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developing the skills of youth workers to create

mechanisms to support the active participation of young

people, thus resulting in more effective and coherent

educational programs in the field of human rights,

active citizenship and social inclusion of young people

in partner countries. 

developing the knowledge, skills and abilities of

disadvantaged young people from the partner countries

in the field of cyberbullying prevention and response

through their participation in learning by doing activities.

The project Stay SAFE involved organizations from

Romania -  International Center for Education, Oriel from

Italy, InMotion Armenia, Proactive Group Georgia and

ImpActive Youth Organization from Turkey and aimed to

increase in the knowledge and awareness about the

problem of cyber bullying among young people and youth

workers from the partner countries.
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INTRODUCTION
STAY SAFE

Communication and exchange of ideas, especially among

youth, is contributing to a better world and to building a

future of tolerance, peace and digital citizenship awareness

and responsibility. Technology has become an extremely

important part of everyday life, but it also tends to interfere

in negative ways in the societies. During the project, the

partners implemented an international workshop in which

youth workers attending learned how to prevent and

addressed cyberbullying phenomenon. We focused our

intervention on: the limited awareness of existent online

threats among young people and community members such

as parents, the lack of proper national policies to incriminate

cyber bullying and the low level of prevention and education

about this phenomenon from early ages, the lack of

community involvement of various stakeholders in this topic

to support prevention efforts and limited tools and

methodologies for youth workers to address this

phenomenon.

During the learning sessions, our youth workers identified

existing gaps in young peoples cyber bullying, related

knowledge and awareness, developed information and skills

on cyber bullying related issues, worked cooperatively in an
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international learning environment to create tools and

methodologies to address cyber bullying training response

and prevention as well as developed the knowledge of the

participants about work strategies for community key

stakeholders involvement in cyber bullying prevention.

This material contains youth workers proposals to teach

youngsters and other members of the community about

cyberbullying topics. 
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PREVENTION AND INTERVENTION TOOLS

CYBERBULLYING - WHAT

A. AIM:
To develop young people knowledge about different

cyberbullying concepts 

B. LEARNING OBJECTIVES:
Learn to define cyberbullying 

C. DURATION:

1 hour

D. NO OF PARTICIPANTS:
Up to 30

E. MATERIALS:
 

F. DEVELOPMENT:

G. TIPS FOR FACILITATORS:

1

Flipchart, markers.

The facilitator will write on flipchart the word

cyberbullying. Youngsters will have to come with one word

each to define cyberbullying. Next, in plenary the group

will try to give definitions to cyberbullying and decide to

the most complex one.

Each person will provide own word, thus, to support active

participation of everybody.
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CYBERBULLYING - ROLES

A. AIM:
To develop youngsters' knowledge about cyberbullying

roles

B. LEARNING OBJECTIVE:
To be able to identify the parties involved in a situation of
cyberbullying 

C. DURATION:
1 hour

D. NO OF PARTICIPANTS:
Up to 30 

E. MATERIALS:

F. DEVELOPMENT:

G. TIPS FOR FACILITATORS:

2

Laptop/smartphone/Access to internet

The trainer requires youngsters to provide their opinions

regarding what they think the roles are when speaking

about cyberbullying. Afterwards, the main roles are defined

as conclusion. In the next stage, the group is divided in

teams of 4-5 persons and receive the task to research on

the internet videos in which cyberbullying roles can be

identified, then to show the videos in plenary. 

Make sure the internet connection is good. After the
presentation, involve the youngsters in group discussions
about the times when they were in one of the roles
discussed (cyberbullied, cyberbully, bystander, upstander).



STAY SAFE PAGE |07

ANALYSIS OF CYBERBULLYING INCIDENCE IN
TARGET GROUPS

A. AIM:
To prepare and implement a research to analyse
cyberbullying rates in your community

B. LEARNING OBJECTIVE:
To learn how to conduct a research
To find out cyberbullying rates in your community so
to be able to properly address the issue.

