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Abstract

Due to the pandemic, many students are attending school online. Online usage is

a reality for many young students. There has been a lot of research done in the isolated

fields of digital citizenship, social-emotional learning (SEL), and technology in the

classroom. However, at the time of this research all three of these elements have not

been combined into one program for online learners.

With the support of CommonSense.org lessons, the researcher taught digital

citizenships lessons that include social-emotional learning about using technology

online. The lessons were included as an extension of the researcher’s school’s current

Positive Behavior Interventions and Support (PBIS) practices. The purpose of this

research was to investigate the impact of blending digital citizenship lessons with PBIS

to support elementary students’ online learning. The researcher collected and analyzed

student data, including a student survey, a parent survey, a teacher survey, a

pre-assessment, eight mini-assessments, a post-assessment, and longitudinal data

from the researcher’s district’s Building Effective Schools Together (BEST) practices

program. The data was analyzed to determine the impact of the digital citizenship

lessons on elementary students’ online learning. Overall there was significant growth

between the pre-assessment and the post-assessment of the digital citizenship lessons

with embedded social-emotional learning lessons.

Keywords: social - emotional learning (SEL), Building Effective Schools Together
(BEST), Positive Behavioral Interventions and Supports (PBIS), elementary students,
digital citizenship (DC), online learning, online safety, cybercitizens
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Many children, of all ages, have been introduced to the internet through distance

learning education as a result of the Coronavirus pandemic. Due to Covid, many online

users now begin at four-years-old in Transitional Kindergarten classes. Even though

educators are using age and educationally appropriate online platforms and websites,

students are gaining knowledge of how to access the internet on their own. They are

learning how to use the computer device, as well as learning how to search for

unassigned websites. While advanced technology learning has significant benefits,

there are also risks to internet use to which children are vulnerable. Educators need to

teach students how to search the internet safely, how to identify factually accurate

websites, and how to interact appropriately with others on the internet. Students are

accessing social media platforms, even under the age of 13. Educators cannot stop a

family member from signing their minor up for social media platforms, such as Tik Tok,

Instagram, Facebook, Twitter, and many others. However, they can educate students on

safe and appropriate internet  use and respectful online interactions with others. So

many times, people feel braver when they are behind a screen than they do in person.

This boldness allows for cruelty and cyberbullying to occur. Instead, if students are

taught to be cybercitizens (people who have an online obligation to treat one another

with respect), less negativity will stem from social media to our younger generations.

Online usage and interactions should be included in SEL lessons. The methods used to

teach a child how to behave in person during classroom instruction and on the

playground can also be applied to their positive behavior practices while online.
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Background and Need

Before COVID 19, elementary age students’ (grades kindergarten through five)

computer awareness and internet knowledge was much less than it is today.

Pre-COVID, elementary students were asked to type reports, research information and

test on the computers. In addition, all online activities during school were observed by

the teachers, while students worked in the classroom. Since the global pandemic,

students of all ages are now using the internet on a daily basis. They are being taught to

research sites, use gaming to learn with others, chat between peers, email, and use

different platforms for receiving and submitting lessons. Most of this is occurring outside

of the classroom and out of sight of the teacher being able to observe their internet

usage.

In the researcher's own experience as a third grade teacher, the researcher has

encountered a need to teach students how to use social media platforms because

students are registering themselves before the appropriate age of 13. In addition, some

are engaging in inappropriately aged games. These activities are outside of the

teacher’s control. Therefore, schools need to create lessons to teach students how to

behave respectfully online. Teachers need to teach students how to show empathy

online, be respectful online, be responsible online users, and how to be safe online.

Teachers need to incorporate SEL and Digital Citizenship lessons into their curriculum

to teach their students how to successfully engage online.

Schools have been using SEL lessons, like Second Step

(http://www.secondstep.org), in the classroom for many years. Second Step is a social
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emotional learning program that helps young students develop the skills to interact with

their peers in positive ways. Research has shown positive results in behavior from

students who have had the opportunity to be taught SEL lessons. In the researcher’s

school district Second Step programs are used with PBIS practices to encourage and

foster healthy relationships between students. Dusenbury & Weissberg (2017) stated,

“Research has shown that student benefits of SEL include positive social behaviors,

fewer conduct problems, less emotional distress, and improved grades and test scores”

(McCormac & Snyder, 2019, p. 2).

Schoolwide Positive Behavioral Interventions and Support (SWPBIS)

(https://pbis.org) has been found to decrease disruptive behaviors. In an article titled,

“Schoolwide PBIS: Review of Studies in the Journal of Positive Behavior Interventions'',

Bradshaw, Mitchell and Leaf (2010) reported: “More than 9,000 U.S. school are now

implementing SWPBIS in order to decrease disruptive behavior problems by applying

the principles of behavior, social learning, and organizational behavior” (Ogulmus &

Vuran, 2016, p.1507).

Since 2007 the researcher’s school district in California has implemented

Positive Behavioral Interventions and Supports (PBIS) districtwide. During the 10 years

from 2008 to 2018, there was a 75% decrease in incidents leading to suspensions, a

73% decrease in the number of days suspended, and a 99% decrease in expulsions

(Mooiman, 2018, slide 7). More recently, the researcher’s school district has

implemented restorative justice and community circles. Justicepolicy.org, an online

website, states: “Other schools are exploring restorative justice programs, which focus

https://pbis.org
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on forming relationships between teachers, students and administrators and giving

students an opportunity to resolve problems by talking about them” (Nelson & Lind,

2015). Relationship building between the student-to-teacher and the student-to-student

decreases problems in schools. Reducing problems in schools, reduces suspensions

and expulsions. In 2014, the researcher’s school site had 354 referrals to the principal.

In the 2019-2020 school year, referrals to the principal have dropped to 15. Finally, and

less significantly, there is a financial savings of $250,000 per year in Academic Daily

Attendance (ADA) for suspensions alone (Mooiman, 2018, slide 7). McCormac and

Synder (2019) cited research from Jones, Crowley, and Greenberg’s 2017 study that

states, “SEL programs also provide an economic return, especially if children are young

when they first receive services'' (p. 2).

According to the School Climate Report Card (https://WestEd.org) for the

researcher’s school, in 2017, 76% of the 5th grade class reported a positive school

connectedness, 75% reported having caring relationships at school, 84% reported

having strong social emotional supports, and 77% of students reported having an

anti-bullying climate at school. In 2018, 76% of the 5th grade class reported a positive

school connectedness, 71% reported having caring relationships at school, 75%

reported having strong social emotional support, and 73% of students reported having

an anti-bullying climate at school (WestEd.org).

It is evident that research supports SEL lessons in the classrooms and PBIS is

working in the researcher’s school district. The need to continue those practices and
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include online digital citizenship lessons is also important, especially during this time of

teaching virtually.

