discuss the following questions:
How does the first generation or original e-cigarette design reflect the purpose of its creation and the target audience?
If the purpose for the first gadget was to quit smoking, what was the benefit of using the Cigalike shape?
Why did the design change? What do you notice about the design?
What do you notice about the change in language and name from the first generation or original e-cigarette design and the next designs?
What other common shapes or items does the vape pod look like? Why do you think the shape and design changed to this?
Share the following information with students.
In response to dramatic declines in cigarette sales, the tobacco industry has introduced new products designed to protect and expand its shrinking customer base.
New products, particularly e-cigarettes (vapes), work both to attract customers who might not have used a combustible tobacco cigarette and keep current or former users of traditional tobacco products.
Tobacco companies use a range of strategies to rebrand its public image and make profit. Specifically, tobacco companies are aggressively marketing to attract young people to their products. Young people are not aware of this intent.
Some of the ways they do this are by:
· increasing nicotine content
· keeping advertising and marketing underground and on platforms, such as social media
· marketing their products with slick, colourful ads
· redesigning products to attract younger consumers
· using popular social media influencers
· sponsoring youth-focused events like music festivals as well as DJs, musicians and artists internationally
· claiming that their products are safer, despite no national review of the products or these safety claims.
Ask the following questions:
Why would young people be a target audience for this product?
How do you feel about how companies have targeted young people to use their product?
Has this changed your idea or views of e-cigarettes as a product? Explain your answer.
Students revisit their one minute quick write or KWLH.
Which questions are we still not clear about? Why is this? For example, a lack of research, inconsistent information – who to believe. Share as a class to continue to guide the learning.
[bookmark: _Toc179791433]Marketing for the target audience
E-cigarette companies are using lessons learnt from tobacco sales and community response to their product to target young people to use e-cigarettes to make more money.
The aim of this activity is to interrogate the following question: If e-cigarette products are designed for smokers to quit, therefore aimed at adults (as is said), then why do companies advertise as nicotine free, add flavours, use designs which mimic household items which appeal to children and young people, advertise on social media and sell online?
Students work in groups of 3 to 4. Groups use a ‘5 Whys’ strategy to analyse one of the problems provided to them.
Five whys
Explain how the ‘5 Whys’ process operates emphasising the need to stay focused on the central problem and keep the process moving (only one or 2 minutes per question).
Review the statement or problem provided to the group. Identify the issue and ask why of the issue.
After each student in the group briefly suggests an answer to the first ‘why’, the group chooses the response that meets general agreement.
Now focus the why question on the answer. This is now the focus of the problem. 
The same process is framed for the next three questions and then the group is asked to report back.
Example of 5 Whys.
Problem – tobacco advertising is banned in Australia.
Why 1? Advertising has been linked to increased tobacco use and cigarette smoking rates.
Why 2? Advertisements use messages designed to persuade people to start or continue smoking.
Why 3? Tobacco companies want people to buy their products.
Why 4? To make money and profit.
Why 5? To grow their companies and influence others.
Sample problems for groups
Fruit and confectionary flavoured tobacco products that may appeal to children were banned from sale in Australia in the late 2000s.
Deception and being part of a group who break rules is promoted and encouraged by e-cigarette companies.
E-cigarettes have a sleek, high-tech design which appeals to young people.
E-cigarettes or vapes are promoted and sold through social media platforms.
Young people have been encouraged to stealth or hide vapes from parents and teachers.
As a class, debrief the 5 Whys process. Invite groups to share their discussions.
What were some conclusions across the groups?
Students revisit their one minute quick write or KWLH.
Which questions are we still not clear about? Why is this? For example, a lack of research, inconsistent information – who to believe. Share as a class to continue to guide the learning.
[bookmark: _Toc179791434]Advertising and social norms
As a class, create a definition of advertising.
Advertising is described as something that is trying to influence a person to ‘buy’ a product, a service or an idea. Something that promotes a product, usually by emotive or persuasive means. The general purpose of an advertisement is to ‘sell’ something.
Advertising aims to increase the sales of a product or service, create or maintain a brand identity, communicate a change in an existing product line, introduce a new product or service or convey socially-relevant messages.
Different forms of media are used for advertising purposes to target different audiences. Media refers to the means of communication, such as internet, social media, radio, television, billboards and outdoor advertising, transport, newspapers and magazines, that reach or influence people widely.
Young people are regularly exposed to advertising and marketing from companies.
In small groups:
create a list of media sources where young people are exposed to advertising and marketing
record the types of products or services advertised and marketed on each media source
discuss methods of advertising and marketing for common products, for example use of celebrity endorsement, product placement, reviews and testimonials, social media or streaming pop ups, print or radio or television ads
identify which types of advertising could have the most influence over young people. Why?
[bookmark: _Toc179791435]Social media action
Share the following information with the class.
Lung Foundation chief executive officer Mark Brooke has been quoted saying:
“[Tobacco] companies sold the world cigarettes with effective advertising and addictive ingredients, and it was a long time before the truth about their dangers came out. The government was forced into action, but it was too late for many. Now, the writings on the wall for e-cigarettes and it's time for the Federal Government to step in to protect Australia's youth from lifelong health impacts, including lung disease."
To reduce the impact of e-cigarettes on the health of young people, explain what role the following 3 groups can play:
government
communities
young people.
In groups of 2 to 3, students will adopt the role of an advertising executive.
In their groups, students create an informative or persuasive text to positively influence young people in relation to vaping.
Options could include:
Option 1: Letter of complaint
Students develop a letter of complaint to the Australian Competition and Consumer Commission (ACCC) about online promotion or advertising of a vaping product. Discuss the structure of a sample letter and the elements of persuasive letter writing.
