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Connected 
Culture: 

2015 and Beyond

Daniel Appelquist, 
Web & Internet 
Evangelist for Vodafone 
Group Research 
& Development, 
investigates what 
the next few years 
might bring.

What will the future bring? 

We live in a time when new technologies and media seem to be 
crashing on us like great waves. We are becoming more and more 

connected and we are increasingly depending on this connectedness.  
That technology - and in particular technologies built on top of the internet - 
has changed our lives is no longer in any doubt. But what changes can we 
expect in the immediate future? Will the next few years bring more of the 
same or can we expect any radical shifts?

I see three trends taking shape right now that have the potential to  
have a broad, if not radical, impact on how we communicate, how we use  
services, and how we conduct the business and pleasure of our daily lives.

Expert view



The Web goes mobile (and the 
death of the mouse) 
Some readers may remember the  
“pre-mouse-computer”, where everything 
was done with a keyboard. The idea of 
graphical “windows” was unheard of until 
the debut of the Macintosh in 1984 (quickly 
followed by Microsoft® Windows). Within a 
short space of time, it became unthinkable 
to package a computer without a mouse or 
some kind of pointing device. 

We are going through a similar change  
right now with the introduction of   
touch-screen phones and other mobile 
devices. This method of interacting with 
a computer is sometimes called “direct” 
interaction: you touch the thing on the 
screen you’re interested in - the button, 
the link, whatever - rather than indirectly 
positioning a cursor over it and clicking 
a mouse. Touch screen devices have the 
advantage of being more portable and more 
“intuitive”. My 3-year-old daughter was able 
to figure out how to use an iPhone the first 
time she laid eyes on it.

Since the creation of the World Wide Web, 
the internet has been something people use 
on a computer, usually with a mouse and a 
keyboard. Now, the Web is going through a 
similar change to become more mobile and 
less bound to the mouse-point-click user 
interface from which it was born. 

Within five years, the majority of Web usage 
will be from devices that we currently think 
of as mobile devices - either devices that are 
an evolution of the mobile phone or “Web 
pad” devices that are an evolution of laptops 
and so-called “netbooks”. Both these types 
of devices will be primarily accessed through 
direct input - predominantly by touch, but 
also increasingly, by voice.

The Web becomes social
With over 40% of the UK population on 
Facebook®*, social networking is clearly 
becoming part of daily life for many people. 
A source of light amusement or a mild 
distraction for some; a more serious social or 
business currency for others. 

One of the reasons that social networks, 
such as Bebo, Facebook® and MySpace, are 
increasingly replacing “traditional” electronic 
communication like email is that they allow 
for a deeper level of communication - inviting 
someone to an event, tagging photos and 
creating discussions with others through 

comments are innovations unique to  
social networks. 

New services have also been growing on 
top of these social networks to provide an 
even richer connection between the real 
world and the virtual. One example is the 
new breed of location-based social services, 
such as Rummble, Foursquare and Gowalla. 
Rummble invites its users to leave reviews and 
ratings of bars and restaurants in real-time 
and to broadcast these ratings (and with them 
their location) across their social network to 
their friends and contacts. These types of 
application take advantage of the ability of the 
mobile phone to use various methods to track 
its own location.

Broadcasting your location or taste in food 
might be considered quite intimate but it’s 
just the start. Could you imagine booking a 
holiday or sharing banking records with an 
independent financial advisor via Facebook®? 
What about exchanging information with 
your GP about your chronic illness via a social 
network? These are the kinds of emerging 
uses for social networking that might become 
mainstream within the next five years.

Think it’s far-fetched? Just last month, 
Delta Airlines opened up a “ticket window” in 
Facebook®, allowing Facebook® users to buy 
airline tickets within the social networking site. 
With health and financial services already very 
popular online, it seems inevitable that, like 
much of the rest of the Web, these will also 
become more social over time. 