Statement of the Problem

There is abundant research around online learning, SEL learning, and the use of

technology in the classroom. The problem is many elementary students have not been

taught safety and responsibility in regards to online technology use. Many students

need digital citizenship lessons and social-emotional learning lessons to be blended

together in order to learn how to be safe and respectful online learners. The researcher

has taken this one step further and tied these lessons into the researcher’s district PBIS

lessons.

Literature Review

A review of existing literature examined digital citizenship, social-emotional

learning, Positive Behavior Interventions and Support (PBIS), and technology. Seminal

authors, such as George Sugai and Rob Horner covered PBIS, while James P. Steyer,

CEO and founder of CommonSense.org covered Digital Citizenship. Foundations such

as Fred Rogers Center for Early Learning and Children’s Media, and 2007 National

Association for the Education of Young Children (NAEYC) professional development

institutes supported research of using technology appropriately for learning.

The purpose of this research was to investigate the impact of blending digital

citizenship lessons with Positive Behavior Interventions and Support (PBIS) to support

elementary students’ online learning. Research began by gathering information from

students regarding their online screen time activities. Research continued to grow by
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gathering information of how much students already know about digital citizenship, via

an online pre-assessment. Eight CommonSense.org lessons were taught over a

month-and-a-half period and a final assessment was given to show progress and

learning. The review of available peer reviewed research related to the proposed action

research project informed the research plan.

Cyberbullying and Digital Citizenship

Bullying has been well studied in classrooms and schools. Cyberbullying has

become more of a concern due to students’ recent online usage. CommonSense.org

defines digital citizenship as “the responsible use of technology to learn, create, and

participate” (James et al., 2019, p. 6). The pandemic has changed media in the lives of

our children. Schools have created online learning and hybrid models to teach daily

lessons. Students and teachers have been immersed in the use of technology and

media. CommonSense.org states, “We can no longer treat media as an afterthought

when it comes to child development, education, and well-being” (Rideout & Robb, 2020,

p.1).

Exploring Cyberbullying among Primary Children in Relation to Social Support,

Loneliness, Self-Efficacy, and Well-Being by Dorit Olenik-Shemesh and Tali Heiman

(2014) studies 398 Israeli students aged 10 through 12. Approximately 20% of primary

school children indicated a significant prevalence of cyber-victimization.

"Cyber-victimization was correlated with low social support, low self-efficacy, low

subjective well-being, and high sense of loneliness" (Olenik-Shemesh & Heiman, 2014,

p. 27). Cyberbullying shares some common traits with traditional bullying but it has
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unique traits, also. For example, the cyberbully can be anonymous, and the internet

creates rapid communication to a wide range audience. The bulk of research of

cyberbullying has been conducted among adolescents. There is a need for research in

the area of younger children. Monks et al. (2012), as cited in Olenik-Shemesh & Heiman

(2014) stated, "...the rapid growth of internet use among younger children has created a

need for research on cyberbullying among them as well" (p. 29). There is a need to

examine the social-emotional aspects that affect the younger population of

cyberbullying.

Encouraging the positive use of technology through community engagement by

Lester et al. (2016) is focused on how and why students transition successfully or

unsuccessfully from primary to secondary schools. An unsuccessful transition can have

"long term, negative impacts on their future success and development" (Lester et al.,

2016, p. 134). One of the greatest concerns among students, parents, and professional

staff is cyberbullying. Campbell (2005), “Cyberbullying has broad social, emotional and

mental health implications for young people'' (Lester et al., 2016, p.135). According to

Patchin and Hinduja (2006), cyberbullying is a greater threat than bullying behavior

because it “has the potential to reach a much wider audience than merely close friends

within the school or neighbourhood, with one e-mail, text or social media message able

to be sent to everyone in the school within a matter of seconds'' (Lester et al., 2016, p.

135). Cyberbullying prevention should be taught in elementary schools so students are

better prepared for middle and high school. There is evidence that cyberbullying creates
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long term effects and the bullying doesn’t end when the student being bullied goes

home.

Social-Emotional Learning and Positive Behavior Interventions and Support

Collaborative for Academic, Social, and Emotional Learning (2013) defines

social-emotional learning (SEL) “as the processes through which children and adults

acquire and effectively apply the knowledge, attitudes, and skills necessary to

understand and manage emotions” (McCormac & Snyder, 2019, p.1). Arlington Public

Schools adopted a well respected program called Second Step to implement in their

entire school district of 28,000 students. Of those 28,000 students, 146 different nations

are covered as well as 100 different languages. It is a diversely populated school

district. The Second Step program was combined with Steps to Respect, an

anti-bullying prevention program (https://youth.gov/content/steps-respect%C2%AE).

These programs were taught by counselors in private lessons to students. They

concluded that the SEL lessons reinforced prior knowledge in some students and some

students gained insight and skills as a result. In addition, McCormac and Synder

confirmed that SEL lessons need to be taught in every classroom, not just in counseling

sessions.

Using VoiceThread to Create Community in Online Learning by Peggy M.

Delmas (2017) researched college students in the online community. Even though the

age of the participants in this research is well above the level of study for this purpose,

a theoretical framework, called Community of Inquiry was introduced and explained. It

has confirmed that community is necessary for learning. The three main sections of
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Community of Inquiry are: 1. Social Presence 2. Cognitive Presence 3. Teaching

Presence. Educational Experience is in the nucleus of the three main sections. The

article describes how each component or presence affects the other and how they all

work together to understand the social interactions of online communities. Their

research validates many things. First, it has confirmed that social presence (the way

online learners think of themselves as “real” people) increases the performance of

online learning. Also, Garrison et al. (2000); Palloff & Pratt (2007); &  Rovai, (2002)

research shows that “...a sense of community enhances student learning” (Delmas,

2017, p. 596).

George Sugai and Rob Horner (2002, 2009) and Simonsen et al. (2015) define

Schoolwide Positive Behavior Interventions and Support (SWPBIS) as “a systems-level

framework designed to improve school climates, reduce discriminatory discipline

practices, and improve student outcomes using data-driven decisions” (Keller-Bell et al.,

2019, p. 2). PBIS is an evidence-based program for schools to implement their

problem-solving intervention techniques to progress monitor behaviors in multilayered

areas, such as academics, social, and mental health. The first tier of the framework

reaches about 80% of the schools’ population. It establishes rules and routines. School

staff reinforce these rules and routines to prevent initial disruptive behaviors. Tier 2

supports students who have been identified as needing more academic and behavioral

support. Roughly 15% of students meet the criteria for this tier. Small group

interventions to support social skills, such as counseling groups, peer groups,

after-school programs, are typical for Tier 2 students. Tier 3 students, approximately one
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percent to five percent of the school population need greater interventions and support

in place.  Interventions for Tier 3 students need to be student-centered and

individualized.

Engaged Youth in the Internet. The Role of Social Networks in Social Active

Participation by Dr. Maria-Carmen Garcia-Galera et al., (2014) provided insight into the

need for elementary school students to learn online safely and online etiquette is real.

