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  Gaming 
Gaming has developed in leaps and bounds over the last 

few years. Now, many games consoles can access the inter-

net, enabling users to keep up-to-

date with the latest games, 

downloads and tips and tricks. 

Games can also be played online through a PC, laptop or 

mobile phone. 

What are the risks? 

Online gaming carries many of the risks that other online 

activity carries. The games often involve many other play-

ers, meaning your child could be interacting with strangers 

in an environment they feel completely comfortable and at 

ease in.  

Many games sites will also allow the user to create a pro-

file, using personal information, and without the proper 

safety precautions this could be open for all to see (much 

like asocial networking profile). 

Online games also often involve a chat function; this may 

be text chat or voice chat. The same risks that apply to gen-

eral chat rooms therefore apply in 

gaming situations– particularly with 

regard to personal information and  

 

 

 

inappropriate conversa-

tions / language. 

Top Tips: 

 When you buy a game con-

sole make sure you ask the 

vender about its online capa-

bilities. Know what the 

equipment is capable of. 

 Think about the location of 

the game console. Keep it in 

a common area if possible. A 

family room is best for moni-

toring and supervision. 

 Discuss the risks with your 

child. Don’t wait for some-

thing to happen before you 

talk to your child about the 

potential risks of gaming 

online. Ensure they have pri-

vacy settings activated and 

help them to understand 

why this needs to be done. 

 Gaming sites often have 

ways of reporting 

abusive chat and blocking un-

welcome contact from other 

users. Familiarise yourself with 

how the gaming sites work and 

make sure that your child 

knows how to report anything 

that makes them feel uncom-

fortable. Ensure they know 

that they should report it to 

you also. 

 Play the games yourself to 

test them for appropriateness. 

Games often come with an age 

rating and while this should be 

used as a guide, you should 

also test the game yourself or 

play with your child to make 

sure you are happy for them to 

use it. 

Ask your child what they are 

playing. Take an interest in 

your child’s gaming life – just 

as you would if they were in a 

football team in the real world. 

Watch them playing and al-

ways keep lines of communica-

tion open. 

Internet Safety 

Find out more on how to keep 

children and young by follow-

ing this link. 

http://www.parentsprotect.co.uk/social_networking.htm
http://www.parentsprotect.co.uk/internet_safety.htm
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Business Tagline or Motto 

 

The Entertainment Software Association reports that 17% of video game players are boys under the age of 

eighteen and that 36% are women over the age of eighteen, with 48% of all gamers being women of all ag-

es. They also report that the average age of gamers is 31.[2] A survey of 1,102 children between 12 and 17 

years of age found that ninety-seven percent are video game players who have played in the last day and 

seventy-five percent of parents checked the censor's rating on a video game before allowing their child to 

purchase it. Of these children, fourteen percent of girls and fifty percent of boys favored games with an 

"M" (mature) or "AO" (adult-only) rating.[3] Thirty-two percent of American adults play video games and to 

2007, the number was increasing.[4] 

Since the late 1990s, some acts of violence have been highly publicized because the perpetrators had a 

history of playing video games containing violent elements. Some research finds violent video game use 

correlates with a temporary increase in aggression and a decrease in prosocial behavior (caring about the 

welfare and rights of others) but these results have not been reproduced. [5][6][7] Others theorise positive ef-

fects of playing video games including prosocial behavior in some contexts[8][9] and argue that the video 

game industry has served as a scapegoat for more generalised problems affecting some communities. [10][11][12] 

If you’re playing on a mobile phone, be aware that some games may use your phone’s satellite tracking ability to show 

your physical location in the real world.  

Games are designed to involve players as much as possible and create a very real feeling of achievement when you’re 

doing well. This encourages the players and raises the fun factor, but some just don’t know when to stop, and can be-

come ‘addicted’. And if all your friends hang out online, that’s an added temptation to keep playing, increasing your 

chances of becoming hooked. 

