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This docum
ent outlines w

here specific digital literacy and online safety content appears w
ithin the universal 

Jigsaw
 3-11/12 lessons: from

 early technology use in the youngest age groups through to focused online safety 
lessons for older pupils. A

ll content builds carefully on relevant off
line learning that's essential for understanding 

online technology use, including decision-m
aking, relationships, healthy balance, peer influence, self-im

age, 
recognising safe adults, and know

ing w
here to go for help. 

 W
e recognise that increasing num

bers of children are accessing online gam
es, m

essaging services and other 
technology at hom

e earlier than before, though som
e are not. O

ur approach balances this range of experience 
by including content that prepares and reassures children about navigating online activity safely w

hen in school, 
as w

ell as w
hen they m

ay later com
e to use it outside school. W

e intentionally avoid nam
ing specific apps or 

gam
es in lessons, as it is im

portant not to norm
alise platform

s w
ith age restrictions above prim

ary school age. 
 O

nline and off
line life are increasingly m

erging, w
ith internet access extending beyond PC

s and sm
artphones to 

television stream
ing, online m

usic services, A
I tools, and ever-expanding 'sm

art' technology. These all offer 
further opportunities to teach about safety, providing purposeful classroom

 discussions about the benefits and 
risks of online capabilities in our w

orld. 
A

s children approach the upper prim
ary years, som

e m
ay have specific digital safety concerns. Including this 

content allow
s them

 to voice w
orries, ask questions and consider w

here to seek help. 
  

 
How

 to Use This D
ocum

ent: 
Q

uick reference: The sum
m

ary overview
 show

s at a glance w
here key digital them

es are concentrated across age groups, 
helping you quickly identify progression through the school. 
 D

etailed m
apping: The age-by-age sections that follow

 show
 exactly w

here content appears w
ithin each Puzzle, organised so 

you can see everything covered in a single year group at once. 
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Q
UICK REFEREN

CE:  
O

V
ERV

IEW
 O

F M
A

IN
 D

IG
ITA
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TEN
T ACRO

SS PRO
G

RA
M

M
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 Key:  
✦

 = M
ore dedicated lesson focus (rather than supporting/em

bedded content) 
  Them

e 
3-4 

4-5 
5-6 

6-7 
7-8 

8-9 
9-10 

10-11 
11-12 

O
nline relationships & com

m
unication 

 
 

 
C

D
, RL 

RL 
RL 

RL ✦
 

RL ✦
 

RL 
O

nline safety & strangers 
 

 
 

RL 
RL, H

M
 

H
M

 
RL ✦

 
RL ✦

 
RL 

Cyberbullying 
 

 
 

C
D

 
C

D
 

C
D

 
C

D
 

C
D

, RL 
C

D
 

C
ritical thinking & m

edia literacy 
 

 
 

 
RL ✦

 
C

D
 

C
M

, H
M

 
RL ✦

 
C

M
, BM

 
A

I & digital m
anipulation 

 
 

 
 

 
 

C
M

, H
M

 
RL ✦

 
C

M
 

Screen tim
e & digital w

ellbeing 
 

 
H

M
 

 
 

 
RL ✦

, H
M

 
H

M
 

H
M

 
A

ge restrictions & responsibility 
 

 
 

 
RL 

H
M

 
RL ✦

 
H

M
, RL 

 

O
nline financial harm

s & gam
ing risks 

 
 

 
 

RL ✦
 

D
G

 
RL ✦

, D
G

 
 

 

Privacy & personal inform
ation 

 
 

 
RL 

RL 
 

RL ✦
 

RL ✦
 

 

Technology in everyday life 
BM

 
C

D
 

D
G

 
BM

 
 

 
D

G
 

D
G

 
D

G
, BM

 
   

 



  