Option 2: Fact sheet or story board
Create a fact sheet, poster or social media post.
1. What is your main message? Why?
What words, images, hashtags or sounds will you use to target this audience?
Create the text of the message? (What we see and/or hear: written or spoken words, photos, drawings, logos, design).
What tools of persuasion will you use? Will people of influence be used?
What positive messages will be presented? What negative messages will be presented?
Formative assessment opportunity – Outcome PD3.3 and 3.7
Present the text for peer and teacher review. Use the following criteria to determine the effectiveness of the messages for the intended audience.
· The target audience was clear.
· The purpose (persuasive or informative) of the video or text is clear. How do you know this?
· Marketing tactics directly related to the target audience. How did the marketing tactic draw in the target audience? How were they used to engage, inform or persuade?
· The vaping messages are credible. What made them credible?
· Overall understanding of vaping messages and how to convey them to young people.
Students revisit their one minute quick write or KWLH.
Which questions are we still not clear about? Why is this? For example, a lack of research, inconsistent information – who to believe. Share as a class to continue to guide the learning.
[bookmark: _Toc179791436]Lesson 6 focus – developing and applying skills
In this lesson, students will:
· review hypothetical vaping situations
· predict outcomes for individuals in a vaping situation
· suggest some strategies that may reduce the risk of the situation
· determine what protective strategy would be most effective in the situation
· apply refusal skills and assertiveness to role play a vaping situation
· evaluate their ability to use refusal skills and assertiveness
· provide feedback to peers on their ability to demonstrate assertiveness and refusal skills in a vaping situation to promote positive, healthy and safe outcomes.
For this lesson, we will focus on the skills of refusal and assertiveness.
Refusal skills are the ability to say no to situations that make an individual feel uncomfortable or present a level of risk they don’t like. They are made up of verbal and non-verbal communication cues.
Being assertive means being able to stand up for your own or other people’s rights in a calm and positive way, without being either aggressive, or passively accepting ‘wrong’.
Assertive individuals are able to get their point across without upsetting others or becoming upset themselves.
Characteristics of assertiveness include asserting your own point of view, 	reflecting your views through your behaviours and actions, respectfully stating your needs, wants and feelings and saying no and being able to resist peer pressure.
Assertiveness is important as it is a healthy way of communicating. It's the ability to speak up for ourselves in a way that is honest and respectful. Assertiveness links to other important skills we develop, such as communication, expressing our feelings, conflict management, help seeking, refusal skills and negotiation skills. These skills are applicable to all life situations.
Students answer the following question.
Why are refusal skills and assertiveness so important in vaping situations? For example, the ability to be able to reflect their views through their behaviours and actions is important as you are less likely do something you regret. It helps you maintain your sense of self.
As a class, brainstorm what skills are needed to manage challenging or risky situations. For example, ability to be assertive, refusal skills, negotiate and conflict management, decision making.
Students record what these skills look like, sound like and feel like in a vaping situation.
Access the sample vaping situations in the resource section to share with groups.
Students work in groups of 5. In each group, allocate one or 2 students to have the role of predictors, another one or 2 to adopt the role of advisors and one as decider.
The predictor’s role is to suggest what is likely to happen to the individual in a given situation.
The advisor’s role is to suggest some strategies that may reduce the risk of the situation.
The decider is to decide on what strategy would be most effective in the situation.
Group should read and discuss the sample vaping situation they are allocated. For the situation, groups discuss and record:
the risks involved in the situation
what the group knows and understands about the drug and in what ways it can impact an individual
what could be done in this situation to help restore or maintain the wellbeing of yourself and the other person
some strategies that may reduce the risk of the situation
personal skills and strengths which could be used to achieve a positive outcome in this situation, for example, communication, humour, knowledge, seeking help
what may influence or impact the outcome in this situation.
Formative assessment opportunity – Outcome 3-9. Review one of the hypothetical vaping situations in their original group of 3 to 5. Use a script and role play to demonstrate understanding and application of their assertiveness and refusal skills in a specific vaping situation.
In their group, students create a script for their vaping situation.
How would the individual in the situation effectively demonstrate refusal skills and assertiveness?
How can a bystander adopt an assertive approach whilst supporting self and others?
Adopt a role to act out the hypothetical situation and practise the use of refusal skills and assertiveness. Nominate one person from the group as an observer to provide feedback after the role play.
After the role play, individuals evaluate their ability to use refusal skills and assertiveness.
Peers (observers) provide feedback on what was done well and what could have been done differently to respond to the situation to demonstrate assertiveness and to promote positive, healthy and safe outcomes.
Debrief questions for the groups (post role plays)
What makes it easier for young people to use refusal skills and assertiveness when faced with challenging situations?
In what ways can you support yourself and others in social situations where vaping may occur and you are feeling threatened, uncomfortable or challenged?
How can you adopt an assertive approach to risky, threatening or uncomfortable situations as an upstander?
Students revisit their one minute quick write or KWLH.
Which questions are we still not clear about? Why is this? For example, a lack of research, inconsistent information – who to believe. Share as a class to continue to guide the learning.
[bookmark: _Toc179791437]Evaluation and reflection
Record your teacher analysis of the teaching, learning and assessment. To what extent does the sequence of lessons:
identify appropriate syllabus outcomes and content?
build on prior learning, knowledge and skills?
include a range of learning experiences that cater for all students?
include a range of appropriate resources to support learning, teaching and assessment?
integrate relevant and purposeful formative and summative assessment, related to key concepts and skills?
allow students to learn, develop and apply the intended knowledge, understanding and skills outlined in the syllabus content and learning intentions?
What changes would you suggest for future delivery of this sequence of lessons?


