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PURPOSE
The objective of this document is to analyse the market and future trends in the use of
technology for education, serious games, bullying prevention and safe use of internet and
mobile devices. There have been used different information sources and also inputs from
interviews and questionnaires to experts. The document also includes an extensive competitors
analysis.
The objective of the study is to know needs, trends and global educational context related to
bullying, safe use of internet and mobile devices in order to guide the business model and the
definition of the e-Confidence solution.
As a result of the market analysis, the last chapter of the document summarizes the key issues
that will be taken into account in the development of serious games.

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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INTRODUCTION
The study is structured in three main parts:




The first one serves to obtain global context information about use of technology in the
classroom, use of serious games for K-12, bullying prevention programs and safe use of
internet and mobile devices
The second one offers the analysis of experts opinions about main topics of the study
The third one includes the competitors analysis. There have been 28 games analysed that
could be e-Confidence competitors for bullying or safe use of internet

The study offers an objective resume of experts opinions, hierarchized by relevance both by the
reiteration and by the application to the project aims. Due to discretion and in compliance with
the agreements established with the participants, comments on the opinions and reflections of
the participants are not nominated.
The report includes three Annex:
Annex I – List of information sources
Annex II – Interviews questionnaire
Annex III – List of experts

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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CHAPTER 1: MARKET ANALYSIS AND FUTURE TRENDS
USE OF TECHNOLOGY IN THE SCHOOL
DIGITAL EDUCATION INDUSTRY
The digital transformation affects the education sector fully and the wave of disruption is
covering and modifying all its elements and sections, reason why companies and educational
institutions are making an adaptation effort of their contents, resources and objectives to the
reality of the digital world.
The OECD Digital Economy Outlook 2015 shows that most of the OECD countries establish as a
fundamental pillar of their national digital strategies the promotion of ICT adoption in the
education sector and the promotion of ICT-related skills.
Recent studies about trends in education show that the classroom is no exception to this trend.
Digital learning is an inherent part of the educational system; whether it’s schools providing
pupils with tablets or laptops, or students bringing their own devices (BYOD) into the learning
environment. In fact, technology analyst Gartner value the educational tech market at almost
£17.5 billion.
Apple, Google, Microsoft, Amazon and other major tech companies are getting into the
education industry with mixed results. Education technology companies are leveraging big data
to improve classroom engagement and make learning more effective. They're focusing on
everything from online courses to personalized testing to standardized APIs for K-12 schools,
and investors are champing at the bit to fund their data-driven initiatives. Knewton, an adaptive
platform that collects real-time data based on students' learning habits, has received $105
million in funding to predict failure in subject areas and enable smarter, more dynamic learning
that's tailored to the ways in which students learn best.
If more teachers utilized big data to monitor student progress and meet students at their level,
perhaps our dropout rates wouldn't be so high. According to a study conducted by The New
America Foundation, more than 87% of teachers believe that analytics can be a powerful
instruction tool in the classroom because these new tools can help ensure success for our
students, understand what they learn and how they learn best.

STATISTICS ABOUT ICT IN THE CLASSROOM
According to UNESCO in most countries, pupil to computer ratio decrease from primary to
secondary levels of education indicating greater access and reflecting the increasing importance
of computer-assisted instruction in both education policy and official curriculum. Computer
resources are most abundant in Western Europe and Central and Eastern Europe, where, PCRs
were relatively low—typically 10:1 or less in most countries for all levels. In contrast, computer
access was somewhat of a challenge in Italy, Greece, Bulgaria, Romania and Turkey, and
particularly so in primary education where the PCR was 15:1 or higher.

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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TRENDS
The phenomenon of mobility and the availability and use of mobile technologies is already a
global trend. The number of mobile devices is growing continuously and mobile broadband
facilitates the communication of these mobile devices and allows more and more powerful
services and content. With all these ingredients, the application of mobility in education is
presented as a viable solution that offers multiple possibilities as a means to guarantee the
ubiquity of learning, multiplying the opportunity of students to access learning since anywhere
and at any time.
According to a 2014 Broadband Choices survey (Clevertouch market report, 2016), given 90% of
8-14 year olds and half (52%) of 0-10 year olds own a mobile device, mobile tech seems a logical
place to start.
Among its pedagogical advantages, the Orange Foundation (2016) highlights:







Allow instant interaction between student-teacher and feedback by the teacher, who can
send reminders to students about timing of activities or tasks, as well as messages of support
and encouragement
The devices themselves already have very adequate features and applications for education
and training activities: calendar, handwritten notes, photo and video camera,…
They increase the quality, the variety, the participation and the interaction in the contents,
courses or lessons imparted of conventional form
Make collaborative learning possible: mobile technology encourages students to share
different activities with their peers, wherever they are, creating groups, working together,…
They contribute to overcome the resistance of certain groups (teachers, parents,...) to the
use of ICTs and to involve them more intensely in the educational process itself
They can help reduce the formality of the learning experience and involve pupils who reject
traditional training but who are familiar with technological devices. On the one hand, mobile

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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technologies provide a series of features, tools and applications that complement traditional
education and training systems, whether face-to-face or online. They also bring students
closer to an ICT reality that is already part of their lives and the environment around them
Techcrunch shows an interesting view of the differences in the use of technologies that are given
in classrooms according to the school stage in question. On one side, gamification has been the
primary trend in driving engaging materials for young children. Maria Montessori realized long
ago that it is crucial to meet young minds where they are, and provide them with the resources
to direct their own learning. Digitally delivered content allows children to engage in play that
builds their cognitive functioning, enhances their vocabulary and increases their number
fluency.
Moreover, one of the major developments in primary and secondary education is the focus on
personalization. Students get pushed material that meets them where they are, when they need
it. Classes can now adapt to a learner’s needs and provide them with the skills, the instruction
and the resources they need to master concepts.
According to Horizon Report (2016) the emerging technologies gain a solid foothold in
classrooms worldwide and formal learning environments require an upgrade to reflect the 21st
century practices taking place in them. Several reports acknowledge the movement toward
student-centered and collaborative learning, especially when enhanced by technology.
Classroom technologies have also evolved, and rooms once meant for desks, chairs, and
chalkboards must now accommodate hardware and connectivity to promote interactivity. More
flexible learning environments contain moveable furniture and technology that enable active
learning, which has been shown to change the behaviors of students and teachers and improve
student learning.

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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The Horizon Report also emphasized that there is a focused movement to reinvent the
traditional classroom paradigm and rearrange the entire school experience — a trend that is
largely being driven by the influence of innovative learning approaches. Methods such as project
competency and challenge-based learning call for school structures that enable students to
move from one learning activity to another more organically, removing the limitations of bell
schedules. The multidisciplinary nature of these contemporary approaches has popularized
creative applications of technology and fostered innovative school models that link subject
matter to the real world. As learning becomes more fluid and student-centered, K-12 leaders
believe that schedules should be more flexible, allowing opportunities for authentic learning and
ample room for independent study.

EXPECTATIONS ACCORDING TO KIDS
Latitude, an international research consultancy company specializing in strategic research to
generate knowledge and opportunities, conducted a study which asked children age 12 and
under to ideate new digital technologies. The report concluded that:






83 % of children desired interactive technologies such as responsive virtual environments,
3D games or “homework help” computers
38% of children’s innovations called for more immersive content experiences than are
standard at present, with features like 3D effects or seamless integration of digital and
physical spaces
37% of children’s technology concepts did not include the traditional keyboard/mouse
interface at all. Some of them suggested more “fluid” interfaces, touchscreen features or
visual controls
Social networking was especially salient for 10-12 year-olds, who contributed 56% of all
social enabling innovations. In addition to close friends and family, some participants
articulated a desire to interact with other children in far-distant
31% of technologies proposed by children were a tool or platform for creating something: a
web site, a game, a video to be shared, a physical object,...

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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These expectations are especially powerful, because show today´s kids will expect to use
realtime technologies that anticipate and assist action, interactive content environments and
finally, demand more applications for The Internet of Things (when objects are connected to the
Internet via RFID tags, sensors and barcodes), optimized for everyday life.

The main bibliography references for the chapter are:
http://mashable.com/2016/11/04/biz-please-education-tech/#0Bj4k3Kndaqu
https://techcrunch.com/2016/04/08/1301192/
https://techcrunch.com/2015/06/27/education-next-wave/
https://techcrunch.com/2012/03/06/education-elements-funding/
http://www.unesco.org/ulis/cgibin/ulis.pl?catno=245572&set=00583C4895_3_200&gp=1&lin=1&ll=1
http://www.nmc.org/publication/nmc-cosn-horizon-report-2016-k-12-edition/
OECD (2015), OECD Digital Economy Outlook 2015, OECDPublishing, Paris. DOI:
http://dx.doi.org/10.1787/9789264232440-en
http://www.fundacionorange.es/wpcontent/uploads/2016/11/eE_La_transformacion_digital_del_sector_educacion-1.pdf
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SERIOUS GAMES AND GAME BASED LEARNING
KEY MARKET FIGURES
The current expectation of the game based learning
market is growing according to the latest published
studies (Global Education Gamification Market 20162020). This report concludes that globally the
gamification of education will explode from its
current USD 93 million mark in 2015 to USD 1.2 billion
by 2020. That’s a CAGR of 68% over the coming five
years.
The report, from British-based Technavio, concludes
much of this growth will be built on the core game
engines that will allow the development of multiple
games focused on both the formal and informal
education market. The purpose of the game engine is
to develop games, which are developed using
advanced technologies that target mobile, online,
and desktop platforms.
According to Technavio report, the realization that immersive learning and basic technical skills
play a vital role in a student’s learning years has encouraged educational institutions to invest in
education games that help to increase student engagement and meet their learning needs.

Another analysis from the edtech investment firm
Tyton finds that 2016 investments in game-based
learning firms is on pace to grow 20 percent over
2015. The research found that so far this year some
40 publicly disclosed deals have topped $248
million deals. Last year, by comparison the industry
saw 93 investments or acquisitions that totaled
$345 million for the entire year. The firm published
their findings in the attached infographic that
includes the major deals and the total for the past
four years that have reached a whopping $3.5
billion (although one of them is the $2.5 billion
acquisition of Minecreaft-maker Mojang).
Still, setting aside the behemoth Mojang deal,
2016 is currently on pace to be the best year for
game-based learning firms.

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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MEDIA USE BY TWEENS AND TEENS
The average daily use of digital media made by young people
between 8 and 18 years is at 6 hours for the tweens and 9
hours for adolescents, not counting the time they devote to
these media for school or homework (CommonSense Media,
2015).
While doing homework a 50% of teens use social media, 51%
watch TV or a 76% listen to music, and most thing it has no
effect on the quality of their work.
Gender aspect is important in the type of digital media they
prefer. Boys dedicate much more time to videogames (43
mins daily for tweens and 56 mins daily for teens) while girls
are devoted to social media (26 mins daily for tweens and
1hr. 32 mins daily for teens).
The study also reveals that TV and music are still dominated
digital media. A 62% of tweens say that watch TV is their
favorite media-related activity while only a 10% say is the use
of social media. For teens, a 66% thinks that watch TV is their
favorite media-related activity. Play mobile games is the
favorite activity for 27% of tweens and 27% of teens.
Other relevant fact is that media consumption is highly
mobile. The 53% of tweens have their own tablet while a 67%
of teens have their own smartphone.
Another survey across 5 European countries showed 74% of
16–19 year olds from the UK considered themselves gamers
(ISFE, 2010).
Online games are a favorite pastime for younger children –
particularly among grade four students, 89% of whom report
playing games online (ERIN Research & Wings, 2005).

BENEFITS OF SERIOUS GAMES AND GAME BASE LEARNING
The motivation and attention of a young person in learning
is the first step in developing habits and skills that will
support them in realizing their academic, civic and career
potential. Studies demonstrate that game based learning are
tools that maintain the motivation of students developing
their critical thinking and metacognitive skills.
Video games help young people to increase their creativity,
promote their socialization or improve their decision making.
The elderly help them to preserve reflexes, gain mental
agility or develop memory. "It is not surprising that the
dynamics and mechanics of games have become vehicles for
acquiring habits and achieving objectives in a multitude of
disciplines (gamification)," (José María Moreno, general
director of the Spanish Association of Videogames).

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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According to ISFE and European Schoolnet survey (2009) the great majority of the teachers
confirm that pupil motivation is significantly greater when computer games are integrated
into the educational process:




The pupils seem to appreciate the fact that this approach takes account of their everyday
reality
They like the fact that it gives a concrete purpose to the work they are asked to do (for
example, learn about a period of history so as to create a game scenario) and that it enables
them to be active in their learning (as players)
They also appreciate the ‘play’ element, but some of them are skeptical at first about
bringing games into the classroom. Precisely because it is a matter of ‘playing games’, their
image of school is challenged, inasmuch as it is associated in their minds with entirely
‘serious’ activities

This increased motivation sometimes seems to be linked to the greater self-confidence that
some pupils develop when using games in the classroom. Their previous knowledge of games
(not necessarily of the game in question) gives them the opportunity to guide and help less
experienced pupils. With or without previous experience of games, the best pupils also have the
chance to help others, and they derive satisfaction from this. In addition, the ways in which
mistakes and different learning rhythms are managed in a game take the drama out of learning.
Such features are in any case mentioned by the teachers as giving new levels of confidence,
especially to pupils defined as ‘less good’ by traditional educational criteria.
Increased retention of information and knowledge by pupils is a recurrent theme among many
teachers. The repetitions and identification that electronic games allow emerge as the two key
factors explaining this outcome.
Because the games that teachers choose for classroom use are selected precisely for their
pedagogical value, they generally give feedback to the pupil on the choices made and the
strategies applied. This element is seen by teachers as particularly educative for pupils because
it develops an understanding of their own way of learning. The fact that this feedback is an
integral part of the game and not something separate (as in traditional teaching) is also seen as
very positive by the teachers.
The teachers’ survey highlights a significant improvement in several key skills – social,
intellectual, spatiotemporal (reflexes) – and also in concentration.
Games used with sufficient support were shown to be motivational and an aid to learning high
level or complex skills (Hainey, Connolly, Stansfield & Boyle, 2011). To support this shift,
practical advice on games use in the classroom has been developed from the framework of
European Schoolnet's Games in Schools project (Felicia, 2009). To compare the effectiveness
between a GBL approach and traditional learning, Yang (2012) carried out a quasi-experiment
over a full semester (23 weeks) in two ninth-grade Civic and Society classes (n=44, age=15–16).
The study demonstrates that a game-based approach using commercial entertainment games
was effective in promoting students' problem solving skills.
Active learning, metacognition, and transfer of knowledge have been identified as crucial
components of learning (Huffaker & Calvert, 2003; Shih, Feng, & Tsai, 2008).
Educational gaming programs capitalize on experiential learning by actively engaging students
with the computer program.
In the last years there has been several research whether elementary and secondary school
students fare better in educational gaming environments versus traditional or combined
programs. Much of this research has focused on secondary school students with mixed results
regarding whether the students learned more from a traditional versus combined curriculum
(Annetta, Minogue, Holmes, & Cheng, 2009; Chandra & Lloyd, 2008). Only engagement and

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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motivation were consistently found to be higher with the inclusion of educational gaming
experiences.
Games model learning by doing perfectly, as they demand the active participation of players all
along the way. This is one reason games have such potential as tools for learning: they are really
nothing more than complex problems waiting to be solved by players in a way that is both fun
and challenging. These problems might take on the tone and texture of an ancient civilization, a
horror film, an intergalactic space station, or a mafia headquarters. When designed well, games
evoke a sense of transformation and change, as players push against the limits of the rules in
creative and powerful ways.
APA (American Psychological Association) article entitled “The Benefits of Playing Video Games,”
by authors Isabela Granic, Adam Lobel, and Rutger C. M. E. Engels, surveyed the landscape of
video games. They identified four types of positive impact that video games have on the kids
who play them: cognitive, motivational, emotional, and social:



Cognitive benefit: games have been shown to improve attention, focus, and reaction time
Motivational benefit: games encourage an incremental, rather than an entity theory of
intelligence
 Emotional benefit: games induce positive mood states; and there is speculative evidence
that games may help kids develop adaptive emotion regulation
 Social benefit: gamers are able to translate the prosocial skills that they learn from coplaying or multi-player gameplay to “peer and family relations outside the gaming
environment.”
Game-based learning applies to using actual digital video games as a classroom tool—although
traditional non-electronic role playing and board games work exactly the same way, but perhaps
not as efficiently—and there are a slew of video games, digital applications (“apps”), and
adaptive software platforms that can be used for instruction.
Game-based learning in the classroom can encourage students to understand subject matter in
context, as part of a system. In contrast to memorization, drilling, and quizzing, which is often
criticized because the focus is on facts in isolation, games force players to interact with problems
in ways that take relationships into account.
The content becomes useful insofar as it plays a part in a larger multimodal system. The game
does one thing. The player responds with another. In order to beat the game, the player needs
to master the system.
Some studies show that when digital games were compared to other instruction conditions
without digital games, there was a moderate to strong effect in favor of digital games in terms
of broad cognitive competencies. “For a student sitting in the median who doesn’t have a game,
his or her learning achievement would have increased by 12 percent if he or she had that game,”
said Ed Dieterle, former Senior Program Officer for Research, Measurement, and Evaluation for
the Bill & Melinda Gates Foundation, in a MindShift article last year. In the world of education
achievement, 12 percent is significant.
WHY TO USE A SERIOUS GAME TO PREVENT BULLYING
The detrimental consequences for those involved in bullying, as the child who bullies, the child
who is victimized, or children who witness bullying incidents provide the impetus for the
development of bullying prevention programming through educational gaming.
Although overall, traditional bullying prevention programs have been found to be effective,
there is considerable variability in the results, particularly for younger students (Baldry &
Farrington, 2007; Ttofi & Farrington, 2009). Early prevention is critical because of the potential
during early childhood to build skills at a developmental stage during which students tend to be

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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more accepting of adult-directed curriculum, more willing to talk to adults about bullying, and
have more trust that adults are able to help with bullying problems (Craig, Pepler, & Blais, 2007;
Rigby, 2002). Educational gaming may be one new direction to pursue in bolstering the
effectiveness of bullying prevention programs for young children.
McLaughlin, Laux, and Pescara-Kovach (2006) designed a unique experimental study to explore
the impact of adding multimedia interventions (CD-ROM with relaxation exercises and a quiz
show) to the traditional counselor/teacher bullying prevention program for grade three
children. The findings suggested that the interventions were effective in significantly reducing
bullying and victimization; however, were inconclusive regarding whether the degree of change
was related to the addition of the multimedia components. Although multimedia programming
was used, the multimedia component was not animated nor was it interactive or self-directed,
therefore, it may not have led to increased motivation for students to engage in the learning
process.
FearNot! study found significantly increased the likelihood that students reporting victimization
at baseline would escape victimization by the first follow-up assessment compared to the
control group, particularly those who interacted more with the characters (Sapouna et al., in
press). Furthermore, greater levels of empathy and story comprehension occurred when
animated characters were of the same gender as the participant, particularly for boys (Paiva et
al., 2005;Woods, Hall, Dautenhahn, &Wolke, 2007). Evaluation of the FearNot! program
provides evidence for the utility of educational gaming in addressing bullying.

WHAT DO TEACHERS THINK ABOUT SERIOUS GAMES?
Games, which are more readily blended with existing educational techniques and practices, are
more likely to be accepted by teachers as useful resources, and therefore it is worth considering
how designs might support such blending. This can range from pragmatic considerations, such
as how well an intended play session fits within a teaching schedule, to pedagogical designs,
which seek to address shortcomings in didactic instruction.
Traditional approaches to technology acceptance advocate a combination of perceived
usefulness and ease-of-use (Davis, 1993), though in the case of a game, “usefulness” can exist
in terms of either its entertainment or educational value. Furthermore, perception can change
between audiences: for learners, the entertainment value may be paramount; whilst for the
teacher, proven value in delivering educational outcomes can be essential, as can the ability to
blend the resource into established practices (Tsai, Hong, & Ho, 2009).
Many teachers have already intuited how beneficial game-based learning can be: according to
the survey of teachers conducted by Lori Takeuchi and Sarah Vaala at the Joan Ganz Cooney
Center, 74% of teachers report using digital games in the classroom and 55% of students play
games at least weekly.
These teachers are not newbies. The Games and Learning Publishing Council survey K-8 teachers
that have an average of 14.5 years of experience in the classroom. And 30% of the teachers said
the games are equally beneficial for all students. But there also seemed to be a trend that
identified games as most beneficial for “low-performing students,” for “students with
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emotional/behavioural issues,” and for
“students with cognitive or developmental
issues.” In other words, students who have
been labeled and/or diagnosed because they
struggle within the traditional school
environment benefit from game based
approaches. From the study: “65 percent of
teachers note that lower-performing students
show increased engagement with content,
versus only 3 percent who show a decrease.”
This is good news.
In addition, 53 percent of teachers find that
video games foster positive collaboration
between students. Anyone who has watched
kids play video games together has seen this
trend: They give each other tips and advice,
they share tricks.
They teach each other to understand the
games’ systems. No wonder gameplay
YouTube videos are so popular. Digital Gaming
inherently involves systems thinking, which is
best taught through collaborative learning.
Still, 52 percent of teachers assign digital
games as independent activities for students.
Only about a third (34 percent) “assign digital games to groups of 3-5 students.” And only 29
percent “direct the whole classroom to use digital games together.”
It’s becoming more apparent that teachers will need to do more than just embrace new
technologies. They will also need to embrace the epistemological foundations of these
technologies.
There are connected, networked ways of knowing that will dominate the digital future. Sharing
and collaboration go hand-in-hand with integrating non-competitive and non-commodified
ways of playing games.
The AEVI report (2011) shows other opinions from teachers:
The most devote find learning possibilities by the mere fact of doing or experimenting, playing,
in this case. Thus, for them: the experience of videogame goes beyond its playful function, its
practice in itself, facilitates the development of skills: sensorimotor, social and cognitive,... and
overturned in its use as applied to teaching. They actively promote it.
The most cautious maintain an open but qualified position: more restrictive in their use in the
classroom: only some content-adjusted, the clearly didactic and increased need for justification
and endorsement from research. "It's not worth anything."