Open Data and Open Government
Government is becoming more transparent, 
with initiatives like data.gov.uk and data.
london.gov.uk (the London Datastore) 
leading the way in opening up the raw data of 
government. These initiatives are allowing the 
data around us - simple information like bus 
and train schedules and more complex data 
like energy usage patterns - to be available to 
more people and in more ways. 

At the same time, we are gaining the 
ability to create data about our daily lives 
and harness that data for our own benefit. 
London-based Connected Environments 
(www.pachube.com) is one of the companies 
at the forefront of this movement. They’re 
helping people to use real-time information 
about their electricity usage to shape how 
they use energy in their home or to measure 
the efficiency of energy-saving technologies 
so they can make better buying decisions.

My prediction is that we are going to see 
industry follow these government initiatives. 
After all, the availability of data over the internet 
is leading to great innovation in sometimes 
surprising areas. 

For example, in the aftermath of the 
earthquake in Haiti in 2010, rescue workers 
were able to use open data, openly writable 
maps (OpenStreetMap) and connected mobile 
phones to get the Haitian diaspora (who knew 
the terrain and the local language but who 
were not present) together with personnel on 
the ground. New technologies enabled them 
to quickly build up a share map of the damage 
and to find and rescue trapped people and 
address urgent problems in real time. 

How does it add up?
What does the combination of these trends 
add up to? Our expectation of how we 
communicate with one another is changing. It 
used to be enough to call someone and leave 
a voicemail if they weren’t there or to send a 
text message. Now, people expect to be able to 
exchange rich information with each other and 
are increasingly doing so from various mobile 
connected devices that they carry with them 
at all times. 

The combination of this ubiquitous 
expectation of connectivity, increasingly rich 
user interface through touch-based Web and 
connected “apps” and the ability for these apps 
and websites to take advantage of a wealth of 
open data will create an interesting paradox: 
we will increasingly spend our time online, 
interacting with these services, but we will be 
out in the real world, as opposed to inside, 
behind a desk, in front of a computer screen.

The ability for connected devices to peer into 
our lives and hold privileged information about 
us - our location, our energy usage, even our 
blood pressure - promises great innovation but 
also calls for greater attention to digital privacy, 
especially where children are concerned. 
We should be sure to go into this connected 
future with our eyes open, embracing it and 
taking advantage of its benefits but remaining 
aware of the challenges and risks. We need to 
understand when and what we - and our kids - 
are sharing and we need to be able and willing 
to turn these devices off when they are not 
appropriate. In a modern twist on “look both 
ways before you cross the road”, we need to 
take care when we merge onto the information 
superhighway.
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Get involved

MOBILES &
HEALTH 

Some parents are  
concerned that their 
children’s health may be 
affected by using mobile 
phones. Digital Parenting 
looks at the latest  
scientific research.

How mobiles work
At the risk of getting technical, it’s useful 
to start by exploring how mobiles work. 
Like TV and radio, mobile phones use 
radio frequency (RF) to communicate 
information. Radio signals are sent to the 
nearest base station and then on to a 
digital telephone exchange where they’re 
connected to the receiving phone via 
another base station.

When you make or receive a call,  
send a text or data on your mobile, 
it emits an RF signal, so that it can 
communicate with the nearest base 
station. If you’re exposed to an RF field, 
 it penetrates a few centimetres into  
the body and is absorbed as heat,  
which is measured using something 
called ‘specific absorption rate  
(SAR)’ values.

Limits on these SAR values are  
part of the international guidelines  
on the acceptable levels of RF exposure 
from mobile devices and base stations 
that have been put in place in recent 
years. Provided mobile devices and  
base stations are operated within  
these guidelines, the absorption of 
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TAKE 

ACTION
If, despite the scientific  
evidence, you are concerned 
about the potential health 
effects of your child’s mobile:

1	ENCOURAGE THEM to keep 
their calls short or text instead 

so that the mobile is not near their 
head for long periods of time

2	BUY THEM a hands-free set to 
distance the mobile from their 

head and body

For more information, go to  
www.vodafone.com/parents/health

Q&A WITH THE GSMA                                                                        
www.gsmworld.com

Q	 �I’ve read that radio signals 
from mobile phones can 
cause cancer. Is this true?