[bookmark: _Toc179791438]Resources
[bookmark: _The_evolution_of][bookmark: _Toc179791439]The evolution of the e-cigarette
A pharmacist from Northeast China invented the e-cigarette. He devised the gadget to quit smoking because he sees smoking as a global social problem, and he wanted to help solve it. He is neither a celebrity in China nor especially rich. He sold the patent for the device to a large tobacco company for $75 million in 2013. He received only a small fraction of the money but is employed by the company as a consultant. He now flies around the world for this company to talk about the birth of the e-cigarette and how it will help solve the issue of smoking. He still smokes, as well as vapes (Boseley 2015).
When the first e-cigarette was released in 2007 it looked like a cigarette. Others looked like cigars and pipes. These were marketed at smokers as a product to help them to reduce or quit smoking even though there’s no independent research to support that claim, but with higher levels of nicotine it meant people were addicted to these devices resulting in longer term use. The benefit for companies who create e-cigarettes is long term users buy their product and they make money at a time when tobacco cigarettes are reducing in sales (USDHHS 2022).
In 2008, the World Health Organisation warned people that vaping has the potential to get people more addicted to nicotine, not less. But public perception already sees vaping as a healthier alternative to smoking tobacco cigarettes, mainly because there isn’t a whole lot of information to disprove that assumption. Tobacco companies see vaping as their opportunity to grow their businesses (WHO 2022).
Figure 1 – evolution of the e-cigarette
[image: Image of 4 cigarettes. Left hand image is titled cigalike and is first generation design of cigarettes. Orange mouth end and white body. Think and cigarette like. The second image is called a vape pen. A thin black mouth piece, metal body and blue cartridge. The third image has a black mouth piece and thin metal body. It is attached to a box like cartridge and is titled a box mod. The last image is the current style of cigarette. A thin black mouth piece and a rectangular slim body. ]
‘Action Needed: E-cigarettes’ by Truth Initiative is in the Public domain.

Figure 2 – evolution of the e-cigarette – fourth generation design
[image: A range of vapes which looks like micro SD cards, pens, lighters and USBs all in different colours.]
‘Electronic Cigarettes’ by CDC is in the Public domain.

[bookmark: _Toc179791440]Sample vaping situations
	Your older brother vapes every day. You’ve noticed changes in their mood. They are having trouble concentrating and going to school each day.

	Your cousin is vaping in the school toilets in class breaks to fit in with their friends.

	You’re on the school bus and some of your older sister’s friends who vape regularly are pressuring you to vape.

	You don’t want to vape. Some students in your year group whose parents vape are bullying you and other students who don’t vape.
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Fourth Generation

Pod Mods

* Pod Mod is an e-cigarette, or vaping, product with a prefilled or refillable
“pod” or pod cartridge with a modifiable (mod) system (*Pod-Mods")

* These are other examples of fourth generation devices. Pod Mods come
in many shapes, sizes, and colors.

= Common Pod Mod brands include JUUL® and Suorin *

 There are compatible prefilled pod cartridges that contain nicotine, THC,
or CBD with or without flavoring.
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