MAIN BARRIERS TO USE SERIOUS GAMES IN THE CLASSROOM
Main obstacles teachers list as major barriers to using games in the classroom and could impact
e-Confidence serious games are (Games and Learning Publishing Council, 2014):


Insufficient time. 45% of teachers reported that insufficient time is a barrier to
implementing game-based teaching strategies. But this concern presumes that video games
would take time away from instruction. It’s a matter of changing tactics and presumptions:

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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Games can be integrated into everyday curricula because they enable teachers to present
academic concepts in a contextualized, experiential way
Cost. 40% of teachers reported that cost is prohibitive. It’s all too true that teachers lack the
financial resources they need and often use their own money to purchase supplies
Lack of technological resources. 35% of teachers surveyed reported that they lack the
technology resources to introduce game-based teaching strategies. But this might have to
do more with perception than reality. Teachers can go a long way with learning games with
just a few devices. For e-Confidence it would be possible to organize different groups, one
of them are playing game while others can do non-digital activities
Not sure how to integrate games into instruction. 23% of teachers reported that they’re
not sure how to integrate games into instruction. It is important that e-Confidence provides
a complete program and didactic guides
Unfamiliar with technology. 70% of teachers reported that they’re unfamiliar with
technology. E-Confidence should include videotutorials for basic configurations and access
to serious games
Lack of parental support. 9% of teachers surveyed reported a lack of parental support for
games in the classroom. That’s clearly not the majority of parents’ perspectives, as
evidenced by the small percentage; what’s more, a Joan Ganz Cooney Center report,
Learning at Home: Families’ Educational Media Use in America, showed that more than half
(57 percent) of parents say their children have learned “a lot” from educational media

According to AEVI study (2011) main barriers identified by teachers to use games in the
classroom are:










The requirement of knowledge, preparation and planning of the teacher
Need for resources
Rigidity in the curricular requirement
Difficulty of evaluating achievements
Possible loss of prominence
Reticence of the direction of the centers, rest of the faculty, the parents
Risk of distorting the use of video games in some students (obligation)
The fact of working with children, even without psychological development, defenses,...
Possible vision of intrusion / rivalry from the publishers

It is necessary to motivate teachers to use serious games as an initial basis. Some strategies that
could be useful to avoid these barriers and e-Confidence has to take into account are:






From an approach to using serious games as a complement, not as a substitute for current
methods
Training on the possibilities of serious games and how to exploit even their shortcomings
(the possibility of working in the classroom countervalues)
Promote talks, round tables ..., provide documentation, disseminate practices already done,
clear examples of success, congresses,...
Elaborate and provide them with guides for the practical use of serious games to help them
to enjoy a playful element as an occasion for learning
Facilitate reporting of results and progress for all their groups

For families, some strategies could be:




Show them also the results and ways of help. Research and data obtained. Certainties
Risk advice, web page listings and other avenues of support. PEGI code
Involve them in the training of children, and how to approach the serious games can share
with them, understand them and facilitate their growth on many levels
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Also provide a space / help box for the families

The main bibliography references for the chapter are:
http://www.aevi.org.es/
http://gamesandlearning.org
http://ww2.kqed.org/mindshift/series/guide-to-games-and-learning/
http://www.sciencedirect.com/science/article/pii/S0360131513001644
http://www.isfe.eu/objectives/education/games-schools
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BULLYING
MAIN FIGURES ABOUT BULLYING
In existing studies and policies of prevention and intervention on bullying, there is unanimity in
describing the phenomenon as a form of aggression that is intentional, repetitive, and implies
an inequality of power between victim and aggressor. However, in terms of cyberbullying,
although it is characterized by the virtual environment in which aggression occurs - using any
type of technological devices, such as the internet or mobile phone -, there is no standardized
definition as it is an issue in constant evolution.
On the other hand, although cyberbullying is an intentional and repeated activity that seeks to
harass or ridicule another person, and also implies an inequality of power, research suggests
that the specificities of online or mobile communication reinforce the traits of traditional
bullying by adding new ones elements. In this sense, anonymity is suggested as a characteristic
that "may increase the threatening nature of an act of cyberbullying, or the sense of impotence
of the resulting victim" (Levy et al., 2012, p.11), and also increase the imbalance of power
between the victim and the aggressor. This anonymity, however, may not be exclusive to online
communications (and in fact, the school environment can facilitate anonymous bullying acts, as
Levy and colleagues point out).
The studies also point out that although cyberbullying is less common than offline bullying
(Livingstone et al., 2011; Ybarra et al., 2012), it is a very harrowing and harmful experience
(Livingstone et al., 2011) . Currently, there are still many plus cases of bullying that is concreted
in the face to face that those, in the words of those
affected, take place primarily in an online space.
According to data provided by the study "Net Children
Go Mobile, Mobile: Risks and opportunities" carried
out on a sample of 500 Spanish Internet users between
9 and 16 years old, 32% of the children have
experienced some form of Bullying online or offline;
12% said they were "very" upset, and 12% "a little"
upset with what had happened.
The experience of bullying is slightly biased by gender.
35% of girls said they have experimented it while 29%
of boys said they had suffered. There are also variations
according to age, confirming a difference between the
younger age bands and that of boys and girls 15 and 16
years old. In this range the incidence of bullying seems
to decrease, and also halves the percentage of children
who say they have been disgusted by those
experiences. Thus, older children report much more
moderate rates of harm than the rest (6% versus the
average, 12%).
Regarding the ways in which children are victims of aggression, it is confirmed that cyberbullying
is not the dominant model of aggression. In fact, the percentage of children who are considered
victims of bullying in person, face to face, are valued on average as more than twice as many
who have suffered online bullying. Complementarily, it is also confirmed that the most common
form of bullying is face-to-face. Ninety-nine per cent of participants said they harassed others in
an offline context, while the combination of all forms of cyberbullying considered to have used
some online communication channel to consummate harassment appears in 8% of participants.
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Among the forms of cyberbullying, minors talk about aggressive behaviour aimed at their peers
primarily through social networks, instant messaging and chats.
There are small differences in the incidence of cyberbullying as a function of age. Younger minors
indicate a higher prevalence of offline bullying over online bullying suffered by 27% between the
ages of 9 and 14 to 20% for the age group of 15 and 16. In contrast, the overall incidence of
cyberbullying increases very gradually on average as does the age of adolescents. It is in the 15
and 16 years of age that the cases of bullying are most frequently suffered through social
networks, instant messaging, calls or messages that are received in mobile phones.
The 2016 Cyberbullying Study surveyed a nationally-representative sample of 5,700 middle and
high school students between the ages of 12 and 17 in the United States and data were collected
between July and October of 2016. All students were asked questions about experiences with
bullying and cyberbullying, digital dating abuse or violence, digital self-harm, sexting and
sextortion.
According to the study approximately 34% of the students in their sample report experiencing
cyberbullying
in
their
lifetimes. When asked
about specific types of
cyberbullying experienced
in the previous 30 days,
mean or hurtful comments
(22.5%) and rumors spread
(20.1%) online continue to
be among the most
commonly-cited. 26% of the
sample reported being
cyberbullied in one or more
of the eleven specific types
reported, two or more
times over the course of the
previous 30 days.
Approximately 12% of the students in their sample admitted to cyberbullying others at some
point in their lifetime. Posting mean comments online was the most commonly reported type
of cyberbullying they reported during the previous 30 days (7.1%). About 8% of the sample
reported cyberbullying using one or more of the eleven types reported, two or more times over
the course of the previous 30 days.

H2020-ICT-2016-2017/H2020-ICT-2016-1·

e-Confidence Project nr: 732420 Page 22

Adolescent girls are significantly more likely to have experienced cyberbullying in their lifetimes
(36.7% vs. 30.5%). This gap narrows when reviewing experiences over the previous 30 days. In
this sample, boys were significantly more likely to report cyberbullying others during their
lifetime (12.7% vs. 10.2%) and in the most recent 30 days (7.7% vs. 4.4%). The type of
cyberbullying tends to differ by gender; girls were more likely to say someone spread rumors
about them online while boys were more likely to say that someone threatened to hurt them
online.

The highest incidence of reported bullying, both online and offline appear in the 13 and 14
years, far surpassing the means of harassment carried out through messages, networks,
platforms, instant messaging and, in general, any of the options considered .
Comparing the incidence of bullying and cyberbullying, it is noteworthy that in five years the
percentages of boys and girls who claim to have been victims of harassment have doubled in
absolutely all age groups and socioeconomic strata. In this sense, the total average figure
reflects a reality that can be considered as worrying: if in 2010 15% of children aged 9 to 16
reported having suffered bullying in any of their varieties, 5 years later this figure drops to 31%.
With respect to the proportion of children who report having been bullying others, the figure
increases in a comparable proportion.
Nevertheless, and even without underestimating the quantitative importance of these figures
and the portrait they draw from a childhood and adolescence facing problems in the
management of coexistence, the duplication of the population that claims to have suffered from
bullying has to be understood in a Specific context: increased social concern regarding situations
of abuse and lack of protection. There is more public attention to the phenomenon, more
campaigns, more sensitivity in the end. And this may be related to greater facilities for
identifying situations of abuse and harassment on the part of those who suffer, who may have
previously felt that bullying was standardized or even considered problematic.
The Friends Report 2016 report is based on data from Friends’ analysis service, where 34,319
children and adolescents in Sweden have answered questions about safety and security, bullying
and degrading treatment. The analysis has investigated the situation for the youngest students
so these are children in kindergarten to grade three, detecting the importance of early
prevention of bullying and abuse.
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The results show that:
 Four out of ten students feel unsafe
somewhere at school and one out of four
students are afraid to be left alone at recess
 Many of the young people tell that their
exposure started already in preschool and has
continued ever since. This emphasizes that the
preventive work needs to start early
 7.5 % of the students in grade 3-9 have been
subjected to bullying during the year
 19% of the students in grade 3-6 subjected to
degrading treatment say it was related to the
country they are from
 11% of the students in grade 6-9 subjected to
degrading treatment say it was related to their
ethnicity
 Both bullying and acts of degrading treatment
are more common among students in grades 4-6
than in grades 7-9
The vast majority of children feel safe and secure
in school. Nevertheless, numerous cases of
bullying and abuse continue to occur. A fourth of all students in grades 4–6 report that they have
been subjected to degrading treatment by another student in the past year.
In most cases, students say that the bullying they experienced has stopped within a few weeks,
but four percent say that they have been bullied for several months or more. That’s one child in
every class.

THE COST OF BULLYING
The non-profit organization Friends, which is dedicated to
the prevention of bullying, recently released a report on the
socioeconomic costs of bullying. Friends seek to prevent
bullying because every child has the right to a safe and
secure childhood, regardless of whether this entails costs or
savings for society. One year of bullying in Swedish schools
will continue to cost the society about 17.5 billion SEK
(approximately 1.9 billion EUR or 2 billion USD) in the
following 30 years: this is the conclusion of a socioeconomic study conducted by the economist Ingvar Nilsson
and his colleagues on behalf of Friends.
Ingvar Nilsson and his team have looked at the different
costs bullying generates for different actors in society –
school, municipality, county or state – both short term and
long term. The report’s most important conclusions:
 The bullying affecting students in Sweden during one year costs Swedish society about 17.5

billion SEK (approximately 1.9 billion EUR or 2 billion USD) for the following 30 years. For a
municipality with about 50,000 people the cost would be about 81 million SEK (approximately
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8.6 million EUR or 9.3 million USD). In Sweden, 60 000 children and adolescents are subjected
to bullying every year
 Bullying that occurs for one year in a school with approximately 1,000 students, costs society

about 14 million SEK (approximately 1.5 million EUR or 1.6 million USD) during the following
30 years. The same amount of money would pay for 25 annual salaries for counselors,
teachers or school nurses
 Because the costs are not immediate there is a risk that the proper measures to fight bullying

is not taken. Stretching the example, this means that the principal has to pay for the
preventive effort, while the head of the municipality’s social services or the political majority
in the county are the ones who gain from the profit made, five or twenty years later

SUCCESS FACTORS FOR THE PREVENTION OF BULLYING
The bullying can be stopped through preventive work. Many factors have proven effective in the
prevention of bullying. Below are the key factors determining how to create a safe and secure
school:


Create an unified approach

Research shows that one effective way to decrease bullying is the so-called “whole-school
approach”. This means that teachers, other school staff, students and parents all get involved in
the work to create a safer, secure environment.
The fundamental idea is to create a common view of how a safe school is defined, what it entails
and how it can be achieved. In this process, every school, teacher team and class must work
from their own needs and resources, and develop actions that fit their own situation. By using a
“whole-school approach”, everyone gets involved: teachers, staff, students and their
parents/guardians.
Everyone who works in the school must know when treatment becomes degrading, and must
also have common strategies for how to act when this line is crossed. Students, staff and
guardians need a shared approach to how to put values into practice. Safety and security issues
must always be included in the agenda to maintain a common value system in the school.


Include others

All the adults in school must communicate and stand up for the school's values, in and out of
class. Ensuring safety and security must be part of daily routines and cannot be reserved for
special occasions such as theme days, mentoring sessions or special classes. The school’s values
must be integrated in systematic quality work involving clear analysis, goals, planning and
follow-up.
In order for a student who has been subjected to bullying or who sees someone being subjected
to bullying to turn to an adult for help, it is important that adults create relationships of trust.


Plan to stop degrading treatment and discrimination/equal treatment plan

Each year, every school must create a plan to stop degrading treatment and discrimination. The
plan is sometimes called the equal treatment plan. The plan is to describe actions that are
planned and how these actions will be taken and followed up. The document shall also include
descriptions of the school’s preventive work and efforts to promote a safe environment, and the
emergency measures the school must take if degrading treatment occurs. This plan is to be
based on identification and analysis of the children’s situation in that school. The school’s
students must be included in the work of developing, following up and evaluating the plan, and
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it is important to document how this has been achieved. In addition, the plan is to contain
descriptions of who has responsibility for what, and how children, students and parents have
been informed about the plan’s content.


Work based on the schools’s situation

Identifying and analyzing the school’s own needs and resources is fundamental for success in
ensuring a safe environment. Every school must work based on its unique situation in order to
understand the actions the school needs to take. Both students and staff need to participate in
the identification and analysis process, and provide their perceptions of matters such as safety,
enjoyment and occurrences of degrading treatment and bullying.


The students are the experts

Children and young people know their own school. One success factor in establishing a safe
school is including the students in the school’s efforts to create a safe and secure environment.
Students must be part of problem formulation, action plans and evaluation of the school’s
efforts. In this way, the measures taken with be more securely established in the school, more
relevant and more effective.
Despite the increased attention on bullying, and strict laws, bullying stubbornly remains at the
same level as before. One of the explanations is that despite schools’ success in stopping the
majority of ongoing bullying, new cases arise all the time – and this is the result of limiting focus
to the students involved instead of examining the group’s dynamic, school culture and society’s
effect on relationships.


Systematic quality work

Schools must identify, analyze, plan and develop their work. Actions must be documented,
evaluated and followed up to know whether progress is being made. If the actions taken do not
improve the situation, new measures must be developed. It is essential to define clear
responsibilities and ensure that routines are firmly established.

The main bibliography references for the chapter are:
https://friends-brandmanualswede.netdna-ssl.com/wpcontent/uploads/2016/08/friendsrapporten-16-webb.pdf
http://cyberbullying.org/
https://www.commonsensemedia.org
www.kivaprogram.net
http://www.noplaceforbullying.com/
http://www.rootsofempathy.org/wpcontent/uploads/2016/01/ROE_Scotland_Exec_Summary.pdf
http://nesetweb.eu/en/library/how-to-prevent-and-tackle-bullying-and-school-violence/
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SAFE USE OF INTERNET AND MOBILE DEVICES
Minors are now growing in a hyper connected world, and this ecosystem, as well as providing
them with an enormous amount of opportunities for learning and personal growth, also places
them in a position of vulnerability to the threats and risks involved in surfing the internet. The
growing tendency to access the internet through mobile devices requires that educational
interventions aimed at developing a safe behaviour in the internet and paying particular
attention to the opportunities and risks of mobile internet, since the online experience is
significantly different as we access from laptop or through mobile (smartphones and tablets).
The experience of navigation through mobile devices is characterized primarily by ubiquity,
while the portability of these devices allows access from anywhere as long as there is
connectivity. They also allow to experience a variety communicative practices and online
activities. They are personal and portable devices, allowing to have more flexible and
personalized habits. The portability of mobile devices together with the creation of social
conventions related to freedom and privacy in the use of the internet, pose a real challenge to
the ability and willingness of parents to share and monitor the use of the online media by minors.

SHORTENING IN THE AGE OF INTERNET USE
The studies carried out in this area coincide in
pointing out that the age in the use of the
internet is being reduced and also the access
through different devices is diversified. In the
Net Children Go Mobile survey (Garmendia, M.
Jiménez, E., Casado, MA and Mascheroni, G.
(2016: 21)), minors were asked not only for their
age when they started using the internet, but
also at what age they had their first mobile
phone and / or smartphone.
The study emphasizes that the age of internet
use varies by age group and is also influenced by
socioeconomic level (ESE), while the gender
variable influences to a lesser extent. One of the
main conclusions was that the average age of
internet access continues to decline, being in the
year of study (2016) around 7 years old.

FRECUENCY OF USE AND ONLINE ACTIVITY
According to INTECO survey (2014) Both, parents and children are internet users and they access
mainly from their homes and half of them access daily. The habits of the parents when it comes
to the use of the Internet obviously influence the approach to the ICT of their children. In
medium the use internet 14.5 hrs. at week with more intensity during weekend.
Both, parents and children use internet to see email, look for information and download
archives. Adults use internet for a banking transaction, to buy online, read the newspaper or
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collaborate in a forum. Children, in general, use
internet in a more natural way. Not only to seek
for information but also to study, chat or listen
to music. Internet is the basic tool for social
relationships and identity. 75% of children say
that they like internet much more than other
things.
The online activities that the children develop
varies according to age, following a progression
from basic activities like games and searches
related to school tasks to more creative and
participative uses, such as having a blog,
creating and sharing content, etc. (Livingstone
& Helsper, 2007; Livingstone et al., 2011).
The following table (Net Children Go Mobile
2016: 23) shows how many children develop
each activity when they connect to the
internet, by gender and age.
Research published in 2016 as part of the LSE
Media Policy project found that children from
lower-income households where the parents
were less well-educated were likely to spend
more time online than those children whose
families were more affluent or had higher levels
of education. What's more, these children felt
less able to ask their parents for support (in all
areas, including internet safety) and had
parents who practiced fewer active mediation
strategies. While many parents are concerned
about helping their children keep their phones
and tablets safe from loss or accidental damage
(with anecdotal evidence showing that younger
children are prone to dropping and smashing
the screens of their devices), they are often less
concerned about what their children are doing
with those devices and forget that those
devices can be used to access the internet from
anywhere. It is just as important (if not more
so) to protect children online when they are
using their own mobile device as it is when they are using a laptop or PC in the traditional sense.
It is important to educate children. Many children are aware about the dangers of cyberbullying
and predators on the internet, but don't know how to recognize the signs that it is happening to
them. Keeping the lines of communication open with your children is key; encourage them to
put their mobile devices down and engage with you in a context that doesn't involve screen
time.
According to OFFCON (2014):


Twice as many children aged 5-15 are using a tablet to go online



Fewer children have TVs, games consoles and radios in their bedrooms

H2020-ICT-2016-2017/H2020-ICT-2016-1·

e-Confidence Project nr: 732420 Page 28



Nine in ten parents are doing something to help children manage online risks

One in three children in the UK now has their own tablet computer, which has nearly doubled
in a year, new Ofcom research finds.
Among children aged between 5 and 15, 34% now have their own tablet, rather than using
devices belonging to their parents or school, up from a fifth (19%) in 2013.
Six in ten (62%) children use a tablet at home, which has risen by half in a year (42% in 2013).
A sharp increase in tablet ownership among very young children means that some are using one
to surf the web, play games and watch video clips before they join school. More than one in 10
children aged 3-4 now have their own tablet (11%, up from 3% in 2013).
Twice as many children aged 5-15 are using a tablet to go online (42% versus 23% in 2013), which
could have implications in future use of laptops and PCs. For the first time, the proportion of
children accessing the internet on a PC, laptop or netbook fell, by three percentage points, year
on year, to 88%.
These trends are highlighted in Ofcom’s annual Children and Parents: Media Use and Attitudes
Report, which examines children’s use of different media and communications, and the role
parents play in overseeing them.
The proportion of children with games consoles in their bedrooms has also declined over the
past year (41%, down from 47% in 2013). Tablets are also becoming increasingly popular for
games, with more children playing on this device (30%, up from 23% in 2013).
Girls appear to use their devices for social activities more than boys do. In a typical week, older
girls aged 12-15 send more text messages than boys (163 versus 113) and make more mobile
phone calls (23 versus 17).
Nearly half (47%) of older girls say that a mobile phone is the device they would most miss,
compared to nearly a third of older boys (29%). Girls of this age are also more likely than boys
to most miss a tablet computer (16% versus 9%).
Nine in ten parents whose children go online are taking steps to help their children manage risks
when using the internet.
Popular methods include parents supervising their children online (84%), talking to children
about managing online risks (78%) and having rules in place about use and access of the internet
(82%).
Over half of parents whose children go online use some kind of technical tool to manage online
risks (54%). These tools include things like filters provided by internet companies, using
PIN/passwords and parental control and virus protection software.
The majority of parents feel they know enough to help their child manage online risks (77%), but
nearly half of parents whose child goes online (43%) feel their children know more about the
internet than they do. This rises to nearly two thirds (62%) of parents feeling less knowledgeable
than their children aged 12-15.

PARENTAL MEDIATION
According to INTECO survey (2014) often parents are interested in their children's internet
activity, to a greater extent than the use of the mobile device or video games. 87.5% of children
say they receive advise from their parents when they are on internet (77.4%) and from schools
(43.2%).
Minors face risks in the use of ICT mainly referred to Abuse and addiction, Vulnerability of
industrial or intellectual property rights, Access to inappropriate content, Interaction and
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stalking by other people and / or cyberbullying, grooming and / or sexual harassment, Threats
to privacy, Economic risk and / or fraud, technical risks and / or malware.
The most worrying parents are the risk of dependence or abusive use (39.5% say it
spontaneously), well ahead of other situations: virus (13.4%), sexual harassment (9.9%),
interaction with unknowns (9.2%), scams and frauds (8.7%) or access to inappropriate content
(8.2%).
It is worth asking if the parents have enough elements to assess the severity of each of the risks.
Throughout the study, there will be indications that the response to the question is partially
unsatisfactory: adults face a new situation, which they address with interest and responsibility.
Sometimes what they consider "serious" may respond more to the mediatic echo - of which, of
course, parents are aware: such as abusive use of the computer - than to the objective danger
involved. Some technical and malware risks, as well as downloads, are the situations that occur
most to the child, but are not perceived as serious by parents.
Adults need tools to help them objectively assess the severity of the situations their children
face.


In the face of a security incident, most of the minors are not able to give an answer.
How does the child react to a situation of risk? 85% of them are not able to give an answer.
Only 1% expressly states that they would ask for help from their parents. Instead, when
parents are asked "what do you think your child would do about a security incident?" More
than 30% of adults say they would turn to them as their first choice. The data is blunt:
children would not alert their parents in case they have a problem in the network, although
adults consider, to a significant extent, they would.
What about parents? What do they do when the minor happens to a security incident?
Most of them claim to follow measures of a physical or technical nature (that is, those
involving an action on the equipment such as calling the technical service, installing an
antivirus program, restarting the system or formatting the computer's hard disk, for
example). To a much lesser extent, parents mention educational (dialogue, warning or
recommendation) and coercive measures (based on the establishment of some type of
limitation or control such as time or supervision).
Based on these data, it seems that parents feel comfortable undertaking technical or
physical actions related to the device, but perhaps not so much making recommendations
or influencing educational and behavioural aspects on the Internet. One more indication
that reaffirms the need for homogenous information and behavioural guidelines to assist
parents in their supervision.



