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The Documentary 

The created documentary complemented the resources which might be used when talking about 
cyberbullying, used in different prevention programmes to illustrate the attitude of young children (6-14 
years old). In the contemporary world, technologies are started to be used since the early age, therefore, 
it is important to raise awareness since the early age. However, occasions when children can tell their 
point of view are rare. Often it is just a family dialogue (at best). Sometimes children remain silent both 
at home (where parents do not create space for dialogue) and at school (where some teachers struggle 
to manage moments of debate with the youngest and the shy remain increasingly isolated). Children, on 
the other hand, experience the problems of contemporary society and listening to their point of view is 
fundamental. The project proposes to make a European documentary that presents children's views on 
hate speech and cyberbullying. The process of making this documentary aims to encourage good practice 
in listening to children both at school and in the family. The objective is therefore twofold. 

Very important  objective is to bring the point of view of children's citizens into the European debate in 
order to reflect on the issue and to raise awareness. The product  have subtitles in English as well as the 
mother tongues of the project to be easily used in the national contexts of the partners. We  used different 
methodologies to support children in sharing their point of views: storytelling, adapted questions taking 
inspirations from the philosophy for children and theatre's methodologies, visual production. For this 
purpose, each partner  realized one workshop of 12 hours related to cyberbullying to encourage them to 
share their views. This exchange with children were  done using different methodologies. The workshop 
was also used for the recording of stories and debates. The materials were reviewed, selected and sent to 
the leading partner to make the final version of the documentary. The methodologies used with children 
when interviewing them was documented in a notebook of activities in English. The notebook was written 
selecting the most original and innovative listening practices of children.  

The final documentary, which is broadcast thanks to the networks of all partners and in the screenings 
anticipated in this project is a 30-minute video  that tries to tell the story of cyberbullying and hate speech 
giving a European picture of childhood experiences. It collects testimonies from all the countries involved 
thanks to the work of the partners who plan activities aimed at schools and families. 

Our documentary audience are educators, teachers, schools, and, of course, other children in the 
partners’ countries and other European countries. The video stories were filmed in partners’ national 
languages but translated with subtitles in English. The documentary was screened in all the participating 
countries. The documentary also is published on the Vimeo and Youtube channels of the project and 
promoted through other social media channels. 
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The Cartoon 
 

This cartoon has no words and was made by children themselves using different digital tools and apps to 
promote awareness about cyberbullying and hate speech that many kids experience in different 
environments. It promotes awareness and can be used as a resource for prevention and empowerment 
activities available to both institutions and families. 

The objectives of the Cartoon are: 

 To create a tool for raising awareness and promoting prevention activities regarding cyber-
bullying and hate speech. 

 To provide an opportunity for collaborative work among teachers, parents and children. 

The Cartoon was created with the Stop Motion App. 

 

Stop Motion Workshop Guidelines 
 

Stop Motion is a cinematographic technique whereby the camera is repeatedly stopped and started, for 
example, to give animated figures the impression of movement.  

 

Basic Concepts of Stop Motion 
 

● Cutouts: 

A shape cut out of board or another material. 

● FPS (Frames per second): 

Usually expressed as “frames per second” or FPS. So, if a video is captured and played back at 
24fps, that means each second of video shows 24 distinct still images. In a stop motion sequence, 
fps. 

 
 

Procedure 
 

Create script of the story 

● Script of the story (2 minutes): beginning, main part, and end/conclusion 

 Beginning: introducing the main characters and their goals, the setting, and the main 
conflict. 
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 Main part: Here a series of events or complications occur, leading to an increase in the 
tension. 

 End: Here the main conflict is resolved, and the loose ends are tied up. The end may 
be good or bad. 

● Message to be conveyed (tolerance, empathy, acceptance etc.) 

 Depending on your target group, your message might be different 

 

Design 

● Decide which characters, elements and conversa ons / voiceover will be necessary to tell the 
story 

 Character (name, age, gender, interests) 
 Other elements: Computer, mobile phone, elements of the street or room, pencils, 

pens, animals… 
 Conversations / Voiceover (if any) of the story 

 

Creation of the movie 

● Download the app "Stop Mo on Studio". 

● Put your phone in a tripod or something static. 

 If you have a small tripod, attach your mobile phone to it 
 If you don’t have a tripod, you can use a chair and a book and tape the phone on it 

(you can see an example in the video below):  
https://www.youtube.com/watch?v=xqfwmGRF0M8 
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● Match the cuts with the story (i.e. the girl is turning on the laptop: here you can make a 2-3 
seconds animation where the kid is turning on the laptop; i.e. the boy takes his phone and receives 
some message on social media: here you can make a 5 seconds animation where the kid picks up 
the phone, sees there is a new message, reads it, changes his face to a more serious one, etc.) 

