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All fun and games? Exploring respect and relationships online

About Safer Internet
Day 2022
What is ‘Safer Internet
Day’?
“Safer Internet Day is celebrated
globally in February each year to
promote the safe and positive use
of digital technology for children
and young people, and to inspire a
national conversation about using
technology responsibly,
respectfully, critically, and
creatively.”
Safer Internet Day Centre, 2022

2022 Safer Internet Day
Theme
Safer Internet day takes places every
year on 8th February. The theme for
Safer Internet Day, 2022 is related to
the increasingly popular industry
that is gaming, titled ‘all fun and
games’. The theme this year will
explore the importance of respect
online and maintaining healthy
relationships online, as well as
understanding what acceptable and
respectful behaviour actually is!

The Internet: History
and Development
As we all know, the internet is a network that connects people all over the world and was easily
one of the greatest inventions of the 1900s. You could even go as far as to say that we could
not live without it today as it helps us communicate, work, learn and provides entertainment!

History
In the 1960s governments, businesses and colleges worked
together to make a system that would let computers share
information. They created an early form of the internet
called ARPANET in 1969.
By the mid-1970s many groups of computers were
connected in networks. Machines called ‘routers’ were
invented to connect the networks, which eventually grew
into the internet.

Development
Over the decades, people began using the internet as a part
of their schoolwork or job. They used search engines – such
as Google – to look for information and, in the early 2000s,
some of the most popular websites were Facebook, Twitter,
YouTube, Amazon and eBay. This saw the development of
social media.

Internet Today
As you can see, the internet has developed and adapted to
keep up with the demands of the world! No longer limited
to personal computers, the internet can now be accessed
via mobile phones and tablets. These advances have made
using the internet quick and easy and as a result, it has
become an important part of our everyday lives! However,
whilst the possibilities and opportunities of the internet
continue to grow, so do the issues and dangers it brings.

Dos and Don’ts of the
Internet Task
Can you place the list of dos and don’ts below into the correct columns? Feel free to add any
more you can think of.

Do

Think before you post
Arrange to meet online ‘friends’
Consider blocking
Report it
Say ‘yes’ if peer-pressured

Don't

Download unknown attachments
Tell an adult
Protect your computer with antivirus software
Involve yourself in online conflict

please find answers at the back of the booklet

The Evolution of
Gaming
1950s
Many computer games grew out of
university and computer laboratories,
often as technology demonstrations or
after-hours amusements of computer
programmers and engineers.

1971
The first arcade game was Computer
Space; a coin-operated version of
Spacewar!

1978
The arcade industry exploded in 1978
with the introduction of Space Invaders.

1960s
Many games also became available for
play at home.

1972
Ralph Baer began developing games
that could be played on television sets
and his work led to the production of the
first home video console, the
Magnavox Odyssey.

1980
1985-89
Two Japanese manufacturers of arcade
games, Nintendo and Sega, popularised
the home video game industry. The
Nintendo Entertainment System (1985)
and the Sega Genesis (1989) had
graphics that equalled or exceeded the
capabilities of personal computers.

The most successful arcade game of all
time was released: Pac-Man.

1989
Nintendo built on its success by
releasing a handheld game system
called Game Boy.

2000s
The next generation of video game
consoles, including Sony Corporation’s
PlayStation 2 (2000), Nintendo’s
GameCube (2001), and Microsoft
Corporation’s Xbox (2001), were
released.

2010s onwards
Many games can now be played on
multiple platforms, including Xbox,
PlayStation, computers, and
smartphones. They have impressive
graphics, storylines and are also a form
of social interaction, as they offer the
chance to play the game with friends or
others from across the globe.

2006
The Nintendo Wii was released which
had wireless, motion-sensing controllers
that resembled a television remote.

Game Timeline Task
Can you place the games below in the correct order on the timeline? Add in any others you
may know!

1985
1993

2000
2005

2009
2011

2017
2021

Super Mario Bros

Call of Duty: Vanguard

Angry Birds
The Sims

Minecraft
Nintendogs

Fortnite
please find answers at the back of the booklet

Doom

Pros and Cons of
Gaming Task
Fill in the boxes, thinking of three pros and three cons of gaming.