Habits, measures and safety tools. 92.5% parents consider that the systems and tools of
protection and security installed in the computers of their children (predominantly antivirus)
are measures very or enough effective to counter the risks that come from the navigation
by Internet. Only 6.4% explicitly doubts its effectiveness.
The existence of a culture of security that attends to the installed elements rather than
responsible behaviour and education is verified. Security is a responsibility of people who
rely on technology by themselves, cannot avoid the consequences of irresponsible
behaviour.
Regarding the tools, the study shows how 9 out of 10 computers used by minors have some
security measures installed to protect them from viruses and malware. It is mostly antivirus.
Measures specifically designed for the safety of children, such as parental control or
content filtering with their Internet service provider, are insufficiently implemented.
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With regard to behavioural habits or patterns, the attitude of the parents shows an
implication and proactivity in the establishment of norms to ensure a safe navigation.
Children recognize having rules for using the Internet, mobile phones and video games.
These are mainly measures that affect issues that are more or less objective and
controllable by the parents: place or time of connection, limitation of schedules, effective
expenditure (in the case of the mobile phone), etc.


The key is to provide parents and children with adequate training and tools so that they are
able to identify the risks they face and effectively combat them. Both boys and girls between
the ages of 10 and 16 and their parents have sufficient skills and closeness to ICTs to absorb
the necessary information about safety habits and tools. It is necessary to reinforce the
sensitizing activity directed at both groups, with the aim of making the Internet a safer place
for children.

THE POSITION OF THE SCHOOL IN PROMOTING SAFE NAVIGATION
School systems can play a strategic role in promoting a safe and responsible use of the internet,
complementing parental mediation and compensating the training of those children whose
parents are not sufficiently informed or not sufficiently competent. But teachers and centers
may not be sufficiently prepared and equipped to meet this challenge.
To fulfill its role and promote the digital skills of children and adolescents, schools need to be
equipped with ICT and integrate digital technologies into the teaching and learning processes.
In addition, the introduction of internet safety into the school curriculum should go beyond the
list of "things that should not be done," as it has been shown that overprotective measures at
school are detrimental to the deployment of online opportunities ( O'Neill & Laouris, 2013).
To exemplify the complexity of the challenge we can cite how every year, more technology is
being used to educate students in the K-12 environment (SANS, 2008). With the benefits of
technology tools comes the responsibility of protecting students from predators and offensive
online content, and the securing of personal and financial data from identity thieves. Internet
access control, network traffic monitoring, and related data analysis, are powerful tools
available to the K-12 Network Security Analyst to identify and mitigate these threats as part of
a comprehensive security policy.
The K-12 educational community faces many threats to the safety of children and personal
information as a result of the proliferation of technology. Due to the unregulated nature of
Internet content, protecting children from harmful content has become a difficult, if not
impossible task. Easy access to electronic communication tools (email, instant messaging, social
networking websites) have left children vulnerable to child predators.
In addition to these threats are the risks associated with using Web 2.0 technology as an
educational resource. While Web 2.0 content is a rich resource for educators, user contributed
content can contain malware, viruses and phishing software. Many school districts are
custodians of the personal information for large numbers of staff and students, rivaling that of
a large corporation. The high concentration of personal data as well as a significant operating
budget makes a school district an attractive target for criminals.
By other hand, internet safety is of the upmost importance to many parents, with a large number
reporting that they aim to limit how much access their children have to the internet, and
regularly review what their children are doing online. This is good practice and excellent advice.
However, a new study has found that, for the first time in 2016, the proportion of children
accessing the internet on a PC, laptop or netbook fell, by three percentage points, year on year,
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to 88 per cent: as mobile internet technology continues to develop and increase in popularity,
we can only expect to see that figure drop further in the next decade, and that moves the
goalposts significantly for many parents when it comes to keeping their children safe online.
Serious games and Game Based Learning are methodologies that present enormous potential
to be integrated into the strategy developed by schools to promote a positive and responsible
use of the internet and mobile devices. As a sample, a reference to Anti phishing phil study. This
study evaluated the game through a user study: participants were tested on their ability to
identify fraudulent web sites before and after spending 15 minutes engaged in one of three antiphishing training activities (playing the game, reading an anti-phishing tutorial, or reading
existing online training materials). They found that the participants who played the game were
better able to identify fraudulent web sites compared to the participants in other conditions.
They attribute these effects to both the content of the training messages presented in the game
as well as the presentation of these materials in an interactive game format. The results confirm
that games can be an effective way of educating people about phishing and other security
attacks.
The main bibliography references for the chapter are:
https://menores.osi.es/
https://www.betterinternetforkids.eu
http://cups.cs.cmu.edu/antiphishing_phil/
https://www.ofcom.org.uk/about-ofcom/latest/media/media-releases/2014/media-lit-auditoct2014
http://www.besmartonline.org.mt/
http://netchildrengomobile.eu/
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MAIN CONCLUSIONS












Didactic guides for teachers to help them to understand the problem, their relevance and
their consequences. It is necessary to put focus in the behaviour and to reinforce social skills
to manage conflicts and relationships in a healthy way. They are also important to know how
to work with the serious games and complement classroom activities
Didactic guides for parents. Working with parents is strongly associated with both a
decrease in bullying and being bullied in school. However, many approaches to parental
involvement for bullying prevention are top-down, information-type approaches rather
than approaches which actively involve parents. The e-Confidence didactic guides should
put focus in the active role of families
Offer prevention and intervention protocols, not only for bullied children but also for the
stalker. The latest ones need also support for better relation with others. When children are
between 8 and 11 years old to redirect attitudes it is fundamental
e-Confidence should offer orientations about how to include the serious games within the
whole school anti-bullying policy. Strong international evidence concludes that a curricular
approach to social and emotional education is key for personal development to challenge a
culture of violence in school. Sufficient classroom time for social and emotional education
in schools is an important success factor for school bullying and violence prevention
e-Confidence serious games should include reports for teachers, so they can detect needs
based on students answers and compare different groups and level
Design of virtual badgets to reward those groups with good results
Missions of game related to real life situations and social and emotional education
Mentoring between pairs: elder children could help the youngest to complete difficult
missions
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CHAPTER 2: FIELD STUDY
PROCESS AND QUESTIONNAIRE
The process of qualitative research to develop the market study of e-Confidence is based on
opinions collected in personal interviews and through questionnaires to professionals of
reference in bullying, safe use of internet and the global educational context. They are experts
both from the point of view of the management and teaching staff of schools as impartial agents
of the educational world, reference in the sector and leading people in the world of university
teaching in the fields of prevention of bullying and educational technology.
The semi-structured interview is a technique of obtaining information, through a professional
conversation with one or more people for an analytical research study. It serves to give answers
to questions raised in the research process and at the same time to detect new questions that
can be addressed during the same process thanks to the flexibility of this technique.
Its objective is to discover and understand the perspectives that the interviewees have about
the object of study, so it is as relevant for the identification of barriers and facilitators as for the
motivations of the actors involved in the studied processes. In our case, it will allow us to gather
pragmatic information and obtain relevant conclusions on the subject.
The objective of the field study is to know the needs, trends and global educational context in
relation to bullying, the use of mobile devices and internet security in order to guide the business
strategy and functionality of the solution raised in e-Confidence.
The study focuses on the following aspects:




Main needs, barriers and trends about educational technology and serious games
Main needs, barriers and trends about bullying
Main needs, barriers and trends about safe use of internet and mobile devices

Both the interviews and the questionnaires follow the same scheme, which has been previously
distributed to the participants for their previous preparation, although in each case the order of
the blocks could varied, allowing the interviewees to offer their point of view in an open and
relaxed way. The script used is detailed in Annex II.
Previously, a task of identifying experts in the mentioned areas has been carried out, analyzing
the available information of the person interviewed: entity, position and experience. The
identified experts are detailed in Annex III.
The study reflects an objective excerpt of the opinions gathered, ranked by relevance both for
the reiteration and the application to the objectives of the study. Due to confidentiality and in
compliance with the agreements established with the participants, no comments have been
submitted to the analysis of the opinions and reflections of the participants, nor will any of the
interventions is nominated.
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ANALYSIS OF EXPERTS OPINIONS
Like the market study and future trends, the field study has also been structured into thematic
blocks, addressing the following areas that are significant for e-Confidence:




Pedagogical use of technology in the classroom, from the global point of view of technology,
virtual platforms and serious games
Bullying prevention and intervention
Safe use of the internet and mobile devices

PEDAGOGICAL USE OF TECHNOLOGY IN THE CLASSROOM
Under this heading, there have been grouped the answers and reflections about the current
problems and trends faced by schools in what has to do with technology in the classroom, the
use of personalized learning platforms and serious games.
There is no general opinion on the pedagogical use of ICTs in the classroom. Despite the fact
that there is a greater number of ICT equipment in schools, this does not mean a methodological
transformation. In most cases it is limited to specific experiences of a teacher, and not to a
process of digital transformation at the school level.
There is a moderate growth in virtual learning platforms, but they are not yet widespread. The
lack of resources and opposition of teachers are factors that explain the low permeability of the
educational system to a more widespread use.
As for serious games, there are only isolated gamification initiatives. Experts emphasize their
strength as a motivational tool, but the lack of pedagogical quality of proposals or studies that
show their positive impact are barriers to more widespread use.
In any case, opinions that identify gamification as a methodological trend of high value and
multiple applications in the school context prevail, although some interviewees offer a more
skeptical view questioning that they really allow real learning.
Experts point out gamification experiences in all educational stages. Based on these experiences,
it is also observed that games can be applied to a great diversity of curricular materials or
competence areas.
As for the barriers identified in the use of the application of ICT in classrooms, it is noteworthy
that although technical and objective issues such as the difficulty to assume the associated cost
of equipment or insufficient quality of the internet connection, most of the barriers detected
correspond to personal variables such as insufficient training of teachers in the didactic use of
ICT or individual or schools resistance to the introduction of more innovative methodologies
based on technology.
There is no doubt that technological immersion in classrooms is an unstoppable process and is
perceived by some experts as a real challenge for teachers, due to: the introduction of curricular
contents linked to STEM / STEAM contents in the classroom and the rise of teaching-learning
methodologies with a strong technological component (mobile learning, maker space, video
games and serious games, collaborative learning supported by the cloud,...).
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BULLYING PREVENTION AND INTERVENTION
The opinions of the experts reflect an evolution in the treatment of bullying from a reactive
approach to a more systemic perspective. In the approach characterized as "traditional",
reactive interventions are developed against detected cases and work almost exclusively with
the roles of victim and stalker. There is consensus to consider that in order to tackle the problem
a more holistic view must be taken, different levels of intervention promoted and
multidisciplinary interventions developed.
In relation to best practices, experts believe that programs based on social and emotional
competences are the ones that produce the best results. It is also important that they are
programs integrated in the coexistence plan of the center, that have the leadership of the
management teams and of the teaching staff and in which the role of the students as agents of
change in the prevention of the problem is enhanced.
Experts identify three types of resources aimed at students:




Awareness about the problem
Development of social and emotional competences
Protocols to assist victims of harassment

There is also several materials for the families and the teachers addressed mainly to the
awareness about the problem. Specifically for teachers there are protocols of action provided
by public administrations.
Regarding the most relevant needs of how to deal with the problem of bullying, there is a need
to apply a global approach, which allows to understand the variables and factors that prevent
the appearance of bullying behaviour. Preventive work requires providing communication and
conflict resolution models based on empathy, respect and assertiveness.
The key areas of preventive intervention are parents and teachers awareness, promoting quality
communication with the children and empowering the parents in their educational role, offering
spaces for participation and collaboration.
About the trends for prevention of bullying, the most novel element would be the need to
vertebrate specific strategies to deal with the problem when it occurs in the virtual space.

SAFE USE OF INTERNET AND MOBILE DEVICES
When experts are asked about existing methods for safe use of the internet and mobile devices,
most refer to the different types or strategies of intervention that address the problem: skills
development programs, awareness campaigns, treatment of the digital competences within the
school curriculum and mentoring. Mention is also made of specific software for controlling the
activity of the child with mobile devices (MDM applications).
The best practices identified in this area are:




Interventions of an educational nature from an early age that allow autonomy and
responsibility in the use of the internet and mobile devices and awareness of the risks
Mentoring between students
Coordination with parents and teachers
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Experts agree that there are multiple materials in different formats (books, research, websites,
workshops, conferences, ...). Except for one opinion that reflects the lack of quality of the
didactic material on the use of mobile devices, the rest does not question the suitability or
quality of the material.
In order to prevent and minimize risks, experts emphasize the importance of interventions
aimed at raising awareness and developing the digital competence of minors, to the detriment
of coercive measures. Another important idea would be the need to increase the level of digital
competence of parents and teachers, emphasizing the importance of these figures as reference
models for minors.
The experts interviewed also highlight the need to have materials that have a format and specific
development according to the segment of the target audience (such as games for children, or
training led by peers in the case of teachers ).
With respect to the trends that will mark the promotion of security in digital contexts, the
experts point to the regulation of the sector, including a greater demand of professionals or
experts in the matter of cybersecurity. At the community level, there is a need to increase
initiatives aimed at raising awareness and training the society as a whole. In the school context,
it is emphasized that the digital competences acquire a greater weight in the curriculum and
work in its acquisition from earlier ages.

THANKS
This report could not have been carried out without the participation of those involved in the
personal interviews and questionnaires from which the conclusions of this study were obtained.
The participants in the study were the next ones:
Almudena García of Red.es
Andrés González of Gredos San Diego schools
Antonio Valdivia of National Police Force
Gordana Bujlan of Child and youth Protection Center of Zagreb
Inma Marín of Marinva
Jesús Torres of Crambo
Jose Antonio Luengo of Madrid Educational Government
Jose María Moya of Siena
Juan Núñez of OTB Innova
Luz Castro of Imaxin
Manuel Area of La Laguna University
María Dolores Gonzalo of Red.es
Mariano Sanz of RyC school
Martin Schmalzried of Coface
Olga Martín of Educa Digital
Pepe Giráldez of Base school

H2020-ICT-2016-2017/H2020-ICT-2016-1·

e-Confidence Project nr: 732420 Page 37

Sonia Díez of Colegio Internacional Torrequebrada
Will Gardner of Childnet International

MAIN CONCLUSIONS
As a result of the field study are detailed below, main conclusions that e-Confidence needs to
take into account:







Virtual learning platforms are not very widespread into the schools. It is necessary to design
simple manuals for e-Confidence that facilitate the monitoring of the results by the teachers
Little use of serious games in the classroom, although gamification is identified as a
methodological trend of high value and multiple applications in the school. It will be relevant
that e-Confidence includes evidences of effectiveness to prevent bullying and safe use of
internet and mobile devices
Lack of training of teachers in the didactic use of ICT. e-Confidence has to incorporate
didactic guides to facilitate use and monitoring of serious games
The most effective programs to prevent bullying incorporate development of social and
emotional competences, leadership of directors and teachers, promote the student role to
help their pairs and the creation of a global initiative
Best practices in the safe use of internet and mobile devices imply educational interventions
for early ages to promote autonomy and responsibility of minors, mentoring between pairs
and parents and teachers awareness
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CHAPTER 3: COMPETITORS ANALYSIS
The objective of the competitors analysis is to analyse and evaluate main competitors in the
serious games and games market related to bullying, use of mobile devices and security in
internet. There has been analysed those solutions that have been considered more significant
or apply best practices. It is not intended to make an extensive analysis of each game but to
review significant issues about how these tools teach about bullying, use of mobile devices and
security in internet.
As a result of the research for the analysis of the state of the art there have been found ten
additional games to those previously selected during the proposal phase:











Spirits of Spring
ClearCyberBullying
Bully
Monité
Triviral
Stick2gether
Hackers vs Cybercrook
2025 ExMachina Mobile
Stop la violence
SecuKid

There has also been analysed the treatment that Marvel Comics does about the problem of
bullying, despite not having a game properly said.
There has been analysed 28 games.
Game

Webpage

ClearCyberBullying

http://www.clearcyberbullying.eu
http://clearcyberbullying.aiju.info

Monité

https://monite.org/

Spirits of Spring

http://www.weareminority.com/spirits-of-spring/

Bully

http://www.rockstargames.com/bully/

Triviral

http://www.navegacionsegura.es/

Webonauts
internet academy

http://pbskids.org/webonauts/

Safety Land

https://www.att.com/Common/images/safety/game.html

Internet Safety
Hangman

https://www.quia.com/hm/40647.html
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Game

Webpage

Iggey and Rasper’s

http://www.kidscomjr.com/games/safety/

Anti-Phising Phil

http://www.ucl.ac.uk/cert/antiphishing/

MySecureCyber

http://www.carnegiecyberacademy.com/

Nova Labs
Cybersecurity

http://www.pbs.org/wgbh/nova/labs/lab/cyber/

Digizen Game

http://digizen.org/

Carnegie Cyber
Academy

http://www.carnegiecyberacademy.com/funstuff.html

Digital Passport

https://www.digitalpassport.org/educator-registration

Safe Online Surfing

https://sos.fbi.gov/

What happens next

https://www.stopbullying.gov/kids/games/play/

Arbax

http://www.schoolbullying.eu/es/stories

FearNot!

http://www.interagens.com/Interagens-videogioco-FearNotcontro-il-bullismo.html
https://sourceforge.net/projects/fearnot/

Standing Up To
Bullying’ Game

http://www.strongfamilies.us/-standing-up-to-bullying-game

KiVa

http://www.kivaprogram.net/

QUEST for the
Golden Rule

http://practiquest.com/

OnGuardOnline

https://www.consumer.ftc.gov/media/game-0013-case-cybercriminal
http://www.cdse.edu/multimedia/shorts/7practices_quiz/7pra
ctices_quiz.html
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Game

Webpage

Stick2gether

http://stick2gether.ukobservatory.com/

Hackers vs
Cybercrook

https://www.is4k.es/de-utilidad/juego-hackers-vs-cybercrook

Stop la violence

https://www.tralalere.com/education/ressources/projets/stop
-violence

2025Exmachina
mobile

http://www.tralalere.com/en/professionals/achievements/proj
ects/2025-ex-machina-mobile

SecuKid

http://www.pantallasamigas.net/recursos-educativosmateriales-didacticos/secuKid-juego-educativo-para-telefonosmoviles/index.htm

There has also been analyzed the main companies producing video games and game-based
learning solutions, concluding that only three of them have developed some video games
related to the scope of the project: Minority Report (Spirits of Spring), Take-Two Interactive
Software, Inc. (Bully) and Circle 1 Software (Iggey and Rasper’s). It can be said, therefore, that
the big video game companies have a strategy that is much more focused on leisure than on
education, while producers of serious games are focused on the business world, and not so
much on regulated education.
The companies analyzed that have not found evidence of game development in the areas of
bullying, safe internet and use of mobile devices are:
Company

Some videogames or solutions

Videogames manufacturers
Activision

Call of Duty, Snoopy, Skylanders, Chivalry

Bandai Namco

PAC-MAN™, SOULCALIBUR™, DragonBall®, RIDGE
RACER™ and ACE COMBAT™

Disney

Games based on Disney characters

Electronic Arts

Sims, CityVille

Koch Media

Sacred, Homefront, Metro Redux

Nintendo

MarioBros, Pokemon, Kirby, The Lgend of Zelda

Sony Computer
Entertainment

Final Fantasy, Metal Gear

Ubisoft
Virtualware

Assassin’s Creed, Far Cry, Tom Clancy’s Splinter Cell,
Prince of Persia, Just Dance
Serious games manufacturer. They have several
serious games for education: sexual education,
health, cybersecurity for small companies
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Warner Bross
Interactive
Entertainment

Batman, Lego Dimensions,

Serious games manufacturers
BreakAway Games

EVO, Free Dive, Genetics

Gamelearn

Game based learning for corporations

LearningWare

Game show software for the training industry

PlayGen

Social Learning, Health, Defence and Intelligence for
Corporations

Serious Game
Interactive

School portal for kids

Visual Purple

Computer gaming and movies industry

VT MÄK

Modeling and simulation software

Finally, a brief analysis of some apps designed to curb harassment situations is included. All but
one are free and are designed to prevent harassment, to know if a child is being harassed and
to inform teachers and parents of problems. None of them would be a direct competitor of eConfidence serious games, but can be considered an alternative method to prevent bullying.
Application

Bully Block
(Free)
Rating: 3.8

Anonymus
Alerts
(Free)
Rating: 4.2

Brave up
(Free)
Rating: 4.4

Main characteristics
It is formed by four tools: Bully Capture, Bully Blacklist, Bully
File and Instant Reporting. Bully Block captures and block
bullies that are causing you and your family harm. The Bully
Block app allows users to covertly record verbal threats and
harassment, block inappropriate texts and pictures (e.g.
sexting), and utilize auto respond features. Unlike other apps
on the market, Bully Block blocks bullies that utilize private or
unknown numbers to engage in cyberbullying. Bully Block
also has instant reporting features that allow the user to
email or text abusive behaviour to parents, teachers, HR
departments, and law enforcement
Anonymous Alerts® patented anti-bullying app helps combat
bullying and other negative activity in schools by empowering
students to come forward to help themselves and other
students. Social and peer pressures are some of the hardest
obstacles for students to overcome, now they can report
bullying and safety issues quickly using Anonymous Alerts® to
report it
Useful for improving communication and exchanging
information between the students and the educational
center. This app has a button for anonymous complaints in
case of detecting a dangerous situation of abuse or threats,
that allows to activate immediately the protocol of action
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Application

Stop!t
(Free)
Rating: 3.6

Bully Button
(0.99 USD)

Stay Safe Bully
(Free)
Rating: 5.0

Net Nanny
(Free)
Rating: 2.5

Know Bullying
(Free)
Rating: 4.3

Bully Tag
(Free)

Bullying
Semaforo
(Free)
Rating: 4.2

Main characteristics
STOPit mitigates, deters and controls inappropriate conduct
and provides organizational transparency. The STOPit mobile
app is a simple, fast and powerful tool which empowers
individuals to anonymously share information which will
protect themselves, others and the organization. The STOPit
platform is available to schools, universities, businesses and
governments in the United States and around the world.
STOPit also offers STOPit Messenger, which provides for twoway anonymous communication between you and your
organization
This application is for helping when user is in trouble. When
application start, it will start voice recording up to selected
time in Audio Record Settings page. You can send an Email
with audio attachment with text by tapping Send Email
button. You can call to Suicide Hotline by tapping on Suicide
Hotline button. You can call to your Parents, Friend or School
by selecting appropriate options.
Report a bullying incident through the app and share it with
your parents / teachers to get the support you need. The app
gives professional advice based upon the situation being
reported
Net Nanny is a custom mobile browser that becomes your
child’s default browser. Manage which apps your child can or
cannot use on their mobile device. Manage your child’s
settings and devices, view reports, add users and much more
from the web-based console. It can be used one of the predefined age-based user profiles or customize settings to
include categories to create or specific sites you wish to block
or allow
It is focused to parents to improve the relationships with
their childs and detect bullying situations: tips about bullying
for specific age groups, recognize the warning signs: is your
child bullying, being bullied, or witnessing bullying?, access
trustworthy online resources screened for effectiveness by
experts, choose easy-to-use conversation starters to talk with
your child, set reminders to talk with your child when the
time feels right, share conversation starters, successful
strategies, and useful advice via Facebook, Twitter, email,
and text messages, access a section created for educators
and teachers that includes how to prevent bullying in the
classroom and support children who are being bullied
BullyTag™ technology empowers victims and bystanders to
anonymously report real-time bullying incidents through the
use of a smart phone they already possess. BullyTag™
provides a smart, simple user interface that automatically
categorizes incident reports and notifies authorities in a
position to take action through the BullyTag™ Dashboard
Created by Fundación En Movimiento, with the aim of
preventing, detecting and mitigating situations of
harassment. It has a questionnaire with different questions
to detect if a child has been or is being bullied
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OVERVIEW OF EXISTING SOLUTIONS
Below is a summary of the games analyzed from the point of view of the business and from the
point of view pedagogical and functional.
From the point of view of the business the following elements have been analyzed:








Country
Price
Type of organization: public, private, non-profit
Distribution model: software license, cloud service
Year of launch of the serious game
Market image: indicates whether it is a video game company, educational organization,
organization focused on bullying,...
Supported platforms

From the pedagogical and functional point of view, the following aspects are analyzed:









Supported languages
Technology used
Availability of didactic guides for teachers or families
Game mechanics: questionnaires, interactive story, interactive video, customizable by
the user and type of game
Usability, in terms of accessibility and ease of use
Monitoring: in the game itself or integrated in an LMS
Functionality: use of mobile devices, internet safe navigation and bullying
Ages addressed

The following table indicates for each game who is the developer, country of origin, price and
distribution model.
Game

Manufacturer

Country

Price

Distribution model
Service

ClearCyberBullying

Erasmus+
Consortium (7
organizations)

European
Consortium

Free

Monité

Nesplora SL

Spain

€30 – €400

Spirits of Spring

Minority Media
Inc.

