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The Valley’s Approach to Digital Citizenship 
(Staying Safe Online) 

 
 

Purpose of this document: 
 

This document is supplementary to the approach taken in the following documents: 
 

 Child Protection Policy  

 Online Safety Policy 

 Anti-Bullying Policy  

 Behaviour Policy  

 PSHE Policy  

 Computing Policy  
 
Key principles to Digital Citizenship at the Valley: 
 

1. The school’s teaching of digital citizenship is embedded within the Switched 
on Computing scheme. 
 

2. The school also teaches specific lessons on digital citizenship which are 
threaded throughout the Jigsaw scheme. 

 
3. The school recognises the increased risks identified regarding online 

grooming and radicalisation and teaches specific lessons each half term on 
aspects of digital citizenship so that pupils are armed with the attitudes and 
skills to remain safe online, recognise when the internet can be useful and 
fulfil the potential to be positive digital citizens.   

 
4. The school participates in Safer Internet Day each year. 

 
5. The school has invited the NSPCC to support parents and pupils through 

workshops, every 3 years in line with the NSPCC’s commitments.  Support 
from the NSPCC will continue post-Covid.  This may take the form of school 
staff delivering sessions using NSPCC guidance and support.   

 
6. The school has an online safety policy devised by the Council’s child 

protection team in conjunction with Bolton Schools ICT.  The latter provide 
filtering, firewall and virus protection services to school devices – please refer 
to the Online Safety Policy for further information. 
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Why is it so important? 
 
Online safety is a whole school issue. The framework aims to support the 

development of the curriculum and is of particular relevance to PSHE education, 

Relationships and Sex Education, Health Education and Computing. It is designed, 

however, to be usable across the curriculum and to be central to a whole school 

approach to safeguarding and online safety.  

 

There is a whole school approach to developing pupils as positive digital citizens, 
including arming them with strategies to stay safe online both at school and at home.  
Used well, the internet can be amazing but children may be exposed to sites, people 
and situations that we would prefer they avoid when they freely surf, game and chat. 
Parents are often concerned about their child’s safety online, but even the most 
protective are sometimes unaware of how easily young people can access 
inappropriate or dangerous material through the internet, even using sites or 
programmes (especially games) that may appear safe.  
 
At the Valley, pupils are taught about being safe online and enabling them to be 
aware of the risks in an age-appropriate way, ensuring that we enable discernment 
about safety without causing disproportionate alarm.  Pupils are encouraged to talk 
about their online activity in the same way that we talk about other issues, to ensure 
a safe and supportive classroom environment in which to share ideas, experiences 
and worries.  It is vital that children and young people fully understand how to keep 
themselves safe online and what to do and who to speak to if they feel in any way 
uncomfortable.  The Valley School’s approach supports children in recognising and 
understanding this.  
 
At the Valley, we work with pupils to enable them with strategies to eliminate or 
minimise risk and have strategies for reporting issues but to also highlight the ways 
in which the online world can be used positively and enable our pupils to contribute 
positively as digital citizens.  
 
These statistics show us the scope of the problem:  
 

• There are over 2 million Apps that can be downloaded on Android/Apple 

devices with an average of 6000 being created and added daily. 

• There are 2.2 billion online gamers worldwide.  

• 1 in 4 children have experienced something upsetting on a social networking 

site. (Source: Lilley, C., Ball, R. and Vernon, H. (2014) The experiences of 11-

16 year olds on social networking sites.) 

• Around 1 in 8 young people have been bullied on social media (Source: Ofcom 

(2017) Children and Parents: Media Use and Attitudes Report (PDF)) 

• 3 in 4 parents have looked for or received information or advice about how to 

help their child manage online risks (Source: Ofcom (2017) Children and 

parents: media use and attitudes report (PDF)) 
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• Almost 1 in 4 young people have come across racist or hate messages online. 

(Source: Livingstone, S. (2014) Net children go mobile: the UK report: a 

comparative report with findings from the UK 2010 survey by EU Kids Online 

(PDF)) 

• There were over 2,200 counselling sessions with young people who talked in 

Childline about online sexual abuse online in 2017/18 (Source: Bentley, H. et al 

(2018) How safe are our children? The most comprehensive overview of child 

protection in the UK 2018. 