©
 Jigsaw

 Education Group 

D
ETA

ILED
 M

A
PPIN

G
: D

ESCRIPTIO
N

 O
F D

IG
ITA

L LITERACY CO
N

TEN
T ACRO

SS EACH
 AG

E G
RO

UP 
 Early Years (Ages 3-5): 
 M

inim
al explicit digital content at this stage —

 focus is on foundational social and em
otional skills that underpin 

later digital literacy learning. 
Puzzle 

Piece 
Content 

Being M
e in M

y W
orld 

P3 
C

am
eras suggested for Let M

e Play – taking pictures of 
storage 

C
elebrating D

ifference 
P2 

Includes positive im
age of child playing gam

es on the phone 
w

ith fam
ily 

 Age 4-5  
Puzzle 

Piece 
Content 

C
elebrating D

ifference 
P3 

Includes im
age of fam

ily enjoying looking at a laptop 
together 

Relationships 
P1 

Fam
ily Puzzles – 1/8 includes fam

ily enjoying tim
e together 

at a laptop 
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   U
se these tables to check content and decide if this needs adaptation 

for your pupils. The tables direct you the specific parts of the lesson 
w

here content can be found (see table to right) 
     

Key Stage 1 (Age 5-7): 
Recognition of the use of digital devices and use of digital technology in our everyday lives is included in som

e 
lessons and scenarios.  
 Age 5-6 

Puzzle 
Piece 

Content 
D

ream
s and G

oals 
P1 

O
M

M
: Show

s im
age of success w

ith girl at a PC
 (1/4 im

ages) 
D

ream
s and G

oals 
P6 

Revisits im
ages in Piece 1 

H
ealthy M

e 
P1 

C
U

: 1/13 exam
ples for continuum

: "Spending hours on an electronic device/gam
e" 

H
ealthy M

e 
P4 

C
U

: Sw
itch gam

e – suggest "sw
itch places if you like com

puter gam
es" 

 A
bbreviation 

M
eaning 

C
U

 
C

onnect U
s (starter activity) 

O
M

M
 

O
pen M

y M
ind 

TM
/SM

 
Tell M

e / Show
 M

e 
LM

L 
Let M

e Learn (m
ain activity) 

BM
 

Being M
e in M

y W
orld 

C
D

 
C

elebrating D
ifference 

D
G

 
D

ream
s and G

oals 
H

M
 

H
ealthy M

e 
RL 

Relationships 
C

M
 

C
hanging M

e 
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Age 6-7  
Puzzle 

Piece 
Content 

Being M
e in 

M
y W

orld 
P3 

TM
/SM

: Exam
ples of realistic/unrealistic rew

ards – suggest gam
es console, tablet 

Being M
e in 

M
y W

orld 
P4 

TM
/SM

: N
egative/Positive choices includes exam

ple of children crossing road looking 
at phones 

Celebrating 
D

iff
erence 

P3 
TM

/SM
: Exam

ple scenario of child receiving unkind m
essage 

Celebrating 
D

iff
erence 

P4 
TM

/SM
 + LM

L: Exam
ple scenario of repeated unkind behaviours in online gam

e (1/7) 

H
ealthy M

e 
P2 

TM
/SM

: 1/8 pictures show
 som

eone at a laptop to consider how
 calm

 they are 
Relationships 

P4 
TM

/SM
: 2/5 Jigsaw

 Jo scenarios relate to digital use 
Relationships 

P5 
LM

L: Introduction to online trust and personal inform
ation sharing; people online m

ight 
pretend to be som

eone they're not 
Relationships 

P6 
TM

/SM
: Revisits learning from

 previous lesson and w
hole puzzle, including w

ho to trust 
online 
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Age 7-8  
Puzzle 

Piece 
Content 

Being M
e in M

y 
W

orld 
P4 

LM
L: 1 scenario about som

eone receiving unkind text m
essage 

Celebrating 
D

iff
erence 

P2 
SM

/TM
: Fam

ily conflict w
ith older sibling spending too m

uch tim
e on phone. LM

L: 
Scenario of arguing over w

hat to w
atch on TV

 
Celebrating 
D

iff
erence 

P3 
SM

/TM
: Includes anonym

ous m
essaging, feelings around this and how

 to ask for help 

Celebrating 
D

iff
erence 

P4 
LM

L: Scenario 1/6 around w
atching scary content on YouTube 

Relationships 
P1 

TM
/SM

: W
hose responsibility cards 1/15 represents digital tech as part of everyday life 

