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This assignment will first define what a community is, and it will then choose and talk about the dynamics of a specific community. Secondly this assignment will recognise problems and difficulties associated with that community and explore ways and methods to combat those associated issues. Thirdly this assignment will offer a step-by-step process on how technology can be used to further assist these issues and encourage behavioural change. 

According to the Oxford English Dictionary (2021) a community is defined as a group of people living in the same place or having a particular characteristic in common. Communities can take many forms and be varied in size. Rural communities living in the valleys in south Wales are communities once devastated by the closures of mining industry, leaving poverty and deprivation across the region. Because of this the sense of community was lost and smaller age defined groups became more prominent.  One of the groups identified is a number of thirteen to sixteen-year-olds congregating in the communities, whose behaviour may cause harm and distress to local people (Welsh Government, 2018). 
 Many adolescents between the ages of thirteen and sixteen, have little interest in post curricular activities, which compels them to find companionship by congregating in locations around the community. Furthermore, large groups can often take on the persona of a mob or gang in mentality. As some teenagers can often have a particular proclivity for mischief and the need for acceptance among pears, this often escalates into antisocial behaviours, and can leave the community and parents feeling anxious about their activities (Christie et al., 2007). The United Nations Convention on the Rights of the Child (UNCRC) article 31 states that every child has the right to play and take part in wide range of activities both cultural and artistic (Freeman, 2009).
 Most adolescents when congregating in the community will define an activity as their own, similar to a group identity, for example, based on a particular sport or a location such as a café, without the need to cause alarm to residents nearby. Even groups which choose to loiter outside shops and on street benches, generally have no desire to flout the law. However, there is likely to always be a small minority seeking to transgress acceptable boundaries of behaviour (Harries, 2021). 
Socioeconomic background and geographical location can determine whether activities and clubs are available to teenagers. Other factors such as household income for instance can also be a major factor in the activities available to the young. Where available, music, social, and sporting after-school activities are invaluable to the social development of teens. According to the Welsh government, the valleys of South Wales have fallen short with regards to economic equality, educational attainment, and facilities for the young Donnolly et al (2016).
 Barron and Kafai (2006) believe that children are far more likely to use computers at home than in school, which gives an opportunity to educate and captivate adolescents in a way never seen before. The idea of an online youth club utilised to improve social skills and behaviours through games and activities, could reduce the problematic way in which youths congregate on the streets today. Online communities are not a new thing; the gaming industry has turned sitting at home alone into co-existing with friends and people from around the world in a fantasy universe, working together to achieve a singular objective (Barron and Kafai, 2006). 
 Anderson and Jiang (2018) discovered that adolescents were more likely to use social media platforms such a Snap Chat, YouTube, Instagram, and Tic-toc than other online domains. It was noted that teens spent much of the day on their mobile devices communicating with friends. Interacting with friends can improve a young person's self-esteem, whereas negative images and behaviours can be detrimental to a teen’s well-being and ultimately affect the decisions they make in public (Weinstein, 2018). O'Reilly, et al. (2018) suggest that policy makers are becoming more worried about the internet's effect on children. Moreover, their study showed that exposure to negative and inappropriate material has adversely affected the mental health of over 15% of the young.
  A Wales-online report (Harries, 2021) described how anti-social behaviour has been identified by residents in multiple public locations within Wales, from teens consuming alcohol and creating a public disturbance, to vandalising property, further causing unrest to locals. One article in particular stands out as it occurs in one of the most popular tourist locations in Wales. This incident happened on a summer's night on the beach in Tenby, where youths were found by police drinking and fighting amongst themselves. Police issued several Section 34 orders banning individuals from the beach for 48 hours, and confiscated alcohol from party goers. However, this did not prevent broken glass from being strewn across the sand placing the safety of the public very much in peril.
The creation of a safe place for children on-line, that educates students about respecting each other and allows freedom to express themselves without the fear of ridicule, can provide a place for peers to learn communication skills and actively practice tolerance with one and another. The perils of children exploring online domains without supervision has been highlighted in recent years with predatory adults circumventing the rules of stranger danger by disguising themselves as children and peers Wehrli, A. (2021) Just as parents can educate their children that chatrooms are not always safe, schools can do more by using classroom school logins, in a closed forum. This can provide the extra security required for such an ambitious innovation.