(source: https://www.nspcc.org.uk/preventing-abuse/childabuse-and-

neglect/online-abuse/facts-statistics/) 

Our Approach to Digital Citizenship at the Valley: 

 
The school has a multi-faceted approach to teaching online safety and developing 
the positive digital citizens of tomorrow. 
 
Within the curriculum, Digital Citizenship is taught through the following 
vehicles/subject areas: 
 

 Switched on Online Safety (Computing) – delivered through specific lessons 
each half term using the Switched on Online Safety scheme 

 Switched on Computing (Computing) – delivered and embedded throughout 
the Switched on Computing scheme 

 Jigsaw (PSHE) – delivered and embedded across the scheme 

 Specific school events, such as Safer Internet Day, Anti-Bullying Week and 
visits/assemblies/workshops from external organisations such as the NSPCC 

 
Further details of the teaching and learning of digital citizenship in Computing and 
Jigsaw are set out overleaf. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

https://www.nspcc.org.uk/preventing-abuse/childabuse-and-neglect/online-abuse/facts-statistics/
https://www.nspcc.org.uk/preventing-abuse/childabuse-and-neglect/online-abuse/facts-statistics/
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Delivery in Computing – Switched on Online Safety & Switched on Computing 
 

The school’s long term plan for Computing sets out teaching units for years 1 to 6.   
 
The units are taught half termly and are taken from the Switched on Online Safety 
scheme.  Planning and teaching of lessons is supported by the scheme which 
outlines the learning focus for each unit.   
 
The details of the Switched on Online Safety units are below: 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 YEAR 1 YEAR 2 YEAR 3 YEAR 4 YEAR 5 YEAR 6 

Autumn 1 
1.1 We are 
Year 1 rule 
writers 

2.1 We are 
Year 2 rule 
writers 

3.1 We are 
Year 3 rule 
writers 

4.1 We are 
Year 4 rule 
writers 

5.1 We are 
Year 5 rule 
writers 

6.1 We are 
online safety 
ambassadors  

Autumn 2 

1.2 We are 
kind and 
thoughtful  

2.2 We are 
not online 
bullies  

3.2 We are 
digital 
friends  

4.2 We are 
standing 
up to peer 
pressure  

5.2 We are 
responsible 
for our 
online 
actions  

6.2 We will 
not share 
inappropriate 
images  

Spring 1 

1.3 We are 
responsible 
internet and 
device 
users 

2.3 We are 
safe 
searchers 

3.3 We are 
internet 
detectives  

4.3 We are 
aware that 
our digital 
content 
lasts 
forever  

5.3 We are 
content 
evaluators  

6.3 We are 
safe social 
networkers  

Spring 2 

1.4 We are 
information 
protectors 

2.4 We are 
code 
masters 

3.4 We are 
aware of our 
digital 
footprint  

4.4 We are 
online risk 
managers  

5.4 We are 
protecting 
our online 
reputation  

6.4 We are 
respectful of 
others  

Summer 1 

1.5 We are 
good digital 
citizens  

2.5 We are 
online 
behaviour 
experts 

3.5 We are 
netiquette 
experts  

4.5 We are 
respectful 
of digital 
rights and 
responsibil
ities  

5.5 We are 
respectful  

6.5 We are 
online safety 
problem 
solvers  

Summer 2 

1.6 We are 
responsible 
gamers  

2.6 We are 
game raters  

3.6 We are 
avatar 
creators  

4.6 We are 
careful 
when 
talking to 
virtual 
friends  

5.6 We are 
game 
changers  

6.6 We are 
safe gaming 
experts 
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Online Safety Roadmaps (Years 1-6) 
 

The online safety roadmaps below demonstrate where aspects of digital citizenship 
are discussed, taught and embedded throughout computing lessons. 
 

YEAR 1 ONLINE SAFETY COVERAGE 

Unit 1.1  
We are 
treasure 
hunters 

The children learn to use simple programmable toys safely and sensibly, 
as well as showing respect for the work of their peers. Web access is 
supervised and safe practices are encouraged. Similarly, any filming is 
done with appropriate consent and assent. 