Pros

Cons

The Dangers of
Gaming
Over the decades, gaming has become a widely popular activity, particularly amongst young
adults and there is no denying that it has its advantages. For instance, 74% of young people
say online gaming can teach important skills like concentration and teamwork (UK
Safer Internet Centre, 2021). However, like most online tools, there are also things that we
need to be aware of to ensure we are gaming safely.

Stranger Danger
Most games allow you to chat with other players
online. Whilst this can be great for communication
skills and teamwork, it can also be dangerous
territory. It is important to know that we do not
always know exactly who it is we are speaking to.

Violent Video Games
As technology has developed, so has the graphics
and features in the gaming industry. This means
games like Call of Duty and Grand Theft Auto show
clear images of graphic violence. It is this aggression
within a game that can impact the player’s tone and
attitude towards others.

‘Ganging up’
It can be fun to game alongside a group of friends!
However, when this competition develops into
inappropriate behaviour and taunting of other
players, it is no longer an enjoyable activity for
everyone. Gaming can be tense and competitive,
and this can often result in cyberbullying.

Dangers of Gaming:
Summary Task
Based on what have you learnt so far, write a paragraph in the text box below, summarising
what the dangers are of gaming and giving examples where you can.

Gaming Safely
Be aware of age ratings
Games have age ratings for a reason. Be wary of them
when playing a game, what it means and why it is there.

Think before you comment
Before you post or make a comment during a game,
think about its content. It might be funny to you and
your friends but upsetting or offensive to others.

Avoid aggressive behaviour
Gaming can be intense and get competitive. This means
tensions can run high! Before you say something
inappropriate or become aggressive, stop. Take a breath
and take a break if needed.

Don’t say ‘yes’ to peer pressure
If you are being pressured in a game to do, or say,
something you are not comfortable with, no matter how
friendly, persuasive or even threatening they may be,
always say “no”. Stay safe when talking to online friends.
Never be persuaded to send personal things like photos
or videos, or personal information.
Send

Passwords
Hackers can easily get into online accounts through spam.
Avoid this by giving your gaming accounts a strong
password and changing it on a regular basis. You should
also have a different password for different gaming
accounts to avoid patterns. Never show or share your
password with anyone outside your family.

Don’t meet online “friends”
There are no exceptions to this rule. People you meet
online while gaming may not be who they say they are and
could even be an adult pretending to be a child. Tell an
adult immediately if this happens.

Consider blocking
Most games will have a block function, so you can ignore
someone who is behaving inappropriately or is upsetting
you.

Don’t be a victim of bullying
Just because someone is behind a screen, this doesn’t
make jokes, teasing or taunts at someone else’s
expense any less upsetting. If you feel you are being
bullied, leave that game report it at once.

--- CHAT ENDED --Send

Use this page to create a poster advising your friends on how we can
stay safe whilst gaming.

Transferable
Solutions Task
The tips you have been given to game safely can also be applied to other online platforms that
we use in everyday life. Write down some advice on how we can use each of these platforms
safely based on what you have learnt.

Facebook

Instagram

Twitter

TikTok

Snapchat

Answers: Dos and
Don’ts of the Internet
Do
Think before you post

Don't
Arrange to meet online
‘friends’

Consider blocking
Say ‘yes’ if peer-pressured
Report it
Tell an adult

Download unknown
attachments

Protect your computer with
anti-virus software

Involve yourself in online
conflict

Answers: Game
Timeline
1985

Super Mario Bros
1993

Doom
2000

The Sims

2005

Nintendogs
2009

Angry Birds

2011

Minecraft
2017
2021

Call of Duty: Vanguard

Fortnite

Further Reading
Britannica’s Gaming Resource Pack:
https://school.eb.co.uk/login?
username=internet&password=safety&target=/levels/intermediate/co
llection/view/599241

Internet Safety Day website:
https://saferinternet.org.uk/safer-internet-day/safer-internet-day2022

To learn more about Britannica Solutions, contact us at:
enqbol@britannica.co.uk | 0044 (0) 20 7500 7800 | britannica.co.uk