That’s why it’s important to take regular breaks and maintain an active life outside of video games. As the parent or 

guardian of a young gamer, it’s worth enforcing a limit on the amount of time games can be played, as you might for the 

TV or computer. Helpfully, games consoles come fitted with parental controls, which allow you to limit the amount of time 

children can spend playing games. 

https://en.wikipedia.org/wiki/Entertainment_Software_Association
https://en.wikipedia.org/wiki/Video_game_controversies#cite_note-2
https://en.wikipedia.org/wiki/Video_game_controversies#cite_note-3
https://en.wikipedia.org/wiki/Video_game_controversies#cite_note-4
https://en.wikipedia.org/wiki/Prosocial_behavior
https://en.wikipedia.org/wiki/Video_game_controversies#cite_note-Anderson_.282001.29-5
https://en.wikipedia.org/wiki/Video_game_controversies#cite_note-Sherry_.282001.29-6
https://en.wikipedia.org/wiki/Video_game_controversies#cite_note-Ferguson_.282009.29-7
https://en.wikipedia.org/wiki/Video_game_controversies#cite_note-Radoff_.282009.29-8
https://en.wikipedia.org/wiki/Video_game_controversies#cite_note-Ferguson_.282010.29-9
https://en.wikipedia.org/wiki/Scapegoat
https://en.wikipedia.org/wiki/Video_game_controversies#cite_note-Cumberbatch_.282004.29-10
https://en.wikipedia.org/wiki/Video_game_controversies#cite_note-Sternheimer_.282003.29-11
https://en.wikipedia.org/wiki/Video_game_controversies#cite_note-Benedetti_.282008.29-12
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Online shopping is a form of electronic commerce which allows consumers to di-

rectly buy goods or services from a seller over the Internet using a web browser. 

Alternative names are: e-web-store, e-shop, e-store, Internet shop, web-shop, 

web-store, online store, online storefront and virtual store. Mobile commerce 

(or m-commerce) describes purchasing from an online retailer's mobile optimized 

online site or app. 

An online shop evokes the physical analogy of buying products or services at 

a bricks-and-mortar retailer or shopping center; the process is called business-to-

consumer (B2C) online shopping. In the case where a business buys from another 

business, the process is called business-to-business (B2B) online shopping. The 

Efficiency of online shopping 

https://en.wikipedia.org/wiki/Electronic_commerce
https://en.wikipedia.org/wiki/Service_(economics)
https://en.wikipedia.org/wiki/Internet
https://en.wikipedia.org/wiki/Web_browser
https://en.wikipedia.org/wiki/M-commerce
https://en.wikipedia.org/wiki/Product_(business)
https://en.wikipedia.org/wiki/Brick_and_mortar_business
https://en.wikipedia.org/wiki/Retailing
https://en.wikipedia.org/wiki/Shopping_center
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Many of us lead busy lives. Some of us are up be-

fore the crack of dawn, getting ourselves prepared 

so we can in turn get our families ready for the day. 

We rush to work, rush to get the kids to school, and 

at the end of the day we rush home only to brace 

ourselves for the next day. After a hectic day, the 

last thing you want to do is spend time waiting in 

line at the bank, or even the post office. That's 

where Online Banking comes in. 

  

There are many online banking advantages. Online 

Banking allows you to bypass bank lines. You can 

conduct your banking transactions safely and se-

curely without leaving the comfort of your home. 

Online Banking also gives you around the clock ac-

cess to your CD, savings, or checking accounts. Plus, 

Advantages of online banking 

https://www.key.com/business/key-business-online/business-online-banking-options.jsp
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TIPS FOR ONLINE BUYING AND  BANKING 

We didn't know it at the time, but holiday shopping would never be the same 
again. We didn't have to go the store anymore! Instead, companies opened virtu-
al stores online. Consumers could make their purchases day or night, respectably 
clothed or completely naked. 

Like most paradigm shifts, the advent of online shopping brought changes to the 
status quo. In stores, one need only keep vigilant guard of one's wallet to ensure 
its security; not so online. It's exponentially easier to assert one's will over tem-
porary seasonal help when returning an item in stores. Again, this is not so 
online. 
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Online banking (OLB) is an electronic 

payment system that enables custom-

ers of a financial institution to conduct 

financial transactions on a website op-

erated by the institution, such as a re-

tail bank, virtual bank, credit union or 

building society. Online banking is also 

referred as Internet banking, e-banking, 

virtual banking and by other terms. 

To access a financial institution's online 

banking facility, a customer with Inter-

net access would need to register with 

the institution for the service, and set 

up some password (under various 

names) for customer verification. The 

password for online banking is normally 

not the same as for telephone banking. 

Financial institutions now routinely 

allocate customers numbers (also un-

der various names), whether or not 

customers have indicated an intention 

to access their online banking facility. 