Unit 1.2  
We are TV 
chefs 

The pupils learn how to use digital video cameras safely and to show 
respect to those they are filming, including recognising the need for 
consent and assent. The importance of not sharing videos more widely 
than is appropriate is considered, as is the need to exclude information that 
might identify individuals from video recordings. When using the web, 
pupils learn to turn the screen off and tell their teacher if they encounter 
material that concerns them. The pupils also start to learn about copyright, 
recognising that they own the copyright in their original work and that this 
cannot be published or copied without their permission. 

Unit 1.3  
We are 
painters 

In searching for images on the web, pupils work initially from a set of 
carefully chosen sites. They again learn that they should turn the screen 
off and tell their teacher if they encounter material that concerns them. If 
work is uploaded to a public area, the importance of protecting the 
children’s identities is recognised, as is their intellectual property rights 
over their original work. An extension activity provides an initial 
opportunity for the children to learn some aspects of using email safely. 

Unit 1.4  
We are 
collectors 

As pupils will be working with the web and searching for images, they’ll 
need to make sure they use this technology safely, as well as showing 
respect for others’ intellectual property through observing copyright 
conditions. The pupils are taught to turn the screen off and let their teacher 
know if they have any concerns over content they encounter. The pupils 
are also introduced to the school’s Acceptable Use Policy, if they haven’t 
already had this explained to them. 

Unit 1.5  
We are 
storytellers 

The pupils learn to use audio recorders or microphones and audio 
recording software safely and sensibly. The pupils need to be aware of 
copyright material, and show appropriate respect for the owners of 
intellectual property when using technology. Regard is shown for 
appropriate consent and assent, school policies and third party terms 
and conditions if the pupils’ stories are uploaded to external websites. 

Unit 1.6  
We are 
celebrating 

The pupils have an opportunity to search for images on the web, and again 
learn to use technology safely, switching off the screen if they have 
concerns, and reporting these to their teacher. The pupils are taught to 
respect the copyright conditions associated with any third party images 
they use. Pupils only use photos of themselves if appropriate permission is 
in place. If children share their work, then attention is paid to protecting 
their identity and copyright. If they send cards by email they use a class 
address and consider some aspects of using email safely. 
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YEAR 2 ONLINE SAFETY COVERAGE 

Unit 2.1  
We are 
astronauts 

The pupils must let their teacher know if they encounter inappropriate 
material when they search the web. If the pupils use third-party images in 
their projects, they should use images with public domain or Creative 
Commons licences. The pupils may upload their projects to the Scratch 
website, if they have registered for accounts using a parent’s e-mail 
address. They learn to observe MIT’s terms and condition. 

Unit 2.2  
We are games 
testers 

There are concerns about the violent nature of some games. Choosing 
games wisely, including observing PEGI age restrictions and playing in 
moderation, are aspects of the safe and respectful use of technology that 
pupils learn about in this unit. As in Unit 2.1, the pupils may upload their 
projects to the Scratch website, if they have registered for accounts using a 
parent’s e-mail address. Comments on the Scratch website are not 
moderated before they appear, although the pupils can report any which 
are inappropriate. This provides an opportunity to learn about where to go 
for help and support when they have concerns about content or contact. 

Unit 2.3  
We are 
photographers 

The children learn that once images are posted online, it’s impossible to 
control what happens to them. Facial recognition software and geotagging 
mean that those posting images might inadvertently fail to keep some 
personal information private. The children learn how to minimise these 
risks, and learn what they should do if they have concerns about images 
they encounter on the web. The children also learn about what is 
acceptable and unacceptable to photograph, for example, that it is usually 
not a good idea to take or share photographs in which children can be 
identified, or that might reflect badly on the school. 

Unit 2.4  
We are 
researchers 

The pupils consider how to stay safe while researching online, and show 
respect for others’ ideas and intellectual property by citing their sources, 
and using licensed images. Safe search filters are in place for using 
Google or Bing and school internet access is filtered. 

Unit 2.5  
We are 
detectives 

The pupils learn about some of the risks associated with email. They learn 
that attached files can contain viruses or other harmful programs, that 
email addresses and embedded links can be ‘spoofed’, and that ‘spam’ is 
a common problem. It is recommended that all emails are sent and 
received via a single class email address. The password for this account 
is not shared with children. If the children do use individual accounts, 
they’ll need to keep their account details private and share their email 
address only with people they know and trust. 