Examples (see the next videos to make sure you understand the process of creating the 
Stop Motion sequence):  

https://www.youtube.com/watch?v=o0IarOdmxFM; 
https://www.youtube.com/watch?v=z1zxsk_wsGs; 
https://www.youtube.com/watch?v=omCt66arJl8; 
https://www.youtube.com/watch?v=VmWfNOytFqk  

● Record audio (optional). 

 

Didactic Paths 
 

We have developed 

  a path for schools to facilitate the use of the cartoon in class as a "starter" for activities and 
projects 

 

and  
 
 

 a didactic pathway for families (and family centres, social and cultural support associations...) to 
help parents deal with complex issues such as hate speech and cyberbullying.  

 
 

Both of them have an introduction to help teachers and families understand the context and a brief 
glossary of useful words and consist of 5 activities covering the following topics: 

 Sympathy and Compassion 
 Respect and Apology 
 Benevolence and Acceptance 
 Empathy and Patience 
 Kindness and Caring 

The activities are geared toward a specific age group, but also include guidelines to adapt them to another 
age group if necessary. 
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The App  
 

The main aim of the creation of the app is to stimulate co-education in schools and families and its 
experimentation: these are activities and games to be carried out in the family and at school, integrated 
with each other, to give the sense of a real path of co-education in the diversity of roles.  

This educational application is to support teachers and parents regarding the topic of cyber-bullying and 
hate speech while promoting a co-educational approach.  

The objectives of the App are: 

 To promote collaboration between teachers and parents that will allow for educational continuity 
between school and family 

 To support schools and families in approaching the topic of cyberbullying and hate speech  
 To stimulate the creativity and critical thinking of the children regarding the topic through 

attractive and playful activities  

 

Description of the methodology of the app  
 

The application will offer 10 educational activities and games (8 for schools and 2 for families) that 
stimulate creativity and critical thinking to be used at school and at home. They will be accessible by 
most mobile phones and tablets.  

The app will be addressed to school children between the ages of 6-14. Once the app will be ready, it 
will be tested and presented to teachers and parents in a 4-hour workshop for each group.  

The app is based on different related already existing applications that attempt to approach the topic of 
cyberbullying in a more fun and interactive way. Some of these games are Conectado, FearNot!, 
Cyberduca etc.  

Apart from offering the players the opportunity to get in the shoes of both the observer and the victim of 
bullying, the added value of this app is that it will be designed to be used at school and at home, thus 
creating an educational continuity between two spaces that are central in children’s lives. Additionally, 
the app that we will develop will be accessible through smartphones, tablets and computers, in order to 
include more children who might not own a specific device.   

 

Storyline of the app  
 

The different activities and games of the application will follow a storyline in order to make it more 
attractive and engaging for the users, increase feelings of empathy and also give them a send of 
purpose.  
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The game will follow the first days of a newcomer in your school and who gets (cyber)bullied. Through the 
activities you observe the situation, you reflect on your feelings and thoughts and you try to support the 
“new kid”. In this process, you also become a target for supporting your classmate getting a taste of how 
bullying feels like. Finally, you are empowered to address the situation. 

 

Setting  
 

In order to achieve the engagement of the players and their immersion in the game, the app will have an 
avatar and the activities will take place in two virtual spaces: 

 School 
 Home  

The app will also escape gender binarism and will try to be as inclusive as possible. The avatar and other 
characters will be animals, dinosaurs, robots or other figures without gender characteristics.  

The activities that are designed to be played at school and at home, will take place in the corresponding 
virtual spaces. For example, a game or activity will take place in the school yard, the ICT room or the 
theatre workshop, or the living room, kitchen, bedroom etc. 

Although the games will take place in a virtual space, at least some, will require interaction with the 
physical space of the user and their peers in real-life, hence linking the virtual with the real world. 

 

Activities of the app  
 

What we have developed so far are 3 main types of activities: 

 Multiple choice: The player will observe a certain situation and will have 3 options on how to 
react. Depending on their choice they will have the follow up multiple choice question or a 
message.  

 Interactive activities: These activities are initiated in the app but they mostly take place in real 
life. There is no right or wrong and they are to be done individually or with the facilitation of an 
educator or family member. The player might have to add information/text to the add or no 
action may be required. 

 Any other additional activities  

 