Relationships 
P3 

✦
 G

lobal Connections and Thinking Critically —
 O

M
M

: C
ritically evaluating online 

gam
es for risk. TM

/SM
: Sharing inform

ation w
ith people online, privacy settings, the 

law
, social m

edia age lim
its (13+) and U

K law
s; inappropriate content, privacy and 

location settings. Strategies for m
anaging online risk 

Relationships 
P4 

O
M

M
/TM

/SM
/LM

L: C
ritical thinking about inform

ation in m
edia and social m

edia 
Relationships 

P6 
D

raw
 learning about treating others w

ith respect online into Puzzle sum
m

ary lesson 
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Age 8-9 (Year 4) 
Puzzle 

Piece 
Content 

Being M
e in M

y 
W

orld 
P4 

TM
/SM

: 1 scenario about children doing hom
ew

ork on the hom
e com

puter and 
deciding to look at a w

ebsite som
eone told them

 about that is for over 18s 
Celebrating 
D

iff
erence 

P2 
LM

L: Influences on stereotypes – consideration of celebrity culture and SM
, fake and 

exaggerated new
s, im

ages 
Celebrating 
D

iff
erence 

P3 
TM

/SM
: O

nline m
essaging as bullying from

 a peer via an 'age appropriate' gam
e 

Celebrating 
D

iff
erence 

P4 
O

M
M

, TM
/SM

, LM
L: Cyber bullying, trolling, how

 to m
anage w

hen you see online 
bullying/upsetting content 

Celebrating 
D

iff
erence 

P5 
O

M
M

: Reflection on how
 online m

essages and im
ages can m

ake us look at ourselves 
m

ore critically – how
 to m

anage this and see ourselves m
ore positively 

Celebrating 
D

iff
erence 

P6 
TM

/SM
: Reference to som

eone spreading rum
ours online 

D
ream

s and 
G

oals 
P2 

TM
/SM

: 1/6 scenarios includes posting on SM
 but gets no likes. Resources: 1/7 

scenarios include disappointm
ent if not saving enough to join in w

ith online gam
ing 

event 
D

ream
s and 

G
oals 

P3 
TM

/SM
 revisits scenarios in P2 

D
ream

s and 
G

oals 
P4 

O
M

M
: Focus on reality TV

 and choosing to take em
otional risk – and coping w

ith 
disappointm

ent 
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H
ealthy M

e 
P1 

O
M

M
: Im

portant basis for sharing of inform
ation – w

ho do w
e share personal 

inform
ation w

ith? 
H

ealthy M
e 

P2 
TM

/SM
: Peer influence on safety decisions, includes not film

ing incidents and using 
phone to call for help 

H
ealthy M

e 
P3 

LM
L: Includes critical evaluation of online m

essages 
H

ealthy M
e 

P5 
SM

/TM
: Story involves aspects of relationships/com

m
unication from

 older peer over 
text 

H
ealthy M

e 
P6 

LM
L: U

nkind m
essaging on social m

edia, the reasons w
hy this m

ay happen and the 
effects on different people. Age restriction on SM

 
Relationships 

P1 
O

M
M

: 1/3 im
ages show

s children arguing over laptop. LM
L: 2/10 scenarios on jealousy 

over another child having new
 tech/over other child feeling that their friend looks 