Unit 2.6  
We are 
zoologists 

The pupils again learn that when sharing photographs and geo-location 
information online they need to consider the importance of keeping 
personal information private; they achieve this by not including names or 
photographs of people. The pupils are taught to respect rules for using 
digital equipment when out of the classroom, to ensure the equipment is 
kept safe and that they are not so focused on using it that they become 
unaware of risks around them. 
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YEAR 3 ONLINE SAFETY COVERAGE 

Unit 3.1  
We are 
programmers 

The pupils need to consider copyright when sourcing images for their 
programs and/or uploading their own work to the Scratch community site. 
Searching for content for programs or viewing others’ cartoons also 
offers an opportunity to develop safe search habits. If the pupils 
participate in the Scratch community, they need to think about what 
information they can share and how to participate positively in an online 
community, as well as obtaining parental permission. 

Unit 3.2  
We are bug 
fixers 

The pupils could consider the implications of bugs in software.  
Participating in the Scratch community would enable the pupils to help 
others with their projects as well as allowing them to receive help on their 
own. Participation requires parental permission, and the pupils should 
consider what behaviour is acceptable online. 

Unit 3.3 
We are 
presenters 

In filming one another, the pupils need to ensure that the appropriate 
permission has been obtained, and that they act respectfully and 
responsibly when filming, editing and presenting their work. The pupils 
should think through the implications of videos being made available on 
the school network or more widely via the internet. They should discuss 
why schools and other organisations have strict policies over filming. 

Unit 3.4 
We are vloggers 

Pupils learn that everything they do online leaves a trail, culminating in 
their digital footprint. They discover the use of safe search modes or 
child friendly search engines, and learn what to do if they meet 
inappropriate content. They also become familiar with intellectual 
property rights, including Creative Commons Licenses, and the 
importance of acknowledging other people’s work. Pupils learn that they 
should seek permission before taking photographs. 

Unit 3.5 
We are 
communicators 

The pupils should think about the safe use of email. They learn how email 
can be used positively. They become aware of some of its risks, including 
malware attachments, hacked accounts, spam and spoofed links, but 
also learn how their exposure to such risks can be reduced. They 
consider the importance of introductions in extending circles of trust. They 
learn how video conferencing can be used positively, to support learning 
with a known partner. 

Unit 3.6 
We are opinion 
pollsters 

The pupils learn some of the legal and ethical requirements for designing 
online surveys and processing data. They also consider what information 
it would be appropriate for them to give in an online survey, and some 
implications of data processing. The pupils can use online tools for 
collaborating on survey design and analysis, considering how to use 
these appropriately. The survey itself could address issues of the pupils’ 
attitudes to online safety. 
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YEAR 4 ONLINE SAFETY COVERAGE 

Unit 4.1  
We are 
software 
developers 

The pupils need to consider copyright when sourcing images or media for 
their programs and/or uploading their own work to the Scratch community 
site. Searching for content for their programs or viewing others’ games also 
offers an opportunity to develop safe search habits. If the pupils participate 
in the Scratch community, they need to think about what information they 
can share and how to participate positively in an online community, as well 
as obtaining parental permission. 

Unit 4.2  
We are toy 
designers 

The pupils again need to think carefully about copyright in sourcing 
images and other media for their toy prototypes and presentations, or if 
uploading their own work to the Scratch community. If the pupils do 
participate in the online Scratch community, they should think through 
how to do so in a safe and responsible manner, and should obtain their 
parents’ consent. If the pupils link their programs to hardware, they need 
to take care to work safely with a range of tools and electronic 
equipment. 

Unit 4.3 
We are 
musicians 

The pupils need to think about copyright when sourcing audio or 
publishing their own compositions. They are encouraged to use Creative 
Commons licensed content if working with others’ audio files. There’s an 
opportunity to discuss how copyright relates to music performed in school 
as well as illegal downloading and sharing of copyrighted music. 

Unit 4.4 
We are HTML 
editors 

The pupils learn how easy it is to create content for the web. The unit 
provides an opportunity to address some of the risks of using the web, 
and how pupils could best keep themselves safe while doing so. They 
learn how easily web pages can be modified, which provides an 
opportunity to consider the reliability of web-based content. 