A	There is no convincing scientific 
evidence that the radio signals 

from mobile phones or wireless 
networks increase cancer in humans. 
It is the consensus of the expert 
groups that the low-powered radio 
signals produced by a mobile phone 
do not have sufficient intrinsic energy 
to affect genetic material. The safety 
recommendations of the WHO are 
designed to protect all persons against 
all established health risks.

Q	 What about other health 	
	 risks?

A	 Independent scientific and 
public health institutions around 

the world review relevant research 
as it is published. The consensus of 
these expert groups is that there is 
no demonstrable evidence of risk to 
human health from radio signals that 
comply with the current international 
safety recommendations.

Q	 How can we be sure that 	
	 safety research is accurate?

A	Sophisticated and sensitive 
research methods using  

well-tried models for assessing health 
risks from other agents have been 
applied to investigate the safety of  
mobile communications. 

energy from them poses no adverse 
health effects. All Vodafone’s mobile 
devices and base stations comply with 
these international safety guidelines  
and operate within permitted  
exposure levels.

Scientific research
There have been thousands of  
scientific studies into the effects of 
radio frequency fields on health, with 
authorities including the World Health 
Organization (WHO) agreeing that there is 
no substantiated or established evidence 
that convinces experts that exposure to 
devices or base stations operated within 
guideline limits has any adverse health 
effects. Most recent is the Interphone 
study that took place in 13 countries.

“An increased risk of brain cancer is 
not established from the data from 
Interphone,” explains Dr Christopher Wild, 
Director of the International Agency for 
Research on Cancer (IARC). “However, 
observations at the highest level of 
cumulative call time and the changing 
patterns of mobile phone use since the 
period studied by Interphone, particularly 
in young people, mean that further 
investigation of mobile phone use and 
brain cancer risk is merited.”

“The overall conclusion of no  
increased risk is in accordance with the 
large body of existing research and  
many expert reviews that consistently 
conclude that there is no established 
health risk from radio signals that 
comply with international safety 
recommendations,” adds Dr Jack Rowley 

of mobile industry body, the GSMA.
The mobile phone industry, 

governments and national health 
agencies take the issue of mobiles and 
health very seriously; all agreeing that 
ongoing scientific research is vital.

For example, there are still some gaps 
in scientific knowledge, and the WHO has 
prioritised further research into the use of 
mobile devices by children.



With hackers, phishing and 
spyware just a few of the  
potential security threats 
in your child’s digital world, 
online and mobile security 
can seem confusing at times. 
Digital Parenting answers 
some of the questions you 
might have.
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ONLINE  
SECURITY FAQs

What online security issues 
should my child be aware of?
Malicious software (malware) can target 
both computers and mobiles, with a  
variety of effects.

Malware on your family’s computer 
could destroy the data on it, cause it 
to run slowly, transmit your personal 
information to third parties, harm your 
child’s or your reputation (e.g. by posting 
unsavoury content linked to a social 
networking profile), or be used to steal 
money or someone’s identity.

Malware on your child’s mobile phone 
is also a possibility, but far less common 
at the moment. However, as your child’s 
mobile probably contains valuable 
contact information, it makes sense to 
explain the potential risks of malware, 
such as automatically sending text 
messages to premium rate numbers, 
accessing personal details stored on 
the phone, and redirecting your child 
to inappropriate content. Generally, the 
more advanced the mobile, the more 
likely it is to be vulnerable to malware 
attacks (due to the diversity of third party 
software and apps running on it and the 
“always on” connectivity).