good in selfies. C
ritical thinking about curated social m

edia and filtered inform
ation 

Relationships 
P2 

O
M

M
: Explanation of how

 technology can be used positively to help us keep in touch 
w

ith people w
e care about 

Relationships 
P4 

TM
/SM

: Scenario for Solve It around online gam
ing w

ith friends, m
essaging 

som
ething negative and boastful after beating others. LM

L: 1/2 includes saying unkind 
things behind your back – digital m

essaging im
plied 

Relationships 
P5 

LM
L: Encouraging critical thinking about m

essages in m
edia/social m

edia around 
rom

antic relationships 
Changing M

e 
P5 

LM
L: Includes balanced guidance in seeking support online, especially social m

edia, 
and the need to use trusted reliable w

ebsites for advice 
Changing M

e 
P6 

O
M

M
: Refers back to reliable sources of online inform

ation 
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Age 9-10  
Puzzle 

Piece 
Content 

Celebrating 
D

iff
erence 

P3 
O

M
M

: Rum
ours, text m

essages w
ith nam

e calling. TM
/SM

: Sharing safe online sources 
of support as w

ell as safe adults. LM
L: C

hildren m
ay bring their ow

n exam
ples of 

bullying into gam
e 

Celebrating 
D

iff
erence 

P4 
O

M
M

/TM
/SM

: 1/9 scenarios to discuss re bullying is around sending unkind text 
m

essages betw
een peers 

Celebrating 
D

iff
erence 

P5 
O

M
M

: Resource – suggestions of things to consider w
hether they m

ake you happy or 
not include iPad/tablet and m

obile phone (1/12) 
D

ream
s and 

G
oals 

P2 
TM

/SM
 & LM

L: D
igital spending and risks, in-gam

e purchases, gam
bling, personal 

data rights 
D

ream
s and 

G
oals 

P3 
O

M
M

 & TM
/SM

: H
ow

 w
e perceive success and careers; critically evaluating online 

m
essages. LM

L: Jobs include digital careers 
D

ream
s and 

G
oals 

P4 
TM

/SM
: M

ary in Kenya describes how
 she uses com

puters, N
etflix, X

box etc. and iPad 
– global connections 

H
ealthy M

e 
P1 

C
U

: Sw
itch gam

e includes "likes com
puter gam

es". TM
/SM

 & LM
L: C

ritical thinking 
around m

edia and social m
edia m

essages, online influence scenarios 
H

ealthy M
e 

P4 
✦

 Body Im
age —

 A
I technology and autom

atic phone filters, m
edia and social m

edia 
influence on body im

age, m
yths and evaluating m

essages. LM
L: M

essage G
am

e C
ard 

activity explores further 
H

ealthy M
e 

P5 
TM

/SM
: C

ritically evaluating food advertisem
ents/m

essaging 
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H
ealthy M

e 
P6 

C
U

: Identifying positive aspects of m
edia/social m

edia/internet. LM
L: D

ebate – "D
oes 

the m
edia and social m

edia help m
otivate people to live healthy and safe lifestyles?" 

Relationships 
P1 

C
haracteristics, personal qualities, self-esteem

 
Relationships 

P2 
✦

 Safety w
ith O

nline Com
m

unities —
 Belonging to online com

m
unities (positive and 

negative consequences); recognising w
hen online com

m
unity feels unsafe or 

uncom
fortable; w

hen to seek help from
 trusted adults; O

nline Safety A
ct and age 13 

legal restrictions; assertive vs controlling online 
Relationships 

P3 
✦

 Being in an O
nline Com

m
unity —

 Rights and responsibilities in online 
com

m
unity/social netw

ork; recognising helpful/unhelpful com
m

unities; online hoaxes; 
financial harm

, fake and A
I-generated content; location settings safety; im

age-
sharing risks and loss of control once im

ages shared 
Relationships 

P4 
✦

 O
nline G

am
ing —

 Rights and responsibilities w
hen playing online; recognising w

hen 
online gam

e becom
es unhelpful or unsafe; groom

ing aw
areness; being asked for 

personal inform
ation; addiction and tim

e consum
ption; loot boxes, gam

bling habits, 
in-gam

e purchases 
Relationships 

P5 
✦

 M
y Relationship w

ith Technology —
 Recognising and m

anaging excessive screen 
tim

e; physical, social and em
otional w

arning signs; balance screen use w
ith w

ellbeing 
activities; im

pact on friends and fam
ily 

Relationships 
P6 

✦
 Using Technology Responsibly —

 Staying safe w
hen using technology to 

com
m

unicate; recognising and resisting pressures to use technology in risky or 
harm

ful w
ays; SM

A
RRT rules; digital literacy content (filter bubbles, targeted 

content); digital rights (privacy, consent, personal data); critical skills 
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Changing M
e 