C. DURATION:
2 months

D. NO OF PARTICIPANTS:
Up to 30

E. MATERIALS:

F. DEVELOPMENT:

3

Office supplies (paper, pen, etc)

Laptop/smarthphone/Access to internet

stage one - training the participants in research
methodology 
stage two - group work to create surveys for different
community members in order to measure cyberbullying
incidence
stage three - collect results and analyze them
stage four - write an article based on the findings 
stage five - publishing the article and its promotion
among community members

The activity will be developed in stages:



G. TIPS FOR FACILITATORS:
A valid and reliable scale should be used;

Statistical analyzes should be chosen according to the

purpose;

An interactive learning program should be prepared to

train the youngsters about how to conduct a research

of at least 3-4 days to cover all thematics;

Youngsters should be supported along all the stages by

a facilitator.
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CYBERBULLYING VIDEO GAME4
A. AIM:
To develop knowledge and awareness about cyberbullying

concepts using video games creation

B. LEARNING OBJECTIVE:

To learn how to create a video game

To increase knowledge about cyberbullying 

To develop more awareness about cyberbullying 

C. DURATION:
1 week

D. NO OF PARTICIPANTS:

E. MATERIALS:

F. DEVELOPMENT:

Up to 30

Laptop/Access to internet

Youngsters are involved in the creation of a video game

using any relevant application for this, such as: RPG Maker,

Unity. For younger students, Scratch can be used. The

video game creation can be used either as learning tool

about cyberbullying or you may use it to evaluate the

knowledge youngsters developed during previous learning

sessions. In the first part of the week, youngsters must be 

PAGE |09



G. TIPS FOR FACILITATORS:
The trainer should be familiar with video game creation.

We reccomend you to have a look on our Gaming for

skills project, where you can find many resources and

pedagogical sequences on how to create a video game

www.gaming4skills.eu/resources/game-creators/

You should form teams if 4-5 people, each team

working on one idea

You should ensure access to equipments and internet

for each team 
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initiated in the process of video game creation in

accordance to the application you will choose to use. Thus

they will learn first the basics in video game creation,

decide on the story, characters, game atmosphere, game

mechanics. The second part will be allocated to the actual

creation of the video games. 
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CYBERBULLYING WHO?5
A. AIM:

B. LEARNING OBJECTIVE:

C. DURATION:

D. NO OF PARTICIPANTS:

E. MATERIALS:

F. DEVELOPMENT:

G. TIPS FOR FACILITATORS:

Learning how to react in cyberbullying situations

Respect the other people privacy.

1 hour

Up to 30

Paper, pens. 

Start by letting youngsters talk about their experience with

cyberbullying. In the next stage split the group in teams

and give them some case scenario involving a

cyberbullying situation. Each team will have to work

together and change the  scenario to show positive

reaction to cyberbullying situation. Each team will make

their presentation and will discuss in plenary the changes

made. 

Pay attention to group dynamics to ensure active

participation of each individual. You may research on

Google various case scenario. 
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ACTION PLAN - ALL TOGETHER TO FIGHT
CYBERBULLYING 6

A. AIM:

B. LEARNING OBJECTIVE:

To raise awareness starting from parents and primary

school teachers who have critical priority in the first years

for children than continuing with other grades' teachers,

school administration, local authorities NGO'S dealing with

education, psychology teachers, education institutions with

the cooperation of university academicians in all district

through the organization of a round table

Parents, teachers, other stakeholders will be more

aware about what is cyberbullying, safe internet usage,

using technology effectively and consciously. They will

be more  interested in teaching action against

cyberbullying.

Youngsters will be more open and ready to ask for help

if they experience being cyberbullied, learn how to face

cyberbullying, fight against cyberbullying and act as

upstanders
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C. DURATION:
1 day



D. NO OF PARTICIPANTS:

E. MATERIALS:

F. DEVELOPMENT:

Depending on the impact you want to achieve, institutional

analysis, community size

Equipment: laptop, video projector

Information materials about cyberbullying

Plan the event: debate with those involved in the

organization of the event about the topics you want to

address, the guests, location of the event, etc

Organize needed material, financial and human

resources for the event

Send invitations to participants 

Host the event

Evaluate the event

Promote and disseminate the results of the event in

your local community
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G. TIPS FOR FACILITATORS:

You can choose one single topic for the round table for

easier organization of the event

Plan the event well in advance

Ensure good coverage of the event in your local

community



BE UPSTANDER NOT BYSTANDER7

STAY SAFE

A. AIM:

B. LEARNING OBJECTIVE:

To delimit the concepts of upstander and bystander and to

concretize in the minds of young people the role they must

adopt when they witness a cyber aggression.