Canada

€1.99

Bully

Take-Two
Interactive
Software, Inc.

USA

USD 6.99 –
59.99

Triviral

Junta Castilla y
León

Spain

Free

Webonauts
internet academy

PBS Kids

USA

Free

Safety Land

AT&T

USA

Free
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Game

Manufacturer

Country

Price

Internet Safety
Hangman

IXL Learning

USA

Free
USD 49 – 199
(Quia license)

Iggey and Rasper’s

Circle 1
Network

USA

Free

Anti-Phising Phil

Carnegie Mellon
University

USA

Free
(license for
customization)

MySecureCyber

Carnegie Mellon
University

USA

Free

Nova Labs
Cybersecurity

PBS Online

USA

Free

Digizen Game

Childnet
International

UK

Free

Carnegie Cyber
Academy

Carnegie Mellon
University

USA

Free

Digital Passport

Common Sense

USA

Free for pc
€2.18 app

Safe Online Surfing

FBI

USA

Free

What happens
next?

US Department
of Health and
Human services

USA

Free

Arbax

SchoolBullying
European
project

European
Consortium

Free

FearNot!

eCircus
European
project

European
Consortium

Free

Standing Up To
Bullying’ Game

Strong Families

USA

14.95 USD

KiVa

University of
Turku

Finland

3,000 USD
program
+ 8 USD/
student

QUEST for the
Golden Rule

University of
York and
Queen’s
University

Canada

Payment
(school license)

OnGuard Online

US Federal
Trade
Commission

USA

Free
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Game

Manufacturer

Country

Price

Stick2gether

British
Observatory for
the Promotion
of Non-Violence

UK

Free

Hackers vs
Cybercrook

INCIBE

Spain

Free

Stop la violence

Tralarele

France

Free
€2.99 app

2025Exmachina
mobile

Tralarele

France

Free
€3.62 app

Secukid

INTECO+
Pantallas
amigas

Spain

Free

Distribution model

The next figure shows the analyzed games according to the country of origin of the
manufacturer. There are 14 games developed in USA, 2 in Canada and 12 in European countries.

Most of the games developed in the USA have been through non-profit associations or state
agencies. Almost all the games developed in European countries have been through European
funding programs (Erasmus +, Comenius, VI framework program), state funding or non-profit
organizations.
Only five games have been developed by videogames or game based learning companies:
Minority Report (Spirits of Spring), Take-Two Interactive Software, Inc. (Bully), Circle 1 Software

H2020-ICT-2016-2017/H2020-ICT-2016-1·

e-Confidence Project nr: 732420 Page 46

(Iggey and Rasper’s), Stop la violence and 2025Exmachina mobile (Tralarele).
Twenty two games are free of use for teachers, families and students. In those that are paid,
prices vary from USD1.99 of Spirits of Spring to USD3,000 for KiVa complete program that
includes two games. It is necessary to add value to e-Confidence serious games to support our
pricing model.
The following table indicates for each game the year of market launch, the market image, added
value of the product, supported platforms and ages addressed.
Game

Year

ClearCyberBullying

2016

Monité

2015

Spirits of Spring

2014

Bully

2006

Triviral

2009

Webonauts
internet academy

2010

Safety Land

2011

Internet Safety
Hangman

N/A

Iggey and Rasper’s

2011

Anti-Phising Phil

2007

MySecureCyber

2007

Nova Labs
Cybersecurity

2014

Digizen Game

2011

Carnegie Cyber
Academy

N/A

Market image
European consortium
Focused on
cyberbulling
Private company
focused on
neuroscience
Videogame
development studio

Ages

PC, iOS 9.1
or later

7 to 25+

PC

6 to11

iOS 4.3 or
later
iOS,
Android, PC,
XBOX, Wii,
PlayStation
PC

Interactive
entertainment
company
Public administration
Branch of
educational games
for kids of a public
media company
Corporate social
responsibility of
telecommunications
company
Educational
technology company
Educational software
company
Private university

Platforms

10+

11+
8+

PC

8 to 10

PC

N/A

PC (html and
flash player)

N/A

PC

3 to 7

PC

18+

Private university
Public media
company focused on
education
Non profit
organization

PC

9 to 11

PC

12 to 16

PC

12 to 16

Private university

PC

9 to 11

PC, Android,
iOS, Edmodo
app

7 to 11

PC

9 to 14

PC

7 to 11

PC

12 to 16

PC

8 to 12

Digital Passport

2013

Safe Online Surfing
What happens
next?

2012

Non profit
organization focused
on educational
technology
Public administration

N/A

Public administration

Arbax

2013

FearNot!

2005

European consortium
focused on bullying
European consortium
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Game

Year

Market image

Platforms

Ages

PC

N/A

PC, Android,
iOS

7 to 13

PC

7 to 12

Standing Up To
Bullying’ Game

2013

Private organization
focused on prevent
bullying and help
families

KiVa

2009

Public university

QUEST

2010

Two public
universities

OnGuard Online

2011

Public administration

Stick2gether
Hackers vs
Cybercrook

N/A

Public administration

PC (html and
flash player)
PC

2016

Public administration

iOS, Android

6+

PC, Android,
iOS

12 to 17

PC, iOS,
Android

12 to 17

PC, iOS,
Android

11 to 16

Stop la violence

2015

2025 Exmachina
mobile

2016

Secukid

2017

Editor of online
educational
resources
Editor of online
educational
resources
Public administration

N/A
N/A

Taking into account the year of launching of the game, in the last 6 years 16 serious games have
been developed on the scope of action of e-Confidence.

The classification of serious games according to supported platforms is as follows:
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Almost all solutions are available for PCs, with the exception of Spirits of Spring and Hackers vs
Cybercrook. Only 9 solutions are available for iOS and Android mobile devices (Bully, Digital
Passport, Spirits of Spring, KiVa, ClearCyberBulling, Secukid, Stop la violence, 2025 Exmachina
mobile and Hackers vs Cybercrook). There are two solutions (Bully and Digital Passport) that are
available in other platforms, such as XBOX, Edmodo app and Wii.
Since there is a clear trend towards the use of mobile devices in school it will be relevant that
e-Confidence uses Xtend native apps for iOS and Android.
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Taking into account the age addressed, competitors can be classified as follows:

Several of the games are aimed at ages from 6/7 years, because according to experts is from
these ages where children begin to become aware of these issues and where to start awareness.
It will be key that e-Confidence properly justify that their serious games are addressed to ages
from the 12 years or develop different missions for 8 to 11 years old.
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Videogame

Languages

Tech.

Didactic
guides

Game mechanics

Reports
Inside
game

ClearCyberBullying

Monité

Spirits of Spring

Bully

Czech,
Turkish,
Polish,
Portuguese,
Spanish,
Italian, English

2D

Mastermind, skill game

Spanish

3D

Metaphorical interactive
story, missions, paper
activity book

English,
Spanish,
French,
German,
Italian and
Portuguese

3D

Experimental and
emotional story, linear
navigation, no challenges

3D

Main and secondary
missions, linear story,
mini games arcade style
multi player

English,
French,
German,
Italian,
Japanese,
Russian,
Spanish

only
progress

LMS
integration

Thematic areas

Bullying

Mobile
devices

Security
in
internet

Videogame

Didactic
guides

Languages

Tech.

Game mechanics

Triviral

Spanish

2D

Webonauts internet
academy

English

2D

Safety Land

English

2D

Dual-choice questions

Internet Safety
Hangman

English

2D

Hangman game

Iggey and Rasper’s

English

2D

Point and click, quiz

Anti-Phising Phil

English

2D

Point and click quiz and
arcade game

MySecureCyber

English

2D

Quiz

Nova Labs
Cybersecurity

English

2D

Quiz, Spot the
differences, block level
programming

Digizen Game

English

2D

Interactive story, quiz

Carnegie Cyber
Academy

English

2D

Interactive story, quizzes,
arcade game

Reports

Trivial game, multiple
choice questions

(for
parents
and
teachers)
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Thematic areas

Groom.,
cyber

Videogame

Didactic
guides

Languages

Tech.

Digital Passport

English

2D

Quiz, videotutorials,
arcade game

Safe Online Surfing

English,
Spanish

2D

Quiz, videotutorials,
puzzles

What happens next?

English

2D

Interactive video, quiz

Spanish.
Rumanian,
Finnish,
Galician,
English

3D

FearNot!

English,
German

3D

Interactive video, role
playing, AI

Standing Up To
Bullying’ Game

English

2D

Table game, Quiz

Basque,
English,
Hungarian,
Estonian,
Dutch

2D

QUEST

English,
French

2D

Quiz, virtual role plays

OnGuard Online

English,
Spanish

2D

Quiz, interactive video

Arbax

KiVa

(for
parents
and
teachers)

2D

H2020-ICT-2016-2017/H2020-ICT-2016-1·

Game mechanics

Reports

Interactive video, quiz

Quiz, interactive story

N/A

N/A

N/A

N/A
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Thematic areas

Languages

Tech.

Didactic
guides

Game mechanics

Stick2gether

English

2D

N/A

Role plays, quiz

Hackers vs
Cybercrook

Spanish

3D

Interactive video, point
and click, missions, drag
and drop, filling blanks

STOP la violence

French

2D

Video, point and click,
quiz

2025 Exmachina
mobile

English,
French

2D

Video, point and click,
quiz

Secukid

Spanish

2D

Arcade game, quiz, raking
online

Videogame
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N/A

Thematic areas

Depending on the availability of languages the classification of the serious games is the next
one:

It would be relevant that e-Confidence could be offered in several languages, at least: English,
Spanish, German, Croatian, Dutch and French.
Taking into account technology used almost all games are developed in 2D technology, except
Arbax, Bully, Spirits of Spring, Monité, FearNot! and Hackers vs Cybercrook. No significant
differential is found 3D technology, since although it is more immersive, a good animation 2D
with selection of avatars and interactivity can provide the same motivation in students.
A very relevant added value will be to create a method, not just two serious games. The
method must specify the individual and group work, the guidelines for working in the classroom,
the sessions to be performed, how to carry out the assessment, ...
Only one game (Digital Passport) is integrated with an LMS. It will be an important factor that
the teacher can from a virtual learning environment track the progress and results of their
students, make comparative analysis,…
Use of mobile devices is an area that is very little discussed in the games analyzed (only three
of them deal with the issue, Digital Passport, Secukid and Safe Online Surfing ). e-Confidence
has to emphasize that serious games cover this subject.

MAIN CONCLUSIONS
As a result of the analysis of the main competitors is detailed below the added value that eConfidence has to transfer to the market and future clients and partners:















e-Confidence method: few solutions have didactic guides for families and teachers or
implement a method. It will be differential that e-Confidence provides a complete method
including didactic guides, videotutorials and didactic resources for teachers and families
Change of behaviour: justify properly that e-Confidence serious games or method are
relevant to change behaviours from 12 years old children. It is suggested to develop the
serious games also for 8 to 11 years old children
Integration with LMS and reporting: only one game of the analyzed solutions is integrated
with an LMS, although some of them show reports to the end user about their progress and
others allow a global vision to the teacher of their group. It will be a key aspect of eConfidence their integration with Xtend and the possibility of follow-up offered to the
teacher, as well as the ability to add other resources after working with the serious game
Several languages: it will be differential that e-Confidence is available in several languages
from the beginning, as almost all competitors are only available in English
Native apps for Android and iOS: since there is a clear trend towards the use of mobile
devices in school it will be relevant that e-Confidence uses Xtend native apps for iOS and
Android
Use of mobile devices is an area that is very little discussed in the games analyzed. eConfidence has to emphasize that serious games cover this subject
Communication with families: parents and legal tutors play an essential role on this issues,
and they are also part of the e-Confidence business model. It should be an added value to
report some information to families about the progress and results of their children as part
of the method
Design: some of the games analyzed are developed with 3D technology, but others are 2D
and because of their characteristics they cover the proposed objectives. It will be more
relevant a good design of the scenarios, possibility to choose avatar and a smooth navigation
than a 3D design, although the latter is more immersive. Some other design elements that
could be considered relevant for e-Confidence are:
o Diplomas or badgets for the users
o Several levels of complexity
o Allow to repeat chapters to increase score, without needed to start from the
beginning
o Not locate scenarios and characters with real world locations, to avoid cultural
issues
o Include some competition or ranking among schools
Effectiveness of the games: only a few competitors analyzed shows with data and facts what
is the degree of effectiveness of the games. It is key that e-Confidence include this
information in the presentation of the product
Price: almost all the games analyzed are free. Only six games are commercial solutions. The
other games are free or have a free license available. It is necessary to define a proper added
value proposal to be competitive with free games
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CHAPTER 4: KEY ISSUES FOR E-CONFIDENCE
The following is a summary of the key aspects that the development of e-Confidence serious
games should take into account according to the results of the analysis carried out.

Key issue

Market
analysis

Field
study

Competitors
analysis

Comments

Didactic guides
for teachers

It is a relevant aspect from all areas of
the study. The results of working with
serious games serve as a basis for
teachers to work with students in
other type of dynamics

Change of
behavior

Justify properly that e-Confidence
serious games are relevant to change
behaviours from 12 years old children,
as the market study analysis would
recommend educational interventions
for early ages

Didactic guides
for families

As families will be part of our business
model it will also be important to
develop didactic guides for them

Bullying. The
serious games
must help victim
but also stalker
Explain how eConfidence could
be integrated in
the whole school
anti-bullying
policy

The most effective programs to
prevent bullying incorporate
development of social and emotional
competences, leadership of directors
and teachers, promote the student
role to help their pairs and the
creation of a global initiative

Reports for
teachers and
families

It will be a key aspect of e-Confidence
their integration with LMS and the
possibility of follow-up offered to the
teacher, as well as the ability to add
other resources after working with the
serious game
Reporting should also compare results
from different groups and levels
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Key issue

Market
analysis

Field
study

Competitors
analysis

Mentoring
between pairs

Evidences of
effectiveness

Several languages

Comments

It has been shown that the most
effective programs are those in which
the most pro-social children help the
rest to resolve conflicts. It would be
interesting for serious games to
provide advice through the figure of
older students
Little use of serious games in the
classroom, although gamification is
identified as a methodological trend of
high value and multiple applications in
the school.
Only a few competitors analyzed
shows with data and facts what is the
degree of effectiveness of the games.
It is key that e-Confidence include this
information in the presentation of the
product
It will be differential that e-Confidence
is available in several languages from
the beginning, as almost all
competitors are only available in
English
Design of virtual badgets and diplomas
to reward those groups with good
results
Missions of game related to real life
situations and social and emotional
education
Several levels of complexity

Serious games
design

Allow to repeat chapters to increase
score, without needed to start from
the beginning
Not locate scenarios and characters
with real world locations, to avoid
cultural issues
Include some competition or ranking
among schools
3D it is not essential
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Key issue

Market
analysis

Field
study

Competitors
analysis

Comments

Native apps

Since there is a clear trend towards
the use of mobile devices in school it
will be relevant that e-Confidence
uses Xtend native apps for iOS and
Android

User manuals and
FAQs

Virtual learning platforms are not very
widespread into the schools. It is
necessary to design simple manuals
for e-Confidence that facilitate login
and monitoring of the results by
teachers

Mobile devices

Use of mobile devices is an area that is
very little discussed in the games
analyzed. e-Confidence has to
emphasize that serious games cover
this subject

Price

Almost all the games analyzed are
free. Only six games are commercial
solutions. It will be necessary to define
a proper added value proposal to be
competitive with free games
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ANNEX I: LIST OF INFORMATION SOURCES
The objective of this document is to define the list of information sources that will be used to
elaborate the context background for the market study. Different sources about bullying,
security use of internet and mobile devices and educational technology are identified from a
global point of view.
The analysis of significant sources for the conceptual analysis of the solution is not a key point
of the e-Confidence project, but serves as an initial point of consideration for the
conceptualization of the final idea.
Some of the information sources could be useful maybe not in the first phases of the project but
for future development and evolution of the products that will be launched to the market in
next years.

THE AMERICAN REFERENCE
Mashable
Description
Mashable is a private, global, multi-platform media and entertainment company. Powered by
its own proprietary technology, Mashable is the go-to source for tech, digital culture and
entertainment content for its dedicated and influential audience around the globe.
Mashable was created by Pete Cashmore from his home in Aberdeen, Scotland, in July 2005.
Time noted Mashable as one of the 25 best blogs in 2009, and it has been described as a "one
stop shop" for social media. As of November 2015, it has over 6,000,000 Twitter followers and
over 3,200,000 fans on Facebook. In June 2016, it acquired YouTube channel CineFix from
Whalerock Industries.
It has more than 28MM followers in social media and users share more than 7.5MM contents
in a month.
Website

www.mashable.com

Publications and data that will be analyzed
http://mashable.com/2016/11/04/biz-please-education-tech/#0Bj4k3Kndaqu
http://mashable.com/2016/10/31/sexting-young-people-education/#FKInqNB4dqqS
http://mashable.com/2016/10/17/australian-state-male-privilege/
http://mashable.com/2016/11/24/twitter-mourns-tragic-death-of-tyroneunsworth/#tnqKIJ4BdEqK
http://mashable.com/search/?t=stories&q=education&page=4
http://mashable.com/2014/09/03/education-data-video/#Za2T6milskqx
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TechCrunch

Description
TechCrunch is an online publisher of technology industry news. It primarily covers businesses
ranging from startups to established firms. TechCrunch was founded by Michael Arrington
and Keith Teare in 2005. Notable journalists and contributors include venture capitalists Chris
Dixon and entrepreneur Kevin Rose.
On September 28, 2010, at its TechCrunch Disrupt conference in San Francisco, AOL
announced that it would acquire TechCrunch. The transaction was rumored to be for between
$25 million and $40 million.
TechCrunch operates CrunchBase, a database of the startup ecosystem consisting of
investors, incubators and start-ups, which comprises around 500,000 data points profiling
companies, people, funds, fundings and events. The company claims to have more than
50,000 active contributors. Members of the public, subject to registration, can make
submissions to the database; however, all changes are subject to review by a moderator
before being accepted. Data is constantly reviewed by editors to ensure it is up to date.
CrunchBase says it has 2 million users accessing its database each month.
Website

www.techcrunch.com

Publications and data that will be analyzed
https://techcrunch.com/2016/04/08/1301192/
https://techcrunch.com/2016/07/31/talking-the-future-of-education-with-convergentmedia-founder-rob-anderson/
https://techcrunch.com/2015/06/27/education-next-wave/
https://techcrunch.com/2012/03/06/education-elements-funding/
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CB Insights
Description
CB Insights aggregates and analyzes massive amounts of data and uses machine learning,
algorithms and data visualization to help corporations replace the three Gs (Google searches,
gut instinct and guys with MBAs) so they can answer massive strategic questions using
probability not punditry.
Questions Like:


Which disruptive companies should we worry about?



Which emerging trends could kill us?



What new markets should we enter?



What is our competitor's strategy?



Who should we acquire?



Who should we invest in?



Who is our next customer?



Who are the S&P 500 of tomorrow?