Nearly a  
quarter of UK  
internet users  

have fallen prey  
to phishing*

How could my child’s computer 
become infected?
Malware can be delivered to their computer 
in many different ways:

Get involved

	 Your son or daughter might visit 	
	 websites that are deliberately designed 	
	 to attack their computer or sites that 	
	 they would expect to be trustworthy 	
	 but that someone has hacked into and 	
	 introduced some malicious code

	 They might also come into
	 contact with files (e.g. via email, Instant 	
	 Messenger, on a file-sharing network 	
	 or by sharing a USB stick) that have been 
	 infected by viruses. Viruses redistribute 	
	 themselves automatically, often 
	 making use of a PC or email application’s 	
	 address book. If one of your child’s 		
	 friends has a virus on their computer, it 
	 might automatically send an infected 	
	 email to your child

	 They might install a program that 	
	 contains a nasty, hidden feature,  
	 commonly called a Trojan (e.g. a 	  
	 program that contains a game but that 
	 also contains software to redirect Web 	
	 traffic to an adult website)

* Source: Get Safe Online, February 2009.
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Malware can also reach your child’s 
computer without any action on their part. 
Worms propagate across the internet, 
probing computers remotely for insecurities 
and accessing them if they find a weakness. 
Running a firewall on the computer or 
enabling NAT (Network Address Translation) 
on your router would be the best first line of 
defence against worms.

How could their mobile  
become infected?
Someone could pass on a virus via an 
SMS, MMS or Bluetooth. Similarly, software 
on more advanced smartphones might 
be vulnerable to third party attack (e.g. a 
malicious or compromised website). Your 
child might also accidentally install malware 
in applications from app stores, although 
some stores try to scan for malware.

In short, as mobile phones become more 
like computers, the security risks increase, 
particularly if you or your child stores 
banking information, PINs or other valuable 
personal details on the phone.

If their computer gets infected 
by malware, what could happen?
A variety of things. The malware could be 
used to gather information, such as bank 
details and website passwords. This is often 
done by spyware or keystroke monitoring, 
where someone remotely logs the keys 
you/they strike on the computer keyboard. 
Hackers might also target your family’s 
computer to spam other internet users - 
they often use huge networks of infected 
computers, called botnets, to send spam.

Talking of spam...why does my 
child get sent so many junk 
emails and texts?
Spammers often bulk-send unsolicited 
messages trying to sell something (e.g. 
drugs, financial advice or pornography), 
request personal information or direct 
recipients to bogus websites or premium 
rate phone services. Your child’s email 
address or mobile number could have been 
generated at random or the spammer might 
have harvested it off the internet (e.g. found 
it on their social networking profile). Your 
son or daughter might also receive phishing 
emails, where a criminal pretends to be from 
a trusted organisation, such as a bank, and 
emails or texts them to acquire passwords 
and other sensitive information. Unwanted 
calls can also be a problem on mobiles.

TAKE 

ACTION

1	MAKE SURE you have 
up-to-date anti-virus software, 

anti-spyware tools and a firewall on 
your family’s computer

2	IF YOU have a wireless network, 
check it’s suitably encrypted, 

preferably using at least WPA 
encryption. Hiding the network name 
(the “SSID”) or using WEP encryption 
is unlikely to be effective. Talk to your 
ISP or visit www.getsafeonline.org if 
you need advice about encrypting 
your home network

3	CHECK that websites asking 
for payment details or other 

personal information begin with 
https:// (the “s” means that the 
connection to the site is encrypted). 
To be really sure, check that the 
details of the security certificate 
for the site in your browser actually 
relate to the site

4	FIND OUT how your internet 
and mobile providers deal with 

things like spam, scams and pop-ups. 
Do they offer built-in spam filters or a 
‘report spam’ button, for example?