 Livingston (2001) Wrote that children often frequent the same or similar web sites repeatedly, which can be particularly advantageous when creating an on-line youth club. The most common web sites and games used were sports, but social media was also often frequented.  
Creating an on-line youth club specifically targeting younger teens and restricting access by school registrations only, can offer healthy post curricular activities to peer groups within the school. The youth club could first and foremost be a chat room for students to chat both in an open forum and privately with each other, however, offering healthy competition in the form of simple retro games and prizes for the monthly winners, could promote a loyal following and encourage teens to frequent the site more regularly.
 What would normally be after school activities, could now benefit from going digital. Educational games such as chess and pop quizzes combined with table tennis, golf, Space Invaders, and Tetris competitions would allow teenagers to openly embrace healthy rivalry. A weekly counselling session could also be provided with a professional therapist giving discreet and confidential advice, allowing students to resolve issues with fellow classmates in a safe and controlled manner. A free sexual health clinic and advice forum could help teens explore their sexuality free from judgement and possible exploitation.
Mental health and stress can affect children as it does adults (Biddle, 2011). With proper counselling available at the click of a link, students would be able to work through their issues and could speak freely about schooling matters or even events from home that have adversely affected their well-being.  By promoting empathy, tolerance, and good behaviour monitored by school staff utilizing a merit system, students could make purchases of school equipment to assist in their education, possibly with the assistance of the school’s Parent Teacher Association, or local businesses who would be willing to sponsor them. Education through play has helped younger children for many years (Ailwood,2003), and by tailoring the method to older teens, it is possible to show adolescents how to better behave in public.
An initial trial could be initiated with a small group of students, and they could be encouraged to post their own review of the youth club online, mentioning on their social media platforms the games and more importantly their scores to be beaten, with a handy link on to the sign-up page of the website. This could be a perfect way to have students promote the youth club throughout the school, utilising social media domains such as snapchat, Instagram and WhatsApp.
 By having a trial, the students involved could have some input into how the youth club should be advertised and designed, and the ethos and principals of the programme could be openly discussed. An overall message or slogan could also be used to highlight the importance of tolerance and kindness among peer groups.
Results could be measured by observing if there was a reduction in antisocial behaviour reports in the community. Reports on overall school behaviour both in the classroom and at break time could also help further justify the need for such a program. 
Due to the recent pandemic and lockdown measures set out by the government, on-line youth clubs have become increasingly popular, however, many of these have a standard registration which could be accessed by adults or fake accounts for the purpose of malevolent behaviours. Using a school as the entire population base limits access to students and faculty only further protecting children in the domain StaySafe.org (2018).   
 One of the most recent youth clubs of this type is 4Youth.org (2022). Their website has many interesting ideas from which to draw from including teen counselling, and outdoor excursions, this can provide much needed face to face time with children from the age of five to nineteen years old, however with the pandemic and lockdown, meetings like this have proved exceedingly difficult 4Youth.org (2022).
 Councils in the Uk have also set up online services to help children and teens to discover new outlets. The website has names and locations of activities and groups in their area, Kent County Council (2022). However, listing times and dates of activities could be harmful to the safety of children. 4Youth.org (2022) has many of the values that are required for teens to grow, and learn about respecting each other, The websites have a full page about being committed to teaching tolerance and respect much of which is required to assist teens in learning how to properly behave towards each other, and in public. 
To assess successful implementation of the school's on-line youth club and its effectiveness students, could complete a survey in the first weeks of joining and once again six months later.
Data collected would allow for program designers, and school staff to clearly see if student stayed interested in the website after the first couple of weeks. Statistics on students' well-being and general health could also be observed through the surveys.
In conclusion creating an on-line youth club through schools to help teenagers to express themselves freely while keeping them as safe as possible, is an effective idea. Many aspects of teenage behaviour could be improved with the use of play and communication. While games and activities are in place to keep student interested. The measure of success could be seen in the behaviour of teenagers both in the classroom and out in the community. By promoting tolerance and acceptance in others the aim would be to create a better adult in the future.          
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