With backing from the National Science Foundation and venture capital investors, they mine
terabytes of data and knowledge contained in patents, venture capital financings, M&A
transactions, hiring, startup and investor websites, news sentiment, social media chatter, and
more.
Their software algorithmically analyzes this data to help their clients see where the world is
going tomorrow, today.
Website

https://www.cbinsights.com/

Publications and data that will be analyzed
https://www.cbinsights.com/blog/ed-tech-quarterly-funding-trends-q316/
https://www.cbinsights.com/blog/ed-tech-vc-ceo-commentary/
https://www.cbinsights.com/blog/ed-tech-market-map-company-list/
https://www.cbinsights.com/blog/periodic-table-ed-tech-2016/
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Common Sense Media
Description
Common Sense is the leading independent nonprofit organization dedicated to helping kids
thrive in a world of media and technology. We empower parents, teachers, and policymakers
by providing unbiased information, trusted advice, and innovative tools to help them harness
the power of media and technology as a positive force in all kids’ lives.
Media and technology are at the very center of all our lives today -- especially our children’s.
Kids today spend over 50 hours of screen time every week. The media content they consume
and create has a profound impact on their social, emotional, cognitive, and physical
development. Learning how to use media and technology wisely is an essential skill for life
and learning in the 21st century. But parents, teachers, and policymakers struggle to keep up
with the rapidly changing digital world in which our children live and learn. Now more than
ever, they need a trusted guide to help them navigate a world where change is the only
constant.
Website

https://www.commonsensemedia.org/

Publications and data that will be analyzed
https://www.commonsensemedia.org/guide/essentialbooks
https://www.commonsensemedia.org/screen-time

Family Online Safety Institute (FOSI)
Description
The Family Online Safety Institute is an international, non-profit organization that works to
make the online world safer for kids and their families. FOSI convenes leaders in industry,
government and the non-profit sectors to collaborate and innovate new solutions and policies
in the field of online safety. Through research, resources, events and special projects, FOSI
promotes a culture of responsibility online and encourages a sense of digital citizenship for
all. FOSI's membership includes 30 of the leading internet and telecommunications
companies around the world.
Website

https://www.fosi.org/

Publications and data that will be analyzed
https://www.fosi.org/good-digital-parenting/
https://www.fosi.org/policy-research/
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University of Wisconsin-Madison

Description
The University of Wisconsin–Madison is a remarkable place: a world-class public research
university filled with talent, knowledge, energy and excitement — all of which can be
leveraged into a positive impact on the lives of others throughout Wisconsin and the
world. The Wisconsin Idea is as alive now as it has ever been. The Office of University Relations
works hard to tell this story through innovative and comprehensive communications with our
many internal and external audiences; by building and nurturing relationships with local and
statewide communities, business and industry; and by fostering partnerships and
relationships throughout the state and the world.
Website

http://news.wisc.edu/science-technology/

Publications and data that will be analyzed
http://news.wisc.edu/video-games-and-learning-pilot-mooc-launches/

INTERNATIONAL BODIES
UNESCO

Description
UNESCO is known as the "intellectual" agency of the United Nations. At a time when the world
is looking for new ways to build peace and sustainable development, people must rely on the
power of intelligence to innovate, expand their horizons and sustain the hope of a new
humanism. UNESCO exists to bring this creative intelligence to life; for it is in the minds of
men and women that the defences of peace and the conditions for sustainable development
must be built. UNESCO has among its objectives to achieve quality education for all and to
promote learning and has published several reports about the use of technology in Education,
bullying and violence prevention.
Website

http://en.unesco.org/

Publications and data that will be analyzed
http://unesdoc.unesco.org/ulis/cgi-bin/ulis.pl?catno=245752&gp=1&mode=e&lin=1
http://www.unesco.org/ulis/cgibin/ulis.pl?catno=243252&set=00583C47F9_0_180&gp=1&lin=1&ll=1
http://www.unesco.org/ulis/cgibin/ulis.pl?catno=245541&set=00583C47F9_0_180&gp=1&lin=1&ll=1
http://www.unesco.org/ulis/cgibin/ulis.pl?catno=245572&set=00583C4895_3_200&gp=1&lin=1&ll=1

H2020-ICT-2016-2017/H2020-ICT-2016-1·

e-Confidence Project nr: 732420 Page 64

World Bank
Description
The World Bank (WB) is an international financial institution that provides loans to developing
countries for capital programs. The World Bank is a component of the World Bank Group,
which is part of the United Nations system.
The World Bank's stated official goal is the reduction of poverty. However, according to its
Articles of Agreement, all its decisions must be guided by a commitment to the promotion of
foreign investment and international trade and to the facilitation of Capital investment.
For the education area, the World Bank has a section dedicated to promote ICT in the
classroom, publishing articles, studies and market trends about the use of ICT on education.
Website

http://www.worldbank.org/

Publications and data that will be analyzed
http://data.worldbank.org/data-catalog/ed-stats

NESET
Description
NESET II is an advisory network of experts working on the social dimension of education and
training. The social dimension of education refers to the potential of education and training
systems to reduce poverty and enhance equity and social inclusion, laying foundations for the
development of more prosperous and more cohesive European societies. It was set up to
contribute to the improvement of European-level policy development and cooperation in
education and training in order to support and supplement the efforts of the Member States to
improve and modernize their education systems.
Website

http://nesetweb.eu/en/about-us/

Publications and data that will be analyzed
http://nesetweb.eu/en/library/how-to-prevent-and-tackle-bullying-and-school-violence/
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OCDE

Description
The Organization for Economic Co-operation and Development (OECD) has become one of
the most influential global forums in which issues of international relevance such as economy,
education and the environment are analyzed. It has published several studies about the
penetration of technology in the educational context.
The mission of the OECD is to promote policies that will improve the economic and social wellbeing of people around the world.
The OECD provides a forum in which governments can work together to share experiences
and seek solutions to common problems. They work with governments to understand what
drives economic, social and environmental change. They measure productivity and global
flows of trade and investment. They analyze and compare data to predict future trends. They
set international standards on a wide range of things, from agriculture and tax to the safety
of chemicals.
They also look at issues that directly affect everyone’s daily life, like how much people pay in
taxes and social security, and how much leisure time they can take. They compare how
different countries’ school systems are readying their young people for modern life.
Website

http://www.oecd.org/

Publications and data that will be analyzed
http://www.oecd.org/education/education-at-a-glance-19991487.htm
http://www.oecd.org/edu/ceri/innovativelearningenvironments.htm
http://www.oecd.org/general/searchresults/?q=bullying&cx=012432601748511391518:xze
adub0b0a&cof=FORID:11&ie=UTF-8
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NMC
Description
The NMC was founded October 17, 1993 by a group of hardware manufacturers, software
developers, and publishers who realized that the ultimate success of their multimediacapable products depended upon their widespread acceptance by the higher education
community in a way that had never been achieved before. These companies — Apple
Computer, Adobe Systems, Macromedia, and Sony — surmised that a community of
innovators embedded in leading colleges and universities would amplify the impact of their
tools in a wide range of disciplines, and that such a community could be uniquely selfsustaining and adaptive.
When it comes to analyzing emerging technology uptake in education, the NMC Horizon
Project is truly global in scope and reach. This map represents the last 2,000 downloads for
the NMC Horizon Report series, which has a readership in more than 160 countries and
growing. To date, over 50 editions of the NMC Horizon Report have been published, along
with 50 foreign language translations in areas including global higher education, K-12
education, libraries, and museums. Every edition leverages the perspectives of a diverse
expert panel and features projects that showcase innovative educational technology in
action.
Website

http://www.nmc.org/

Publications and data that will be analyzed
http://www.nmc.org/publication/nmc-cosn-horizon-report-2016-k-12-edition/

ITU
Description
.ITU is the United Nations specialized agency for information and communication technologies – ICTs.
We allocate global radio spectrum and satellite orbits, develop the technical standards that ensure
networks and technologies seamlessly interconnect, and strive to improve access to ICTs to
underserved communities worldwide.
ITU is committed to connecting all the world's people – wherever they live and whatever their means.
Through our work, we protect and support everyone's fundamental right to communicate.
Website

http://www.itu.int/

Publications and data that will be analyzed
http://www.itu.int/en/publications/Pages/default.aspx
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Eurydice Network

Description
The Eurydice network supports and facilitates European cooperation in the field of lifelong
learning by providing information on education systems and policies in 38 countries and by
producing studies on issues common to European education systems.
Eurydice is a network whose task is to explain how education systems are organized in Europe
and how they work.
They publish descriptions of national education systems, comparative studies devoted to specific
topics, indicators and statistics in the field of education.
Their reports show how countries tackle challenges at all education levels: early childhood
education and care, primary and secondary education, higher education and adult learning.
Website

https://webgate.ec.europa.eu/fpfis/mwikis/e
urydice/index.php/Main_Page

Publications and data that will be analyzed
https://webgate.ec.europa.eu/fpfis/mwikis/eurydice/index.php/Publications:Key_Data_on_Le
arning_and_Innovation_through_ICT_at_school_in_Europe
https://webgate.ec.europa.eu/fpfis/mwikis/eurydice/index.php/Norway:Ongoing_Reforms_an
d_Policy_Developments
https://webgate.ec.europa.eu/fpfis/mwikis/eurydice/index.php/United-KingdomEngland:Guidance_and_Counselling_in_Early_Childhood_and_School_Education
https://webgate.ec.europa.eu/fpfis/mwikis/eurydice/index.php/Sweden:Main_Types_of_Provi
sion
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ANALYST AND RESEARCH COMPANIES
Gartner
Description
Gartner, Inc. is the world's leading information technology research and advisory company. They
deliver the technology-related insight necessary for their clients to make the right decisions, every day.
From CIOs and senior IT leaders in corporations and government agencies, to business leaders in hightech and telecom enterprises and professional services firms, to technology investors, they are the
valuable partner to clients in approximately 10,000 distinct enterprises worldwide. Through the
resources of Gartner Research, Gartner Executive Programs, Gartner Consulting and Gartner Events,
they work with every client to research, analyze and interpret the business of IT within the context of
their individual role.
Founded in 1979, Gartner is headquartered in Stamford, Connecticut, USA, and has 8,300 associates,
including more than 1,800 research analysts and consultants, and clients in more than 90 countries.
Website

www.gartner.com

Publications and data that will be analyzed





Market Insight_Worldwide Opportunities for Consumer Mobile Applications in Education and
Learning, 04-03-10
Maverick Research_The Unbearable Cost of Privacy, 01-10-15
Social Trends Are Influencing the Adoption of Mobile and Web Technology, 10-08-09
Top Five Business Trends Impacting K-12 Education in 2016, 13-01-16

Latitude
Description
In 2011 the company Latitude conducted an international study called “Children's Future Requests for
Computers and the Internet” that evaluated how children of less than 12 years old predicted the future
of the technology. They are children that use technology in their personal environment. The study had
the participation of children from different continents and showed a very oriented vision of how
technologies should evolve in education.
Different profiles of children were detected, the "players" children who offered their vision from the
point of view of the child who imagines technology mainly for the better leisure, "builder" children,
who imagine the improvements aimed at creation and design of things and there were other issues
that came out generalized in all children.
Website

http://latd.com

Publications and data that will be analyzed
http://latd.com/blog/study-kids-royal-road-tech-innovation/
http://latd.com/blog/infographic-3-growing-expectations-future-tech-according-kids/
https://es.scribd.com/document/57865089/Kidgenuity-What-We-Can-Learn-from-Kids-InventingFuture-Technology

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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Market Research
Description
Factiva is a business information and research tool owned by Dow Jones & Company. Factiva
aggregates content from both licensed and free sources, and provides organizations with search,
alerting, dissemination, and other information management capabilities. Factiva products provide
access to more than 32,000 sources (such as newspapers, journals, magazines, television and radio
transcripts, photos, etc.) from nearly every country worldwide in 28 languages, including more than
600 continuously updated newswires.
Website

https://global.factiva.com

Market Research
Description
MarketResearch.com is the most comprehensive collection of market intelligence products and
services on the Web. They offer reports from over 720 top publishers and update their collection daily
to provide with instant online access to the world's most complete and current database of expert
insights on global industries, companies, products, and trends.
Website

http://www.marketresearch.com/

Publications and data that will be analyzed
http://www.marketresearch.com/MarketsandMarkets-v3719/Serious-Game-Vertical-EducationCorporate-9073635/
http://www.marketresearch.com/Infiniti-Research-Limited-v2680/Global-Higher-Education-Gamebased-10218478/
http://www.marketresearch.com/Mind-Commerce-Publishing-v3122/Social-Gaming-CompaniesApplications-Platforms-8931225/

Media Policy Project
(London School of Economics)
Description
The Media Policy Project’s goal is to start conversations between policy makers, civil society actors,
and media professionals about the latest media research. We want policy makers to have timely, easy
access to relevant research and to the range of views held by civil society. We also work to engage the
policy community with research on the policy making process itself. Additionally, we provide tools for
anyone looking to stay up-to-date on media policy issues, though our briefings, event calendars,
dossiers, and lists of on-going consultations.
Website

H2020-ICT-2016-2017/H2020-ICT-2016-1·

http://blogs.lse.ac.uk/mediapolicyproject/
https://twitter.com/LSEmediapolicy
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Technavio
Description
Technavio is a leading market research company with global coverage. Their research and analysis
focuses on emerging market trends to help businesses identify market opportunities and develop
effective strategies to optimize their market positions.
Technavio models the market trends using a mix of quantitative and qualitative tools in its proprietary
research methodologies. Their team of over 300 specialized analysts continuously monitors and
evaluates the market landscape and builds forecasts across market segments and geographical regions
based on the trends identified.
Founded in 2003 and headquartered in London, UK, Technavio has offices across North America,
Europe, and Asia. Covering more than 100 industries across 50 countries, they develop over 5,000
research deliverables every year. Their expansive portfolio of market research reports provides their
clients with the objectivity and clarity required to make informed business decisions.
Website

http://www.technavio.com/industries/education

Publications and data that will be analyzed
http://www.technavio.com/report/global-education-technology-global-education-gamificationmarket-2016-2020
http://www.technavio.com/report/global-education-technology-global-digital-classroom-market2016-2020
http://www.technavio.com/report/global-education-technology-higher-education-game-basedlearning-market

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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SPECIALIZED BULLYING SOURCES
Clear Cyber Bullying
Description
Clear Cyber Bullying is an European project financed by Erasmus Plus programme 2014-2020.
The project aims at finding solutions to the problem of cyber bullying, nowadays rapidly increasing
among teenagers and younger. The project idea is to use the Drama Education for creating awareness
on cyber-bullying among students and then develop an education video-games exploiting traditional
“Puppet characters” or “shadow theatres” coming from the six partners countries (Turkey, Portugal,
Italy, Spain, Czech Republic and Poland).
During these two years (2015-2016) groups of students among pilots schools are selected by a
structured survey process in order to test their knowledge of what cyber bullying is and how it can be
enforced unconsciously.
After that, the targeted students group are involved in an eight stage drama training and in a multisection educational video game pathway to up-rise their understanding of cyber bullying behaviour.
At the end of this education and interactive awareness rising process, targeted students will reply the
same survey in order to measure achievements and progress.
Website

http://www.clearcyberbullying.eu/

The Center for Leadership and Bullying
Prevention
Description
The Center for Leadership and Bullying Prevention's mission is to support the work of school leaders
in addressing the problem of bullying while at the same time enhancing the culture and climate of the
school.
The Center does not offer a bullying prevention program nor does it endorse any particular bullying
prevention program. It views programs as useful tools that need to be in the hands of skilled and
knowledgeable professionals in order to be effective.
Website

H2020-ICT-2016-2017/H2020-ICT-2016-1·

http://www.noplaceforbullying.com/
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Cyber Bullying Research Center
Description
The Cyberbullying Research Center is dedicated to providing up-to-date information about the nature,
extent, causes, and consequences of cyberbullying among adolescents. Dr. Sameer Hinduja and Dr.
Justin W. Patchin post about issues relevant to helping teens safely and responsibly use technology.
Website

http://cyberbullying.org/

KIVA Program

Description
KiVa is a research-based antibullying program that has been developed in the University of Turku,
Finland, with funding from the Ministry of Education and Culture. The effectiveness of KiVa has been
shown in a large randomized controlled trial. In Finland, KiVa is a sought-after program: 90 % of all
comprehensive schools in the country are registered KiVa schools implementing the program.
Website

http://www.kivaprogram.net/

FRIENDS
Description
Friends is an non-profit organization, dedicated to the prevention of bullying. We educate and support
schools, pre-schools and sports clubs throughout Sweden. Our vision is to see young children and
adolescents grow up in a safe and secure society where all are treated equally.
Website

https://friends.se/en/

Olweus Bullying Prevention Program (OBPP)
Description
The OBPP is the most researched and best-known bullying prevention program available today.
With over thirty-five years of research and successful implementation all over the world, OBPP is a
whole-school program that has been proven to prevent or reduce bullying throughout a school setting.
Website

http://www.violencepreventionworks.org/public
/index.page

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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Spanish Association to prevent bullying
Description
The Spanish Association for the Prevention of School Harassment is a non-governmental non-profit
entity. It is formed by professionals from different fields: psychologists, pedagogues, experts in
cyberbullying, social educators, lawyers, experts in security and self-protection, drama teachers and
parents of bullying victims committed to preventing bullying.
It is the founder and promoter of the National Plan against School Harassment. An urgent need for the
education system, which are undertaken by civil society, with the intention of improving coexistence
in schools and combating bullying in all its manifestations.
Website

http://aepae.es/

ANTIBULLYING PRO

Description
The Diana Award's Anti-Bullying Campaign involves a number of different projects aimed at reducing
bullying in schools. One of our main projects is the Anti-Bullying Ambassadors program which has
trained over 18,000 young people across the UK to lead on anti-bullying campaigns in their schools.
Website

http://www.antibullyingpro.com/

MTU NU TORE
Description
MTU NU TORE is a NGO established in 2000 on the basis of peer support movement in Estonia. The
organisation works on three levels: peer students’ empowerment and self-management being
supportive to bullied peers, cooperation between students and cooperation between students and
teachers. The objective is to teach social skills and reduce bullying in Estonian schools with the focus
on the most critical students group - teenagers. TORE is active in about 70 schools all over Estonia,
incorporating about 700 peer support students and their instructors.
Website

H2020-ICT-2016-2017/H2020-ICT-2016-1·

www.tore.ee
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ENABLE
Description
ENABLE (European Network Against Bullying in Learning and Leisure Environments) aims to tackle
bullying in a holistic way, helping young people exercise their fundamental rights in the home, school,
class and community (i.e. peer group).
Using a unique approach that combines social and emotional learning (SEL) with Peer Support, the
ENABLE team strives to provide school staff with the skills, knowledge and confidence that can help
them establish an effective student Peer Support scheme in their schools and develop their students’
social and emotional skills.
Website

www.enable.eun.org

SPECIALIZED SECURITY IN INTERNET SOURCES
Internet Segura

Description
The purpose of this project is to promote the safe, critical and responsible use of ICT among all
members of the educational community, especially students.
The project aims to achieve the following objectives:








Promote digital literacy for all members of the educational community
Train on the safe use of the internet (especially by minors)
Report on the most common risk situations that children face when they surf the internet
Develop basic safety plans by age (children, preadolescents, adolescents, etc.)
Provide a helpline and complaint against unwanted situations, identity theft, inappropriate
behaviour or inappropriate or illegal content
Promote and disseminate the good use of ICT in education through the organization of courses,
workshops, meetings, seminars, etc.
Promote and disseminate the safe use of ICT in schools

Website

H2020-ICT-2016-2017/H2020-ICT-2016-1·

http://www.educa.jcyl.es/ciberacoso/es
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Friendly ATTAC
Description
Friendly ATTAC (Adaptive Technological Tools Against Cyberbullying) is an interdisciplinary research
project, financed by IWT (the Flemish government agency for Innovation by Science and Technology).
The main aim of the project is to investigate how ICT-related tools can be effectively used in health
interventions with regard to cyberbullying amongst youngsters.
Website

http://www.friendlyattac.be/en/

Publications and data that will be analyzed
http://www.friendlyattac.be/en/publications

Oficina de seguridad del internauta
Description
The Internet Security Office (OSI) is a free service launched by the National Institute of Cybersecurity
(INCIBE) of the Ministry of Energy, Tourism and Digital Agenda whose main mission is to provide
information and support to citizens helping them to avoid and solve the security problems that may
arise when surfing the Internet and make use of information and communication technologies (ICT).
Within the OSI project, there is the Minor OSI web portal for parents and educators with the goal of
facilitating the task of promoting the safe and responsible use of the Internet and new technologies
among minors.
Minor OSI is divided into three major sections:




Home Cybersecurity: a space where parents who are still confused and do not know where to start,
know what are the main aspects that have to take into account when educating their children in
cybersecurity.
Cibersecurity school: guidance resources to facilitate better management of educational centers
in relation to the safe and responsible use of ICT by the educational community (teachers, students
and parents).
Cybercooperators: a volunteer program that seeks the commitment of the community to increase
awareness and awareness in the safe use of ICT.

Website

H2020-ICT-2016-2017/H2020-ICT-2016-1·

https://menores.osi.es/
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Pantallas amigas
Description
PantallasAmigas is an initiative whose mission is to promote the safe and healthy use of new
technologies and the promotion of responsible digital citizenship in childhood and adolescence.




Safe, avoiding risks or reducing their consequences
Healthy, seeking full physical, mental and social wellbeing, individual and collective
Cyber citizens, developing full citizenship skills, values and skills

It is supported by EDEX, a non-profit social action organization with more than 40 years of experience
in promoting the integral development of children and adolescents. Received the technical advice of
consultant specialized in education and new technologies since 1996.
Website

http://www.pantallasamigas.net/

SANS Institute
Description
The SANS Institute was established in 1989 as a cooperative research and education organization. Its
programs now reach more than 165,000 security professionals around the world. A range of individuals
from auditors and network administrators, to chief information security officers are sharing the lessons
they learn and are jointly finding solutions to the challenges they face. At the heart of SANS are the
many security practitioners in varied global organizations from corporations to universities working
together to help the entire information security community.
SANS is the most trusted and by far the largest source for information security training and security
certification in the world. It also develops, maintains, and makes available at no cost, the largest
collection of research documents about various aspects of information security, and it operates the
Internet's early warning system – the Internet Storm Center.
Website

https://www.sans.org/

Publications and data that will be analyzed
https://www.sans.org/reading-room/whitepapers/monitoring/securing-k-12-school-networkeffective-internet-access-control-network-traffic-monitor-32894

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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Projecto MiudosSegurosNa.Net
Description
Projecto MiudosSegurosNa.Net – founded in 2003 – and focusing on:


Listening to youth concerns about bullying/cyberbullying



Gathering bullying/cyberbullying evidence-based data



Listening to youth ideas for reducing bullying/cyberbullying



• Developing a youth-led anti-bullying/cyberbullying campaign action plan

Website

http://www.miudossegurosna.net/

Publications and data that will be analyzed
http://www.miudossegurosna.net/cursos/curso--01.html

Better Internet for Kids – Insafe network
Description
Under the Connecting Europe Facility (CEF), EUN Partnership aisbl (hereinafter called European
Schoolnet) is developing and maintaining – on behalf of the European Commission – a Better Internet
for Kids (BIK) core service platform to share resources, services and practices between national
providers of the services – the European Safer Internet Centers (SICs) – and to provide services to their
users, including industry.
In line with the European Commission's Better Internet for Kids strategy, the key vision behind the BIK
core service platform is to create a better internet for children and young people. In more practical
terms, it is our mission is to foster – through the BIK core service platform – the exchange of
knowledge, expertise, resources and best practices between key online safety stakeholders, including
industry, in order to increase access to high-quality content for children and young people, step up
awareness and empowerment, create a safe environment for children online, and fight against child
sexual abuse and child sexual exploitation. Insafe and INHOPE work together through a network of
Safer Internet Centers (SICs) across Europe – typically comprising an awareness center, helpline,
hotline and youth panel.
Website

https://www.betterinternetforkids.eu

Publications and data that will be analyzed
https://www.betterinternetforkids.eu/web/portal/resources/gallery
https://www.betterinternetforkids.eu/web/portal/resources/videos

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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Parent zone
Description
Parent Zone is devoted to providing expert information to families and schools. We find, curate and
check the best available information on all of the issues that are caused or amplified by the internet.
The Parent Zone mission: To improve outcomes for children in a digital world. Which means…


Children will be safer online.



Children will be resilient enough to cope with the challenges of the online world.