Online 

shop-

ping (sometimes known as e-tail from 

"electronic retail" or e-shopping) is a 

form of electronic commerce which 

allows consumers to directly buy goods 

or services from a seller over the Inter-

net using a web browser. Alternative 

names are: e-web-store, e-shop, e-

store, Internet shop, web-shop, web-

store, online store, online storefront 

and virtual store. Mobile commerce (or 

m-commerce) describes purchasing 

from an online retailer's mobile opti-

mized online site or app 

An online shop evokes the physical 

analogy of buying products or services 

at a bricks-and-mortar retailer or shop-

ping center; the process is called busi-

ness-to-consumer (B2C) online shop-

ping. In the case where a business buys 

from another business, the process is 

called business-to-business (B2B) 

online shopping. The largest of these 

account numbers, because a number 

of customer accounts can be linked to 

the one customer number. The cus-

tomer can link to the customer num-

ber any account which the customer 

controls, which may be cheque, sav-

ings, loan, credit card and other ac-

counts. Customer numbers will also 

not be the same as any debit or credit 

card issued by the financial institution 

to the customer. 

How Safe is Your Online Shopping or banking? 

1 

SHOPPING BANKING 
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Attacks on online banking used today 

are based on deceiving the user to steal 

login data and valid TANs. Two well 

known examples for those attacks are 

phishing and pharming. Cross-site 

scripting and keylogger/Trojan horses 

can also be used to steal login infor-

mation. 

  

A method to attack signature based 

online banking methods is to manipu-

late the used software in a way, that 

correct transactions are shown on the 

screen and faked transactions are 

signed in the background. 

  

A 2008 U.S. Federal Deposit Insurance 

Corporation Technology Incident Re-

port, compiled from suspicious activity 

reports banks file quarterly, lists 536 

cases of computer intrusion, with an 

average loss per incident of $30,000. 

That adds up to a nearly $16-million 

loss in the second quarter of 2007. 

Computer intrusions increased by 150 

percent between the first quarter of 

2007 and the second. In 80 percent of 

the cases, the source of the intrusion is 

unknown but it occurred during online 

banking, the report states. 

Another kind of attack is the so-called 

Man in the Browser attack, where a 

Given the lack of ability to inspect mer-

chandise before purchase, consumers 

are at higher risk of fraud than face-to-

face transactions. Merchants also risk 

fraudulent purchases using stolen cred-

it cards or fraudulent repudiation of 

the online purchase. However, mer-

chants face less risk from physical theft 

by using a warehouse instead of a retail 

storefront. 

Secure Sockets Layer (SSL) encryption 

has generally solved the problem of 

credit card numbers being intercepted 

in transit between the consumer and 

the merchant. However, one must still 

trust the merchant (and employees) 

not to use the credit card information 

subsequently for their own purchases, 

and not to pass the information to oth-

ers. Also, hackers might break into a 

merchant's web site and steal names, 

addresses and credit card numbers, 

although the Payment Card Industry 

Data Security Standard is intended to 

minimize the impact of such breaches. 

Identity theft is still a concern for con-

sumers. A number of high-profile break

-ins in the 2000s has prompted some 

U.S. states to require disclosure to con-

sumers when this happens. Computer 

security has thus become a major con-

cern for merchants and e-commerce 

2 

SHOPPING & BANKING FRAUD 
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1. Choose an account with two factor 

authentication 

2. Create a strong password 

3. Secure your computer and keep it 

up-to-date 

4. Avoid clicking through emails 

5. Access your accounts from a se-

cure location 

6. Always log out when you are done 

7. Set up account notifications (if 

available) 

8. Monitor your accounts regularly 

 

 

1. Use Familiar Websites 

2. Look for the Lock 

3. Don't Tell All 

4. Check Statements 

5. Inoculate Your PC 

6. Think Mobile 

7. Avoid Public Terminals 

8. Privatize Your Wi-Fi 

9. Count the Cards 

10. Know What's Too Good to Be True 

  

  

  HOW CAN WE PROTECT OURSELF FROM SCAMS? 

3 

Samyuktha c.t. 