Unit 4.5 
We are co-
authors 

The pupils learn about Wikipedia, considering some strategies for 
evaluating the reliability of online content as well as the rules and 
processes that the Wikipedia community has evolved. The pupils 
develop a shared wiki, thinking carefully about how to do so safely and 
responsibly, and considering what conduct is appropriate when 
collaborating on a shared resource. 

Unit 4.6 
We are 
meteorologists 

The pupils consider the importance of obtaining and using accurate data 
for any information-processing work. If the pupils film one another, they 
need to ensure appropriate permission is obtained and that recordings are 
made, edited and shown in safe, respectful and responsible ways. The 
pupils should think carefully about the implications of uploading their films 
to the school network or to the internet. 
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YEAR 5 ONLINE SAFETY COVERAGE 

Unit 5.1  
We are game 
developers 

The pupils need to consider copyright when sourcing images or media for 
their games and/or uploading their own work to the Scratch community 
site. Searching for content for their games or viewing others’ games also 
offers an opportunity to develop safe search habits. If the pupils 
participate in the Scratch community, they need to think about what 
information they can share and how to participate positively in an online 
community, as well as obtaining parental permission. The pupils might 
also consider some personal implications of playing games, perhaps 
including violent computer games. 

Unit 5.2  
We are 
cryptographers 

The pupils learn how information can be communicated in secret over 
open channels, including the internet, using cryptography. They learn 
about the public key system used to sign and encrypt content on the web, 
and how they can check the security certificates of encrypted websites. 
They learn about the importance of password security for online identity 
and consider what makes a secure password. 

Unit 5.3 
We are artists 

The unit provides an opportunity to reinforce messages around safe 
searching and evaluating the quality of online content. If the pupils upload 
their work for others to see, they should consider the importance of 
protecting personal information as well as recognising that they are sharing 
their own copyrighted work with an audience. 

Unit 5.4 
We are web 
developers 

Online safety forms the focus of this unit, with the pupils working 
collaboratively to develop a website in which they present their own 
authoritative content on a broad range of issues around the safe and 
responsible use of technology. In doing so, they consider the reliability and 
bias of online content, how to contribute positively to a shared resource, 
and how to use search engines safely and effectively. 

Unit 5.5 
We are 
bloggers 

The pupils write content for their own or a shared blog, thinking carefully 
about what can be appropriately shared online. They consider issues of 
copyright and digital footprint as well as what constitutes acceptable 
behaviour when commenting on others’ blog posts. The pupils also think 
about the importance of creating high-quality online content and become 
more discerning in evaluating content as they review others’ blogs. If the 
pupils’ blogs are publicly accessible, it is important that any comments are 
moderated by their teacher; it is worth discussing with the pupils why the 
comments should be moderated. 

Unit 5.6 
We are 
architects 

The pupils should observe good practice when searching for and selecting 
digital content. If the pupils choose to locate their 3D models 
geographically, they should avoid sharing private information. The pupils 
should think about copyright when adding content to their model or 
publishing images or videos of their model. 
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YEAR 6 ONLINE SAFETY COVERAGE 

Unit 6.1  
We are 
adventure 
gamers 

Pupils learn to program a simple text-based adventure game in Python. It’s 
important that pupils do not have admin privileges on their computers as 
Python can be used to provide access to shell/operating system commands. 
An alternative is to use the trinket.io online Python interpreter: the pupils 
need to observe terms and conditions and the usual precautions about not 
sharing information publicly. If the pupils base their games on published 
stories, they need to show respect for intellectual property in those works. 

Unit 6.2  
We are 
computational 
thinkers 

The pupils learn about some common algorithms, recognising that more 
efficient solutions to the same problem can reduce the impact of 
computation on energy and other resources. They remix code on Scratch 
and Snap! websites, as permitted by Creative Commons licences for the 
code they work with, in much the same way as they might modify open 
source software. Pupils who wish to register for accounts on these sites 
need to observe the associated terms and conditions, which typically 
require parental consent. 

Unit 6.3  
We are 
advertisers 

The pupils create short advertising videos. They learn the importance of 
observing school policy in relation to videoing, and the need to obtain consent. 
They think carefully about the implications of sharing content publicly on sites 
such as YouTube and consider how such publication would limit what they 
might include in their advert. They recognise the need to use video search 
platforms in restricted or education specific modes and bring to mind what 
they should do if they encounter inappropriate content. They learn to respect 
the intellectual property rights of others, and the need to observe licence terms 
for any content they do not create themselves. 