 Children will be educated for a digital future.
Our approach. To work with the people and organizations that can deliver those outcomes: Parents,
Schools, Companies
Website

http://parentzone.org.uk/

Publications and data that will be analyzed
http://parentzone.org.uk/parent-info

Dot Kids Asia

Description
DotKids Foundation, as the only community based applicant for the “.kid(s)” domain, acknowledging
the impact that a .kid(s) domain will have on kids and the general public around the world, we believe
that .kid(s) must be run under these guiding principles:






Adopt the United Nations Convention on the Rights of the Child as a fundamental guiding
principle to protect the rights of children;
Operate as a not-for-profit initiative promoting kids-friendly content on the Internet;
Promote the well-being of children online and uphold children’s rights;
Value children’s participation on Internet governance by making .kid(s) a platform for children
as an important part of the multi-stakeholder approach to build a better Internet world
together; and
Support child-right organizations and initiatives around the world, especially with relevance to
the development of the Internet with the best interests of the child as a fundamental principle.

Website

H2020-ICT-2016-2017/H2020-ICT-2016-1·

http://www.dotkids.asia/about-dotkids/
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SPECIALIZED SERIOUS GAMES AND EDUCATION SOURCES
Games for Change

Description
Founded in 2004, Games for Change facilitates the creation and distribution of social impact games
that serve as critical tools in humanitarian and educational efforts.
They aim to leverage entertainment and engagement for social good. To further grow the field, Games
for Change convenes multiple stakeholders, highlights best practices, incubates games, and helps
create and direct investment into new projects.
Website

http://www.gamesforchange.org/

Publications and data that will be analyzed
http://www.gamesforchange.org/learn/impact-with-games-a-fragmented-field/
http://ww2.kqed.org/mindshift/series/guide-to-games-and-learning/
http://www.gamesforchange.org/learn/desinging-games-to-effect-social-change/
http://www.gamesforchange.org/learn/good-video-games-and-good-learning/

Serious Games Institute

Description
The Serious Games Institute is an internationally leading centre for excellence in serious games applied
research, business and study.
Founded in 2007, as part of regional development funding, the Serious Games Institute has developed
into an international brand for excellence in its field, with new overseas branches in Singapore and
South Africa and a commercial spin out company Serious Games International which has attracted £2
million in loan investments.
The SGI also boasts the development services of a serious games studio, the mobile applications lab
and a purpose-built teaching lab.
The group also have a significant publication record with over 100 peer reviewed technical reports,
conference papers and journal articles. There are over 192 academic, industrial and governmental
partners on the funded projects and a cluster of 31 companies.
Website

http://www.seriousgamesinstitute.co.uk/

Publications and data that will be analyzed
http://www.sciencedirect.com/science/article/pii/S0360131513001644
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Games and Learning

Description
Gamesandlearning.org is a news and information service aimed at increasing the amount of
information available for those interested in developing and funding new educational games for
children and young adults. The site is a wholly independent news and information service run as a
nonprofit news organization by a team of reporters and researchers interested in strengthening the
entire learning games industry.
The site began as a project of the Joan Ganz Cooney Center at Sesame Workshop in 2013. Over the
next three years it grew to become one of a handful of news outlets that can help investors and
developers understand the complex markets these games can reach.
Website

http://gamesandlearning.org

Spanish videogames association

Description
AEVI was born in 2014 after the refurbishment of the old aDeSe and since then it works to bring
together all the agents involved in the video game value chain - developers, publishers, marketers, etc.
- in a common association. It has the firm intention of strengthening and defending the interests of
one of the technological industries with a greater projection in Spain.
Its institutional objectives are the following:






To promote the development of local industry in Spain, favoring Spain's investment appeal and
thus contributing to the generation of wealth and employment in the video game sector.
Collaborate with Public Administrations and decision-makers in the development of programs and
initiatives to promote a local video game industry in our country.
Defend the interests of all agents involved in the industry's production chain.
Ensure a sustainable and future model for the sector, which involves the defense of intellectual
property and innovation in the formulas for offering and marketing products in an environment of
coexistence between the physical and online markets.
Generate a positive projection around the cultural and innovative character of the sector,
promoting a plural consumption, but also a responsible attitude on the part of the consumer
regarding the respect of the PEGI codification

Website

H2020-ICT-2016-2017/H2020-ICT-2016-1·

http://www.aevi.org.es/
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eMadrid
Description
The eMadrid project is divided into 10 lines of research, each with specific scientific and technical
objectives. These research lines and objectives are aligned with the themes of special importance in
the short and medium term in elearning that have been defined in many reports as in the prestigious
Horizon reports, as well as with the strategies marked by the European Union through the Initiative
"Opening Up Education" and Horizon 2020. The 10 research lines of the eMadrid project are the
following:











Authoring and reuse
Learning environments and MOOCs
Ubiquitous and supported learning on mobile devices
Serious games and simulations
Remote and virtual laboratories
Assessment of learning, learning analytics and big data
Open educational resources, free software and open data
Adaptability, adaptability and accessibility
Formats and standardization of contents and services
Educational methodologies, ludification and quality

Serious games and simulations address the main challenges facing current research in the application
of serious games to education, defined as an umbrella term that covers not only games but also other
highly interactive technologies, such as simulations. It will try to facilitate the adoption of serious
games, whose penetration in the educational field is still limited, trying to improve the reliability of the
methods used to evaluate the effectiveness of serious games.
Website

http://www.emadridnet.org/

Publications and data that will be analyzed
https://www.mendeley.com/research/applying-standards-systematize-learning-analytics-seriousgames/
http://www.emadridnet.org/es/serious-games-en-la-educacion-tradicion-y-videojuegos
https://www.mendeley.com/catalog/metadata-serious-games-learning-object-repositories/
https://www.mendeley.com/catalog/tools-approaches-simplifying-serious-games-developmenteducational-settings/
https://www.mendeley.com/catalog/game-learning-analytics-learning-analytics-serious-games/
https://www.mendeley.com/research/investigating-impact-gaming-habits-gender-age-effectivenesseducational-video-game-exploratory-study/
https://www.mendeley.com/catalog/accessible-games-education-accessibility-experienceseadventure/

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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ISFE
Description
The Interactive Software Federation of Europe (ISFE) was established in 1998 to represent the interests
of the sector towards the EU and international institutions. Initially founded by the national interactive
software trade associations in the United Kingdom, France and Germany, ISFE expanded in 2002 to
include any company representing the industry within the 27 Member States plus Norway, Iceland,
Switzerland and Liechtenstein. Today, ISFE membership comprises 16 major publishers of interactive
software and trade associations in 18 countries throughout Europe.
Website

http://www.isfe.eu/

Publications and data that will be analyzed
http://www.isfe.eu/objects/education
http://www.isfe.eu/objectives/public-policy
http://www.isfe.eu/objects/age-rating

Tralalere
Description
A pioneer in digital pedagogy and expert in young public communication, Tralalere is a leading
producer of cross-media educational programs: cartoons for multimedia productions, serious games,
mobile apps, eBooks, and museographic installations. Tralalere creates new ways of leveraging
technologies for children’s education. We work in partnership with educational groups both in schools
and out, as well as media partners, including television channels, and online/offline media.
Tralalere designs and implements comprehensive awareness programs for children, parents,
educators and public broadcasting organizations.
Website

http://www.tralalere.com/

Publications and data that will be analyzed
http://www.tralalere.com/education/ressources
http://www.tralalere.com/professionnels/realisations/projets/2025-ex-machina-mobile

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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TALETE

Description
TALETE project aims at investigating different ways of the mathematics representations, in the topics,
already, defined in the PISA, IEA TIMSS and National surveys concerning the maths skills of 15 yearsold students. The worldwide surveys report that EU students often lack mathematical competence and
key basic competences in science and technology. The learning of the mathematics literacy enables
students to contribute effectively in actual society, improving their employment prospects. In this
context, the project intends to develop with the teachers more attractive and fun pedagogical tools
(serious game and machinima) for the maths literacy delivered in two virtual environments: e-learning
platform and 3D world.
Website

http://www.taleteproject.eu/

Publications and data that will be analyzed
http://www.scientix.eu/projects/project-detail?articleId=101464

THE JOY OF MATH

Description
The main goal of the project is to prepare interactive tests and games for secondary school students
and teachers, so they can use it in class or for homework.
Tests and games are designed in the format of interactive PDF files. The main advantage is their
immediate evaluation, attractive graphics and uniform system of navigation. The entire set of 800
materials covers all topics of secondary school mathematics. Tests and games can be used on
interactive whiteboards or computers as well.
Website

http://msr.vsb.cz/the-joy-of-math

Publications and data that will be analyzed
http://msr.vsb.cz/sites/msr.vsb.cz/files/pdf/demo/azkviz_goniometrie_21_1352.pdf
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MANUSKILLS

Description
The project will experiment with a wide range of innovative delivery mechanisms such as serious
games and teaching factory, supported by the use of social media augmented by gamification and
leveraging the distribution channels preferred by young talent.
In addition, the project will explore the pedagogical frameworks best suited to the personalization of
individual learning needs taking into account the industrial demand.
ManuSkills will address two stages of the young talent pipeline (i.e. teenagers and young adults), where
for the youngest target the focus will be to make manufacturing education more attractive, whilst for
the elder one the focus will be to facilitate transformative deep learning of individuals, with reduced
time-to-competence.
Website

http://www.manuskills.org/project

Publications and data that will be analyzed
http://www.manuskills.org/documents

ENVIKDS

Description
EnvKids aims to raise awareness on environmental sustainability among primary school children
through on-line simulation and demonstrations.
EnvKids uses explorative pedagogy based on age-appropriate virtual and practical experimentation
and graphical interfaces. The didactical approach combines in-class instruction, virtual demonstrators,
site visits, and on-line collaboration.
Website

http://envkids.net

Publications and data that will be analyzed
http://www.scientix.eu/projects/project-detail?articleId=71854

H2020-ICT-2016-2017/H2020-ICT-2016-1·
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PLAY DECIDE

Description
About FUND and PlayDecide: FUND is a two-year project supported by the European Commission to
stimulate the use of discussion games and other debate formats in European cities for the
development of a scientific culture at the local level.
FUND supports the creation of new discussion formats and games inspired by PlayDecide and their use
to address issues and topics that are important at city level; it provides training and support to
individuals and organizations that want to be active in the field of debate and discussion; and it uses a
series of small subsidies to catalyse collaborations at the city level between networks, organizations
and individuals who want to use debate and discussion to inform local policy.
Website

http://www.playdecide.eu/

Publications and data that will be analyzed
http://msr.vsb.cz/sites/msr.vsb.cz/files/pdf/demo/azkviz_goniometrie_21_1352.pdf
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ANNEX II: INTERVIEWS QUESTIONNAIRE
PROJECT BACKGROUND
The e-Confidence project aims to test the Activity Theory-based Model of Serious Games
(ATMSG) for game development methodology combined with Applied Behaviour Analysis (ABA)
in order to be able to design serious games capable to promote behavioural changes in the user.
ABA is a procedure concerned with analyzing the principles of learning theory and applying
systematically this knowledge to change behaviour of social significance. Behaviour change is
achieved by first assessing the functional relationship between a targeted behaviour and the
environment, to later develop replacement behaviours which serve the same function as the
aberrant behaviours.
e-Confidence will also introduce Learning Analytics (LA) for tracking and analysing learners’
behavioural data and interpreting them in an educational meaningful way.
e-Confidence project will develop two serious games, one focused on bullying and the other on
safety use of internet and mobile devices. Both serious games are targeted for 12 to 16 years
old students.
The project is develop by an European consortium of six companies from four countries.

More information: http://www.econfidence.eu/

One of the initial activities of the project is to analyze market trends and state of art. This task is
led by everis.
As part of this activity, information and opinions from different experts in gammification, game
based-learning, educational technology, bullying and safety use of internet and mobile devices
will be gathered. The information will be collected through interviews using a questionnaire.
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INFORMATION ABOUT INTERVIEWS
The questionnaire for interviews with experts is formed by twelve questions about three
different areas:




Educational technology and serious games
Bullying
Safety use of internet and mobile devices

Contributions are expected from experts in at least one of the areas.
Questions are open-ended, so please, answer with your opinions based in your knowledge and
experience.
The study will reflect an objective abstract of the opinions gathered, ranked by relevance both
for the reiteration and for the application to the project objectives. By confidentiality and in
compliance with the agreements established with the participants, no comments will be
submitted to the analysis of the opinions and reflections of the participants. Nor will any of the
interventions be nominated.

QUESTIONNAIRE
1. Pedagogical use of technology in the classroom
1.1 Do you think the use of technology in the classroom is widespread? What about virtual
platforms? And serious games?

1.2 What opinion do serious games deserve as a didactic element? Do you know any experience
of use in the classroom?

1.3 What barriers do you identify in the use of technology in the classroom?

1.4 What do you think is the trend in the use of technology in classrooms?

2. Bullying
2.1 What methods do you know to work on this problem? What are the reasons for choosing
one method or another?
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2.2 What resources, tools or instruments do you know for the training of students? Is there
specific material for teachers and families?

2.3 What needs or deficiencies do you identify to prevent bullying?

2.4 What do you think is the future trend to prevent bullying?

3. Safety use of internet and mobile devices
3.1 What methods do you know to work on this problem? What are the reasons for choosing
one method or another?

3.2 What resources, tools or instruments do you know for the training of students? Is there
specific material for teachers and families?

3.3 What needs or deficiencies do you identify for the prevention of this problem?

3.4 What do you think is the future trend to promote security in digital contexts?
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ANNEX III: LIST OF EXPERTS
The objective of this document is to define the list of experts that will participate in focus groups
and interviews to provide information about future trends, needs and overall education context
regarding bullying, use of mobile devices and security in internet.
There has been identified more than 45 experts from different countries, organizations and
areas of expertise. The main criteria applied to identify experts are the following:





They have expertise in gamification, serious games, bullying, security in internet or
educational technology. As e-Confidence project is going to develop two serious games
for children among 12 and 14 years old, it is important to have feedback of game basedlearning experts and identify main issues in bullying prevention in schools and security
in internet
They are located in Europe or America countries. As e-Confidence main target are
European and American educational institutions and organizations, there is needed
information about trends, needs and context in these geographical areas
They belong to different types of organizations including large and medium/small
companies, private schools, public organizations, universities and public schools

For each of the experts identified it will show background information about their formal
education, experience, country and past and current position.
The list of experts identified to participate in focus groups and interviews is the following:
Alejandra Bosco – teacher of Educational Technology at University Autónoma of Barcelona
Alex Holmes - Charity Programme Manager & consultant - The Diana Award
Almudena García - coordinator for Digital Contents, Internationalization and Inclusion at
Red.es
Ana Belén Santos – head of area of Operating Office at INCIBE
Andrés González – innovation and training manager at GSD cooperative
Anne Collier - Executive Director, The Net Safety Collaborative
Antonio Valdivia – inspector at National Police Force
Carlos Represa – project manager at MT Educación y Formación
Christina Salmivalli – professor at Education Faculty at Turku University
Dan Olweus – research professor of psychology at University of Bergen (Norway)
Donna Cross – professor, Telethon kids institute
Elijah Lawal - Trust & Safety Communications at Google
Elizabeth Milovidov – eSafety Consultant, Digital Parenting
Evgenia Eliseeva – Corporate Communications Manager, Kaspersky Lab
Gordana Buljan Flander, director of Child and Youth Protection Center of Zagreb
Inma Marín – founder and CEO at Marinva
Iñaki Piñuel – professor and researcher at Alcalá University
Jesús Torres – ICT director at SEK Educational Institution
Jim Dillon – director of The Center for Leadership and Bullying Prevention
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Jose Antonio Luengo – Educational Advisor of Madrid Educational Government
Jose María Aviles – teacher of secondary education and researcher at Valladolid University
Jose María de Moya –general manager at Grupo SIENA
Juan Núñez – founder and CEO at OTB Innova
Jürgen Bänsch - PEGI S.A., Public Policy & Government Affairs Director
Justin Patchin – director of the Cyberbullying Research Center of University of Wisconsin-Eau
Claire
Karl Hopwood - Insafe Helpline Coordinator, European Schoolnet
Ken Corish – Online Safety Manager, SWGfL
Luciana Cataldi – founder and general manager at Mediación y violencia
Luz Castro – owner and gaming area manager at IMAXIN
Maja Pivec - Game Based Learning and Learning with Multimedia at the University of Applied
Sciences FH JOANNEUM in Graz, Austria
Manuel Area – professor of didactic and educational research at University of La Laguna
Maria Dolores Gonzalo – coordinator of Digital Public Services at Red.es
Mariano Sanz – general manager at Ramón y Cajal School
Martin Schmalzried – Senior Policy and Advisory Officer, COFACE
Niels-Christian Bilenberg - pedagogical consultant, Center for Digital Pedagogy
Olga Martín – educational consultant at Educa Digital
Ollie Bray - Principal (Headteacher) at Kingussie High School located in the Cairngorms National
Park in the Scottish Highlands
Parry Aftab – StopCyberbullying, Executive Director
Pepe Giráldez – ICT coordinator at BASE school
Sameer Hinduja – co-director of the Cyberbullying Research Center of Florida Atlantic University
Sergio García – teacher and director of free time school at La Salle
Sonia Díez – general manager at Colegio Internacional Torrequebrada
Sonia Livingstone – Professor, Media Literacy Project, London School of Economics
Tiina Mäkelä – certified trainer for KiVa anti-bullying program in Spanish speaking countries at
Escalae Institute
Vesna Vesela Bilić, associate professor of University of Zagreb, Faculty of Teacher Education
Will Gardner – CEO, Childnet International

LIST OF EXPERTS CLASSIFIED BY AREA OF EXPERTISE
Next table shows the list of experts by four areas of expertise:



Gamification/serious games
Educational technology
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Bullying
Security in internet and use of mobile devices

Expert

Area of expertise
Gamification,
Serious Games

Educational
technology

Bullying

Security in
internet and
use of mobile
devices

Alejandra Bosco
Alex Holmes
Almudena García
Anne Collier
Ana Belén Santos
Andrés González
Antonio Valdivia
Carlos Represa
Cristina Salmivalli
Dan Olweus
Donna Cross
Elijah Lawal
Elizabeth Milovidov
Evgenia Eliseeva
Gordana Flander
Inma Marin
Iñaki Piñuel
Jesús Torres
Jim Dillon
Jose Antonio Luengo
Jose María Avilés
Jose María Moya
Juan Núñez
Jürgen Bänsch
Justin Patchin
Karl Hopwood
Ken Corish
Luciana Cataldi
Luz Castro
Maja Pivec
Manuel Area
Maria Dolores Gonzalo
Mariano Sanz
Martin Schmalzried
Niels-Christian Bilenberg
Olga Martín
Ollie Bray
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Expert

Area of expertise
Gamification,
Serious Games

Educational
technology

Bullying

9

28

22

Parry Aftab
Pepe Giráldez
Sameer Hinduja
Sergio García
Sonia Diez
Sonia Livingstone
Tiina Makela
Vesna Bilic
Will Gardner
TOTAL

Security in
internet and
use of mobile
devices

24

LIST OF EXPERTS CLASSIFIED BY LOCATION
Next table shows the list of experts classified by location:



European country
American country
Country
Spain
UK
Austria
Belgium
Denmark
Norway
Finland
Croatia
Other countries
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6
1
2
1
1
2
2
10
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LIST OF EXPERTS CLASSIFIED BY TYPE OF ORGANIZATION
Next table details the list of experts classified by type of organization:






Public segment:
o Public organization
o University
o Public school
Private segment:
o Enterprise, medium and small company
o University
o Private school
Association
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Expert

Type of organization
Public
organization

Alejandra Bosco
Alex Holmes
Almudena García
Ana Belén Santos
Andrés González
Anne Collier
Antonio Valdivia
Carlos Represa
Cristina Salmivalli
Dan Olweus
Donna Cross
Elijah Lawal
Elizabeth Milovidov
Evgenia Eliseeva
Gordana Flander
Inma Marin
Iñaki Piñuel
Jesús Torres
Jim Dillon
Jose Antonio Luengo
Jose María Avilés
Jose María de Moya
Juan Núñez

Public
University

Public school

Company

Private
University

Association
School

Expert

Type of organization
Public
organization

Justin Patchin
Jürgen Bänsch
Karl Hopwood
Ken Corish
Luciana Cataldi
Luz Castro
Maja Pivec
Manuel Area
Maria Dolores Gonzalo
Mariano Sanz
Martin Schmalzried
Niels-Christian Bilenberg
Olga Martín
Ollie Bray
Parry Aftab
Pepe Giráldez
Sameer Hinduja
Sergio García
Sonia Diez
Sonia Livingstone
Tiina Makela
Vesna Bilic
Will Gardner
TOTAL

8
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Company

Private
University

School

Association

12

6

6

7

BACKGROUND OF EXPERTS
This chapter describes in detail the background for each of the experts identified.