XII-A Sbm 

TIPS FOR SHOPPING SAFE TIPS FOR BANKING SAFE 
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Methods 
Data were obtained from the Health Behavior in School-Aged Children 
(HBSC) 2005 Survey, a nationally representative sample of grades 6–10 
(N = 7,182). The revised Olweus Bully/Victim Questionnaire was used 
to measure physical, verbal, and relational forms of bullying. Two items 
were added using the same format to measure cyber bullying 

Results 
Prevalence rates of having bullied others or having been bullied at school for at least once 
in the last 2 months were 20.8% physically, 53.6% verbally, 51.4% socially, or 13.6% elec-
tronically. Boys were more involved in physical or verbal bullying, whereas girls were 
more involved in relational bullying. Boys were more likely to be cyber bullies, whereas 
girls were more likely to be cyber victims. 

Conclusions 
Parental support may protect adolescents from all four forms of bullying. Friends as-
sociate differentially with traditional and cyber bullying. Results indicate that cyber 
bullying is a distinct nature from that of traditional bullying. 
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                   Cyber security 

Cyber security is the body of technologies, process-

es and practices designed to protect networks, 

computers, programs and data from attack, dam-

age or unauthorized access. In a computing con-

text, the term security implies cyber security.  

Cyber stalking is a crime in which the attacker harasses a victim using electronic communica-

tion, such as e-mail or instant messaging (IM), or messages posted to a Web site or 

a discussion group. A cybe stalker relies upon the anonymity afforded by the Internet to allow 

them to stalk their victim without being detected. .  

Cyber stalking and the 

technologies of interper-

sonal terrorism 

Despite extensive popular press coverage of the dark side of the internet, apparently no social scientific research has yet been published on the topic of cyber stalking. This report summarizes three pilot studies conducted in the process of developing a satisfactory factorial complex measure of cyber stalking victimization, and then investigates the incidence of such victimiza-tion, and its interrelationships to obsessive relational intrusion 

http://searchmobilecomputing.techtarget.com/definition/e-mail
http://searchunifiedcommunications.techtarget.com/definition/instant-messaging
http://whatis.techtarget.com/definition/discussion-board-discussion-group-message-board-online-forum
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Conclusion 

The findings revealed that students are highly involved in cyber bullying. Several unique characteristics 

emerged regarding the frequency and risk factors of students' involvement in cyber bullying. In traditional 

bullying the category of bully–victims represents the smallest and most vulnerable group of children, where-

as in the current study the bully–victims category emerged as common. 

                       conclusion    

Cyber stalking, however, can touch anyone, including adults. Children, however, are popular victims. Other people 

who might be victims of cyberstalking include:  

 Disabled persons 

 The elderly 

 People who spend a lot of time on the Internet 

 People who’ve attempted to break up with someone or divorce them  

 Employers (by fired ex-employees) 

 People who know or have been introduced to or who have worked with mentally ill individuals (who often form 

       London news 

http://nobullying.com/cyber-stalking-stories/
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“I like Video Games 

because they keep my 

mind Busy 

While my Spirits 

Is Video Games “SAFE”? 

A video game is an electronic game that 

involves human interaction with a user 

interface to generate visual feedback on 

a video device such as a TV screen or 

computer monitor. The word video in 

video game traditionally referred to a 

raster display device,[1] but it now im-

plies any type of display device that can 

produce two- or three-dimensional im-

ages. 

The electronic systems used to play vid-

eo games are known as platforms; ex-

amples of these are personal computers 

and video game consoles. These 

platforms range from large mainframe 

computers to small handheld computing 

devices. Specialized video games such as 

arcade games, while common in the 

1980s, have gradually declined in use 

due to the widespread availability of 

home video game devices (e.g., XBOX 

One and PlayStation 4) and video games 
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Need for Speed Pro Street 

The Sims 2: Castaway 

Super Mario Bros. 3 

Super Mario Galaxy 

Viva Piñata 

1FIFA Soccer '08 

Guitar Hero III: Legends of Rock 

Hannah Montana: Spotlight World Tour 

Madden NFL '08 

Mario and Sonic at the Olympic Games  

                   Gaming Addiction 

Recommended Low Violence/Non-Violent Games  

Top 5 Signs You 

Need Help With 

Gaming or Inter-

net Addiction 

Page 1 

 Your friends or parents ask 

what you spend all your 

time doing, and you lie 

about it or laugh it off, but 

inside you know they may 

have a point. 