Digital technologies have opened a world to interact with one another. Through online

social media and online platforms, people now have the ability to share information,

opinions, and experiences with everyone using the internet world-wide. This validates

the need for students to learn how to protect themselves, how to treat others without the

shield of the computer screen, and learn how to use the internet responsibly.

Technology

Technology and Interactive Media in Early Childhood Programs was written by

Chip Donohue and Roberta Schomburg (2017). This article demonstrates how the

positive use of technology can enhance education in the lives of young children. The

key is developing an appropriate and effective framework for using technology with

intention. This article is supported by the Fred Rogers Center for Early Learning and

Children’s Media, along with the 2007 NAEYC professional development institute. In

2012, the aforementioned institutes joined together to state, “When used wisely,

technology and media can support learning and relationships. Enjoyable and engaging

shared experiences that optimize the potential for children’s learning and development

can support children’s relationships both with adults and their peers” (Donohue &
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Schomburg, 2017, p. 75). Their research found that when technology and media are

designed appropriately for children’s use, children are more ready for school and it

enhances their social-emotional development.

CommonSense.org produced a census, titled, 2020 THE COMMON SENSE

CENSUS: MEDIA USE BY KIDS AGE ZERO TO EIGHT . James P. Steyer, founder and

CEO of CommonSense.org and his team, examined the who, what, how, and why

answers of children’s use of technology. In the letter from the founder, Steyer concludes,

“For the first time since we began the census, online video viewing dominates kids’

screen time. Our youngest kids are spending 39 minutes a day watching online videos

on platforms like YouTube and TikTok, up from only 19 minutes in 2017. The growth in

mobile device access is driving this increase, as nearly half of 2 - to 4-year olds and

more than two-thirds of 5 - to 8-year-olds have their own tablet or smartphone”

(Common Sense Census, 2020). In addition, there are significant differences between

income levels, race, and ethnicity. Most concerning, Steyer states in his letter from the

founder, is the difference of “perception of media as educational” (Common Sense

Census, 2020). According to Steyer and the Common Sense Census, lower income

families, as well as Black and Hispanic/Latinx families are more likely to spend extra

time online than higher income families. He suggests that they find an educational

benefit. During the pandemic, gaming has been heightened but even before, children

used it as a social event. Common Sense Census reports, “One thing that has changed

is that gaming is becoming ‘social’, meaning that children are increasingly playing with

other kids online” (2020, p. 31). Children between the ages of five to eight are gaming
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for 40 minutes a day.  Thirty two percent of children, ages five to eight are social

gaming. Mobile devices are another factor. “MOBILE MEDIA DEVICES CONTINUE to

be nearly universally accessible in young children’s homes, with 97% having at least

one smartphone and 75% having a tablet. In fact, nearly half (48%) of all children have

their own mobile device” (Common Sense Census, 2020, p. 25).

In reviewing the existing data pertinent to areas of digital citizenship,

social-emotional learning, Positive Behavior Interventions and Support (PBIS) and

technology, a common need became clear. There is a need to focus research on

blending digital citizenship lessons with Positive Behavior Interventions and Support in

elementary students’ online learning.

Purpose of the Study

With the broad use of online learning, a lack of online safety education for

children is a concern. Children feel protected behind a computer screen and therefore

are more open to bullying behaviors. There is a need for students to consider other

people's feelings over the internet, and not to use a computer screen to hide behind in

order to act cruelly because one feels shielded. Human kindness is not always

visible...it is how it makes one feel.

The purpose of this study was to gather data to support the researcher's

hypothesis that students under the age of 10, are using the internet, social media

platforms, gaming sites, emails, and other online communication tools, and therefore

need to be taught how to engage appropriately online. The researcher sought to

determine what percentages of students, under the age of 10, were using social media.
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Steve Johnson states, “It is quickly becoming our duty as educators in the 21st century

to guide our students towards responsible use of social media” (Asher, J., 2015). The

researcher created surveys and gathered information from both students and their

parents. The researcher gathered data from CommonSense.org and the researcher’s

districts’ PBIS data, to support the researcher’s hypothesis for digital citizenship to be

embedded in the school’s BEST program. The researcher contacted the school’s district

to gather data regarding BEST practices and how BEST implementation in the

classroom has resulted in positive behavior changes, as well as WestEd.org for the

School Climate Report Card for the researcher’s school site.

Research Questions

The researcher’s driving question for the research was: What is the impact of blending

digital citizenship lessons with BEST practices on elementary students’ online learning?

Secondary questions related to the driving question were also investigated. They were:

1. What were the results from years of using BEST practices in the district’s

physical classrooms? 

2. What does the research state as to why we need Digital Citizenship lessons?

3. How will a comprehensive program to support online social-emotional learning

and digital citizenship affect elementary students?
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Methodology

The researcher conducted action research to analyze the hypothesis that

blending digital citizenship lessons with the researcher’s school’s BEST practices may

benefit online learners’ engagement.

Description of the Sample

In 2019-2020, the researcher’s school site had a total of 383 students. Of the 383

students, 231 were English Learners, 2 were Foster Youth, 15 were Homeless Youth,

33 were Migrant Education, 68 were Students with Disabilities, and 320 were

Socioculturally Disadvantaged. The researcher used a convenience sample as the

researcher is a third grade teacher at the school of study.  The classroom enrollment is

23 students. However, the convenience sample included 20 third grade students

because three consent forms were not returned for consent after several attempts. Ten

students were girls, all 9-year-olds, and 10 students were boys, all nine-year-olds

except one eight-year-old. The convenience sample had mixed ability levels and mixed

ethnicity. Thirteen students are designated as “English Language Learners”. Seven

students are designated as “English Only”. No one was excluded except the three

students who did not return their consent form. All participants were not named by name

but by pseudonym to ensure confidentiality.

Study Design

The researcher conducted action research to analyze and support the hypothesis

that BEST practices need to be created for online learners. The researcher employed

mixed methods to gather data. The researcher conducted research during school hours
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of operation while the researcher is compensated for normal working hours.

All of the assessments and surveys were given online through Zoom and Google

Classroom. All surveys and assessments were created by using Google Forms. First,

the data was initiated when the researcher conducted an initial student survey to learn

about the students’ online usage, including social media and gaming. Second, the

researcher assessed students’ prior knowledge of digital citizenship by using a teacher-

created online pre-assessment. Additionally, the researcher surveyed parents and

teachers for input of students’ online behaviors. Through the support of

CommonSense.org, the researcher taught digital citizenship mini-lessons. After each of

the digital citizenship lessons were taught, the researcher gave a mini-assessment

assessing the students’ knowledge about the mini-lesson. Once all eight of the

mini-lessons were taught, the final research cycle was the post-assessment to see how

much growth and learning this third grade group of students learned during the process.

Outside of the classroom, quantitative data was collected from the results of the

district’s past PBIS/BEST practices from 2009 - 2018. (See Appendices A & B). Finally,

quantitative data was collected from the school district’s Healthy Kids Survey: School

Climate Report Card (2017 - 2019). (See appendix C).