P1 
O

M
M

: Im
ages in the m

edia and social m
edia, the use of filters and unreal 

presentation, and the effect this can have on our self-identity, m
ental health and self-

esteem
; w

here to go for help 
Changing M

e 
P5 

O
M

M
 + TM

/SM
: Includes looking at how

 teens are presented on w
ebsites and 

considering if this reflects real experiences – are these im
ages helpful? 
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Age 10-11  
Puzzle 

Piece 
Content 

Being M
e in M

y 
W

orld 
P5 

O
PPO

RTU
N

ITY TO
 A

D
D

 SO
C

IA
L M

ED
IA

 RESPO
N

SE TO
 SC

H
O

O
L N

EW
S 

Celebrating 
D

iff
erence 

P1 
O

M
M

: D
iscussion on w

hat is "norm
al" includes getting 50 likes/approval on SM

, and 
spending 2 hrs a day online (2/10) 

Celebrating 
D

iff
erence 

P2 
TM

/SM
: Positive use of internet use by Show

m
en Com

m
unity 

Celebrating 
D

iff
erence 

P3 
LM

L: Scenarios on pow
er balances include anonym

ous online m
essages (1/6). Teacher 

N
otes suggest safe sources of online support for teachers to signpost 

Celebrating 
D

iff
erence 

P4 
O

M
M

: 1/10 – sending inappropriate m
essages of som

eone else (brother and girlfriend 
kissing). LM

L: Scenarios 3/10 – O
ne sharing other people's personal inform

ation 
online; Sharing and being unkind about online photos 

Celebrating 
D

iff
erence 

P6 
TM

/SM
/LM

L: D
raw

 cards for children to create scenarios w
here culture m

ay be 
different includes use of technology (1/8) 

D
ream

s and 
G

oals 
P3 

LM
L: Research activity using internet suggested 

H
ealthy M

e 
P1 

✦
 Responsibility Lesson —

 O
M

M
: Q

uiz – 1/9 questions around age restrictions on 
online gam

es. LM
L: 1/7 A

gony A
unt letters include content around balance of healthy 

eating, sleep and playing video gam
es 
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Relationships 
P2 

O
M

M
: U

ses exam
ple of som

eone posting im
age on social m

edia and negative 
com

m
ents they m

ay receive as part of Thoughts, Feelings, A
ctions exam

ple. LM
L: 

Scenarios are all off
line but could include online if appropriate for class 

Relationships 
P4 

LM
L: 2/6 scenarios: 1) Som

eone older sending m
essages and prom

ising to buy new
 

clothes; 2) Being encouraged to do online challenges; 3) C
ritical thinking about 

w
orrying online stories 

Relationships 
P5 

✦
 Being O

nline: Real or Fake? Safe or Unsafe? —
 C

ritical thinking to distinguish real 
from

 fake content; A
I-generated content; understanding age restrictions (13+) and 

O
nline Safety A

ct; risks of sharing/circulating inappropriate m
aterials; seeking help 

w
ith online concerns 

Relationships 
P6 

✦
 Using Technology Responsibly —

 SM
A

RRT rules to use technology positively and 
safely to com

m
unicate; personal data, privacy and consent; children's digital rights; 

taking responsibility for ow
n safety and w

ellbeing 
Changing M

e 
P1 

C
U

: A
cknow

ledges that som
e children choose to spend tim

e online. O
M

M
: M

edia 
influence/m

essaging about appearance/spending 
Changing M

e 
P2 

C
U

: G
row

ing U
p Bingo includes exam

ples of digital/internet use 
Changing M

e 
P4 

O
M

M
: Considers m

edia/social m
edia m

essages on rom
antic relationships. TM

/SM
: 