Alejandra Bosco
Teacher of Educational Technology at
University Autonoma of Barcelona




PhD in Philosophy and Educational Sciences by University Autonoma of Barcelona
Master in educational technology by University of Salamanca

Alejandra is an expert in educational technology, open education and elearning. She has
combined research activities with development of didactic materials and teaching at the
university.
She is teacher at Educational technology at the Pedagogy department of the University
Autonoma of Barcelona (http://www.ub.edu/web/ub/ca/). She also participates in different
virtual learning proposals and training to teachers.
Alejandra started teaching in the Buenos Aires University and participating in the distance
education program of the same university. Her first research work was about “The computer
as innovation” and continue with different works about the potential of teaching media for
the educational innovation at the Generalitat of Catalonia.
She participates in projects like “Training to teachers and improving quality of education” of
Alfa program of European Union, Research of multimedia teaching” of IV framework program
of European Union, “School+ network” of Generalitat of Catalonia, “New learning
environments and educational innovation in the university” of University Autonoma of
Barcelona, “Policies and practices related to ICT in the K-12 education” of Ministry of
Education of Spain.
She is member of Espiral Association (http://www.ciberespiral.org/).
http://www.alejandrabosco.net/
https://www.linkedin.com/in/alejandra-bosco-27497a23
http://blogs.uab.cat/abosco/es/

Alex Holmes
Head of Anti-Bullying Programme
The Diana Award



Charity Programme Manager & consultant

Alex is 27 and Head of Anti-Bullying at The Diana Award, a charity set up in memory of Princess
Diana and her belief that young people can change the world. Alex received a Diana Award in
2004 for tackling bullying in his school & community after suffering from bullying himself and
is now responsible for managing the Anti-Bullying Campaign which is working with tens of
thousands of young people, adults, professionals and parents in the UK, Ireland. Alex has over
7 years’ experience working in the education system in various roles from teaching assistant,
learning mentor to Head of Year Group.
https://www.fosi.org/people/alex-holmes/
www.abcholmes.co.uk
https://twitter.com/abcholmes
https://www.linkedin.com/in/abcholmes

Almudena García
Coordinator for Digital Contents,
Internationalization and Inclusion at Red.es





Executive MBA by IE
Specialist in market research by Complutense University of Madrid
Degree in Economics by Autónoma University of Madrid

Almudena is coordinator of digital contents at Red.es since January 2003. She is in charge of
strategic planning of e-government initiatives, periodic report of indicators and budget
performance.
In the past, she has worked for Carpe Diem Varsanet Holding, Fundación Varsavsky, for CAVE
as social economy manager and for El Pais.
https://es.linkedin.com/in/almudenagarciapadilla
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Ana Belén Santos
Head of area of operating office at INCIBE








Telecommunications Engineer by Valladolid University
PMP certification
Certified Information Systems Auditor (CISA) by ISACA
IT Service Management (ITIL v3)
S0A – Auditor Expert of SGSI by AENOR
S0B – Implementation Expert of SGSI by AENOR

Ana Belén has more than 18 years of experience at ICT sector. She has worked at Accenture
and Indra in different technological Projects in Spain and other countries.
Currently, she is manager of projects and services at INCIBE (https://www.incibe.es/) in the
area of cybersecurity. She has led several projects in the areas of cybersecurity, CERT, security
office for internet, European projects,… She has also managed electronic administration
projects to promote digital identification card.
She has worked in collaboration projects with important industry players to improve the
national cybersecurity. She is in charge on the Security Office of Internet Users and all projects
related to the online security for minors. (http://www.osi.es) (http://menores.osi.es)
At Indra she was leading IT projects in the security area. In the past, she worked at Accenture
where participated in technological projects for BBVA, Vodafone, United Pan European
Corporations, Xfera,…
https://www.linkedin.com/in/ana-bel%C3%A9n-santos-pintor-9798994
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Andrés González
Innovation and Training manager at
Gredos San Diego (GSD) schools



University Complutense of Madrid

Andrés is Manager of Innovation and Training at Gredos San Diego Cooperativa. He has been
part of this organization as a partner since 1994, as part of the team that has transformed
Gredos San Diego into the largest educational cooperative in Spain, creating the only
Cooperative Group of Madrid region and one of the few in Spain, with more than 1,000
partners and 1,500 professionals.
He began to work in the cooperative as a computer teacher when it was not yet a curricular
subject and turned Gredos San Diego into a pioneering center in the implementation of this
subject. In 2001, he became ICT Coordinator. Subsequently, growth drives the creation of the
systems area of which he is coordinator. In 2011, one more step is taken, expanding this area
and turning it into the current one of Innovation and Training, and he starts to coordinate all
the processes of internal training and innovation, in all their dimensions whether
technological or not.
Andrés develops an important role promoting innovation, collaborating with other companies
and organizations in the development of new models and their application. Currently he is
part of the Advisory Committee for the creation of the stamp "Quality TIC Centers" of the
Union of Associated Labor Cooperatives of Madrid, and member of the committee of the
"National Award for Educational Innovation GSD Foundation".
https://www.linkedin.com/in/andr%C3%A9s-gonz%C3%A1lez-b8223326
https://twitter.com/gonvicandres
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Anne Collier
Executive Director
The Net Safety Collaborative


MA in East Asian Studies at The University of Chicago, 1982-1985

Anne Collier is executive director of The Net Safety Collaborative, a Silicon Valley-based nonprofit organization now piloting the U.S.'s first internet helpline for schools. Anne has written
and spoken widely on the subject of youth and digital media, served on three national task
forces on youth internet safety and currently serves on the safety advisory boards of
Facebook, Twitter, Snapchat and ASKfm. She blogs at NetFamilyNews.org and lives with her
family in San Jose, California.
https://www.fosi.org/about/board-staff/anne-collier/
https://www.linkedin.com/in/annecollier

Antonio Valdivia
Inspector of National Police Force




Inspector of National Police Force by Police School of Avila
Master in Environmental Quality Management (GICA)

Antonio is inspector of National Police Force and Delegate of citizen participation, with
expertise in bullying. He is security manager and senior technician in occupational risk
prevention with expertise in work security and psychosocial.
He is also auditor of risk prevention. OSHAS 18001:2007 implementation. Antonio is lecturer
of General Police Department related to private security. He is also lecturer at Extremadura
University. In his professional career he has faced the following charges:







Scientific police department and Judicial Police department of Barcelona
Homicide group of Police department of Barcelona
Thefts group of Police department of Barcelona
Organized crime international group of Police department of Malaga
Research organized crime group of Police department of Malaga
Security policies advisement at Marbella council

https://twitter.com/avaldivia57
https://www.linkedin.com/in/antonio-valdivia-montilla-a7a65244
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Carlos Represa
Project manager at MT Educación y
Formación



Degree in law by University Complutense of Madrid

Carlos is an expert in digital competences and security in internet for students. He is founder
and general manager at Digital Competence Institute (http://institutoicd.com/) focused in
digital competences training, new technologies for teachers, content in the network,
programming in the classroom, educational robotic, one to one projects, security in the
network and innovation and entrepreneurship in the classroom.
He is also project manager at MT Educación y Formación (http://www.mtgrupo.com/mteducacion-y-formacion/) leading projects about flipped classroom, training for teachers,
assessment, certification of teachers in digital competences and organizing FlipConSpain and
FlipForBias congresses in Spain.
Carlos
leads
the
Security
in
internet
school
(http://escueladeseguridadenlared.blogspot.com.es/) focused in security and minors
protection in the use of internet and new technologies.
He also advices schools about security in internet and manages the area of digital
competences, security in internet and minors protection for UNIR foundation.
In the past he has been coordinator of the minors section of the Judicial Computing
Association, coordinator of the Security in the network schools in the Education Regional Area
and president of the National Association for the minors protection in internet and
coordinator of Secure classroom project for training and protecting minors in the use of
internet.
https://www.linkedin.com/in/crepresa
https://twitter.com/crepresa?lang=es
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Cristina Salmivalli
Professor of psychology at Turku University of
Finland



PhD psychology by Turku University

Cristina is an expert in school bullying and evidence based interventions against it, peer
relations in childhood and adolescence, aggression social goals and social skills.
She is professor of psychology at Turku University. In the past she has been adjunct professor
at Edith Cowan University of Western Australia and professor at University of Stavanger,
Norway.
She is leading the KiVa antibullying program (www.kivaprogam.net), a research-based
antibullying program that has been developed in the University of Turku, Finland, with funding
from the Ministry of Education and Culture. The effectiveness of KiVa has been shown in a
large randomized controlled trial. In Finland, KiVa is a sought-after program: 90 % of all
comprehensive schools in the country are registered KiVa schools implementing the program.
Cristina has publish more than 100 articles:




Testing the direction of longitudinal paths between victimization, peer rejection, and
different types of internalizing problems in adolescence
Schools bullies’ intention to change behaviour following teacher interventions effects of
empathy arousal, condemning of bullying and blaming of the perpetrator
Interactive effects of guilt and moral disengagement on bullying, defending and outsider
behaviour

https://www.linkedin.com/in/christina-salmivalli-b8a13b7
https://www.researchgate.net/profile/Christina_Salmivalli
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Dan Olweus
Research professor of psychology at Bergen
University



PhD in psychology by Umea University

From 1970 to 1995 he was professor of psychology at the University of Bergen, Bergen,
Norway. Since 1996 he has been research professor of psychology, affiliated with the
Research Center for Health Promotion (HEMIL) at the same university. For nine years (196270), he was director of the Erica Foundation, Stockholm, Sweden, a training institute for
clinical child psychologists.
For approximately 40 years, Dan Olweus has been involved in research and intervention work
on bullying among school children and youth. In 1970, he started a large-scale project which
is now generally regarded as the first scientific study of bullying problems in the world. In the
1980's, he conducted the first systematic intervention study against bullying in the world
which documented a number of very positive effects of his "Bullying Prevention Program"
(e.g., Olweus, 1991, 1992, 1994; Olweus & Limber, 1999). Towards the end of the century,
Dan Olweus and his research and intervention group at the University of Bergen conducted
several new large-scale intervention projects, again gaining good results. One of these studies
forms part of an international project on bullying problems comprising researchers from
Japan, England, the Netherlands, the USA, and Norway.
Olweus is generally recognized as a pioneer and Founding Father of research on bullying
problems and as a world leading expert in this area both by the research community and by
society at large. The book Bullying at School: What We Know and What We Can Do (Olweus,
1993) has been published in more than 25 different languages. The leading position of Olweus
is also documented by the fact that he is the most cited Norwegian/Scandinavian researcher
in psychology and education according to several independent analyses of citation frequency
(according to the Social Citation Index and the Science Citation Index).
http://olweus.sites.clemson.edu/history.html
https://de.wikipedia.org/wiki/Dan_Olweus
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Donna Cross
Professor
Telethon Kids Institute



Professor with the Faculty of Medicine, Dentistry and Health Sciences at the University
of Western Australia

Donna Cross (PhD) is a Winthrop Professor with the Faculty of Medicine, Dentistry and Health
Sciences at the University of Western Australia and the Australian Telethon Kids Institute.
Donna has led over 50 applied longitudinal school and community-based research
intervention projects in Australia and the USA investigating ways to enhance social and
emotional development and reduce bullying and cyberbullying among children and
adolescents. She currently leads nine research projects investigating ways to enhance student
wellbeing, especially their social competence, and other skills to reduce all forms of anti-social
behaviour and mental health harm, especially among vulnerable school-age children.
http://telethonkids.org.au/our-people/staff-student-index/c/donna-cross/

Elijah Lawal
EEMEA User Safety Outreach
Programme Manager
Google


BPP Law School

Elijah Lawal, EMEA User Safety Outreach Manager, Google. Elijah is responsible for
communicating to internet users how they can stay safe online; as well as highlighting the
tools and features Google provides for a safe online experience.
With a variety of experience working for technology companies in online safety and security,
Elijah is committed to ensuring that the internet remains a platform for good interactions,
sharing experiences and learning opportunities.
https://twitter.com/elijah_lawal?lang=en
https://www.linkedin.com/in/elijahlawal
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Elizabeth Milovidov
eSafety Consultant
Digital Parenting Consulting



Graduate of UCLA and UC Davis

Elizabeth Milovidov is an American lawyer, law professor, children's rights advocate and
eSafety Consultant at European Schoolnet. A graduate of UCLA and UC Davis, she practised
as a litigator in California for four years before moving to France to work as General Counsel
in two internet technology companies. She is a faculty member of the Université de CergyPontoise Law School in France and she teaches Law and Technology at ISCOM, Paris.
http://www.digitalparentingconsulting.com/

Evgenia Eliseeva
Corporate Communications Manager
Kaspersky Lab



Novosibirsk State University (NSU)

Evgeniya Eliseeva joined Kaspersky Lab in 2013 as corporate communications manager. In this
role, she is responsible for the global PR strategy and communications support of Kaspersky
Lab’s products and technologies, including solutions for children’s security online. She is
interested in the problems surrounding the safety of children’s information and runs different
research on family digital lives, overseeing global media support.
https://www.linkedin.com/in/evgeniaeliseeva
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Gordana Buljan Flander
Director of Child and Youth Protection Center
of Zagreb







BS of Science Department of Psychology, Faculty of Humanities and Social Sciences,
University of Zagreb
Master of Arts in psychotherapy by Sherwood Psychotherapy Training Institute
Master of Science – Department of Psychology, Faculty of Humanities and Social
Sciences, University of Zagreb
PhD of Philosophy by Department of Psychology, Faculty of Humanities and Social
Sciences, University of Zagreb
Prevention and Treatment of Child Abuse and Neglect by Children’s Mental Health
Alliance Foundation, New York (SAD)

Gordana is associate professor of Department of Psychology, Faculty of Humanities and Social
Sciences at Josip Juraj Strossmayer University of Osijek. She is implementing The Council of
Europe Convention on the Protection of Children against Sexual Exploitation and Sexual
Abuse. She is consultant of UNICEF and expert and mentor of the Permanent court of Zagreb
for abuse and traumatized children. She is also director of Child protection Center of Zagreb.
In 1997 she founded the Children’s house Borojve where is head of scientific and professional
programs.
She is member of American Professional Society for Abused Children (APSAC), Croatian
Psychological Association (CPA), Croatian Psychological Society (CPS), Croatian Association of
Experts and Expert Witnesses (CAEEW), The European Association for Integrative
Psychotherapy (EAIP), The International Integrative Psychotherapy Association (IIPA), The
International Society for Prevention of Child Abuse and Neglect (ISPCAN), Association of Youth
and Family Judges and Specialist, Zagreb, Croatia (AYFJS) and United Kingdom Council for
Psychotherapy (UKCP).
She has published different scientific papers, academic books and book papers and
participated in more than 50 symposia and congresses.
http://www.poliklinika-djeca.hr/english/about/our-team/director/assoc-prof-gordanabuljan-flander-ph-d/
http://www.gordana-buljan-flander.com/
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Inma Marin
Founder and CEO at Marinva






Diploma in teaching (social science) by Autónoma of Barcelona University
Social educator by Education College of Valencia
Postgrade “How to prepare a marketing plan” by Open University of Catalonia
Manager of childish and teenagers activities

Specialized in education, communication through game and gamification. Founder of
MARINVA company dedicated to Game and Education Projects. She is president of IPA
Association in Spain and ATZAR Association in Catalonia and secretary of Kid’s Cluster
Association in Catalonia. She is also member of ETL (European Toy Libraries). Expert in games,
technology and education, has managed and participated in several projects:










Manager of several projects at Marinva: gamification, serious games, simulation games,
videogames, ludic dynamics, toys,…
Collaborator in Juguete Seguro (www.jugueteseguro.coop). European Project lead by
ABACUS cooperative, Hispacoop and Fenacoop of Portugal.
Manager of Ludomecum project for Fundación Crecer Jugando. Ludomecum is a digital
pedagogical catalogue of games oriented to families and teachers.
Implementation of game for 50 anniversary of Universal Rights Declaration.
Organization of “Searching the lost game” activity for children for Barcelona Education
Institute.
Collaborator of OETI (European Observatory of Childish TV).
Collaborator of Educa Borras, company of educational games.
Pedagogical advisor on games concepts for Toyland, Diset, Mattel, Fisher Price, IMC,
Scalextric, Goliath Games, Teg, Zapf,…
Pedagogical advisor for Technological Toys Institute participating in several studies and in
the Annual Toys guide. www.guiadeljuguete.com

http://www.immamarin.com/
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Iñaki Piñuel
Professor and researcher at Alcalá University




PhD in psychology by Madrid Complutense University
MBA by IE Business School

Professor Iñaki Piñuel is psychotherapist, writer and researcher specialized in evaluation,
prevention of psychological harassment at work (mobbing) and bullying.
He is considered as one of the pioneers and main European experts in the investigation and
dissemination of mobbing and bullying. His career as a work psychologist and clinical
psychologist during more than 25 years as a psychotherapist, coach, consultant, adviser and
trainer. He has participated in counseling and training in several national public bodies as the
National Security Institute (INSS) and the General Council of the Judiciary (CGPJ) on
psychological violence at work and education.
He leads the Cisneros barometers about mobbing and bullying. He also leads the first Spanish
team of professionals and psychologists specialized in the evaluation, psychological
treatment, coaching and legal and professional counseling of mobbing victims
(www.acosopiscologico.com) and bullying (www.acosoescolar.com).
He is author of numerous publications on mobbing and bullying among them the first book
written in spanish about mobbing: “Mobbing: how to survive psychological harassment at
work”.
He has received the everis award for the best business book: “Zero Leadership: leadership
beyond power, rivalry and violence”
He distributes his dedication between the research and the national and international
dissemination of problems of psychological harassment at work and the bullying.
He is a regular Communicator participating in broadcasts, social circles and debates in
different media.
http://www.inakipinuel.com/
https://twitter.com/inakipinuel?lang=es
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Jesús Torres
ICT director at SEK educational institution





Degree in Information Systems by Cibernos Institute
Expert in Technology Management by Open University of Barcelona
Executive MBA by EAE Business Schools

Jesus has been always linked to education sector. His objective has been to promote
technology and add value to transformation and innovation projects. He is in charge of ICT
area in SEK Educational Institution, leading systems, applications, communications and
process. SEK is formed by 9 schools in Spain, Ireland, France and Qatar and by Camilo Jose
Cela University. He is an expert in technology for education and has managed different
projects in this area:






Implementation and change management of systems plan: ERP, CRM, BI, document
management, collaborative tools and website
Development of communication model, infrastructures and security for all sites
Development of partners network for education industry: Intel, Microsoft, SMART, Cisco,
Apple, Evernote,…
Design of diversification strategy and business plan for several business case related to
digital transformation for education
Participation in different education congresses, events and newspapers of technology,
education and innovation area

He is cofounder of SEKLab EdTech Accelerator (www.seklab.es), the first education startups
accelerator in Spain.
He is also Mentor of Microsoft Partners in Learning network, working with school directors all
around the world and collaborating with international forums in Ciudad del Cabo, Moscu,
Washington, Praga and Barcelona
https://www.linkedin.com/in/jesusalbertotorres/en
http://sek.es/
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Jim Dillon
Manager of the Center for Leadership and
Bullying Prevention

Jim Dillon has been an educator for over 35 years, including 20 years as a school administrator.
While he was the principal of Lynnwood Elementary in New York, he developed the Peaceful
School Bus Program, designed to prevent and reduce bullying, and subsequently published
The Peaceful School Bus (Hazelden). The program is now being implemented in schools across
the country.
Jim was named Principal of the Year in 2007 by the Greater Capital Region Principal Center.
He received recognition for administrative leadership for character education. In 2010,
Lynnwood Elementary was recognized by NYS ASCD for Educating the Whole Child for the
21st Century.
Jim was an invited participant and presenter at the first National Summit on Bullying
Prevention sponsored by the U.S. Department of Education in 2010 and is a certified Olweus
bullying Prevention Program trainer.
Jim is currently an educational consultant for Measurement Incorporated. He makes
presentations and conducts workshops on a variety of educational topics, including
instruction, classroom management, leadership, and supervision. He has presented at many
local, state and national conferences.
http://jim-dillon.com
https://twitter.com/dillon_jim
http://www.noplaceforbullying.com/
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José Antonio Luengo
Educational Advisor of Madrid Educational
Government





Degree in Psychology by Complutense University of Madrid
Expert in Education Psychology
Expert in Education Intervention in problem schools
Expert in early attention

Jose Antonio Luengo is teacher of secondary education and expert in educational psychology.
He works as educational advisor for Madrid Educational government. In the past he has been
Head of Service for Childhood Education, Head of Service for public schools and Head of
Service for Educational Psychopedagogic.
He has been professor at Education Faculty of Complutense University of Madrid and since 4
years he is teacher of UCJC. He is member of Advisory Board of the cathedra “Law and Minors”
of University Pontificia of Comillas. He is also teacher at Security Center of Police Department
and Associate Manager of Education Psychology magazine.
He is author of many publications and researchs about educational system, early attention
and childhood and adolescence psychology.
https://blogluengo.blogspot.com.es/
https://twitter.com/jaluengolatorre?lang=es
http://www.ucjc.edu/universidad/profesores/jose-antonio-luengo-latorre/
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José María Avilés
Teacher of secondary education and
researcher at Valladolid University



Degree in psychology by Madrid Complutense University

José María is an expert in violence prevention, child development, criminal psychology,
bullying, cyberbullying and psychology of adolescence. He has published different articles and
books about bullying as “Tools for bullying assessment, Help teams, Bullying and the abuse of
equals, Insebull and tools for bullying assessment, Antibullying project,…
Currently, he is lecturer in the Psychology Department of Education and Social Work Faculty
at Valladolid University and Psychology and Pedagogy teacher for secondary education at IES
Parquesol.
He is honorary professor at UNMSM of Peru (http://www.unmsm.edu.pe) and participates in
the research group “Education for the peace” Of Amazonas University of Brazil focused in
problems of violence in schools, psychosocial factors, psychoeducation intervention, reasons
of bullying,…
https://www.researchgate.net/profile/Jose_Maria_Martinez
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José María de Moya
General manager at Grupo Siena




Degree in journalism by Navarra University
PDD by ESE Business School

José Maria is general manager at Grupo SIENA since more than 23 years. Grupo SIENA
(http://www.gruposiena.com/) is the leader in Spain in educational publications. He leads the
educational publications of the group, the development of products and services oriented to
education sector and training area.
The publications that he manages are:






Magisterio newspaper
Families and Schools newspaper
Child School magazine
Yearbook of education
ENIAC

Services that he manages are:











Scholarum school searcher
Scholarum online store
Schools fair
Magisterio awards
Child school awards
Magislex
Families free time
Educational congress, fairs, workshops,…
Aula Siena
INAV

From his perspective as a journalist he is an expert of bullying, security in internet and
educational technology.
https://www.linkedin.com/in/jos%C3%A9-mar%C3%ADa-de-moya-aneg%C3%B3n88b6821a
https://twitter.com/josemariademoya?lang=es
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Juan Núñez
Founder and CEO at OTB Innova





Degree in pedagogy
Master in Technology for education
Degree in education

Juan is founder and general director at OTB Innova (www.otbinnova.com) specialized in
assessment and advising to schools and teachers training. He has been in charge of
pedagogical design for Xtend platform (www.xtendeducacion.com) oriented to improve
teaching and learning process, communication strategies between students and teachers and
the use of digital content.
He is teacher in two education faculties: Madrid Autonoma University and Comillas University,
in areas of education theory, schools assessment, technological resources applied to
education and ICT and digital society.
In addition, he advices in educational and pedagogical areas to public entity, Red.es,
www.red.es/redes/ of Ministry of Industry of Spain. He has collaborated Implementation of
TIC for public schools projects focused in the use of digital content.
He has been ICT corporate director at Grupo SM, www.grupo-sm.com, managing areas of
educational digital content and learning platforms for all countries ( Spain, Chile, Peru,
Argentina, Puerto Rico, Dominican republic and Mexico). He led a team formed by more than
60 people.
He has also been teacher for 6 to 14 years old children.
https://twitter.com/juannunezc?lang=es
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Jürgen Bänsch
PEGI S.A.
Public Policy & Government Affairs Director



MA in History and European Politics from the Catholic University of Leuven, Belgium

Jürgen Bänsch is the Public Policy & Government Affairs Director of PEGI S.A., the
organization in charge of the day-to-day management, supervision and development of the
pan-European age rating system for video games PEGI. He is leading PEGI’s government
affairs agenda on behalf of 1000+ member companies across Europe. Previously, Jürgen
held various positions in public affairs with European trade federations in and outside the
video game sector. Jürgen holds masters in History and European Politics from the Catholic
University of Leuven, Belgium.
https://be.linkedin.com/in/j%C3%BCrgen-b%C3%A4nsch-7aa1b26
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Justin Patchin
Professor of Criminal Justice at University of
Wisconsin Eau Claire





PhD in Criminal Justice from Michigan State University
MS in Criminal Justice, Michigan State University
BS in Sociology, University of Wisconsin-Superior

