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STARS OF THE WEEK

Class 1 - Kingsley Q
Class 2 - Momina F
Class 3-Aurora A
Class 4 - AriellaK
Class5-NoraC
Class6-FatimaT
Class 7- JaidenT
Class 8 - Lucas W
Class 9 - Tanaya P
Class 10 - Jalal A
Class 11 - Charlie W
Class 12 - Sienna G

ART WORKSHOP

A
Class 10 had a fantastic opportunity to attend an art workshop at \\ﬁ
Harper Green High School, linked to their history topic on ﬂ ’
N
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Ancient Greece.

During the session, the children explored traditional Greek

pottery and created their own Ancient Greek vases. They began -t

by carefully sketching the shape of their vase, before adding VI‘ION AWARD
detailed patterns and designs inspired by Ancient Greek art and
symbolism. To finish, the children used black paint to give their
work an authentic and striking Greek pottery effect. The children
showed great focus, creativity and pride in their work, producing
some impressive final pieces. Class 4 - Zayd R
All had a great time and behaved impeccably. Class5-AvakK

COMING UP NEXT WEEK Class 6 - Tamara B

Class 7 - EmberB

Class1-FatimaA
Class2-EsmeA
Class 3 - Grayson R

26" Jan - 6 Feb - Mid-year assessments Class 8 - Souhaila L
Class 9 - Bibi S
Wed 28™ Jan - Reception Stay & Learn at 2:30 pm. Class 10 - Alicia K

Class1l-ImanM

Mon 2" Feb - Cafe Church at 3:30 pm. All famili | . .
on e are urcha pm amitlies are wetcome Class 12 - Lexi G

"With God, there is no limit to what you can do. There is no obstacle you can't overcome. Through Him all things are possible."

(Matthew 19:26)



(old Scroll

Scarlett L Tyler S
Dominic H Ayokunmi O
Michael Mc Sybil N
Menorah B Lucas R
Jaiden T Jean S
Grayson R Thea H
lbrahim S Eshaal M

Sienna G Lucas W



We Love St James »

Isabella (CL4) loves maths, especially
learning about shapes.

Jack W (CL4) loves learning! ALL of the
learning.

Ollie W (CL4) loves maths, especially
counting all the way up to 100 and loves
working with his friends.

Alan (CL4) loves English and writing about
‘The Dragon Machine’.

Hibatullah (CL4) loves playing with her
friends at playtime.



conversations with children about online safety, mental health and wellbeing, and climate change. Formerly delivered by National Online Safety, these guides now address wider topics and themes.
For further guides, hints and tips, please visit nationalcollege.com.

What Parents & Educators Need to Know about

ROQBLOX

Roblox is an online platform where users can play and create games known as ‘experiences’ made by

WHAT ARE other users. Roblox has a large UK audience. ITV News has reported that millions of people in Britain use

THE R'SKS? the platform regularly, with children forming a significant proportion of its users. The sheer scale of it
makes it extremely difficult to moderate effectively, creating risks for unsupervised children.

RISK OF ADDICTION /AWwe

Roblox encourages repeated and L’J
extended play. Many experiences are

made of short tasks, rewards, and progression
systems that can prompt users to keep playing
for longer periods of time. Some games also use
reminders, daily rewards, or timed events to
encourage frequent logins. These designs can
make it difficult to stop playing. Spending long
periods online may affect sleep, schoolwork, or
other activities if boundaries are notin place.

COMMUNICATION
WITH OTHER USERS

Roblox includes text and voice features that
allow players to chat in shared game spaces.
While the platform uses automated filters and
moderation tools, media investigations have
found that inappropriate and potentially
harmful messages can still get through. There
are risks that children could be targeted by
groomers. In response, Roblox has announced
changes to how chat works. The platform plans
to use facial age-estimation technology to
restrict chat access between adults and
children they do not know.

A PLATFORM RATHER
THAN A GAME

Roblox differs from traditional video
games in that it hosts millions of
user-created experiences rather than a
fixed set of developer-produced content. Each
experience is self-rated by its creator rather
than independently age-rated in advance, as is

J the case with PEGI-rated games. With millions of
user-created experiences, moderation is largely
automated which means that inappropriate
content may reach younger players and have a
harmful effect.
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MATURE CONTENT 4

With much of Roblox's moderation
automated through Al and creators
self-certifying suitability, inappropriate content
frequently appears on the platform. Some
experiences may include content intended for
older players. While Roblox has tools to restrict
access based on age settings, these systems are
not always perfect. Younger players are likely to
encounter content you may deem unsuitable.
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IN-GAME SPENDING @ @
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Roblox is free to play, but many experiences '%

and cosmetics include optional purchases

using Robux, the platform’s virtual currency, to
. getadvantages in games. This business model @
is common across online games, but reporting ™
has highlighted cases where children have
spent large amounts of money unintentionally
or without understanding the real-world cost.