The purpose of this activity is to help young people

understand how they can help a victim of cyberbullying

and how to avoid the mistake of remaining a bystander.
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C. DURATION:
1 day

D. NO OF PARTICIPANTS:
15 young people

E. MATERIALS:

Computers;

Post-its

F. DEVELOPMENT:
Introduction in Cyberbullying. 

Discussing about the Upstander and Bystander concepts

Present videos about Cyberbullying, in order for them to

understand better the concept

Give a post-it to each youngster and ask them to write on

it anonymously a Cyberbullying situation they witnessed

and what role they believe they played.



To pay attention to the reactions that participants have

when it comes to witnessing a cyber aggression. Thus,

the facilitator can estimate how sensitive this topic is to

each.

G. TIPS FOR FACILITATORS:

Put all the post-its together and ask to each

participant to choose a random one and to read it in

front of everyone.

Discuss together the content of the post-its and ask

the participants to express themselves and to say what

would have changed in those situations, how they

would have helped
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BLOCK CYBERBULLYING - APP 

A. AIM:
To develop an application to help young people affected

by the phenomenon of cyberbullying

B. LEARNING OBJECTIVE:

C. DURATION:
3 months

8

D. NO OF PARTICIPANTS:
15  young people

E. MATERIALS:
Internet;

At least one IT expert

Computers;

To protect young people against cyber attacks;

To provide a safe place for anyone involved in

cyberbullying, regardless of their role in it;

To provide support and moral comfort

To make young people understand that they are not alone

F. DEVELOPMENT:
Using the ICT skills of the participants and the

computers at your disposal, create an application that

can be used by the vulnerable youngsters who are

facing Cyberbullying.



Choose a group of 10 people who will be always

available on the app to give moral suport to the

youngsters and to help them  cope with the trauma of

cyberbullying.

The application will serve as a virtual psychologist,

where young people will know that they can call

anonymously, with confidence and, thus, take the first

step to break the silence behind a story involving

Cyberbullying.

Also, the application can contain a blog with

anonymous stories, so that those who use it will know

that they are not alone in this problem and that there

is always a solution.

G.TIPS FOR FACILITATORS:
Selecting young people from an informatics college will

be ideal, a partnership with such college would be a

priority. Give all the support to the participants for

developing the app.
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THE SOUND OF CYBERBULLYING9
A. AIM:

B. LEARNING OBJECTIVE:

To have the youngsters express their emotions about the

cyberbullying through music

Learn an instrument and gain new social skills.

Express emotions

Develop creativity

C. DURATION:

D. NO OF PARTICIPANTS:

E. MATERIALS:

F. DEVELOPMENT:

1 day 

Up to 30

First help the youngsters to identify their emotions

regarding cyberbullying. Next give them the task to work in  

a group and create songs using the given instruments

G.TIPS FOR FACILITATORS:
If you don't have instruments, you may create them with

your students before. Or maybe is time to close as

partnership with a music school. 
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Easy instruments like: maracas, drums, sticks
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CIRCLE GAME10

A. AIM:

B. LEARNING OBJECTIVE:

To raise awareness amoung young people about the

Cyberbullying Effects.

To develop the level of knowledge on the effects that

Cyberbullying has among young people.
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C. DURATION:
3 days

D. NO OF PARTICIPANTS:

 Up to 50

E. MATERIALS:
A psychologist (optional)

A big room, Chairs 

A ball

Paper

F. DEVELOPMENT:
Ask everyone to sit in a circle. 

The psychologist will throw the ball to a participant and

ask him or her to share a story about Cyberbullying (it can

be a real story or a fictional one). 



Don't go into too much personal detail, so as not to

make the participants feel uncomfortable. 

Be objective and do not judge.

G. TIPS FOR FACILITATORS:

Then, ask the others about  their opinion on the incident

and what solutions they would have adopted in such a

situation, instead of the victim.

Those who do not want to share a personal story, can

write it anonymously on a piece of paper and have

someone else read it. In this way, everyone will be able to

express their opinion about this phenomenon.

After enough stories have been shared and participants

have been able to create an image of how cyberbullying

affects a person's life, ask them all to work together on an

action plan to provide the necessary support to victims

and increase the level awareness especially among young

people.
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DON'T BE HATEFUL ONLINE11
A. AIM:

B. LEARNING OBJECTIVE:

C. DURATION:

D. NO OF PARTICIPANTS:

E. MATERIALS:

STAY SAFE

To create an entire online anti-cyberbullying campaign.