Baseline Surveys on Internet Usage

There were several baseline surveys the researcher used to gather information

before beginning the digital citizenship (DC) lessons. The surveys were created by the

researcher on Google Forms. All surveys were given and distributed electronically.

Such surveys included a parent survey (given in both English and Spanish), a student
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survey, and a teacher survey. The student survey was read aloud by the researcher to

the students so student reading skills did not impair the students’ understanding of each

question.

Digital Citizenship/Positive Behavior Interventions and Supports Pre-assessment

The students were given a pre-assessment before any instruction or direction

was given by the researcher. The researcher made a determination not to use all of the

mini-lesson assessment questions on the pre-assessment and post-assessment

because of the overwhelming amount of questions for third grade students to complete

in a one-time setting. Instead, for purposes of the pre-assessment and post-

assessment, 19 of the questions were collected based on relevance. (See Appendix D).

The researcher made the decision to read each question aloud to the students so the

students’ reading skills did not impair their decision-making on the assessment. The 19

questions revolved around Digital Citizenship (DC) and embedded Social-Emotional

Learning questions. The Collaborative for Academic, Social, and Emotional Learning

(CASEL) includes five competencies: Self-Awareness, Self-Management, Responsible

Decision-Making, Relationship Skills, and Social Awareness, for SEL in the classroom.
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Figure 1

CASEL framework model for five SEL competencies within Instruction and Classroom

Climate (https://casel.org/sel-framework/)

The pre-assessment was delivered on a Google Form. Each student had

individual access to the Google Form through their Google Classroom. Each student

completed their pre-assessment while being on Zoom (virtual learning classroom).

Once the pre-assessment was given, the first of eight DC lessons were taught in

succession (See Appendix E).

https://casel.org/sel-framework/
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Digital Citizenship/Positive Behavior Interventions and Supports Mini-Lesson

Treatment

Eight DC lessons were taught in chronological order. Each lesson was followed

up by a mini-assessment of no more than five questions on each assessment. Some of

the mini-lesson questions are close to identical to the questions on the pre-and-post

assessment. However, the researcher made a determination not to use all of the

mini-lesson assessment questions on the pre-assessment and post-assessment

because of the overwhelming amount of questions for third grade students to complete

in a one-time setting. Instead, for purposes of the pre-assessment and post-

assessment, 19 of the questions were collected based on relevance. Some of the

mini-assessments were altered from CommonSense.org in the way of the names in the

questions. The researcher decided to use names that were closer to the culture and

diversity of her convenience sample. The researcher made the decision to read aloud

all of the mini-assessment questions and possible answers so the students’ reading

skills did not interfere with their depth of knowledge. The eight lessons taught were

grouped into four PBIS themes, Community and Responsibility, Safety, Respectful and

Responsible, and Anti-bullying (See Appendix E).

Positive Behavior Interventions and Supports, Theme 1: Community and

Responsibility

The first DC lesson was titled, “Rings of Responsibility”. This lesson taught

students the importance of being responsible for themselves, their community, and their

world. It taught the students why they are responsible for their actions and why they
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should think of others. In addition, it focused on the SEL instruction & classroom climate

of self-management competency. It was followed by a short mini-assessment that

included questions of being responsible for yourself and to others while being online.

Lesson Four was titled, “What Makes a Strong Community?” It taught students

digital citizenship. This lesson covered the importance of online community and

community norms. It also focused on kindness for other online users. This DC lesson

covered multiple SEL competencies. It covered Social Awareness, Relationship Skills

and Responsible Decision-Making. Lesson 4 was followed by a mini-assessment that

included questions about using and understanding online norms, along with digital

citizenship.

Positive Behavior Interventions and Supports, Theme 2: Safety

Lesson 2 was titled, “Password Power Up.” It taught the importance of online

safety by using passwords. It taught students to add numbers and symbols on their

password and not to use names or personal information. Responsible Decision-Making

was the SEL competency taught in this lesson. It was followed up by a mini-assessment

which asked questions about how and why online users should have strong passwords.

The following lesson, lesson 7, was a 4th grade DC lesson on

CommonSense.org. The researcher found the content relevant to the lessons assigned

for the third grade students. It was titled, “Keeping Games Fun and Friendly.” This

lesson focuses on social interactions and friendships online. It teaches students to be

safe and not accept game invitations from people they do not know. It also teaches

students to report others that are griefing. CommonSense.org describes griefing as
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“Irritating or angering people in video games by being mean, destructive, or cheating.”

This lesson addressed all five SEL competencies. At the close of the mini-lesson, the

students took a mini-assessment. The mini-assessment included questions about what

they can do online, including social media, how one should behave appropriately, and

what one can do when one feels upset by a griefer.

Positive Behavior Interventions and Supports Theme 3: Respectful and

Responsible

The third lesson was titled, “This is Me.” This lesson taught the importance of

being respectful and honest. Students learned to be honest about their online posts of

themselves and others. It also taught students to understand perspective and

acknowledge how others may perceive them based on what they post online.

Self-Management and Social Awareness were the main SEL competencies of lesson

three. This lesson was followed up with a mini-assessment. The mini-assessment

included questions about what other people may assume about you because of pictures

and words that you post. It also included questions about whether or not one should

share others’ pictures without their consent.

The sixth lesson was titled, “Is Seeing Believing?” This lesson taught students to

be responsible and resourceful. It taught them that you can’t believe everything you see,

just because it is posted online. It tasked students with using common sense before

believing what you see. Responsible Decision-Making was the SEL competency of this

particular lesson. This lesson was followed up with a mini-assessment which asked

students why one would alter photos.
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Positive Behavior Interventions and Supports, Theme 4: Anti-bullying

The fifth lesson focused on the “Power of Words”. This lesson focused on

anti-bullying, empathy, and mindfulness. Students learned the power of S-T-O-P.  S

stands for Step Away, T stands for Tell a trusted adult, O stands for Ok sites for kids,

and P stands for Pause and Think Online. Lesson five honed in on the Social

Awareness SEL competency among others. Once the lesson was concluded, the

researcher gave a follow up mini-assessment which included questions about how

students should handle other students when they are not polite or respectful online

users.

The eighth and final lesson was a 4th grade DC lesson on CommonSense.org.

The researcher found the content relevant to the lessons assigned for the third grade

students. It was titled, “Be a Super Digital Citizen”. This lesson focused on anti-bullying.

Students learned the importance of being an “upstander” online. An upstander is

someone who stands up for other people. This powerful lesson touched on all five SEL

competencies: Self Awareness, Self-Management, Responsible Decision-Making,

Relationship Skills, and Social Awareness. At the close of the lesson, students

completed a mini-assessment which asked questions about what they have learned

about being a digital citizen.