 You get up in the middle of the 

night to check your e-mail 

or your MySpace comments 

because you're having a 

 Do you or someone you 

know spend too much 

time playing video or 

computer games or going 

online? Here are some 

ways to tell if you need to 

ask for help: 

  

 You feel really happy when 

you're online or when 

you're playing games, but 

as soon as you have to 

stop, you get angry or 

upset. 

 You think about going online 

or playing when you are 

supposed to be focusing 

on other things, like doing 

school work or having 

dinner with your family. 

 You spend more time with 

your keyboard or control-
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Here are some symptoms of game addiction - the 

more of these symptoms you can identify, the great-

er the need to get professional help: 

  

 Most non-school hours are spent on the com-

puter or playing video games 

 Falling asleep in school 

 Falling behind with assignments 

 Worsening grades 

 Lying about computer or video game use 

 Choosing to use the computer or play video 

games, rather than see friends 

 Dropping out of other social groups (clubs or 

sports) 

 Being irritable when not playing a video game 

or being on the computer 

 There also are physical symptoms that may 

point to addiction: 

  

 Carpal tunnel syndrome 

 Sleep disturbances 

 Backaches or neck aches 

-C.T.Samyuktha 
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Inside this issue: 

Membership Drive Ex-

ceeds Goals, and New 

Office Opens Near You. 

This story can fit 75-125 

words. 

Your headline is an im-

portant part of the news-

letter and should be con-

sidered carefully. 

In a few words, it should 

accurately represent the 

story. Develop the head-

line before you write the 

story. This way, the head-

line will help you keep the 

story focused. 

Examples of possible 

headlines include Product 

Wins Industry Award, 

Secondary Story Headline 

This story can fit 175-225 

words. 

The purpose of a news-

letter is to provide special-

ized information to a tar-

geted audience. News-

letters can be a great way 

to market your product or 

service, and also create 

credibility and build your 

organization’s identity 

among peers, members, 

employees, or vendors. 

First, determine the audi-

ence of the newsletter. 

This could be anyone who 

might benefit from the 

information it contains, 

for example, employees 

or people interested in 

purchasing a product or 

requesting your service. 

You can compile a mailing 

trade shows, or member-

ship lists. You might con-

sider purchasing a mailing 

list from a company. 

If you explore the Publish-

er catalog, you will find 

many publications that 

match the style of your 

newsletter. 

Next, establish how much 

time and money you can 

spend on your newsletter. 

These factors will help 

determine how frequently 

you publish the news-

letter and its length. It’s 

recommended that you 

publish your newsletter at 

least quarterly so that it’s 

considered a consistent 

source of information. 

Your customers or em-

ployees will look forward 

 

Newsletter Title 

Lead Story Headline 

Special points of in-

terest: 

 Briefly highlight your point of interest here. 

 Briefly highlight your point of interest here. 

 Briefly highlight your point of interest here. 

 Briefly highlight your point of interest here. 

Business Name 

Newsletter Date 

Caption describing picture or 

graphic. 

Volume 1, Issue 1 

This is the First Copy and Not for Sale 

India’s No.1 Cyber Safety Magazine 

Price: Rs 200 

WHAT IS CYBER  

SECURITY ? 

Phishing, Email 

Frauds, and 

Ways to Prevent 

from Cyber         

ST.BRITTO’S MAT.HR.SEC.SCHOOL 

Online Shopping  

M. Sana Fathima  



 87 

the Internet  and private 

data networks, but also 

Bluetooth, Wi-Fi and oth-

er Wireless Networks. 
  

Computer security covers 

all the processes and 

mechanisms by which digi-

tal equipment, information 

and services are protected 

from unintended or unau-

thorized access, change or 

destruction and the pro-

cess of applying security 

measures to ensure confi-

dentiality, integrity, and 

availability of data both in 

Computer security, also 

known as Cyber Securi-

ty or IT Security is securi-

ty applied to computers, 

computer, and 

the data stored and trans-

mitted over them. 
  

The field is of growing im-

portance due to the in-

creasing reliance of com-

puter systems in most soci-

eties. Computer systems 

now include a very wide 

variety of smart devices, 

including smartphones, tel-

evisions and tiny devices as 

This story can fit 150-200 words. 

One benefit of using your newsletter as 

a promotional tool is that you can reuse 

content from other marketing materials, 

such as press releases, market studies, 

and reports. 

