Your SAY, Your Call competition
teacher’s notes
Introduction and rationale
Our increasing use of digital technology is re-shaping our cultures, opening us up to new connections
and rich experiences. But with this growing reliance on digital communication comes a greater
exposure to the hazards of the online world and young people are at an increased risk of negative online
experiences.
The internet has become an inseparable part of the lives of young Australians, who have grown up as
‘digital natives’ and understand how to swipe almost better than how to turn the page of a book. Their
facility with the use of social media evolves as quickly as the social media platforms themselves and for
many to not be connected online is to not be connected at all.
This innate understanding of technology, however, does not preclude them from being exposed to a
great number of challenges that the online world presents.
Such challenges include, unwanted online contact, from strangers as well as from people known to
them; image-based abuse; cyberbullying, being left out, called names or having lies/rumours spread
about them. Coupled with the permanence, visibility and replicability of all online activity the emotional
and psychological impacts of these experiences are enormous with young people often feeling alone,
helpless, without support and powerless to do anything about it. These negative online experiences,
however, can also be opportunities for young people to become aware of online risks, develop a greater
understanding of their online behaviour and learn to use the internet in a more balanced way.*
The Your SAY, Your Call competition engages young people to become champions of change around the
issue of cyber safety through the development of a film project addressing the effects and consequences
of their online behaviours. It encourages them to explore how they can change the online culture of
their networks and communities, staying safer and avoiding online risks whilst navigating their journeys
through this brave new world of digital connectivity.
*State of Play — Youth, Kids and Digital Dangers, Office of the eSafety Commissioner Report, May 3, 2018

Your SAY, Your Call Youth Film Competition
Young people from across WA are invited to create a short film tackling cyber safety. The film can
explore the myriad of issues and factors that can contribute to online risks, as well as the mental health
consequences of negative online experiences for young people.
In creative teams of up to three, young people will research and create a short film (no more than 3
minutes), to explore this issue and its impacts on young people. The top films will share a prize pool of
vouchers and prizes.
The team who win first prize are then invited to collaborate with the WA Screen
Academy to develop their idea into a professionally produced interactive film campaign which will be
hosted on the Your Call website and promoted through social media to young people nationwide.

Key Dates
Registrations open: February 2019.
Competition entries due: 21st June 2019.

Curriculum links
The Your Call program ties in seamlessly with many of the outcomes of the Year 9 & 10 Australian
Curriculum for Media Arts, as well as the General Capabilities.
The overall competition program links up with many curriculum outcomes for Media Arts and General
Capabilities.
Film & digital media has the capacity to communicate powerful and important messages to young
people, and the Your SAY, Your Call program gets students using a creative process to explore issues
that impact their lives and communities. The process empowers young people to collaborate and
problem solve towards solutions, encouraging discussion and awareness, whilst reducing the negative
stigma attached to seeking help and reporting around cyber safety issues as well as the mental health
implications of the challenges associated with it. It gives students opportunities to express, reflect and
discuss issues that impact their lives, developing team-work, negotiation, problem-solving, leadership
and advocacy skills.
Equipping young people with the life skills and resilience necessary to handle the issues that face them
today can benefit them greatly in the future, allowing them to contribute to their communities as
responsible and resourceful citizens.
These Teacher Notes provide simple lesson plans to use in class as a way of developing the young
participants’ film ideas from film pitch, to story board, to final product.

#1. Research the Issue
Before embarking on making the film it is recommended that the young people spend some time
thoroughly researching the issue of cyber safety to gain a stronger understanding of the many different
ways they can explore and depict this issue through the film medium.
For a wide range of lesson plans, teaching ideas and educational resources with fun, informative and
diverse ways of exploring the issue of cyber safety with young people, visit the Office of the eSafety
Commissioner’s website, at: https://www.esafety.gov.au/education-resources

#2. Investigate the program
yourcall.rocks
The Your SAY, Your Call student film competition is an opportunity for young people to participate in
the hugely successful yourcall.rocks online interactive film campaigns which, since 2015, have reached
upwards of 44,000 teenagers within WA.
Each campaign is an interactive online video/game or VR experience inviting young people to explore
challenging youth issues (such as youth binge drinking, gang related violence, joyriding, alcohol and
substance abuse, bullying and cyberbullying), getting them to see the consequences of various choices
and behaviour in a safe context.
The competition gives young people the opportunity to have their voices heard and contribute to the
hugely popular Your Call program. The winning entrants not only win prizes but they are also invited to
work with the WA Screen Academy to develop a professional online interactive film project addressing
the issues of Bullying and/or Cyberbullying for Australian young people.

