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Lesson Plan — Street and Travel Safety, Skill 3
If You Get Lost
Social Skills Program  •  Ages 12–16  •  Special Education
Objective: Students will if you get lost, using the same wording every time.
Duration: 30 minutes, then reinforced in the classroom first, then on a quiet street, then a busy one
Materials:
1. Do / Not Yet poster for this skill, where one exists
1. Staff phrase card — one per staff member
1. Skill tracker — one per student
1. A taped crosswalk in the room, then a real quiet street

	PHASE
	WHAT HAPPENS

	Warm-Up / Hook
5 minutes
	1. “Which One Is Right?”
Activity
Show the Do / Not Yet poster for this skill without saying anything.
Ask which one is doing it right, and how they can tell.
Let the group name the differences before you do.
Explain
Today we work on one thing: if you get lost.

	Direct Instruction / Modelling
10 minutes
	2. If You Get Lost
What this means
1. Stop walking straight away
1. Stay where you are — do not search
1. Find a safe helper if nobody comes
1. Show your contact card
What the teacher can say
“Stop where you are.”
“Stay still — we will find you.”
“Find someone working.”
“Show your card.”

	Guided Practice
10 minutes
	3. Practise It Together
How to teach it
1. Teach the first rule hard: stop and stay. Walking makes it worse.
1. Show how to find a safe helper — shop worker, security guard, police officer.
1. Practise showing the contact card and saying “I am lost.”
1. Agree a meeting landmark before every trip and point it out on arrival.

	Independent Practice
5 minutes
	4. On His Own
Activity
Staged in the building or a familiar yard. Tell the group first.
1. A student is separated on purpose in a safe place.
1. He runs the routine: stop, stay, find a helper, show the card.
1. One point per step. Repeat until it is automatic.
Worksheet
If I Get Lost sheet — the four steps to fill in, plus a contact card to cut out and carry.

	Wrap-Up & Review
5 minutes
	5. Review
What to look for
1. Student stops instead of searching.
1. Student approaches a worker rather than any adult.
1. Student carries and can produce his card.
Key takeaway
Stop where you are.


Games
Pick one. Any of these can replace the guided practice or fill a second session.
1. Lost Drill
Staged in the building or a familiar yard. Tell the group first.
1. A student is separated on purpose in a safe place.
1. He runs the routine: stop, stay, find a helper, show the card.
1. One point per step. Repeat until it is automatic.
Always announce that it is a drill. A surprise version frightens students and teaches nothing.
2. Right or Not Yet
Staff demonstrate the skill several times, some correctly and some not.
1. Students hold up “Right” or “Not Yet” for each one.
1. For every “Not Yet”, a student names what would fix it.
1. Then a student takes the staff role and does it correctly.
3. Say the Phrase
Two teams. The phrase card for this unit face down on the table.
1. Teacher describes a moment; teams say which phrase belongs to it.
1. 1 point for the right phrase, 1 bonus for saying it in a calm voice.
1. Swap so both teams get equal turns.
This teaches staff wording to the students too, so the phrase stops sounding like a correction.
Notes for Staff
1. Build a taped crosswalk in the room and practise there before any real street.
1. Move outward in stages: classroom, quiet street, busy street, with staff at each stage.
1. Every student carries a contact card on every trip, without exception.
1. Agree a meeting landmark before you leave, every single time.
1. Practise the lost drill on a calm day. It cannot be first attempted when it is real.
1. Never run a drill without telling the group it is a drill.
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