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Presentation of the material
The material you have in your hands is part of the “SOMOS MÁS” project for the prevention of
hate speech and extremism in social media. It was proposed and ﬁnanced by Google with the
support of several ministries of the Spanish Government (Justice; Interior; Education; Culture and
Sports; Employment and Social Security; Health; Social Services and Equality) along with the participation of the Aula Intercultural and the Jóvenes y Desarrollo Foundation in partnership with
Solidaridad Don Bosco and VOLS.
Hate speech has existed throughout history, however, the emergence of social networks has caused
it to spread faster, without limits and to have wider implications.
Faced with this situation, young people, the digital natives, need tools to help them identify these
discourses, prevent their spread and know what to do if their rights are violated on social networks.

Key skills
This didactic material seeks to develop the following skills:

SKILL

Language communication

DESCRIPTION
Express opinions, facts, feelings
and emotions in an organised and
understandable way in diﬀerent
circumstances.

Communicates opinions and feelings
in oral and written form.

Interpret, evaluate and express oneself
appropriately

Uses language appropriate to the
activity and media in question.

Mathematical competence Recognise the importance of the
and basic skills in science responsible use of technology.
and technology

Follows ethical principles when using
technology.

Use ICT for work and learning in educational and real-life situations.

Uses diﬀerent digital tools and applications for work and presentations.

Apply strategies to improve creative, critical, emotional and independent thinking.

Voices an opinion on various data,
texts, information.

Follow the stages of learning in a
conscious way and evaluate the results.

Completes an informed selfevaluation about their own learning.

Social and civic

Develop communication skills around
cohabitation and work situations and for
the resolution of conﬂicts.

Listens and takes other’s opinions
into account.

Show willingness to actively participate in
active participation spaces.

Assumes their role in the group with
responsibility.

Initiative and entrepreneurial spirit.

Manage group work by coordinating tasks Plans group work by delegating roles
and timelines.
and responsibilities.

Cultural awareness and
expression

Recognise the beauty of artistic expressions Uses diﬀerent means of artistic
in everyday life and create works and pre- expression whilst being mindful of
sentations with a sense of aesthetics.
the aesthetic in their own work and
group work.

Digital competency

Learning to learn
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INDICATORS

Objetivs
• To promote the learning of relationship skills based on respect in both physical and virtual spaces.
• To teach positive conﬂict resolution.
• To teach the critical analysis of images, discourse, practices and justiﬁcations of hate speech
and extremism.
• To contribute, through education, to the prevention of the spread of violent radical ideologies
that are contrary to democratic principles and values, with special emphasis on social networks.

Themes:
• Human Rights

• Diversity

• Sexism

• Equality

• Xenophobia/racism

• Hate speech going viral

• Responsibility
• Solidarity

• Homophobia
• Racism

• Religious extremism

Methodology
The sessions will be carried out following the Gamiﬁcation methodology that allows the student
(in a ludic educational context) to examine, reﬂect on and form an opinion about diﬀerent situations by studying the circumstances for it, so that going forward they can apply the lessons
learned to real life situations.
By playing the card game, where they will assume the role of one of the characters, the young
people are furnished with information and tools to help them understand and critically analyse
near real-life scenarios so that in the future they can form opinions and get involved in activities
that promote a global citizenship committed to the protection of Human Rights.

Users
The programme is aimed at young people between the ages of 14 to 20 who are in formal or
informal education.

Timeline
The programme is delivered over three to four 50-minute sessions.

Evaluation
The didactic proposal includes a simple activity to evaluate sessions 1 and 2 (the Last Word
round), which appears on the “Disconnection card” and asks each participant to sum up what
they’ve learned/ felt in one word.
Furthermore, in the third session an individual evaluation can be carried out either with an exercise or by ﬁlling in a questionnaire, the educator will decide which.
At the end of the project the technical staﬀ at the educational institution will hold an evaluation
meeting to gather information about the implementation of the project as well as the level of
satisfaction and lessons learned from participation in the project.
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SESSION 1:
Brief description: In this session we will introduce the content, explain the dynamics of the
project and play the role-playing card game for the ﬁrst time.
Materials needed:

• Sets of role-playing cards: one set for every 8 participants.
• Pens and paper.

Phase 1. Introduction: (7 min)

Presentation of the project: A project outline is presented to the young people participating
-its objectives, methodology, how and when it will be imparted in the classroom. The web page
www.somos-mas.es can be used for this.

Phase 2. Playing the role-playing card game: (28 min)
After presenting the project, the young people, organised into groups of 4 to 8 players, play the
role-playing card game LET’S SAVE THE UNIVERSE following the instructions described in Annexe
1.
Before the session begins, the educator will have chosen one of the ten Situations which will be
used for the whole game that day.

Phase 3. Group reﬂection (7 minutes)
When there are at least 15 minutes left of the session the educator will comment to the group
that “they have lost the internet connection” (using the Disconnection card) and that the game
has now stopped.
Without moving any pieces from the board each group will reﬂect on what has happened during
the game, based on the questions posed by the Disconnection card.

Phase 4. Closing the session (8 minutes)

Observations made by each of the small groups is shared with the larger group along with the
suggested proposals for actions and alternatives.
The young people will be invited to share their thoughts about what they have learned during
the session.
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SESSION 2:
Brief description: in this session we will play another round of LET’S SAVE THE UNIVERSE, using
a new Situation card.
Materials needed:

• Sets of role-playing cards: one set for every 8 participants
• Pens and paper.

Phase 1. Role-playing card game: (33 min)

The educator will have chosen one of the ten Situations, diﬀerent to the one used in the previous
session, which will be used for the whole game that day.
Then the young people organised into groups of 4 to 8 players, play the role-playing card game
LET’S SAVE THE UNIVERSE following the instructions described in Annexe 1.