Group work;

To develop communication skills;

Search information, discussion;

To respect each other's opinion.

Permanent

Internet;

Any
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F. DEVELOPMENT:
Choose with the participants an emoji to be used to

expose the "trolls" online.

Encourage them to use this emoji and make it known to

the community, through articles and posts, so that

when someone is the victim of a cyber attack or

witnesses one, they can use this emoji to draw attention

to what is happening. .
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In this way, young people can see how many such

emojis will be found in the online environment and

will realize how widespread is, in fact, the

phenomenon of Cyberbullying.



YOUR PRIVACY IS IMPORTANT12

STAY SAFE

A. AIM:

B. LEARNING OBJECTIVE:

C. DURATION:

D. NO OF PARTICIPANTS:

E. MATERIALS:

To teach youngsters how to ensure their privacy while

being online

To develop understanding of specific terminology related

to the internet and online privacy

3 - 4 hours

Up to 30

Laptop, access to internet; 

IT expert

F. DEVELOPMENT:

PAGE |23

Introduce the youngsters in the concept of privacy.

Write the word in the table/flipchart and have the

youngsters write their understanding about this word. 

Discuss and try to agree on a common definition.

Next, introduce you guest and begin the presentation

session. It should cover topics like: personal data,

passwords, phishing, anti virus, etc. Conduct a question

and answers session.  



G. TIPS FOR FACILITATORS:
You may introduce youngsters in the activity in a more

interactive way, by letting them research information

about one another on the internet and present their

findings. This way they will become more aware on the

risks they are exposed.
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CYBERBULLYING DRAMA13

STAY SAFE

A. AIM:

B. LEARNING OBJECTIVE:

C. DURATION:

D. NO OF PARTICIPANTS:

E. MATERIALS:

To raise awareness among young people and community

members

To experience empathy

To raise awareness in cyberbullying

To develop creativity 

5 days 

Up to 30

Upon need according to the scenario created by

youngsters. 
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F. DEVELOPMENT:

In this activity youngsters will create a dramatic

presentation of cyberbullying using theater. The main

stages should be: 



G. TIPS FOR FACILITATORS:

Brainstorming on the scenario - have the youngsters

decide on what they want to represent through the

sketch, establish and allocate the roles, gather

materials needed, decide the location for the final

representation

Develop rehearsals for final representations

Promote the event in the local community (have them

prepare and distribute posters, messages, etc)

Develop the final sketch and evaluate results 

This should be a learning by doing activity to be

implemented by youngsters from the beginning to the

end, while ensuring their support across their journey. 

The activity can be implemented at the end of a program

about cyberbullying.

Evaluation and debriefing after the final representation is

very important. 
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SOCIAL MEDIA14

STAY SAFE

A. AIM:

B. LEARNING OBJECTIVE:

C. DURATION:

D. NO OF PARTICIPANTS:

E. MATERIALS:

Teach children and young people how to be carefull at the  

social networks.

To develop understanding of specific terminology

related to social media and the internet

To develop understanding of how to keep safe while

using social media

1 day

Up to 30

Laptop, video projector, access to internet

F. DEVELOPMENT:

G. TIPS FOR FACILITATORS:

Prepare presentations with easy and deep understanding of

the topic. Prepare examples from real life, have young

people discuss their experience with social networks. Bring

an expert to present youngsters how they can protect

themselves on social media, how to ensure confidentiality of

their profiles, what information they should be careful. 

An expert in social media will be helpful for the

presentations, in case you feel you might lack some

information. 

PAGE |27



TYPES OF CYBERBULLYING15

STAY SAFE

A. AIM:

B. LEARNING OBJECTIVE:

C. DURATION:

D. NO OF PARTICIPANTS:

E. MATERIALS:

F. DEVELOPMENT:

G. TIPS FOR FACILITATORS:

To be able to identify different situations of cyberbullying

Learning the main types of cyberbullying

1 hour

Up to 30

Flipchart, Markers

Laptop/smartphone, Access to internet

Start by involving young people in a brainstorming about

what they cyberbullying types are. After everyone has

given their opinions, split the group in teams and have

each team to search on the internet different situations in

which types of cyberbullying are underlined. They can find

videos, news, stories. Each team will present their findings

in plenary. 

Ensure debriefing of the activity, asking youngsters if they

were aware of the types identified and if they ever

experiences one of the discussed situations. How did they

react? 
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