Digital Citizenship/Positive Behavior Interventions and Supports Post

Assessment

After the pre-assessment, the eight mini-lessons and the eight

mini-assessments concluded, the students were given a post-assessment. The
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post-assessment was identical to the pre-assessment and asked the same 19 questions

which revolved around Digital Citizenship (DC) and embedded SEL questions. The post

assessment was created on Google Forms and students completed the assessment

online. The post-assessment was read aloud to the students by the researcher as to not

allow any reading impairments to interfere with students’ depth of knowledge of the

subject content (See Appendix D).

Results and Analysis

Student Survey Versus Parent Survey Results

The researcher began the research process by asking the convenience sample

to complete a student survey. Question Two of the survey asked students: “Which

online social media do you use?” The results below are a summary of the researcher’s

eight-to-nine-year-old students’ responses.

Figure 2

Student survey results - “Check all that apply: Which online social media do you use?”

It was apparent that the students under the age of 13 are using multiple social

media platforms. The 15 parents who responded by completing the parent survey,
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reported three different students use TikTok and one student uses Snapchat. There was

a significant discrepancy in these results. Therefore, the researcher’s hypothesis:

“Students under the age of 10, are using the internet, social media platforms, gaming

sites, emails, and other online communication tools, and therefore need to be taught

how to engage appropriately online” is validated. Some parents were not aware that

their students, under the legal age of 13, are signing themselves into social media

accounts.

Question six of the survey asked students how long they were online each day

for fun and outside of class time. The survey findings below illustrate the summary of

their results.

Figure 3

Student survey results - “How long are you online each day for fun?”

The same question was asked of the parents to complete. The results are relatively

consistent.
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Figure 4

Parent survey results - “How long is your student online each day for fun?”

The data was relatively consistent for the time frame of zero minutes to 30

minutes.  Twenty five percent of the students stated that they are online for zero to 30

minutes. Twenty six point seven percent of the parents stated their student spends zero

to 30 minutes online each day. The data is inconsistent for the time frame 30 minutes to

one hour a day. No students stated they were online for this time frame; however,

26.7% of the parents said their students were online for 30 minutes to one hour a day.

The data was similar for online usage of one to two hours. Thirty percent of the students

stated that they are online for one to two hours a day; whereas 20% of the parents said

their student was online for this time frame. Fifteen percent of the students said they are
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online for two to three hours a day, and 20% of the parents said their student was online

for two to three hours a day. The data is inconsistent between the students and parents

for online usage of three or more hours each day. Thirty percent of the students stated

that they are online for this length of time each day. Six point six percent of the parents

said they were online for three or more hours each day.

Another survey question asked both the students and the parents about whether

or not they felt safe online. Ninety percent of the students responded that they felt safe

online.  Ninety three point three percent of the parents said their student feels safe

online.

Additionally, students reported that 65% of their accounts are private; whereas

86.7% of the parents reported that their students have private accounts.

Finally, 15% of the students reported they have had someone call them bad

names or be rude to them online. 6.7% of the parents reported that their student has

had someone call them bad names or be rude to them online.
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Figure 5

Student and Parent Comparison Results

Teacher Survey Results and Responses

A teacher survey was provided using Google Forms. Twelve other teachers of

the researcher’s school completed the survey. The 12 teachers have students between

the ages of seven to 11 years old. This age-span covers the grade levels of first grade

to fifth grade.
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Figure 6

Teacher survey results - “What are the ages of your students who are using gaming and

social media platforms?”

Of the teachers surveyed, 41.7% of the responses are students between

seven-and-eight-years-old. Sixteen point seven percent are between the ages of eight

and nine. Of those students, teachers report hearing: five TikTok users, three YouTube

users, three Instagram users, one Facebook user, two Snapchat users, and three

Twitter users.
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Figure 7

Teacher Survey Results - “Have you overheard students talking about kids making fun

of them while being online?”

Ninety-one point seven percent of teachers answered they have not overheard

students talking about kids making fun of them while being online. Eight point three

percent of teachers have overheard students talking about kids making fun of them

while being online.



32

Figure 8

Teacher Survey Results - “If your students are using social media or gaming, are you

concerned about their social-emotional well-being?”

Ninety-one point seven percent of teachers are concerned about their students’

social-emotional well-being while using social media and/or online gaming. Eight point

three percent of teachers are not concerned about their students’ social-emotional

well-being while using social media and/or online gaming.

Hundred percent of the teachers who responded to the survey stated that they

have not heard students talking about kids spreading rumors about them while being

online.  Also, 100% of the teachers who responded to the survey stated that they have

not overheard students making fun of others while being online. Finally, 100% of the

teachers who responded to the survey stated that they have not overheard students

spreading rumors about others while being online.

The researcher asked in Google Forms, “What are your thoughts about digital
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citizenship? Do you feel that students need to be taught how to behave online”? The

researcher received many comments. Ten of the 12 teachers responded. All 10

teachers overwhelmingly agreed that students need to be taught digital citizenship. One

teacher said, “Absolutely! Social media has made it way too easy for students to say

whatever they want seemingly without consequences. I think it is critical that students

be taught what is and is not appropriate behavior online and that the choices they make

can have serious consequences.” Another teacher responded, “I think students should

be taught how to responsibly navigate the internet. They have little supervision at home,

either because of work or language barrier or lack of interest.” Finally and similarly

another teacher said, “Digital citizenship should be required before any student in the

school district is issued a device. I don’t think digital citizenship is something parents

teach their children.”

Teachers were asked: “Please give suggestions as to what you feel students

should know or learn about being safe online. What would you include? What do you

feel is most important?” In response, teachers suggested many different options. One

teacher commented, “I think they really need to understand that feelings matter even

online. What you say online is like saying it to someone's face. I think it is very important

that students learn to read critically about what they see and read online.” Another

teacher stated, “Never give your name, address, phone number to a stranger. Always use

positive words, to yourself and whomever you are playing. Be a good sport. Notice your

screen time and limit it - limits depend on what is happening on your screen and what is

happening in real life. Families should talk about limits and what is reasonable and how
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to prioritize. Kids should recognize when their gaming is affecting their relationships,

schoolwork, health, and general emotional well-being and take appropriate measures to

balance real life with gaming.” Finally a third teacher said, “Basic safety like, never give

out your name, where you live, and other personal information. How to avoid sights that

may show them something not age appropriate, how to limit screen time.”

Pre-Assessment Results

Figure 9

Pre-assessment Results

Note: See Appendix D for Pre-Assessment Questions.

Data from questions one through 11 and questions 13 through 19 are displayed

in figure five above. The data in the chart represents how many students answered
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each question correctly. The convenience sample size was 20 students. Of the 20

students:

● Nine students answered question one correctly.

● 16 students answered question two correctly.

● 20 students answered question three correctly.

● 12 students answered question four correctly.

● 13 students answered question five correctly.

● 12 students answered question six correctly.

● 11 students answered question seven correctly.

● 14 students answered question eight correctly.

● 16 students answered question nine correctly.

● 16 students answered question 10 correctly.