Unit 6.4  
We are 
network 
technicians 

The pupils learn about how networks, including the internet, operate. They 
learn that data transmitted via the internet is not always encrypted. They 
consider some of the implications for privacy, e.g. their ‘digital footprint’ 
associated with using the internet. They become aware of the importance of 
DNS for safe use of the internet. They have the opportunity to use command 
line diagnostic tools safely and responsibly. They create posters or other 
documents to share their knowledge with others. 

Unit 6.5  
We are travel 
writers 

The pupils take photographs, video and audio recordings on an educational 
visit. They should do so in accordance with school policy and any regulations 
of the venue for their visit. They should make sure they have permission if 
they are photographing a person, and of the landowner if on private property. 
Pupils learn about geotagging GPS location data in photographs and 
smartphone tracklogs, and consider the privacy implications of this. Pupils 
think carefully about what media, metadata and information it is safe, 
respectful and responsible to share publicly. There is the opportunity in this 
unit for pupils to use their own smartphones or tablet computers, which 
should be done in accordance with relevant school policies. 

Unit 6.6  
We are  
publishers 

The pupils create a school magazine or yearbook. They consider carefully 
the implications of including photographs of pupils in their work, recognising 
that typically names would not be used in captions and that they should have 
permission to publish any pictures they use. They respect school policies 
and relevant legislation. They also recognise that intellectual property exists 
in other pupils’ work and that this should be respected, so include such 
excerpts only with permission. They also learn that sensitive personal 
information should not be included in publications such as these, thinking 
carefully about what this means in practice. 
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Delivery in PSHE – Jigsaw  
 

Within the Jigsaw scheme of work, digital citizenship is covered specifically or included 
in activities.  Units are taught half termly. 
 
The six whole-school units of work in Jigsaw are shown below: 

 

 Being Me in My World 

 Celebrating Difference 

 Dreams and Goals 

 Healthy Me 

 Relationships 

 Changing Me 

 

The grids below show where and how frequently Jigsaw approaches issues and 

supports children in safely navigating their online world, whilst also balancing the 

positive aspects of the internet. 

 

Being Me in My World 

 Piece 

1 
Piece 

2 
Piece  

3 
Piece 

4 
Piece 

5 
Piece 

6 

Year 1       

Year 2       

Year 3       

Year 4       

Year 5       

Year 6       

Celebrating Difference 

 Piece 

1 
Piece 

2 
Piece 

3 
Piece 

4 
Piece 

5 
Piece 

6 

Year 1       

Year 2       

Year 3       

Year 4       

Year 5       

Year 6       

Dreams & Goals 

 Piece 

1 
Piece 

2 
Piece 

3 
Piece 

4 
Piece 

5 
Piece 

6 

Year 1       

Year 2       

Year 3       

Year 4       

Year 5       

Year 6       

Healthy Me 

 Piece 

1 
Piece 

2 
Piece 

3 
Piece 

4 
Piece 

5 
Piece 

6 

Year 1       

Year 2       

Year 3       

Year 4       

Year 5       

Year 6       
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As well as those covered in activities within generic lessons such as “how to deal 
with bullying” which includes cyber-bullying, specific online topics within Jigsaw 
include:  
 

 Keeping safe online and who to go to for help  

 Learning to discern what is real/fake, and safe/unsafe 

 Rights and responsibilities online  

 Online gaming and gambling  

 Reducing screen time  

 Dangers of online exploitation 

 Online pressures and influences that can impact on a person’s wellbeing e.g. 

comparison of body image, watching video material that is frightening or 

encourages risky harmful behaviour 

 Social networking – the pros and cons 

 SMARRT internet safety rules 

 Online identity 

 

Jigsaw PSHE fully supports children in an age-appropriate and enjoyable way, 

allowing them to enter the online world knowing how to keep themselves and others 

safe. 