Adv

USE PARENTAL CONTROLS

Roblox's parental controls provide an important starting point. Linking a
child’s account to an adult account allows parents to apply spending
controls, limit communication features, and review recent activity. Regular

Playing Roblox with a child can help adults understand the types of experiences
available, how monetisation works, and how children interact online. This shared
engagement can also make it easier for children to raise concerns if something feels

supervision, use of parental controls, and conversations with children about ) wrong. Parents and educators should monitor all games played on Roblox due to its
what they see online can help reduce the risk of exposure to inappropriate content. self-rating nature.
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CONSIDER LIMITING OR DISABLING CHAT ENCOURAGE OPEN CONVERSATIONS

Although Roblox is introducing tighter age-based chat restrictions, some Many Roblox experiences are creative and age appropriate, and for many
parents and educators may prefer to disable chat entirely for younger children. children, the platform is an important way to socialise with friends. Rather
Children can still play games while communicating with friends they know than banning it outright, parents and educators should talk openly with children

through other supervised platforms. about online safety, spending, and how to respond to inappropriate behaviour.

Meet OQur Expert -
Alan Martin is a technolegy journalist who has written for = | ]-
publications including Wired, TechRadar, The Telegraph, | ]
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National
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The Evening Standard, The Guardian and The New Statesman. q e Couege
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conversations with children about online safety, mental health and wellbeing, and climate change. Formerly delivered by National Online Safety, these guides now address wider topics and themes.
For further guides, hints and tips, please visit nationalcollege.com.

What Parents & Educators Need to Know about

'MENTALHEALTH =
ISINFORMATION ONLINE

A research study by Ofcom revealed that children aged 9-15 increasingly use online platforms like TikTok

WHAT ARE‘ for mental health advice, with 50% relying on social media for information. Unverified medical content
'SV\S? . online is concerning, with the potential to cause confusion, anxiety, or incorrect self-diagnoses. This
THE R . guide provides expert strategies to help parents and educators tackle misinformation effectively and

ensure safer digital experiences for young people.

IMPACTFUL PAST
TRENDS

Historically, online mental health misinformation
has led to harmful trends, including inappropriate
coping strategies or sensationalised symptoms. For
example, past TikTok trends on self-harm or anxiety

Platforms like TikTok and Instagram are 4]
3 two of the main sources of young people’s
mental health content. Videos and posts
frequently feature unqualified influencers,
contributing to misinformation, myths, and
oversimplifications. While appealing to young

»

audiences, this unverified content can distort
perceptions, and create unrealistic expectations and
misunderstandings about mental health conditions.

‘hacks’ have spread damaging advice, underscoring
the risk when misinformation is not promptly
addressed or corrected by knowledgeable adults.
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MISLEADING CLINICAL TERMS -

Online trends often include the misuse of
clinical terms, such as ‘trauma’ or "OCD",
making serious conditions seem trivial
orinaccurately understood. Such misinformation

can diminish empathy, and lead young people

to misunderstand mental health complexities, =
potentially preventing them from identifying real

mental health issues in themselves or others.
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RISK OF
SELF-DIAGNOSIS

Social media’s misleading content . E
encourages young people to self-diagnose complex
mental health conditions inaccurately. Misdiagnosis

can exacerbate anxiety, cause unnecessary worry,

or delay essential professional intervention. This has y-
the potential to escalate manageable conditions into

more significant mental health issues requiring
comprehensive clinical support.

g LACK OF FILTERS
Social media platforms struggle to filter

misinformation effectively, allowing false

content to spread widely and quickly. Without
4 Proper guidance, young viewers may not discern
fact from fiction, potentially internalising inaccurate
beliefs about mental health. This can negatively
influence their decisions about seeking professional
help or managing mental wellbeing.

v REPLACING
PROFESSIONAL HELP

Frequent reliance on digital content can

deter young people from seeking professional
mental health care, substituting expert support

with unverified online advice. This substitution can
prolong issues, complicate recovery, and reduce the
effectiveness of future professional interventions,
ultimately impacting overall mental health and
wellbeing negatively.
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MONITOR ONLINE ENGAGEMENT

Regularly review and discuss a young person'’s online activity,
providing appropriate guidance on discerning accurate content.
Tools such as parental controls or co-viewing content can help mediate
exposure to harmful misinformation, facilitating safer digital habits

and informed critical thinking about mental health.

IDENTIFY RELIABLE SOURCES

Teach young people to critically evaluate mental health content by
checking credentials, source authenticity, and evidence-based
information. Encourage them to refer to trusted medical or educational
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SCHOOL-HOME COLLABORATION .Q\f 18

Strengthen collaboration with educators to integrate digital literacy into the school
curriculum, emphasising misinformation awareness. Jointly delivered education
sessions on identifying and responding to misinformation can significantly improve
pupils’ ability to critically assess mental health content, supporting their mental
wellbeing effectively both online and offline.

ENCOURAGE OPEN DIALOGUE

Foster a non-judgemental environment where young people feel
comfortable discussing online content. Regularly talking about their online
experiences and perceived mental health concerns helps clarify misunderstandings,
platforms and to consult healthcare professionals for clarification. This mitigates misinformation, and builds trust, thereby enhancing their resilience and
reduces young people’s reliance on potentially harmful or misleading digital literacy. Model situations where you have sought advice from accurate

online sources. sources and not solely relied on social media for health advice.

Meet Our Expert

Anna Bateman is Director of Halcyon Education Ltd, Director for Wellbeing
and Family Services at Leigh Trust, and lead expert for mental health at The
National College. Anna specialises in strategic mental health solutions for
schools, supporting educators and families to improve resilience,
emotional literacy, and overall wellbeing for children across the UK.
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College’
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