
Findings from our 
Safer Internet Festival



Summary
• Between the 4th and 19th of February, to coincide with Safer Internet Day, we hosted Corsham 
Institute’s first Safer Internet Festival and delivered a host of events aimed primarily at children 
and young people. Some of the events also offered families and members of the wider community 
opportunities to get involved.

• The events were designed to give young people opportunities to learn about new technologies, 
be creative with technology and understand the importance of privacy online. These aims are 
aligned with the three strands of our Children and Young People programme: digital skills, digital 
creativity and digital safety.

• We evaluated each event, focusing primarily on the implementation and found that, overall, 
events were well attended and enjoyed by participants and volunteers. Our findings suggest 
that the attendees enjoyed the opportunities to be creative with technology and gain first-hand 
experience of emerging technologies.

• The insights gained from evaluating these events will continue to inform our approach and will 
be incorporated into future festivals and events.

• As a result of Safer Internet Festival, we have started running a code club at Corsham School 
and are exploring ways to continue intergenerational skills sessions.
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1  Introduction
1.1    Background
Digital technologies are changing the way we interact with the world, the way we learn, and 
they are transforming the way young people grow up. The aim of our Children and Young 
People programme is to enhance the digital literacy, creativity and safety of children and young 
people in partnership with our local community. Running creative and informative events in the 
community is one of the ways we enhance learning, so that the community becomes a place 
where technology is used safely and creatively. We believe young people deserve a digital 
education that enhances their transferrable skills, such as problem solving and creativity, which 
will prepare them for the future world of work. Furthermore, we believe they need to develop 
digital resilience and digital citizenship so they can lead safe, healthy, and respectful lives online. 

1.2    Developing the programme
Between 4th and 19th February, Corsham Institute ran ten events for the Safer Internet Festival in 
the Corsham area. Since the festival coincided with Safer Internet Day, several of the events were 
focused on online safety and privacy, the details of which are explained alongside our findings. 

During the development of the Children and Young People programme, we conducted user-
research to discover what support our community needed to facilitate the development of these 
skills. To better understand what we could do and how we could work with the community 
to benefit young people in the area, we hosted a focus group which brought together local 
professionals working in technology, parents, youth workers, Wiltshire Council representatives 
and local training providers. All of the focus group participants had experience of working with 
children and young people and helped us to shape the programme. The idea for a Safer Internet 
Festival originated from the focus group discussion, as participants felt there was a lack of activity 
focussed on developing digital creativity with the community. 

We also met with members of the local community, and surveyed teachers and young people 
from six local schools. The young people we spoke to told us they would like the opportunity 
to explore new technologies so we held a technology showcase where they could see 3D 
printers, drones, VR and Lego Mindstorms in action. They also suggested they would like more 
opportunities to use technology in fun and creative ways, so we ran events for designing and 
making computer games and creating Dr Who gadgets with Micro:bits.
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1.3    Engagement
Over three hundred people (predominantly children and young people) have actively engaged 
with the programme by attending or volunteering at events. Throughout the programme so far, 
we have collaborated with twelve groups and organisations: Springfield Community Campus, 
Corsham Library, Calne Library, Corsham Youth Zone, Box Youth Club, Corsham 6th Leaders, 
Corsham Youth Council, Avon Engineering Systems, Team Bath Drones, Safer Internet Centre, 
and Apps for Good. We have also worked with eight schools, colleges and universities: Colerne 
Primary, Box Primary, Corsham Primary, Heywood Prep, St Patrick’s, Corsham Regis, Corsham 
School, Wiltshire College, and the University of Bath. Further to this, we reach a wider audience 
through subscriptions to our Children and Young People newsletter.

2  Methodology
2.1    Research method and sample selection
As Safer Internet Festival was a pilot intervention, the evaluation focused primarily on evaluating 
the programme’s content and its implementation, and gauging people’s appetite for the festival. 
For this reason, surveys were used to gather as much data as possible from a wide range of 
participants, and the questions centred around participant satisfaction with the events; touching 
only lightly on impact measurement. At the end of each workshop, attendees (and volunteers 
if applicable) were given paper surveys to complete. The surveys were designed with the target 
audiences in mind, with most questions requiring participants to circle their answers with some 
space for open text comments. Surveys targeted towards younger children included emojis. 