5	ADVISE your child how to 
recognise spam and phishing 

emails/texts. Do they know the 
sender? Does the subject heading 
make sense? Does the email or text 
contain strange spellings? Is the 
sender requesting information they 
should already know (e.g. a bank 
asking for their account number)? 
Young people shouldn’t open these 
emails/text or unsubscribe from 
them, as that will confirm their 
email address/mobile number. If 
they do open one by accident, they 
shouldn’t click on links or download 
attachments

6	ENCOURAGE them to never 
give out personal information, 

such as email addresses, mobile 
numbers, passwords or bank details 
to people or companies they  
don’t know

7	SUGGEST they create a 
separate email account for 

signing up to websites

8	MAKE SURE they have a 
PIN lock on their mobile and 

that they use strong passwords (a 
combination of upper and lower case 
letters, plus numbers and symbols) 
on their computer and any websites 
they use. They shouldn’t share their 
PINs or passwords with anyone, not 
even friends, and they shouldn’t use 
the ‘Remember my login’ feature on 
someone else’s computer

9	EXPLAIN to your son or 
daughter that, if they are unsure 

about something on their computer 
or mobile, they should talk to you 
about it

10	 IF YOUR child is buying 
something online, supervise 

the purchase

Should my child be aware of 
anything else?
It’s not just strangers who try to access 
personal information, friends might too. 
A UK survey in 2010 revealed that one in 
four under-19s has attempted to access 
their friends’ Facebook® accounts, most 
commonly by guessing their password.

For more information about 
security issues, such as 
identity theft, spam and 
scams, visit   
www.vodafone.com/parents
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The ‘Grandparenting in Europe’ study by the charity Grandparents Plus (June 2010) highlighted the role that grandparents play in 
providing childcare. This is attributed to a number of factors, including an increasingly ageing population, high numbers of mothers 

in employment and the prevalence of family breakdown.
Across Europe, 58% of grandmothers and 50% of grandfathers provide regular or occasional childcare for their grandchildren and, 

in some cases, grandparents are the primary caregivers within their family. In the UK, for example, it is estimated that 14 million 
grandparents are supporting families by providing childcare worth £3.9 billion every year.

With grandparents playing such a vital role in young people’s lives, it is crucial that they understand new technologies and feel 
confident talking to their grandchildren about their digital world. Initiatives such as Silver Surfers’ Day help to promote the use of digital 
technologies among older people.

www.grandparentsplus.org.uk
www.silversurfersday.org.uk

My grandchildren still talk about 
the time they asked me how 
long my mobile phone lasted 

before I charged it and I said three 

months. I got the phone for emergencies 

(in case my car broke down or I needed 

to contact my family when I was out) 

and for a long time I didn’t see the point 

of switching it on. I do have it on more 

often now - I like to text - but I don’t think 

I use it in anything like the same way 

my children or grandchildren do. I hear 

people talking about phone apps and I 

don’t know what they mean.
I love emailing, though. My daughters 

gave me a computer about four years 

ago and I appreciate being able to send 

messages at any time and have the 

recipients read them when they want 

to. Much better than ringing people 

and worrying that you’re calling at an 

inconvenient time. 
That said, there have been times when 

I could have cheerfully thrown both the 

computer and the phone through the 

window, because they seemed to have 

developed minds of their own. There 

never seems to be an instruction manual 

that gives clear explanations. Anything 

you do get assumes a familiarity with 

technical terms, which, to oldies, are 

meaningless. I feel I need a translator.

My family also gave me a course of 

lessons at the Apple store, which I took 

several times a month for a year and  

very much enjoyed (though carrying 

the laptop backwards and forwards 

was hard work). The young tutors were 

patient and enthusiastic and made me 

feel more confident, though I do still 

have the feeling that I will get onto  

some page I can’t get off or disrupt the 

settings somehow. 
I use the computer to store digital 

photos and look things up on the 

internet. I’ve also done a bit of shopping, 

though I’m nervous about security, but I 

don’t bank online because I enjoy writing 

down the figures and adding them up 

on paper too much. I feel I could be 

doing much more with the computer if 

only I knew about it and understood the 

possibilities better. I have never been  

on Facebook®, although my daughter 

says I would enjoy it, and I have never 

seen a tweet. 
Initially, I resisted getting a computer at 

all, because I felt I spent enough time on 

my own, and didn’t want another reason 

not to be speaking to people. In fact, it 

hasn’t worked like that. It’s good to have 

different ways of communicating with 

people; it certainly hasn’t reduced my 

sense of connection to the wider world 

and has probably enhanced it a little.