While your main goal of distributing a 

newsletter might be to sell your product 

or service, the key to a successful news-

letter is making it useful to your readers. 

A great way to add useful content to 

your newsletter is to develop and write 

your own articles, or include a calendar 

of upcoming events or a special offer 

Wide Web. You can write about a varie-

ty of topics but try to keep your articles 

short. 

Much of the content you put in your 

newsletter can also be used for your 

Web site. Microsoft Publisher offers a 

simple way to convert your newsletter 

to a Web publication. So, when you’re 

finished writing your newsletter, con-

vert it to a Web site and post it. 

 

Inside Story Headline 

Inside Story Headline 

Newsletter Title Page 1 

Caption describing picture 

or graphic. 

WHAT IS CYBER SECURITY ? 
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saging and it often directs 

users to enter details at a 

fake website whose look 

and feel are almost identi-

cal to the legitimate one 

Phishing is the attempt to acquire sensitive infor-

mation as usernames, passwords and credit card de-

tails (and sometimes, indirectly, money), often for 

malicious reasons, by masquerading as a trustworthy 

entity in an electronic communication 

 Phishing emails may contain links to websites that 

are infected with malware. Phishing is typically car-

ried out by email spoofing or instant mes 

Spam is flooding the Internet with many copies of 

the same message, in an attempt to force the mes-

sage on people who would not otherwise choose  

to receive it.  

There are two main types of spam, and they have 

different effects on Internet users. 

 

 

 

Phishing 

Spoofing 

Page 1 Volume 1, Issue 1 

The word "spoof" means to hoax, trick, or 

deceive. Therefore, in the IT world, spoofing 

refers tricking or deceiving computer systems 

or other 

computer users. This is typically done by hid-

ing one's identity or faking the identity of an-

other user on the Internet. 

Phishing, Email Frauds, and Spamming  

Spam 



 89 

 Use authentication based on key exchange between the machines on 

your network; something like IPsec will significantly cut down on the 

risk of spoofing. 

  Use an access control list to deny private IP addresses on your down-

stream inter 

  Implement filtering of both inbound and outbound traffic. 

  Configure your routers and switches if they support such configuration, 

to reject packets originating from outside your local network that 

claim face. 

 to originate from within. 

  

 Enable encryption sessions on your router so that trusted hosts that are 

outside your network can securely communicate with your local 

hosts. 

Ways to Prevent Spoofing  Attack  

-Sana Fathima 
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Spoofing  
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Most of us are familiar with social networking sites such as Facebook, Twitter, and Instagram.  It’s easy for 

us to get caught up in the social world, feeling instantly connected to people that we may not have spoken to 

in years 

By now, we are all aware that social media has had a tremendous impact on our culture, in business, on the 

world-at-large. 

 

 

Social media websites are some of the most popular haunts on the Internet. They have revolutionized the way 

people communicate and socialize on the Web. 

This technology might be doing moreharm than good. It is not only changing how we communicate, but how 

we interact with each other in daily life. Social networking affects our lives in many ways, including our com-

munication, selfexpression, bullying, friendships, and even our own mental health. 

 

What is Social Media? 

Social media is defined as websites andapplications that enable users to create and share content or to partici-

pate in social networking. 

 

 

Social Media Statistics 

 

The average age when a child begins regularlyconsuming online media is 8. 

Even though Facebook’s minimum age requirement is 13, there are about 5 million users under the age of 

10. 

About 10 hours and 45 minutes per day arespent online (for 8-18 years old) 

25% of teens log into to social media 10+times per day 

 

. 

 

 
 
 
 

The Negative Effect of Social Media on women. 
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The media advertises Photoshopped images of models that often influences girls to believe that if they buy 

this product or clothing of theirs, they will achieve a sense of fulfillment and satisfaction that is only achiev-

able through this purchase. However, it has not been shown to give girls more "satisfaction" at all. Rather, it 

has proven the completely opposite effect. 

 Recent studies have shown that there has been an increase in depression among girls that is linked with both 

obesity and can be caused by social media. As part of this "waterfall" effect, girls with obesity have been 

scientifically linked with having lower grades than girls who are not depressed or obese. 

 
Social media cause or accelerate stress for young women. 

Researchers at the University of Gothenburg found that those who constantly use a computer or their mobile 

phone can develop stress, sleeping disorders and depression. 

