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Information

Technology

Children are taught the
ways in which
technology can be
used. And ar taught to
use programmes such
as paint and word.

Computer Science

Children are taught
about coding and
programming.
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Digital Literacy
Children are taught
about how to use
technology safely.




Project Evolve themes
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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.
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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 fo our
physical safety as well as online safety.
It also covers learning relevant to
ethical publishing.
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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.
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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 relatfionships. It also includes
understanding negative behaviours
and issues amplified and sustained by
online technologies and the strategies
for dealing with them.
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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 fo create effective
positive profiles.
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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.
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Online bullying

This strand explores bullying and

other online aggression and how
fechnology impacts those issues.

It offers strategies for effective reporting
and infervention and considers how
bullying and other aggressive
behaviour relates to legislation.
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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.




Gaming

Risks to online gaming
e Behaviour

e Sleep

e Communication

e Costs

e Health
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Benefits to online gaming

e Education and development

e Communication

e Social

e Entertainment

* Develop their skills of using technology
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What can parents do?

e Consider log in profiles for your child
e Know age ratings
e Read a summary or review of a game
before purchasing
e Play with your children online
e Set parental controls w
e Discuss and set limits together
e Set screen free zones and times
e Monitor use and behaviours
e Ensure children are not able to communicate with others
online or if they do they check your permission first
* Ensure children come straight to you if something comes up
in their game they are unsure about.




Parental Controls
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PEGI Ratings i
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Pan European Game Information. It is a self-regulation and is composed by five age
categories and eight content descriptors that advise the suitability and content of a
game for a certain age range based on the games content. The age rating is not
intended to indicate the difficulty of the game or the skill required to play it.




PEGI Ratings
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Support your children’s understanding
through stories

Webster’s Technology Books




Lego Build and Talk

BUILD REMINDERS
il

Big wide eyes and
yawning mouth

Big hands

Sitting down

Finished building
and talking? Move

to the next page. .
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GROWN-UP'S TASK

Below are some questions to ask your little explorer as they build.

What do you think counts as screen time?

What's your favorite way to spend time online?

If you spend a long time on your phone or
playing games, how does it make you feel?

Do you take regular breaks if you're
playing games? If so, what do you do?

Why do you think it's important to avoid
screen time before bed?

A core part of the NSPCC’s 10-year strategy is to ensure
children are safe online. To help achieve this they have teamed
up with the LEGO Group to help promote their fun, free Build &
Talk activities. The six 'adventures' help parents and caregivers
talk with their children about key online safety topics through
the joy of LEGO play.