That said, a lot of my friends are not 

online, and you probably need a critical 

mass of people you already know to 

get started and make it much fun. For 

people in their 80s, salaries and prices 

now are astronomical; when people are 

working, they don’t realise how quickly 

pensions become devalued. Technology 

is extremely expensive and it isn’t just a 

one-off purchase - there are constant 

upgrades and new devices and it simply 

isn’t affordable for a lot of people of 

my generation. Several of my friends 

would be reluctant to spend money on 

equipment without which they have 

managed all their lives when they have 

no idea whether it would be worth trying.

So, I have derived a lot of pleasure from 

my technology, and some reassurance, 

although I have also found it frustrating 

and perplexing. Sometimes - like when 

my grandson got an iPad and could 

immediately design rollercoasters - I  

feel it is a world from which I am largely 

shut out.

Grandparents play a vital role

Digital Parenting talks to an 80-year old grandmother who was daunted 

by technology but who now sees some of the benefits.

GRANDPARENT: ‘My daughter 
says I would enjoy Facebook®’
Iris Bedell
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3G
Third Generation networks are an 
international standard for wide-area cellular 
networks, which enable multimedia  
services, such as email and video, to be 
delivered faster

Access control/filter
A bar that is put in place by e.g. an internet 
or mobile provider to prevent access to 
certain content

Application (app)
A software program that can be downloaded 
onto a computer or mobile device (e.g. from 
an app store)

Avatar
A character/animation you can use to 
represent yourself online (e.g. in chat 
rooms) and in computer games

Blog
An online journal

Bluetooth
A way of exchanging data over short 
distances between mobile devices

Browser
Allows access to the Web (e.g. Firefox, 
Google Chrome, Internet Explorer and Safari)

Burn
The process of copying files (e.g. music) 
from your computer onto a CD

Copyright
This gives a content producer (e.g. an author 
or musician) exclusive rights to their work

Cyberbullying
The use of technology, particularly the 
internet and mobiles, deliberately to upset 
someone else

Download
The process of copying data (e.g. from the 
internet or an email attachment)

E-commerce
Buying and selling products and services 
over the internet

Encryption
The process of making electronic data 
unreadable to anyone without the “key”

File sharing
The distribution of electronic files, such as 
documents or music

Firewall
Part of a computer or internet service, 
designed to block unauthorised access

Flag
Where you report something (e.g. an 
inappropriate video) to the company 
hosting it

Flaming
Posting negative or rude comments in an 
online forum

GPS
Global Positioning System - a global 
navigation satellite system used for things 
like in-car navigation

Grooming
The process of befriending a child with the 
intent of sexually abusing them

Hacker
Someone who breaks into other people’s 
computers

Happy slapping
Where someone films a bullying incident or 
an assault on a camera phone

Hate site
A website that promotes hatred against  
e.g. a specific race or sexual orientation

Host
A company, such as an ISP, that runs 
internet servers

Hyperlink
A reference in a document or on the 
internet that links through to a different 
piece of information or website

Identity theft
Where someone pretends to be someone 
else for financial or other personal gain

IMEI
International Mobile Equipment Identity -  
a unique number on your mobile, usually 
printed inside the battery compartment

IP address
Internet Protocol address - a unique number 
that identifies where you’re accessing the 
internet from

Instant Messaging
The process of sending short real-time 
messages over the internet

ISP
Internet Service Provider - a company  
that offers users access to the internet

Login
The credentials you use to access  
a computer or website (e.g. name  
and password)

Malware
Malicious software, such as viruses and 
worms, that infiltrates computers

Memory stick
A portable memory device for storing data 
and transferring it between devices