Online harassment is an emotionally and even professionally destructive phenomenon that has impacted far 

too many women for entirely too long. A recent Pew study confirmed that women are disproportionately tar-

geted by harassers: 25% of young women online have been sexually harassed and 26% have experienced 

stalking on the Internet. Anotherstudy found that 70% of the people who reported severe online harassment 

between 2000 and 2013 were women. 

 1.Social media is prevalent in society today, and it has been scientifically linked withcausing depression in 

young girls. 

2. Depression is linked with obesity in young girls. 

3. Obesity is also linked with lower grades in young girls. 

4. Ultimately, social media is affecting the health and education of young girls nationwide 

How can we fix this problem? 
Education (Information and Research). 

Encourage and engage young adults and children in extra-curricular activities. 

Implement restrictions and limitations on social media. 

 

 

 

 

Education  
 

Researching the effects of social media will benefit the publicand society. 

 

http://www.psmag.com/health-and-behavior/women-arent-welcome-internet-72170
http://www.washingtonpost.com/opinions/online-feminists-increasingly-ask-are-the-psychic-costs-too-much-to-bear/2015/02/19/3dc4ca6c-b7dd-11e4-a200-c008a01a6692_story.html
http://www.slate.com/blogs/xx_factor/2014/10/22/pew_online_harassment_study_men_are_called_names_women_are_stalked_and_sexually.html
http://www.theatlantic.com/technology/archive/2014/10/the-unsafety-net-how-social-media-turned-against-women/381261/
http://www.pewinternet.org/2014/10/22/part-1-experiencing-online-harassment/
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 More awareness of the negative effects of social media needs to be put out there. The community should 

be educated with trustworthy information. Social media is impacting children’s social, emotional & 

physical development. 

 

Provide information to the schools, the parents, as well as the children. 

Conduct research groups to gather feedback and knowledgefrom a variety of people. 

Have schools provide education programs for parents. Ensure that the parents are aware of the issues 

associatedwith the abuse of social media. 

 

  

 

 

 

 

 

Restrictions and Limitations 
 

Restrictions will be set on children regarding age limit and timerestrictions. Most popular social net-

working sites actually ban anyone that is under thirteen from signing up and creating an account. Even 

though this rule exists, the websites have no way of verifying the ages of the people creating accounts. 

These restrictions need to be implemented for these social media accounts. 

 

Have social media applications restricted to certain age limits. 

Require a parental signature for children to utilize certainapplications. 

Create time limitations on applications. Ideally they wouldonly work during a set number of hours of 

the day or atcertain times. 

Have some sort of system where abuse of social mediacould be reported and after an individual has 

been reportedthey are no longer able to use the application. 

Completely dissolve any applications that have a negativeeffect - ones that promote violence, racism, 

etc. 
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Puzzle 
  FIND THE  FAMOUS  SOCIAL MEDIA;   
 

-  

F A C E B O O K H W 

S A K P J T I H H S 

D H L G T H S A Z K 

G I T W I T T E R Y 

H K A H J S O P O P 

V E J U A Z K X Z E 

R P U P X I L A B C 

H I P D I Y R Q I B 
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This story can fit 150-200 

words. 

One benefit of using your 

newsletter as a promotional 

tool is that you can reuse con-

tent from other marketing 

materials, such as press releas-

es, market studies, and re-

ports. 

While your main goal of dis-

tributing a newsletter might 

be to sell your product or ser-

vice, the key to a successful 

newsletter is making it useful 

to your readers. 

A great way to add useful con-

tent to your newsletter is to 

cial offer that promotes a new 

product. 

You can also research articles 

or find “filler” articles by ac-

cessing the World Wide Web. 

You can write about a variety 

of topics but try to keep your 

articles short. 

Much of the content you put 

in your newsletter can also be 

used for your Web site. Mi-

crosoft Publisher offers a sim-

ple way to convert your news-

letter to a Web publication. 

So, when you’re finished 

writing your newsletter, con-

vert it to a Web site and post 

 

from which you can choose 

and import into your news-

letter. There are also several 

tools you can use to draw 

shapes and symbols. 

Once you have chosen an im-

age, place it close to the arti-

cle. Be sure to place the cap-

tion of the image near the 

image. 

This story can fit 75-125 

words. 

Selecting pictures or graphics 

is an important part of adding 

content to your newsletter. 

Think about your article and 

ask yourself if the picture sup-

ports or enhances the mes-

sage you’re trying to convey. 