● 16 students answered question 11 correctly.

● 16 students answered question 13 correctly.

● 11 students answered question 14 correctly.

● 18 students answered question 15 correctly.

● 14 students answered question 16 correctly.

● 10 students answered question 17 correctly.

● 15 students answered question 18 correctly.

● 18 students answered question 19 correctly.

Question 12 had multiple answers and is therefore separate from the graph above.
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Figure 10

Pre-Assessment: Question 12: “What is something you can do on social media?  Check

all that apply.”

Digital Citizenship/Positive Behavior Interventions and Support Mini-Lesson

Treatment Results

Positive Behavior Interventions and Supports, Theme 1: Community and

Responsibility

PBIS Theme One lessons were: “Rings of Responsibility” and “What Makes a

Community Strong?” The figure below demonstrates how well students performed on

the mini-assessment for the first lesson, titled “Rings of Responsibility”. The median

points were 3 out of 4 possible points.
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Figure 11

“Rings of Responsibility”, Lesson One Results

Note: See Appendix E for mini-lesson assessments.

The following figure, figure 10, demonstrates students' connectedness to their

community and online community. The results show that the majority of students scored

four points out of four possible points.
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Figure 12

“What Makes a Community Strong”, Lesson Four Results

Note: See Appendix E for mini-lesson assessments.

Positive Behavior Interventions and Supports, Theme 2: Safety

PBIS Theme Two focused on two DC lessons. The first lesson in this section was

titled, “Password Power Up”. It is lesson two in the succession of lessons taught by the

researcher.
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Figure 13

“Password Power Up”, Lesson Two Results

Note: See Appendix E for mini-lesson assessments.

Twelve students scored all four points possible, while eight students scored three

points. All students scored higher than half of the possible points.

The second lesson taught in this PBIS Theme of Safety is called “Keeping

Games Fun and Friendly”. This is a fourth grade lesson, according to

CommonSense.org but the researcher felt it to be an important lesson for the third

grade students.
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Figure 14

“Keeping Games Fun and Friendly”, Lesson Seven Results

Note: See Appendix E for mini-lesson assessments.

Overall students scored an average of 4.7 points of the 6 possible points.

Positive Behavior Interventions and Supports, Theme 3: Respectful and

Responsible

PBIS Theme Three focused on two DC lessons. The first one was titled, “This is

Me” and the second one was titled, “Is Seeing Believing?”
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Figure 15

“This is Me”, Lesson Three Results

Note: See Appendix E for mini-lesson assessments.

Overall, students scored fairly well on this DC mini-assessment. Eleven of the 20

students scored all four possible points.
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Figure 16

“Is Seeing Believing?”, Lesson Six Results

Note: See Appendix E for mini-lesson assessments.

Students were more challenged with this lesson. Seven students scored one

point, while another seven students scored two points. Five students scored three

points, while one student scored no points at all. Students had a difficult time

understanding why photos would be altered at all. The below figure gives insight as to

what they were thinking among the possible answers to the question “Why is it

important to understand that photos have been changed?” It also highlights the

importance of why this needs to be taught.
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Figure 17

DC Lesson Six, Question Three Results

Note: See Appendix E for mini-lesson assessments.

Positive Behavior Interventions and Supports, Theme 4: Anti-bullying

PBIS theme four taught the remaining two lessons. Lesson four is titled, “Power

of Words”. The majority of the students (13) scored all four points possible. Another five

students scored three points of the four possible points. The average score was three

point forty five.
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Figure 18

“Power of Words”, Lesson Five Results

Note: See Appendix E for mini-lesson assessments.

Lesson eight is titled, “Be a Super Digital Citizen”. This lesson was suggested to

be a fourth grade lesson by CommonSense.org. However, the researcher found great

value in teaching this lesson to the third graders. The results of this mini-assessment

showed all students scored over half of the possible points. Sixteen students scored all

four possible points.
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Figure 19

“Be a Super Digital Citizen”, Lesson Eight Results

Note: See Appendix E for mini-lesson assessments.

This was the grand finale of lessons. This lesson and mini-assessment made

clear to the researcher that digital citizenship lessons are engaging and promoting

healthy relationships online. Figure 20 will demonstrate how students think in terms of

being a digital citizen.
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Figure 20

DC Lesson Eight, Question One Results

Figure 21 summarizes the students’ understanding and knowledge of the behavior of

being a “Super Digital Citizen”.

Figure 21

DC Lesson Eight, Question Two Results
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Figure 22 illustrates how students have learned to ask for help from an adult when in

situations that are uncomfortable to them.

Figure 22

DC Lesson Eight, Question Three Results

The final question assessed students’ empathy and understanding of others.

This question shows that 19 of the 20 students would choose friendship and integrity.
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Figure 23

DC Lesson Eight, Question Four Results
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Figure 24

Results of all Mini-Assessments combined

Note: See Appendix E for mini-lesson assessments.

Data from questions one through 11, and questions 13 through 19 are displayed

in figure 22 above. The figure represents how many students scored correctly. The

convenience sample size was 20 students. Of the 20 students:

● Six students answered question one correctly.

● 16 students answered question two correctly.

● 20 students answered question three correctly.

● 17 students answered question four correctly.

● 18 students answered question five correctly.

● 17 students answered question six correctly.
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● 18 students answered question seven correctly.

● 20 students answered question eight correctly.

● 19 students answered question nine correctly.

● 18 students answered question 10 correctly.

● 19 students answered question 11 correctly.

● 17 students answered question 13 correctly.

● 15 students answered question 14 correctly.

● 20 students answered question 15 correctly.

● 18 students answered question 16 correctly.

● 19 students answered question 17 correctly.

● 20 students answered question 18 correctly.

● 19 students answered question 19 correctly.

Question 12 had multiple answers and is therefore separate from the graph above.
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Figure 25

Mini-Assessment: Question 12: “What is something you can do on social media?

Check all that apply”.

Compared to this question’s results from the pre-assessment, students had a

50% growth in the response “Send a text message”. Students grew 40% from the

pre-assessment with the results of “Comment on a video?”, and illustrated a 30%

growth to the question, “Chat with someone in a video game?”

Post-Assessment Results

The post-assessment was delivered on a Google Form. Each student had

individual access to the Google Form through their Google Classroom. Each student

completed their post-assessment while being on Zoom (virtual learning classroom).

The post-assessment was the identical 19 questions which were asked in the

pre-assessment (See Appendix D).



52

Figure 26

Post Assessment Results

Note: See Appendix D for Post-Assessment Questions.

Data from questions one through 11, and questions 13 through 19 are displayed

in figure 22 above. The figure shows how each student performed on the post

assessment.  The convenience sample size was 20 students. Of the 20 students:

● Seven students answered question one correctly.

● 17 students answered question two correctly.

● 20 students answered question three correctly.

● 18 students answered question four correctly.

● 20 students answered question five correctly.

● 17 students answered question six correctly.
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● 16 students answered question seven correctly.