Message board
An online discussion website

MMS
Multimedia Messaging Service - the  
process for sending images, audio  
and video between mobiles

Moderator
Someone who monitors chat rooms  
and other online forums and takes  
action against disruptive or  
offensive behaviour

MP3 
MPEG-1 or MPEG-2 Audio Layer 3 - a 
common format for digital music files

Parental Controls
Tools that help parents to protect their 
children online and on other devices -  
e.g. by controlling which websites they  
can visit or from whom they can  
receive email



Password
A secret combination of letters, symbols 
and numbers used to prove your identity 
when you log on to e.g. your computer or a 
particular website

P2P
Peer-to-peer - a network on which users can 
share files

Phishing
Unsolicited emails or texts sent in an 
attempt to get personal information (e.g. 
passwords and credit card details) from you

PIN
Personal Identification Number - a way of 
locking your mobile and other devices

Pop-up
A form of advertising on the Web that 
appears in a “pop-up” window

Premium rate (or phone-paid 
service)
A paid mobile service (e.g. ringtone 
downloads or competition entries)

Privacy settings
Tools provided by e.g. internet and social 
networking providers to help you maintain 
your privacy online

Profile
A description of you (name, hobbies etc) on 
e.g. a social networking website

SAR
Specific Absorption Rate - the measurement 
of energy absorbed by the body when 
exposed to radio frequency (RF) fields

Scam
An unsolicited email or text sent by a 
fraudster (e.g. asking you for financial help  
or claiming that you’ve won a prize)

Search engine
A tool that searches for information  
on the Web such as Bing or Google

Sexting
The act of sending sexually explicit 
messages by text, email or Bluetooth

SIM
Subscriber Identity Module used to identify 
a mobile user

Smart phone
A mobile phone with advanced features like 
email and internet access

SMS
Short Message Service - a way of sending 
text messages between mobiles

Social networking
An online community, such as Facebook® or 
MySpace

Spam
Unsolicited email or text messages

Spyware
A type of malicious software that collects 
information about you without your 
knowledge

Streaming
A way of delivering data (e.g. music or video) 
over the internet

Tag
A way of assigning a piece of information or 
an image to a particular person

Trojan horse
A type of malicious software that can give 
unauthorised access to your computer

Upload
The process of loading and sending a file on 
your computer or over the internet

URL
Uniform Resource Locator - commonly 
referred to as a Web address

User-generated content (UGC)
Online content (e.g. blogs and videos) 
created by users

Virus
A malicious program that can corrupt files 
on your computer

VoIP
Voice over Internet Protocol, a way of 
delivering voice communications

Webcam
A small video camera built in to or attached 
to a computer or laptop

Wi-Fi
Wireless technology installed in computers 
and mobile devices

Worm
A malicious program that can affect your 
computer
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Here, you can find the website addresses of 
some of the organisations and brands featured 
in this magazine.

Information and Advice
Beat - www.b-eat.co.uk

Beatbullying - www.beatbullying.org

Child Exploitation and Online Protection (CEOP) Centre - 
www.ceop.police.uk

Childline - www.childline.org.uk

Childnet International - www.childnet.com

Children’s Charities’ Coalition on Internet Safety - 
www.chis.org.uk

Common Sense Media - www.commonsensemedia.org

Creative Commons - www.creativecommons.org

Cure The Bullies - www.curethebullies.com.au

Cybermentors - www.cybermentors.org.uk

Cybersmart - www.cybersmart.gov.au

eNACSO - www.enacso.eu

European Commission eContent and Safer Internet Unit - 
http://ec.europa.eu/saferinternet