 

 

 

 

 

 

 

 

 

 

Relationships 

 Piece 

1 
Piece 

2 
Piece 

3 
Piece 

4 
Piece 

5 
Piece 

6 

Year 1       

Year 2       

Year 3       

Year 4       

Year 5       

Year 6       

Changing Me 

 Piece 

1 
Piece 

2 
Piece 

3 
Piece 

4 
Piece 

5 
Piece 

6 

Year 1       

Year 2       

Year 3       

Year 4       

Year 5       

Year 6       
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Jigsaw PSHE and Education for a Connected World 

 
Education for a Connected World is a framework to equip children and young people 
for digital life. It was written by the UK Council for Internet Safety and enables the 
development of teaching and learning as well as guidance to support children and 
young people to live knowledgeably, responsibly and safely in a digital world.  It 
focuses specifically on eight different aspects of online education: 

 

1. Self-image and identity This strand explores the differences between online and 
offline identity beginning with self-awareness, shaping online 
identities and media influence in propagating stereotypes. It 
identifies effective routes for reporting and support and 
explores the impact of online technologies on self-image and 
behaviour. 

2. Online relationships This strand explores how technology shapes communication 
styles and identifies strategies for positive relationships in 
online communities. It offers opportunities to discuss 
relationships, respecting, giving and denying consent and 
behaviours that may lead to harm and how positive online 
interaction can empower and amplify voice. 

3. Online reputation This strand explores the concept of reputation and how others 
may use online information to make judgements. It offers 
opportunities to develop strategies to manage personal digital 
content effectively and capitalise on technology’s capacity to 
create effective positive profiles. 

4. Online bullying This strand explores bullying and other online aggression and 
how technology impacts those issues. It offers strategies for 
effective reporting and intervention and considers how bullying 
and other aggressive behaviour relates to legislation. 

5. Managing online 
information 

This strand explores how online information is found, viewed 
and interpreted. It offers strategies for effective searching, 
critical evaluation of data, the recognition of risks and the 
management of online threats and challenges. It explores how 
online threats can pose risks to our physical safety as well as 
online safety. It also covers learning relevant to ethical 
publishing. 

6. Health, well-being and 
lifestyle 

This strand explores the impact that technology has on health, 
well-being and lifestyle e.g. mood, sleep, body health and 
relationships. It also includes understanding negative 
behaviours and issues amplified and sustained by online 
technologies and the strategies for dealing with them. 

7. Privacy and security This strand explores how personal online information can be 
used, stored, processed and shared. It offers both behavioural 
and technical strategies to limit impact on privacy and protect 
data and systems against compromise. 

8. Copyright and ownership This strand explores the concept of ownership of online 
content. It explores strategies for protecting personal content 
and crediting the rights of others as well as addressing 
potential consequences of illegal access, download and 
distribution. 
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Mapping Jigsaw PSHE with Digital Citizenship 
 
The mapping below outlines where Jigsaw PSHE can support schools to ensure they 

are delivering high-quality online safety education.  Whilst PSHE as a subject can 

provide many appropriate and relevant learning opportunities for children in terms of 

online safety, it is expected that other subjects will contribute to their learning too, as 

is expected of a broad and balanced curriculum.    

 

Jigsaw PSHE teaches personal development relevant to students’ real world; this 

enables strong skills-based foundations to be laid, so that when online, children and 

young people manage themselves and situations better – with more discernment, 

assertiveness and clarity.  

 

Many of the learning outcomes laid out in the framework are couched in terms of 

being online, when in fact these skills are perhaps best learnt initially in offline 

examples; they can then be applied to online situations. Nevertheless, there are 

some explicit lessons that cover online safety in more depth, which are noted in the 

mapping below. The learning outcomes that are covered from the framework are 

also supplemented by the Switched on Computing and Switched on Online Safety 

lessons delivered in school alongside the key principles covered earlier in this policy.  

Jigsaw enables safe online behaviour and relationships as well as focussing on 

healthy, positive offline relationships etc.  

 

Jigsaw is organised into 6 half-term units, called Puzzles, designed to be delivered in 

sequence from the beginning to the end of the school year in order to build 

progression in learning through this spiral curriculum. 

 

The Puzzles: 
 

 Being Me in My World 

 Celebrating Difference 

 Dreams and Goals 

 Healthy Me 

 Relationships 

 Changing Me 
 
These Puzzles are cited in the grid below, giving a flavour of how the outcomes in 

‘Education for a Connected World (2020)’ are included in the Jigsaw Programme in 

the different Key Stages.  
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