2.2    Analytical strategy
Due to the programme being in its infancy, the number of attendees at many of the events were 
quite low. As a result, no comparative analyses have been drawn between different groups of 
participants, however this will be integrated into subsequent evaluations. 

2.3    Limitations
The surveys conducted aimed to evaluate the process of the Safer Internet Festival and our 
findings will support the development of next year’s programme. This report subsequently does 
not report on the impact the festival had on participant outcomes. To build on our learnings 
from this initial evaluation, subsequent evaluations will incorporate methods and indicators to 
measure impact in addition to satisfaction. 
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3  Summary of findings
3.1    Intergenerational Email Workshop
With Springfield Campus, Corsham School, and Corsham Library

These workshops were designed for members of the community who felt they could benefit 
from support in using emails and social media. The added benefits for college students were for 
them to increase their skills and confidence and participate in a rewarding experience.

All the attendees reported that they enjoyed the session. Prior 
to the workshop, the attendees commented that they did not 
feel confident in using email, however, following the session, 
all attendees reported that their confidence had increased. 
Participants also indicated that they would be interested in more 
courses like this. All attendees enjoyed receiving support from 
the sixth form students and felt that they had been very helpful 
in sharing their knowledge.

The volunteers also enjoyed the email workshop, commenting that 
they felt confident in helping others to use email. The volunteers 
reported that they found the experience rewarding and would be 
interested in taking part in further workshops like this. Volunteers 
made suggestions about further workshops they thought would 
be beneficial for the group, as well as young children. 

3.2    Intergenerational Social Media Workshop
With Springfield Campus, Corsham School, and Corsham Library

This workshop was designed to help members of the community set up and use social media 
accounts. Corsham Town Council is keen to tackle loneliness in the community and social media 
is a great tool to keep in touch with friends and family. With help from volunteers at Corsham 
School sixth form we ran a session to support people in getting to grips with social media.

The attendees told us that they really enjoyed the session. They found the support from the 
students to be excellent and pointed out that the students were very helpful and patient. After 
the session the attendees were able to join local groups based on their interests and receive 
invites to group events. Following the session, participants felt more confident in using social 
media and were keen to attend similar events in future if they were applicable to their needs.

After the session, all the volunteers felt confident in helping others to use social media. They said 
the workshop was an enriching experience and both the volunteers and participants would be 
interested in more workshops. One volunteer pointed out that it was about “simple solutions to 
what they [the attendees] find complex problems”.
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3.3    Youth Clubs
With Box Youth Club, Corsham Youth Zone, Springfield Campus

We ran sessions with two local youth groups, Box Youth Club and Corsham Youth Zone, 
focussing on social media safety. The sessions involved participants designing their own 
social network, including privacy features. The winners from Corsham Youth Zone created a 
child-friendly version of Tik-Tok (a music and video recording app) with added protections for 
younger users. The winners from Box created a self-confidence app called Boost which raised 
the user’s self-esteem through short pep-talks and motivational messages shared between 
friends. The young people worked in teams to share ideas and create a poster presentation 
of their innovation.

Every participant left the workshop with the understanding 
that privacy and security are very important aspects 
of social media. Almost every participant enjoyed 
the workshop and stated that they would like 
to attend more workshops like it in the future. 
When asked about the best parts of the session 
some commented that they particularly enjoyed 
designing the app, others liked drawing the logo 
and creating the poster. The majority of attendees 
felt confident in presenting their ideas to the group 
and some of the attendees said that they would 
tell their parents about the content of this workshop 
when they arrived home. One participant intended “to 
warn them about the internet and to be safe”. 