EU Kids Online - www.eukidsonline.net

FindAnyFilm - www.findanyfilm.com

Family Online Safety Institute (FOSI) - www.fosi.org

Get Connected - www.getconnected.org.uk

Get Safe Online - www.getsafeonline.org

GSM Association - www.gsmworld.com

INHOPE - www.inhope.org

Insafe - www.saferinternet.org

Intellectual Property Office (IPO) - www.ipo.gov.uk

Internet Keep Safe Coalition - www.iKeepSafe.org

Internet Watch Foundation (IWF) - www.iwf.org.uk 

Interactive Software Federation of Europe (ISFE) - 
www.isfe-eu.org

Klicksafe - www.klicksafe.de

Know IT All - www.childnet.com/kia

Mobile Alliance Against Child Sexual Abuse Content - 
www.gsmworld.com/mobilealliance

mobileYouth - www.mobileyouth.org

Mumsnet - www.mumsnet.com

National Center for Missing and Exploited Children - 
www.missingkids.com 

NetSmartz - www.netsmartz.org 

NSPCC - www.nspcc.org.uk

Ofcom - www.ofcom.org.uk

Parent Focus - www.parentfocus.co.uk

Parentline Plus - www.parentlineplus.org.uk

PEGI - www.pegi.info

Pew Research Center’s Internet & American Life Project - 
www.pewinternet.org

PhoneBrain - www.phonebrain.org.uk

PhonepayPlus - www.phonepayplus.org.uk

Pro-Music - www.pro-music.org

Reach Out - http://ie.reachout.com

Royal Society for the Prevention of Accidents (RoSPA) -  
www.rospa.org

Samaritans - www.samaritans.org

Silver Surfers’ Day - www.silversurfersday.org.uk

South West Grid for Learning - www.swgfl.org.uk

Spunout - www.spunout.ie

Teachtoday - www.teachtoday.eu

The Byron Review - www.dcsf.gov.uk/byronreview

The Industry Trust - www.copyrightaware.co.uk

Thinkuknow - www.thinkuknow.co.uk

TheSite.org - www.thesite.org

UK Council for Child Internet Safety (UKCCIS) - 
www.education.gov.uk/ukccis

Vodafone Parents’ Guide - www.vodafone.com/parents

World Health Organisation - www.who.int

Young Minds - www.youngminds.org.uk

YouthNet - www.youthnet.org



AOL - www.aol.com

Animoto - www.animoto.com

Apple (iPad, iPhone, iPod, iTunes) - www.apple.com

BBC - www.bbc.co.uk

Bebo - www.bebo.com

Bing - www.bing.com

BlackBerry® - www.blackberry.com

Bluetooth - www.bluetooth.com

Club Penguin - www.clubpenguin.com

Dynavox - www.dynavoxtech.com

Facebook® - www.facebook.com

Farmville - www.farmville.com

Flickr - www.flickr.com

Foursquare - www.foursquare.com

Google™ (including Search, Gmail, Maps and Earth) - 
www.google.com

Gowalla - www.gowalla.com

Habbo Hotel - www.habbo.com

Last.fm - www.last.fm

LiveJournal - www.livejournal.com

Metacafe - www.metacafe.com

Moshi Monsters - www.moshimonsters.com

Microsoft® Windows - www.microsoft.com/windows 

Miniclip - www.miniclip.com

MySpace - www.myspace.com

Nintendo (including Nintendo® DS and Nintendo® Wii) - 
www.nintendo.com

Photobucket - www.photobucket.com

Piczo - www.piczo.com

Rummble - www.rummble.com

RuneScape - www.runescape.com

Sky+ - www.sky.com

Skype - www.skype.com

Sony Playstation and Sony PSP - www.playstation.com

Spotify - www.spotify.com

Stardoll - www.stardoll.com

Togetherville - www.togetherville.com

Truphone - www.truphone.com

Twitter - www.twitter.com

Vodafone - www.vodafone.com

Wikipedia - www.wikipedia.org

Windows Live (including Messenger and Hotmail) - 
www.live.com 

World of Warcraft - www.worldofwarcraft.com

Xanga - www.xanga.com

Xbox - www.xbox.com

Yahoo! - www.yahoo.com

YouTube™ - www.youtube.com

Devices, Products and Services
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