Justin W. Patchin joined the faculty at UW-Eau Claire in 2004. He received his Ph.D. in criminal
justice that year from Michigan State University. Since 2002, he has been exploring the
intersection of teens and technology, with particular focus on cyberbullying, social
networking, and sexting. He travels around the United States and abroad training educators,
counselors, law enforcement officers, parents, and youth on how to prevent and respond to
adolescent misuses of technology.
Dr. Patchin has written eight books and dozens of articles for academic and professional
publications. His co-authored book: "Bullying beyond the Schoolyard: Preventing and
Responding to Cyberbullying" was named Educator Book of the Year by ForeWord reviews.
His 2014 book: "Words Wound: Delete Cyberbullying and Make Kindness Go Viral," was
written to help teens navigate their online environments safely and responsibly. His latest
book: "Bullying Today: Bullet Points and Best Practices" came out in May of 2016.
Dr. Patchin is Co-Director of the Cyberbullying Research Center (http://cyberbullying.org/). In
2011 he received UW-Eau Claire's Excellence in Scholarship Award. He has spoken at the
White House and the FBI Academy, and has appeared on CNN, NPR, the BBC, in the New York
Times and many other national and international media to discuss issues related to teens use
and misuse of technology.
Dr. Patchin regularly teaches Survey of the Criminal Justice System (CRMJ 103), Criminology
Theory (CRMJ 301), and Teen Technology Misuse (CRMJ 359) but has also taught several other
courses related to youth violence and juvenile delinquency.
http://people.uwec.edu/patchinj/
http://www.justinpatchin.com/
https://www.linkedin.com/in/patchin
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Karl Hopwood
Insafe Helpline Coordinator
European Schoolnet



eSafety expert

As an independent eSafety expert, Karl Hopwood is a member of UKCCIS (UK Council for Child
Internet Safety) and works extensively with schools to support children and young people in
developing safer online behaviours as well as to promote digital literacy. In the past he has
worked with the European Commission, the UN (ITU), CEOP, Becta and the South West Grid
for Learning (SWGfL) as well as with several local authorities within the UK. He has recently
worked on a Home Office project to address online extremism in schools. Karl has been
employed for the last eight years as an in-house consultant for the Digital Citizenship team at
European Schoolnet where he is responsible for the coordination of Insafe Helplines across
the EU. He is also a trustee of the Marie Collins Foundation and for Childnet International.
http://esafetyltd.info/

Ken Corish
Online Safety Manager
SWGfL



BECTA award-winning Education Adviser with Plymouth’s ICT Team

Ken Corish is Online safety Director for UK charity South West Grid for Learning, drawing on
20 years as an educator and 10 years as an award winning adviser with Plymouth City Council.
He advises UK Government, Education Inspectorates, Local Government and schools on
online safety policy and practice. He developed and wrote the multi award-winning 360
degree safe online safety self-review tool and Online Compass tool. He also created the
award-winning BOOST toolset for children’s settings. He works with a broad range of national
and international organisations and has spoken at global conferences across the world.
http://www.kencorish.info/
https://twitter.com/kcorish
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Luciana Cataldi
Founder and general manager at Mediación
y Violencia




Degree in Law by Buenos Aires University
Expert in children rights and educational mediator by Buenos Aires University

Luciana is a social entrepreneur, lawer, mediator and coach for negotiating and
communication. She is an expert in non violent communication, neuro-psyco-teacher,
facilitator and promoter of dialogue, women empathy, bullying, mobbing and cyberbullying.
She is lecturer is Lay Faculty at Buenos Aires University.
She is founder and manager at Mediación y Violencia (www.mediacionyviolencia.com.ar),
Web and blog focused in the change of the educational system. She works for children and
youth rights, community and school mediation,…
Luciana is facilitator and coach of courses and workshops related to mobbing, grooming,
bullying, cyberbullying, leadership, reputation 2.0, sexting,…
She has led the antibullying campaign in Argentina.
https://www.linkedin.com/in/lucianacataldi
https://twitter.com/lucianamyv
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Luz Castro
Owner and gaming area manager at IMAXIN



Computing engineer by University of A Coruña

Luz is owner and gaming area director at IMAXIN software (http://www.imaxin.com/). She is
an expert in multimedia, educational applications, and serious games. She provides
pedagogical and technology advise for using ICT in the educational area and for adapting
contents to digital formats.
She has led several projects related to development of interactive multimedia content,
interactive books, educational videogames, serious games, strategy simulators, adventure
games, skills games, educational tales, online competitions, elearning, mobile applications
and augmented reality. Some of the most important are:







Pandijuegos for the Data Protection Spanish Agency to promote knowledge about
personal data protection and privacy for students. Competition of 5 games and final
questionnaire. (tudecideseninternet.es/concurso)
SOGAMA. Environmental education for K-12 students to promote learning about
recycling. Development of 3 games, one for each educational cycle (childish, primary and
secondary) (www.sogama.es/gl/info/xogos-escolares)
Silín y Ruidón for Acoustics Spanish Association. Educational game for taking decisions for
K-12 students to learn about causes and consequences of noise. There are different
scenarios for noise recognition (www.sea-acustica.es)
Sencarie for Xunta de Galicia. Development of web with educational games about oral
health for children. The application includes didactic guides and ludic materials
(sencarie.xunta.es)
Vetas. Serious game to prevent labor risks
Ecopanda for Xunta de Galicia. Educational video game for schools competition oriented
to stimulate environmental thinking. Game is oriented to primary and secondary students

Luz is also teacher of Communication Sciences Faculty of University of A Coruña.
She is vice-president of EGANET, Galicia Companies Association dedicated to internet and
new technologies and member of ICT cluster in Galicia.
https://www.linkedin.com/in/luzcastro
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Maja Pivec
Professor
University of Graz



Game Based Learning and Learning with Multimedia at the University of Applied
Sciences FH JOANNEUM in Graz, Austria

Maja Pivec, Ph.D, is professor of Game Based Learning and Learning with Multimedia at the
University of Applied Sciences FH JOANNEUM in Graz, Austria. For her research achievements
Maja Pivec received in the year 2001 Herta Firnberg Award (Austria) in the field of computer
science. In the 2003 she was awarded by European Science Foundation in form of a grant for
an interdisciplinary workshop organisation in the field of affective and emotional aspects of
human-computer interaction, with emphasis on game-based learning and innovative learning
approaches. She is initiator of the #SGDSS – Serious Games Design Summer School
(www.summerschool.engagelearning.eu). She is a project partner of the GREAT
(www.projectgreat.eu) and Serious Sports (www.serious-sports.org) EC funded projects. Maja
was the initiator of the ENGAGE portal and project co-ordinator of the Engage Learning EC
funded Project for the dissemination of GBL resources and project outputs
(www.engagelearning.eu). She was partner in Imagine Games project project aimed at
influencing policy makers’ perceptions and actions to support a marked increase in piloting
and mainstreaming of GBL.
http://www.majapivec.com/

H2020-ICT-2016-2017/H2020-ICT-2016-1·

121

e-Confidence Project nr: 732420 Page

Manuel Area
Professor in University of La Laguna




Degree in Philosophy and Education Sciences by University of Santiago de Compostela
PhD in pedagogy by University of La Laguna

Manuel is professor in University of La Laguna in department of didactic and educational
research in Education Faculty. He is an expert in technology and education.
He leads the research group Edullab (Education and new technologies laboratory)
(http://edullab.webs.ull.es/wordpress/). He is also academic director of Education and ICT
master (http://medutic.webs.ull.es/) and coordinator for the PhD program in education of
University of La Laguna (http://www.ull.es/view/doctorandos/).
He was president of scientific association of the University Network of Educational
Technology (http://www.rute.edu.es/) formed by researchers and teachers of Spanish
universities. He collaborates in several training and research activities with Latin-america
universities.
Manuel is member of REUNI+D, the university network of research and innovation for
education, and of different publishers boards and academic congresses in Spain and other
countries.
Since 30 years he has focused his expertise in education technology, digital culture, teaching
with technology, elearning, ICT, educational policies and digital citizens.
http://www.manuelarea.net/
http://ordenaula.hypotheses.org/
https://twitter.com/manuel_area?lang=es
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María Dolores Gonzalo
Coordinator of Digital Public Services at
Red.es



Degree in Education Sciences by Madrid Complutense University



Specialization in Library Sciences and Documentation by Madrid Complutense University



Post-degree in Multimedia edition by Madrid Politécnica University



Advanced Management Program (AMP) Strategy, managing skills, innovation, economic
analysis, negotiation and teams by IE Business School
Maria Dolores is coordinator of Digital Public Services department and Education department
at Red.es. She is an expert in ICT applied to education, digital multimedia content for
education, internet in the classroom and project management.
In the past, she has been team leader in the innovation project of use of internet in the
classroom, giving pedagogical advise to schools. She was also coordinator of the research for
pilot ICT schools, coordinating all participants: schools, regional governments, IT providers,
publishers, trainers and facilitators, teachers and general managers of schools. She also
provided training to primary and secondary teachers on ICT skills.
She combines her role as Red.es coordinator with the lecturer of Multimedia and digital
edition
in
the
Edition
Master
at
Post-degree
Institute
(IUP)
(http://www.iup.es/esl/formacion-iup/masters/edicion/equipo-academico2)
For 8 years, she was working for Santillana, a leader publishing company in Spain and LatinAmerica (www.santillana.es) as multimedia editor.
https://www.linkedin.com/in/lolesgonzalo
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Mariano Sanz
General manager at Ramón y Cajal
private school



Degree in law and spanish philology by University Complutense of Madrid

Mariano is general manager of Ramón y Cajal schools for more than 30 years. He plays the
role of leader making the Ramón y Cajal school today a national benchmark, thanks to the
projects of its own methodology and technological innovation that he has promoted since he
took over the management. In the last two years he has deployed the CRC 2.0 project based
on the use of iPad tablets one to one in the classroom.
In addition, he is the driver of change, which has led the educational institution to obtain
numerous awards, including EFQM certificate or the "Madrid Excelente” recognition to the
trust of customers.
In his most humanistic aspect, Mariano has been professor of Literature for many years and
currently teaches the subject of Geography for students of 2nd Degree.
https://www.linkedin.com/in/mariano-sanz-montesa-b0874732
http://www.colegiosramonycajal.es/
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Martin Schmalzried
Senior Policy and Advocacy Officer
COFACE



Master's Degree from the ULB (Université Libre, Brussels) in Political Science

Martin Schmalzried holds a Master's Degree from the ULB (Université Libre, Brussels) in
Political Science. He is a sociology teacher in upper secondary education and is Policy Officer
at COFACE (Confederation of Family Organisations in the EU). His areas of expertise include
safer internet and new technologies, and he has been involved in a number of EU projects
and initiatives linked to this field. He has supervised the development of a variety of tools
such as Nutri-médias, which aims at raising awareness of parents regarding advertising and
nutrition, and the #DeleteCyberbullying app, which is designed to help teenagers, parents and
teachers deal with cyberbullying.
https://be.linkedin.com/in/martin-schmalzried-b0971147/en

Niels-Christian Bilenberg
Pedagogical consultant
Center for Digital Pedagogy



Jydsk pædagog seminarium, 1996-2000

Niels-Christian Bilenberg is the Coordinator of the Danish Helpline Centre for Digital Youth
Care where he since 2007 has the pedagogical responsibility of the counseling of adolescents,
and moderation of the online peer-to-peer network on the websites cyberhus.dk, netstof.dk,
ungokonomi.dk and mitassist.dk.
Niels-Christian studied education and social work and has prior to joining Digital Youth Care
worked with children and adolescents in schools.
http://cfdp.dk/person/niels-christian-bilenberg/
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Olga Martin
Educational consultant at Educa Digital





Community management and social media by UNED
ICT competences for teachers, technology in education by UNED
Personal learning environments (PLE) by INTEF

Olga is an expert in education, new technologies and security in internet for children.
She participates in different projects at Educa Digital (www.educaendigital.com/)regarding
digital resources, security in internet, programming and robotics. She is also in charge of
training and consulting for teachers.
In the past, she has been community manager for InnovaEspacios. She led several projects
related to pedagogy innovation and introducing ICT in the classroom.
She has also been director of programs and community manager in Radio3W.
She published different articles and digital resources about how to integrate ICT in the
classroom, new methodologies, projects based learning, how to improve a PLE for teachers
and students.
She has been co-founder of Grupo Educas (http://www.grupoeducas.com/grupoeducas/)
specialized in non-formal education and socio-educational intervention.
https://www.linkedin.com/in/olgamargon
https://twitter.com/olgamargon?lang=es
https://olgamargon.wordpress.com/
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Ollie Bray
Principal
Kingussie High School







BSc (Hons) Geography, 1st Class, University of Plymouth
PGDE Geography (with ICT elective) University of Edinburgh
Full Registration from the Scottish GTC
Scottish Qualification for Headship (SQH)
Postgraduate diploma in education leadership and management (University of
Edinburgh)

Based in Scotland, Ollie Bray works internationally with teachers, schools and governments
to improve education outcomes for learners through the appropriate use of technology and
Outdoor Learning.
He has been a senior policy adviser, school leader, head of department and is an award
winning teacher. His current interests include social media in schools, computer games in
education, mobile technologies, school design, outdoor learning and 3rd millennium school
leadership.
http://olliebray.typepad.com/olliebraycom/about.html
www.olliebray.com
www.twitter.com/olliebray

Parry Aftab
StopCyberbullying
Executive Director


US digital privacy and security lawyer

Parry Aftab is a digital privacy and security lawyer. She founded the world’s first internet
safety and help group and has received the FBI Director’s Award, the RCMP Child Recovery
Award and, accepted on behalf of her volunteers, the Clinton Whitehouse President’s Service
Award. Parry sits on Facebook’s Safety Advisory Board and MTV’s Public Affairs Advisory
Board. Many cybersafety programmes were created by Parry and, combined, have been
delivered to more than 2 million young people.
http://www.aftab.com/
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Pepe Giráldez
ICT coordinator at BASE private school





Degree in Geography, History and Arts History by University of Santiago de Compostela
Master of social science didactics by Carlos III University
Master of new technologies applied to education by Postgrade University Institute

Pepe is an expert of the use of ICT in the classroom. He has led and collaborated in several
congress, events and training courses related to ICT, interactive digital boards and web 2.0.
He is ICT director of BASE school since 2005. He has launched new innovation initiatives in
technological area as “Computers in the classroom” project and the “First Microsoft research
about use of computers in the classroom”. He has also coordinated the “Implementation of
ipad for primary education” project.
In the past, he has been Social Science teacher and History teacher at BASE school.
He collaborates in the forum DIM-UAB, http://dim.pangea.org/, a learning community of
teachers that use ICT to improve learning and teaching process.
He is illustrator of childish and teenagers books, author of comics and illustrator for text
books.
Currently,
he
is
pedagogical
vice-president
of
Espiral
Association,
http://ciberespiral.org/index.php/es, focused in the promotion and application of ICT for
education.
https://www.linkedin.com/in/pepegiraldez
http://www.colegiobase.com/
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Sameer Hinduja
Co-director of the cyberbullying Research
Center of Florida Atlantic University





PhD Criminal Justice by Michigan State University
MS Criminal Justice by Michigan State University
BS Criminal Justice from the University of Central Florida

Dr. Sameer Hinduja is a Professor in the School of Criminology and Criminal Justice at Florida
Atlantic University and Co-Director of the Cyberbullying Research Center. He is recognized
internationally for his groundbreaking work on the subjects of cyberbullying and safe social
media use, concerns that have paralleled the exponential growth in online communication by
young people. He has written seven books, and his interdisciplinary research is widely
published and cited in a number of peer-reviewed academic journals. As a noted speaker and
expert on teens and social media use, Dr. Hinduja also provides training to schools, youth
organizations, parents, and kids on on the best practices of identification, prevention, and
response. In addition, he is frequently asked to provide expert commentary by news
organizations, and his work has been featured in venues that include CNN's Anderson Cooper
360, NPR's All Things Considered, the BBC, and The New York Times.
Outside of research and evaluation expertise, Dr. Hinduja provides training to schools, youth
organizations, parents, and teens on how to avoid online victimization and its real-world
consequences. His interdisciplinary research is widely published in a number of peer-reviewed
academic journals, and has been featured on numerous local, state, national, and
international media programs, including: CNN’s “Anderson Cooper 360,” NPR’s “All Things
Considered,” BBC, and The New York Times. He has also been interviewed and cited by
hundreds of online and print media outlets.
Specialties: Internet safety, cyberbullying, social media, cybercrime
http://www.hinduja.org/
https://twitter.com/hinduja?ref_src=twsrc%5Etfw
https://www.linkedin.com/in/sameerhinduja
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Sergio García
Teacher and director of free time school at La
Salle





PhD cum laude in Education by University Autónoma of Madrid (augmented learning
environments)
Master in ICT for Education by University Autónoma of Madrid
Degree in Social Education by University of La Salle

Sergio has expertise in technologies for learning and knowledge, augmented learning
environments, augmented reality and interactive boards, digital boards, web 2.0, blogging,
gamification, minecraft for education,…
He is teacher for University of La Salle in subjects of ICT and childish education, ICT and digital
society, audiovisual education, research and data analysis methods, free time pedagogy. He
is also teacher in University Autónoma of Madrid of ICT for childish education and digital
society.
He coordinates and teaches in CEYFE La Salle, CTIF Madrid and Smart Technologies being
Smart Exemplary Educator.
Sergio is founder of Possible Assessment and Development developing projects about
educational research and assessment of training.
In the past he has coordinated social project for Educanima and aula Joven.
He is also member of DIM-Madrid group (http://dim.pangea.org/)
https://www.linkedin.com/in/sergiotic
http://www.sergiotic.com/about-me/
https://twitter.com/sergiotic
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Sonia Díez
General manager at International
Torrequebrada private school







PhD in Economic Sciences and Strategic managing of Human Resources by Málaga
University
MBA Business Management by IE Business School
International Executive Program – Corporate Strategy by Harvard Business School
Degree in psychology by Málaga University
Degree in Education Sciences, Spanish language and modern languages by País Vasco
University

Sonia
is
general
manager
at
International
Torrequebrada
School
(http://www.colegiotorrequebrada.com)
and
president
of
Itaca
Foundation
(http://www.fundacionitaca.com/) whose aims are the research and implementation of
innovation educational projects.
At CIT, Sonia has implemented the KiVa program (https://www.kiva.org), being one of the
first schools in Spain in implementing this method to avoid bullying.
She has also been corporate manager of communication and institutional relationships at
Grupo Vértice, general manager at eLearning, being in charge of the business development
area and general manager at Uniactiva.
In the past she also was general manager at Nuestra Señora de Europa school.
Sonia is member of different associations as Spanish Confederation of Managers (CEDE),
Spanish Women Managers Federation (FEDEPE), Association of Women Managers in
Andalucia (ADEPMA), Excellence in eLearning Awards (Brandon Hall – USA) and Spanish
Association for People Development (AEDIPE).
https://www.linkedin.com/in/soniadiezabad
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Sonia Livingstone
Professor
London School of Economics



Professor - Department of Media and Communications at LSE

Sonia Livingstone is a full professor in the Department of Media and Communications at LSE.
She teaches master's courses in media and communications theory, methods, and audiences
and supervises doctoral students researching questions of audiences, publics and youth in the
changing digital media landscape. She is author or editor of nineteen books and many
academic articles and chapters. She has been visiting professor at the Universities of Bergen,
Copenhagen, Harvard, Illinois, Milan, Oslo, Paris II, and Stockholm, and is on the editorial
board of several leading journals. She is a fellow of the British Psychological Society, the Royal
Society for the Arts, and fellow and past President of the International Communication
Association, ICA. Sonia has received honorary doctorates from the University of Montreal and
the Erasmus University of Rotterdam. She was awarded the title of Officer of the Order of the
British Empire (OBE) in 2014 'for services to children and child internet safety.
https://twitter.com/Livingstone_S
http://www.lse.ac.uk/researchAndExpertise/Experts/profile.aspx?KeyValue=s.livingstone%4
0lse.ac.uk
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Tiina Mäkelä
Certified trainer for KiVa anti-bullying
program in Spanish speaking countries at
Escalae Institute




Degree in Humanities by Turku University
Master in Training teachers by University Autónoma of Barcelona

Tiina is certified trainer for KiVa anti-bullying program in Spanish speaking countries in Escalae
Institute (http://www.escalae.org/). She is also project researcher about systemic learning
solutions of the University of Jyväskylä. Systemic Learning Solutions is a Tekes-funded value
network project involving research institutes in two universities, about 20 companies and a
pedagogical network. The research project aims at developing principles and methods for the
design of learning solutions. The companies have their own product development projects
related to various learning solutions.
She has been co-founder of eduDesign Finland and lecturer at Faculty of Education at
International University of Catalonia.
Tiina has been co-founder, president and pedagogical designer of Escandinavian School
Association of Barcelona.
She has published the study “Developing a conceptual framework for participatory design of
psychosocial and physical learning environments. The study shows how the mixed-methods
approach can be used in capturing and organising learning environment (LE) characteristics
for the participatory design of psychosocial and physical LEs involving learners. Theoretical
constructs were tested and further elaborated on in the analysis of two similar educational
design research studies.
https://www.linkedin.com/in/tiina-m%C3%A4kel%C3%A4-0b593a3b
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Vesna Vesela Bilic
Associate Professor, University of Zagreb,
Faculty of Teacher Education





Degree in croatian language, literature and pedagogy
Master of social sciences
Phd in Educational Sciences

Vesna is associate professor in the Faculty of Teacher Education of Zagreb University and head
of doctoral studies “Early education and compulsory education”. She is an expert in
adolescent development, social development, violence prevention and learning. Currently
she is member of the Council of socio-humanistic fields at the University of Zagreb.
In the past she has served as a croatian teacher and teacher in primary and secondary schools
in Zagreb.
Vesna has been President of the Expert Council (assets) pedagogues northern Croatian, VicePresident of Council of high school principals, Secretary of the Pedagogical society Zagreb,
Secretary of the Croatian Pedagogic - Literary Society, Vice-President of Croatian PedagogicalLiterary Society, member of the Commission for Combating Drug Abuse of the Croatian
Government, member of the Council of UNICEF in the project "For a safe and supportive
environment in schools", member of the working group on the possibilities of establishing a
Children's Forum in Croatia, President of the Commission of the Ministry of Education to
manage the system of security in schools, committee member of the Croatian Government
for Human Rights, member of the committee for drafting the pedagogical standards of
primary and secondary schools, member of the committee for drafting the plan and program
of pedagogical-psychological education of teachers in primary and secondary schools.
http://nasiljenaddjecom.blogspot.com.es/p/zivotopis.html
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Will Gardner
CEO
Childnet International





Honorary Doctorate – University of Suffolk
MSc – London School of Economics and Political Science
BA – University of Leeds

Will Gardner is the CEO of Childnet International. Will joined Childnet in 2000, and was
appointed CEO in 2009. He is an Executive Board member of the UK Council for Child Internet
Safety also sits on Facebook’s Safety Advisory Board. In his time at Childnet Will has led the
development of Childnet’s range of award-winning internet safety materials aimed at
children, parents and carers, and teachers and schools.
http://www.childnet.com/what-we-do/staff-and-trustees/staff/will-gardner
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