Watch
Look at our yourcall.rocks interactive vids at these links.
PLEASE BE ADVISED THESE VIDEOS CONTAIN COARSE LANGUAGE.
Emily Wasted - http://emilywasted.com.au/
Shirtfront - http://shirtfront.org.au/
Wreck - http://wreck.org.au/
Pressure - http://yourcall.rocks/campaigns/pressure/
Bottled Up (VR experience) - https://www.youtube.com/watch?v=e3plgGfb9r0

#3. Make your film
Now that students have researched the issues and understand a bit more about cyber safety – the
myriad risks associated with online activity, how their behaviour can lead to negative online experiences
and how these experiences can impact on youth mental health – it is time for them to start making their
films.
Learning Outcomes
• Students will work collaboratively to fulfil a ‘client’ (competition) brief.
• Students will plan and design a media project addressing a particular community issue targeting the
youth market (12-18 years).
• Students will develop and refine media production skills to integrate and shape the technical and
symbolic elements in images, sounds and text for a specific purpose, meaning and style.
Instructions
1. Choose your team
Students decide on their film-making/production team – groups of up to 3 (more young people can be
involved in the filming process, but the main creative/production team should be no more than 3).
2. What’s your idea?
Based on some of the research outcomes that challenged/concerned/motivated them, students choose
an aspect of the issue of cyber safety to explore through a film narrative.
3. Questions to investigate
• What aspect of the issue do you want to explore?
• How do you want to explore it?
• What are the message/s you want your viewers to gain from watching your film?
• How will you explore those message/s?
• What scenario/storyline/images would best depict your message/s?

• Who are the characters involved?
• What are their names? Ages? What are their relationships to each other?
• What happens to them? What is the conflict/crisis? What’s the worst thing that could happen to them?
How could they avoid that worst thing happening? What could be the best possible outcome for them in
this scenario?
• Where do these things happen? (Where are the locations;- ie school library, someone’s house,
bedroom, does it all happen online, or is it a surreal/abstract setting etc.)
4. Storyboard it!
Students design/plan a storyboard to outline the images/shots in their film.
5. Technicalities
Students plan the details, including the casting and locations for their film, as well as considering what
technical and symbolic elements they can use within their films to evoke and convey different meanings/
emotional responses. Incorporating these decisions, students create a production schedule for their
film.
6. Shoot it!
Students shoot the film – bearing in mind that the film needs to be no more than 3 minutes long.
7. Edit
Students go into post-production, editing, adding sound, effects etc.

#4. Debrief and reflection
Part of the competition application process also involves a written component – students need to be
able to reflect on the way they are addressing the issue and explain the message/s they want to convey
and why. Students also need to articulate what they have learnt about the issue of cyber safety through
the development of their film.
Focus review questions
Learning Outcomes:
• Students will develop their skills of critical reflection and identify the new information they have
gained from entering the competition
• Students will extend their understanding of cyber safety in a personal and academic context
• Students will gain the knowledge to recognise the prevalence and consequences of online risks in their
daily lives, along with an understanding of how to navigate and avoid them.
Instructions
1. Students should be given a list of focus questions and asked to write dot point answers for each
question.
2. Focus questions can include:
- What are some of the risks of using the internet and social media that you are aware of?
- Have you ever had a negative online experience?
- What cyber safety education have you done prior to this session?

- How could we support someone who is having a difficult/challenging online experience?
- What could be some of the consequences of negative online experiences for young people?
- What is your school’s policy on dealing with negative online activity?
- What are some of the things that young people do that put them more at risk of negative experiences
on the internet/social media?
- What are some of the things that you can do about any negative online experiences you have?
- How can we all help to make our online activity safer (for everyone)?
Discussion
Once students have had time to think about these questions and/or write their responses, they should
be used to generate classroom discussion. The focus should be placed on developing preventative
support strategies along with coping strategies. The discussion should also help students see that there
are many things that they can do to prevent and avoid online risks and report negative experiences* –
they are not alone.
*The Office of the eSafety Commissioner accepts complaints and reports of any negative online experiences including
cyberbullying, image-based abuse and offensive or illegal content.
https://www.esafety.gov.au/complaints-and-reporting