● 18 students answered question eight correctly.

● 20 students answered question nine correctly.

● 19 students answered question 10 correctly.

● 20 students answered question 11 correctly.

● 20 students answered question 13 correctly.

● 16 students answered question 14 correctly.

● 20 students answered question 15 correctly.

● 19 students answered question 16 correctly.

● 19 students answered question 17 correctly.

● 19 students answered question 18 correctly.

● 19 students answered question 19 correctly.

Question 12 had multiple answers and is therefore separate from the graph above.
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Figure 27

Post Assessment: Question 12: “What is something you can do on social media?

Check all that apply”.

The results conclude 10% more growth from the mini-assessment for the answer

of “Send a text message?” This is a 60% growth from the pre-assessment for this

answer. “Comment on a video?” reduced by 15% from the mini-assessment. However,

this is a 15% growth from the pre-assessment. “Chat with someone in a video game?”

declined five percent from the mini-assessment but increased 25% from the

pre-assessment. There are two possible conclusions for these declined results. One

conclusion is that students did not retain their knowledge as well as taking the

mini-assessment directly following the lesson due to the timespan of six weeks between

the pre-and-post-assessment. The second possibility is that the question was not

worded well for third grade students. In addition, both possibilities may be combined as
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to why the results fluctuated. Regardless, there was growth from the pre-assessment to

the post-assessment.

Figure 28

Results comparison of Pre-Assessment to Post-Assessment

Note: See Appendix D for Pre-Assessment and Post-Assessment Questions.

Overall there was significant growth between the pre-assessment and the

post-assessment. Question One in the post-assessment was the only question that

decreased from the pre-assessment. This was most likely due to the way the question

was written. The question asked students, “True/False: When I use the internet, I should

only think about myself.” It is the researcher’s opinion that students honed in on the

question about taking care of themselves from the SEL lessons “Self-Awareness” and
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“Self-Management”, not realizing that taking care of themselves includes taking care of

others in the community.

Questions two through nineteen demonstrated positive growth in students’ digital

citizenship and SEL learning. The results between the pre-assessment and the

post-assessment show:

● Question Two: One student growth from 16 to 17 students

● Question Three: No growth as the pre-assessment results were 20 students

● Question Four: Six students grew from 12 to 18 students

● Question Five: Seven students grew from 13 to 20 students

● Question Six: Five students grew from 12 to 17 students

● Question Seven: Five students grew from 11 to 16 students

● Question Eight: Four students grew from 14 to 18 students

● Question Nine: Four students grew from 16 to 20 students

● Question 10: Three students grew from 16 to 19 students

● Question 11: Four students grew from 16 to 20 students

● Question 12: See Figure 27

● Question 13: Four students grew from 16 to 20 students

● Question 14: Five students grew from 11 to 16 students

● Question 15: Two students grew from 18 to 20 students

● Question 16: Five students grew from 15 to 19 students

● Question 17: Nine students grew from 10 to 19 students

● Question 18: Four students grew from 15 to 19 students



57

● Question 19: One student grew from 18 to 19 students

Figure 29

Results Comparison of Pre-Assessment, Mini-Assessments and Post Assessment

Data Analysis

Overall, the data supports the researcher’s hypothesis that blending digital

citizenship lessons with BEST practices can positively support elementary students’

online learning and engagement. The research showed that Digital Citizenship lessons

embedded with SEL lessons resulted in increased  students’ knowledge with regard to

responsible, respectful, safe, and kind online interactions with others.

Summary and Recommendations

In summary, the data reveals increased  student learning and engagement after

receiving  the digital citizenship lessons. Students learned how to be respectful,
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responsible, safe, and kind while being online. The students learned why and how

passwords need to be created to protect privacy. They learned how to empathize with

other online users and what it means to be a griefer. Finally, they also learned why it is

important to know the difference between fact and fiction, especially in photos they see

online.

The researcher has a few recommendations for future research.  First, be sure to

write questions specific to the sample’s age and maturity. Second, the researcher does

not recommend using questions that include “check all that apply” as it is confusing to

young minds and difficult to report. Next, the researcher recommends breaking up the

cycles into smaller cycles. For example, cycle one would include a pre-assessment

using nine-to-ten questions from four digital citizenship lessons. After the treatment and

mini-assessments, the researcher recommends giving a post-assessment, identical to

the pre-assessment. Cycle two would consist of the same process with the remaining

pre-and-post-assessments for the concluding four treatment and mini-assessments.

Afterwards, the researcher recommends giving a post-assessment, identical to the

pre-assessment from cycle two. Finally, the researcher recommends including interview

questions. Due to COVID, the researcher was unable to obtain interviews from the

students.

The researcher’s next steps will be to take the research and present the results

to the principal of the researcher’s school. The researcher will request that Digital

Citizenship lessons and Social-Emotional Learning lessons be added to the school’s

Positive Behavior Interventions and Support lessons. Eventually the researcher hopes
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all of the schools in the researcher’s district will implement digital citizenship lessons

with embedded SEL lessons into the curriculum.
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Appendix C
Healthy Kids Survey Results (2017-2019)

Snow Elementary School’s
CA Healthy Kids Survey:

School Climate Report Card

Year Supports &
Engagement

Percentages State Average
(2016 - 2018)

2017 School
Connectedness

76% 75%

2018 School
Connectedness

76% 75%

2019 School
Connectedness

56% 75%

2017 Caring Relationships 75% 73%

2018 Caring Relationships 71% 73%

2019 Caring Relationships 58% 73%

2017 Social Emotional
Learning Supports

84% 75%

2018 SEL Supports 75% 75%

2019 SEL Supports 66% 75%

2017 Anti-Bullying Climate 77% 77%

2018 Anti-Bullying Climate 73% 77%

2019 Anti-Bullying Climate 68% 77%
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Appendix D
Pre-Assessment and Post-Assessment Questions #1 - #19
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Appendix E
All Eight Mini-Assessments by PBIS Themes

PBIS Theme 1: Community and Responsibility

Mini-Lesson Assessments:

Lesson 1:  Rings of Responsibility Mini-Assessment

The mini-assessment included the following questions:

1. What are the 3 Rings of Responsibility?

A) Me, Self, Family

B) Self, Community, World

C) World, Earth, Space

D) School, Home, Neighborhood

2. True/False: When we use the internet or devices, we should only think of how our

actions affect ourselves.
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3. When you go online, what is an example of a responsibility you have to yourself?

A) Share pictures that have my friends in them without asking permission.

B) Make funny comments to make others laugh.

C) Go on a website that is OK for kids my age.

D) Download an app my older cousin shared.

4. You and your best friend spent the afternoon playing at the park. You took a few

photos of you both together and want to share them with your friends online. What

should you do?

A) Post them online without asking your friend.

B) Ask your friend if you can share the photos of you together.

C) Wait a couple days, then share them online without asking your friend.

Lesson 4: What Makes a Strong Community?