Story and scenarios explore pressures in a rom
antic relationship, and sharing/sending 

of sem
i-nude im

ages, sexting and the law
, consent, perm

anent nature of digital 
content, w

here to go for help 
Changing M

e 
P4a 

LM
L: Scenarios about peer pressure to play online gam

es w
ith older age restrictions 
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Changing M
e 

P5 
C

U
: A

dvert gam
e – m

essages and im
ages in online advertisem

ents and considering 
their m

otivation for m
essages. O

M
M

: Focus on influence of im
ages in m

edia – 
includes online Avatars as exam

ples 
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Age 11-12 (Year 7) 
Puzzle 

Piece 
Content 

Being M
e in M

y 
W

orld 
P2 

C
U

 G
am

e: Film
s, M

edia and Social M
edia suggested as aspects that m

ay influence 
children – part of w

ider lesson on internal/external influence 
Being M

e in M
y 

W
orld 

P3 
O

M
M

: O
ne of w

hole class scenarios to discuss: W
atching a scary film

 w
ith a friend 

and being scared 
Being M

e in M
y 

W
orld 

P4 
O

M
M

: W
hat influences us? – includes film

s/m
edia, social m

edia and age restrictions, 
and effect these can have on our sense of identity. LM

L: G
lobal suitcase – how

 are w
e 

connected to the rest of the w
orld? 

Celebrating 
D

iff
erence 

P4 
C

U
: 1/9 statem

ents is on w
hether pupils think m

obile phones should be allow
ed in 

school 
Celebrating 
D

iff
erence 

P5 
TM

/SM
: Bullying Scenarios: 1/7 related to having device taken 

Celebrating 
D

iff
erence 

P6 
LM

L: 1/5 bullying scenarios related to excluding others from
 online gam

e 

D
ream

s and 
G

oals 
P1 

TM
/SM

: Im
ages show

ing technology and online access as tools to achieve D
G

 and 
access inform

ation. Bill G
ates, founder of M

icrosoft as role m
odel/quote 

D
ream

s and 
G

oals 
P3 

O
M

M
: N

ew
s A

nxiety, and seeking support 

D
ream

s and 
G

oals 
P4 

TM
/SM

: C
om

puter gam
es designer as an exam

ple of a "dream
" job (1/6). H

aving a 
m

obile phone is 1/28 things for students to choose that they m
ay feel are im

portant to 
have 
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H
ealthy M

e 
P6 

TM
/SM

: Includes inform
ation about blue light from

 phones disrupting sleep. LM
L: 2/4 

scenarios relate to SM
 – 1 unkind group m

essaging, one relating to friends 
com

m
enting on celebrities' personal appearance and the im

pact on self-im
age and 

confidence 
Relationships 

P2 
LM

L: Starts signposting to reliable online sites for support 
Relationships 

P4 
TM

/SM
: Fake new

s and hoaxes revisited in discussions 
Relationships 

P5 
A

ssertiveness in Relationships – LM
L: Scenario 1/3 – being asked to do things by an 

online friend that you don't feel com
fortable about 

Changing M
e 

P1 
D

iscussion around selfies, w
hy people m

ight edit settings to alter their im
age. Looks 

at im
ages from

 the m
edia and considering im

ages being intentionally portrayed. 
Links to videos on editing selfies/online im

age. Social m
edia profiles – considering 

how
 w

e talk about people w
e see online, how

 "real" these identities m
ight be, how

 w
e 

do it, and how
 w

e m
ay say things w

e w
ouldn't say to their faces 

Changing M
e 

P5 
O

M
M

 + TM
/SM

: Factors affecting m
ood includes for sleep: overstim

ulation from
 TV

 
and gam

es, sw
itching phone off. A

lso includes the effect of spending too m
uch tim

e 
on social m

edia, and w
atching upsetting content as influencing m

ood 

 