Curriculum Links:
The implementation of this overall competition program within a class addresses many aspects of the
curriculum including;General Capabilities –
• Critical and Creative Thinking Reflecting on Thinking and Processes Think about thinking
(metacognition) - give reasons to support their thinking, and address opposing viewpoints and possible
weaknesses in their own positions.
• Ethical Understanding Reasoning in decision making and actions Reflect on ethical action - evaluate
diverse perceptions and ethical bases of action in complex contexts.
• Personal and Social Capacity Social Management – Communicate effectively - formulate plans for
effective communication (verbal, nonverbal, digital) to complete complex tasks.
• Express emotions appropriately - consider control and justify their emotional responses in expressing
their opinions, beliefs, values, questions and choices.
• Ethical Understanding Reasoning in decision making and actions. Consider points of view - use
reasoning skills to prioritise the relative merits of points of view about complex ethical dilemmas.
• Personal and Social Capacity Social Management. Negotiate and resolve conflict- generate, apply
and evaluate strategies such as active listening, mediation and negotiation to prevent and resolve
interpersonal problems and conflicts.
• Critical and Creative Thinking Generating Ideas possibilities and actions Seek solutions and put ideas
into action - assess risks and explain contingencies, taking account of a range of perspectives, when
seeking solutions and putting complex ideas into action.

Media Arts –
• Media works that manipulate narrative conventions in the context of the media type, genre and/or
style studied.
• Clear self-production processes using appropriate technical skills, scripts, storyboards and layouts.
• The impact of their own and others’ media work for the intended audience, purpose and context.
• Media production skills to integrate and shape codes and conventions in media work for a specific
purpose, meaning and style.
English –
• Compare the purposes, text structures and language features of traditional and contemporary texts
in different media.
• Create sustained texts, including texts that combine specific digital or media content, for imaginative,
informative, or persuasive purposes that reflect upon challenging and complex issues.
• Reflect on, extend, endorse or refute others’ interpretations of and responses to literature.
• Evaluate the social, moral and ethical positions represented in texts.
Health and Physical Education –
• Strategies to make informed choices to promote health, safety and wellbeing.
• Preventive health practices for young people to avoid and manage risk.
• Communication techniques to persuade someone to seek help.
• Skills and strategies to promote physical and mental health, safety and wellbeing in various
environments.
• Sources of health information that can support people who are going through a challenging time.
• Skills to deal with challenging or unsafe situations.
• Actions and strategies to enhance health and wellbeing in a range of environments.
• Impact of external influences on the ability of adolescents to make healthy and safe choices.
• Skills and strategies to manage situations where risk is encouraged by others.
• Critical health literacy skills and strategies.
• Social, economic and environmental factors that influence health.
•
•
•
•
•
•
•
•
•

Links, support and further resources
Your Call:
http://yourcall.rocks/about-us/who-are-we/
Office of the eSafety Commissioner:
https://www.esafety.gov.au/
Australian Communications and Media Authority is responsible for investigating valid complaints about
online content, including internet and mobile phone content:
http://www.acma.gov.au/
CyberParent is a web app that is developed by the Australian Multicultural Foundation to equip parents
with the knowledge and confidence to identify early warning signs as well as encourage conversations
regarding safe and healthy internet use. CyberParent is available in a total of 17 languages:
http://amf.net.au/entry/cyberparent
Cyber Savvy is an online resource developed by Telethon Kids Institute to help young people prevent
and address problems associated with online behaviour, particularly image-sharing:
https://cybersavvy.telethonkids.org.au/

eSmart schools is an evidence-based sustainable program that involves the whole school community in
managing cybersafety and addressing cyberbullying and bullying:
http://det.wa.edu.au/redirect/?oid=SiteProxy-id-16512596&title=eSmart+schools&skip=false&launch
=true
RU Legal? is a set of online, interactive community legal education resources developed by Legal Aid
WA. The resources provide both legal information and practical tips in key areas which affect young
people, such as sexting:
https://www.legalaid.wa.gov.au/LegalResources/Pages/RULegal.aspx
ThinkUKnow is an Internet safety program delivering interactive training to parents, carers and
teachers through schools and organisations across Australia using a network of accredited trainers:
http://thinkuknow.org.au/
The Department of Education – Cyber safety page
https://www.education.wa.edu.au/cyber-safety
Bullying. No Way!

https://bullyingnoway.gov.au/RespondingToBullying/GetHelpandMoreInformation/Pages/Onlinesafety.aspx
Headspace:
https://www.headspace.org.au/young-people/
Kids Helpline:
https://kidshelpline.com.au/
Mental Health Commission, WA:
https://www.mhc.wa.gov.au/getting-help/
Mind Health Connect:
http://www.mindhealthconnect.org.au/
Lifeline:
https://www.lifeline.org.au/