3.4    Micro:bit Workshop
With Calne Library and the Micro:bit Foundation

With the support of volunteers from Calne library we ran two Dr. Who themed Micro:bit 
workshops. Participants got the opportunity to program and create their own sonic screwdriver. 
This session aimed to provide opportunities for young people to access new technologies and 
increase their skills in programming by using microcomputers. On the whole, parents and carers 
stayed throughout the workshop and also got involved, learning about what Micro:bits can do.  
This was a valuable opportunity for parents and carers to engage with their young people’s 
learning, which is proven to improve the attainment of their children. One participant said:

My mum did it too and we both loved it!
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All the young people stated that they had enjoyed the session and also learnt something new, 
demonstrating that, overall, we contributed towards the aim of increasing young people’s skills. 
70% of the attendees reported that they would definitely like to do more workshops like this 
one. Microbits (and books with lots of ideas for projects) can be rented from Corsham Library 
for three weeks at a time and all but one of the participants rented a book after the session 
so they could take their Microbit home.

3.5    Scratch Workshop
With Hartham Park

This session involved participants designing and creating their own maze game in Scratch, a 
blocks-based programming tool. There was also an opportunity for students to try out Tilt Brush, 
a piece of drawing software on vertial reality (VR). The workshop aimed to improve participants’ 
programming skills using Scratch. Although some of the attendees had used Scratch before; 81% 
stated that they had learnt something new. 91% of attendees reported that they enjoyed the 
workshop and they were enthusiastic about using the VR and Tilt Brush. 

3.6    Python Workshop
With Hartham Park

This session involved participants designing and creating 
their own artificial intelligence chatbot using the Python 

programming language. They started out by learning 
how to program a print statement and went on to 

look at variables and if statements. Students also 
had an opportunity to try out Tilt Brush on VR. All 
attendees of the Python workshop enjoyed the 
session. One participant commented that they 
liked the freedom to code whatever they wanted, 
and some particularly liked the VR element. 

Despite enjoying the session, the majority of 
students didn’t feel that they had developed their 

programming skills since they were already familiar 
with the content. 
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3.7    Town Hall Tech Showcase
With St Patrick’s School, Heywood Prep School, Corsham Regis School, Avon Engineering Systems, 
Team Bath Drones (University of Bath), Richard Munn, and Corsham Town Hall

This event aimed to provide opportunities to access new technologies and to inspire enthusiasm 
in technology. We partnered with people from the local community who brought equipment, 
knowledge and enthusiasm to share with the schools.  We had a range of technology on display 
including 3D printers from Avon Engineering Systems; a huge, handmade drone from Team 
Bath Drones; Lego Mindstorms from St Patrick’s School; virtual reality from Corsham Institute; 
and deconstructed computers and servers from our volunteer, Richard Munn. 

Students from local primary schools visited during the day and later in the afternoon we 
opened to the public. We had over 150 attendees at the event and received very positive 
feedback from students, teachers and parents who found the event informative and 
inspirational. During the day, whilst students were exploring the different exhibitions, thirty-
eight children were picked at random and asked to share how excited they were about technology 
before and after they attended the event. Only half of the students claimed to be excited about 
technology prior to attending the event, however, all but one of the participants felt excited after 
the session, with 40% of those already excited, claiming to be even more excited. Here are some 
of the words the students used to describe their day:
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4  Conclusion
The festival allowed us to build relationships and collaborate with a number of organisations 
from the local community. It has also raised awareness locally about Corsham Institute 
and the work we do. Our findings from the surveys conducted during the festival 
demonstrate that there is a healthy appetite for creative digital events in the community, 
especially events aimed at young people of primary school age. Overall, each session was 
well attended and participants expressed that the workshops were beneficial in terms of 
gaining skills and confidence. 

We received some useful feedback from the Python workshop which will enable us to 
review and improve the content and structure of the session; and the feedback from 
the intergenerational workshops demonstrated further opportunities to engage with the 
community, using the sixth formers timetabled volunteering hours. 

In response to further feedback from the local community we are also now running a 
code club at Corsham School based on the Apps for Good model. This could lead to the 
expansion of a community code club, through which we could further equip young people 
with the digital skills they need for the future of work. 

As we continue to expand our offering as part of our Children and Young People programme, 
we will continue to evaluate and refine our assessment tools to ensure that we deliver the 
most effective programmes. 
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