Phase 3. Group reﬂection (7 minutes)

When there are at least 17 minutes left of the session the educator will comment to the group
that “they have lost the internet connection” (using the Disconnection card) and that the game
has now stopped.
Without moving any pieces from the board each group will reﬂect on what has happened during
the game, based on the questions posed by the Disconnection card.

Phase 4. Closure of session (10 minutes)

Observations made by each of the small groups is shared with the larger group along with the
suggested proposals for actions and alternatives.
The young people will be invited to share their thoughts about what they have learned during
the session.
If there is enough time, the participants can brainstorm ideas for the videos they will be making
to help reduce hate speech.

7

SESSION 3:
Brief description: in this session activities are based on the diﬀerent Situations (See Annexe 2), which
are always an element of a role-playing card game. They are used as a basis for reﬂection on the diﬀerent types of hate speech present on social networks. The video competition will also be introduced.
Materials needed: Annexe 2 (Situation cards); Annexe 3 (registration form for video competition);
Annexe 4 (evaluation questionnaire); projector and computer with internet connection to watch the
videos.

Phase 1. Introduction to the video competition (5 min)

Introduce the video competition if it wasn’t explained during the previous session and show
examples of videos made by other young people who participated in the previous video competition. The participants are divided into groups of 4 to 6 people. (www.somos-mas.es/videos)

Phase 2. Choose a hate speech topic (10 min)

Each group will vote for the hate speech topic they want to feature in their video. Each person
should state which hate speech subject they want to select and give three reasons to justify their
choice. Some of the motivations behind the spreading of hate speech include:
• Homophobia
• Xenophobia
• Racism
• Sexism
• Religious extremism
• Making hate speech go viral
Once the groups have chosen the hate speech theme or themes they want to tackle they will
use the Rotating Paper group activity to develop their idea for the video: everyone takes a blank
sheet of paper and writes down an idea for the video, the paper is passed in a clockwise direction
to each group member in turn who writes another idea to complement the previous one already
written down.

Phase 3. Delegation of roles for making the video (5 min)

The young people in each group choose the role they want to play in making the video. They can
choose one of the following:
• Script: responsible for gathering ideas together for writing the video script.
• Editing: responsible for editing the video once it has been recorded, includes adding sub-titles… etc.
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• Acting: will act out the script in the video. Another possibility is to use dolls, toys, drawings etc… it
doesn’t have to be live action.
• Research: responsible for documenting incidents of hate speech around the chosen topic to enrich
the video with further ideas.
• Directing: responsible for organising the ﬁlming schedule.
• Set design/location: responsible for ﬁnding shooting locations, preparing the wardrobe, props etc.

Phase 4. Registration of groups that want to participate in the video competition
(5 min) (Annexe 3)

Making the video is not optional as it is part of the project activities and will allow us to evaluate
lessons learned. However, each group can decide if they want to enter their video in the competition or not.
It should be made clear at this point that nobody has to appear in the video if they don’t want to.
There are lots of creative ways to convey the same message without using live actors.
The video can be made using still images while somebody reads the script; dolls can be used
instead of actors; drawings can also be used; or any other way that can successfully communicate
the message.

Phase 5. Making the video (15 min)

At this point each group works independently on the creation of their video.

Fase 6. Evaluación

We propose various evaluation options for the didactic programme. The educator can choose
which to use.
1. Last Word exercise: each young person comes up with one idea or word that reﬂects
how they feel or what they have learned during their participation in the project.
2. Questionnaire: the participants answer the following questions by choosing one of four
faces to reﬂect how they feel:
• Did you enjoy participating in the SOMOS MÁS project?
• Did you learn about how hate speech spreads on social networks?
• How did you feel during the sessions?
• Did all members of the group cooperate in the development of the project?
• Do you think that after participating in the project your behaviour on social networks
will be more responsible?
• Would you recommend this or a similar project to other young people?
In any event, during the evaluation meeting the technical staﬀ responsible for the project will ask
the educators/coordinators from each institution about the level of satisfaction and learning that
has resulted from participation in the project.
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ANNEXE 1: Game Instructions
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ANNEXE 2: Situation cards
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ANNEXE 3: Registration form for video competition
Video title

Name of centre/institution

Location
Class/course
Type of hate speech portrayed Team members

1.
2.
3.
4.
5.
6.

Name and surname of educator/coordinator

Contact telephone number
Contact email address

ANNEXE 4: Evaluation questionnaire
Please tick one of the faces after each question to rate your level of satisfaction. Keep in
mind that the “sad face” means you didn’t like it at all and the “starry happy face” means
you liked it a lot.
1. Did you enjoy participating in the SOMOS MÁS project?

2. Did you learn about how hate speech spreads on social networks?

3. How did you feel during the sessions?

4. Did all members of the group cooperate in the development of the project?

5. Do you think that after participating in the project your behaviour on social networks
will be more responsible?

6. Would you recommend this or a similar project to other young people?

20

Character Cards

Planeta Némesis

Character Cards

Planeta Cer

Action Cards

Action Cards

Situation Cards

Situation Cards

Situation Cards

Situation Cards

Special Cards

Publication Cards

Publication Cards

Publication Cards

Comment Cards

Comment Cards

Comment Cards

Comment Cards

Comment Cards

Comment Cards

Comment Cards

Publication Cards

Character Tokens

5

10

15

20

25

30

35

40

-5

#1

Publication

Situation

-10

45

55
60

#1

-15

50

65

-20

70

75

-25
#1

Publication

-30

80

#2

-35

85

-40

90

-45

95

#1

Publication

200

#3

195

100
105

190

110

185

115

180

120

175

170

165

160

155

150

145

140

135

130

125