The mini-assessment included the following questions:

1. Miguel is reading about Minecraft tricks in an online community for gamers. He does

not agree with how Minecraft_Ninja says to do a trick. Miguel responds, "You don't know

anything, Minecraft_Ninja. No one wants to read your post." Is Miguel being a good

digital citizen in his community?

A) Yes, Miguel is being a good digital citizen because he is talking with others and

participating.

B) No, Miguel is not being a good digital citizen because he’s posting in an online

community.
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C) No, Miguel is not being a good digital citizen because his post could make

Minecraft_Ninja feel bad.

2. Imagine you are online with others. You see someone posting something mean. What

should you do to be a good digital citizen?

A) Write mean words back to them.

B) Ask the person to follow the community norms.

C) Share the mean post with all of your friends.

3. Why are norms helpful?

A) They help you get others in trouble.

B) They help you make money.

C) They help a group support each other.

4. When you follow a norm, you are:

A) Acting in a manner that everyone in the group agrees to

B) Doing what is best for only you

C) Watching the person in front of you?

PBIS Theme 2: Safety

Lesson 2: Password Power Up

The mini-assessment included the following questions:

1. When I create a new password that is safe for an account, I should never

__________.

A) Tell my parents what my password is.

B) Use at least eight characters.
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C) Start with a memorable phrase.

D) Use private information like my name, phone number, or address.

2. If a friend asked me for a tip about how to create a strong password, what should you

tell them?

A) I would say to use your name.

B) I would say to make it short.

C) I would share it with my friend.

D) I would use numbers and symbols.

3. Jose created a password with his name and favorite sport. His password is

"Josesoccer". Why should Jose choose another password?

A) JoseSoccer is too long.

B) JoseSoccer is hard to remember.

C) JoseSoccer uses his name and doesn’t use symbols or numbers.

D) Jose likes basketball, too.

Lesson 7: Keeping Games Fun and Friendly

The mini-assessment included the following questions:

1. What is something you can do on social media? Check all that apply.

A) Pass a note in class.

B) Send a text message.

C) Comment on a video?

D) Chat with someone in a video game?
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2. Which example shows a healthy social interaction?

A) A parent and a son argue over text about cleaning his bathroom.

B) Two friends are playing a video game and argue over how to get to the next level.

C) One person says nice things to another about a photo that the other person posted.

3. Katie is playing an online video game with other people she knows. In the last round

of the game, a new player Katie doesn't know joins the game. The new player starts

posting mean comments about Katie’s character in the chat box. What should Katie do?

A) She should ignore the mean messages.

B) She should never play the game again.

C) She should send a private message to the player.

D) She should report or block the player from the chat.

4. You're playing an online video game with some friends. One of the friends makes a

move that forces all of you to start over again. You are upset about it. What could you

say to keep things friendly and positive?

A) I would say, “I can’t believe you made that horrible mistake.  What’s wrong with you?”

B) I would say, “That was difficult! Don’t worry, we’ll beat it next time.”

C) I would say, “Are you kidding me?  We have to start from the beginning...AGAIN?

What did you do?”
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PBIS Theme 3: Respectful and Responsible

Lesson 3: This is Me

The mini-assessment included the following questions:

1. True/False: If you share a selfie online, other people might think “things” about you

because of what they see in the selfie.

2. True/False: Things you post online, like a selfie, can affect your online identity.

3. Miriam and Sasha don't really know each other. Sasha sees a selfie that Miriam took

while practicing guitar. What is an assumption Sasha can make about Miriam?

A) Miriam is her best friend.

B) Miriam does not like pasta.

C) Miriam likes to play the guitar.

D) Miriam is a mean person.

4. Jayden took a mean faced selfie. He wants to share it on his gaming profile. He got

permission from his parents, and only his friends can see it. What should Jayden do

before sharing his picture?

A) Think about the assumption his friends might make about him.

B) Take another selfie with a friend.

C) add effects to the selfie.

Lesson 6:  Is Seeing Believing?

The mini-assessment included the following questions:

1. Using a computer to change the way a photograph looks is an example of:

A) Altering a photograph
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B) The attitude of a photograph

C) The atmosphere of a photograph

D) Attaining a photograph.

2. Why would a company share photos or videos that have been changed?

A) To confuse people.

B) To convince people not to buy something by making it look worse.

C) To convince someone to buy something by making it look better than it really is.

3. Why is it important to understand that photos have been changed?

A) Photos that have been changed can be not real.

B) Some photos have been changed to make people change their minds.

C) It is important to know whether or not a photo has been changed so you know if

someone is telling the truth.

D) All of the above.

4. You are writing a report about dogs. You find an online photo of a dog with a dinosaur

in it. You know that dogs and dinosaurs did not live at the same time. Which of the

questions below is helpful to ask about the changed photo?

A) How was the photo changed?

B) Why was this photo changed?

C) Is the changed photo trying to make me believe something?

D) All of the above.
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PBIS Theme 4: Anti-bullying

Lesson 5:  Power of Words

The mini-assessment included the following questions:

1. Your friend Jasmine shows up looking sad. Jasmine posted a photo on the internet of

her cat, Cupcake. Someone she does not know wrote "you have an ugly cat" on her

photo. You see that Jasmine feels sad. You wish she felt better. Your reaction shows

that:

A) You do not care.

B) You are not paying attention.

C) You have empathy for Jasmine.

D) You want Jasmine to be even more sad.

2. Leo is having fun playing Dragons and Knights online. Then he sees a message from

another player: "You're ruining the game! Leave!" What advice would you give Leo?

A) Invite other friends to send mean messages to the player.

B) Write a message back that says, “You’re the one who is stupid and ruining the

game”.

C) Report or block the player on the game.

3. True/False? The things people say or write can be misunderstood by different people.

4. Which of the following is NOT one of the steps of S-T-O-P?

A) Step away

B) Trust everyone online

C) OK sites first
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D) Pause and think online.

Lesson 8: Be a Super Digital Citizen

The mini-assessment included the following questions:

1. What do you think of when you hear about digital citizens?

A) Someone who uses digital devices.

B) A person who plays video games.

C) Someone who communicates over text.

D) A person who is safe, respectful, and resourceful online.

2. Which word summarizes the behavior of a "super digital citizen”?

A) Target

B) Upstander

C) Bully

D) Bystander.

1. Someone starts spreading mean rumors about one of your friends. You decide to tell

a trusted adult about the rumors because:

A) It’s fun seeing rumors spread.

B) You are tired of dealing with your friend's issues.

C) You don’t want to be blamed for the rumors.

D) An adult can help with the situation.
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2. Julio sees that Sasha is sad after playing an online game. During the game, a player

posted mean comments about her. What should Julio do?

A) Julio should tell Sasha to get over.

B) Julio should tell Sasha to send mean messages to the other player.

C) Julio should ignore Sasha. Posting mean comments is not that big of a deal,

D) Julio should comfort Sasha and let her know that he’s her friend.