Avoid selecting images that 

appear to be out of context. 

Microsoft Publisher includes 

 

 

Inside Story Headline 

Inside Story Headline 

internally, you might comment 

upon new procedures or im-

provements to the business. 

Sales figures or earnings will 

show how your business is 

growing. 

Some newsletters include a 

column that is updated every 

issue, for instance, an advice 

column, a book review, a letter 

from the president, or an edi-

torial. You can also profile new 

 This story can fit 100-150 

words. 

The subject matter that ap-

pears in newsletters is virtually 

endless. You can include sto-

ries that focus on current tech-

nologies or innovations in your 

field. 

You may also want to note 

business or economic trends, 

or make predictions for your 

customers or clients. 
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 Phishing 

          It is the attempt 

to acquire sensitive  

Information such as 

“passwords, and credit 

Card details.” It is often  

used for malicious   

Reasons…….!     

INSIDE STORIES: 
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  Spoofing: 
    A technique used to gain     

Unauthorised  access to  

Computers, whereby the  

Intruder sends messages to 

 computer  with an IP ADD 

Indicating that the message 

Is coming from a trusted  

Host………….(CAMOFLAUGE) 
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Crisis Because of “HACKERS” 

  

CRISIS BY “ THE  HACKRS” 
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Contents1 Musculoskeletal issues               2 Vision problems 

3 Video games and obesity                 4 Footnotes 

By John Britto  

ST.BRITTO’S MAT.HR.SEC.SCHOOL 

Game Safty  

A.John Britto 

https://en.wikipedia.org/wiki/Video_game-related_health_problems#Musculoskeletal_issues
https://en.wikipedia.org/wiki/Video_game-related_health_problems#Vision_problems
https://en.wikipedia.org/wiki/Video_game-related_health_problems#Video_games_and_obesity
https://en.wikipedia.org/wiki/Video_game-related_health_problems#Footnotes
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A digital foot-

print is the  data 

that is left behind 

by  digital         

services. 

 

ST.BRITTO’S MHSS 

Internet  Safety  

S.Annisha Banu 
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Online shopping is popular because of 

the convenience it offers. Recently, new 

ways to save money while shopping online 

have grown tremendously in popularity. 

Shoppers have traditionally shopped 

through a retailer, filled an online shopping 

cart and then paid. Another way is to shop 

through an online auction site and bid 

against other shoppers for items. Recently, 

shopping through deal a day coupon web-

sites has quickly become a very popular 

option because of the large discounts 

St. Britto’s Academy 

Buying Online 

Kishore.A 
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   Steps for Online Buying:- 

Step 1: 1. Basic "Fill Your Shopping Cart" 

Shopping 

Step 2: 2. Online Auction Shopping 

Step 3: 3. Deal a Day Coupon Shopping 

Step 4: 4. Payment options 
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Online banking (OLB) is an electronic payment system that enables customers of a financial institution to con-

duct financial transactions on a website operated by the institution, such as a retail bank, virtual bank, credit union 

or building society. Online banking is also referred as Internet banking, e-banking, virtual banking and by other 

terms. 

To access a financial institution's online banking facility, a customer with Internet access would need to register 

with the institution for the service, and set up some password (under various names) for customer verification. 

The password for online banking is normally not the same as for telephone banking. Financial institutions now 

routinely allocate customers numbers (also under various names), whether or not customers have indicated an 

intention to access their online banking facility. Customers' numbers are normally not the same as account num-

bers, because a number of customer accounts can be linked to the one customer number.  

 

 
 

 

4 Easy Ways to Make Online Banking Safer 
Make All Passwords as Safe as Your Banking Password 

Use Multi-Factor Authentication for Online Accounts 

Set Limits to Transaction Amounts on Your Accounts 

Keep Track of Your Transactions by Setting Notifications and Alerts 

 

                   

https://en.wikipedia.org/wiki/Electronic_payment_system
https://en.wikipedia.org/wiki/Financial_institution
https://en.wikipedia.org/wiki/Financial_transaction
https://en.wikipedia.org/wiki/Telephone_banking
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 Online shopping 
Online shopping (sometimes known as e-tail from "electronic retail" or e-shopping) is a form of electronic 

commerce which allows consumers to directly buy goods or services from a seller over the Internet using 

a web browser. Alternative names are: e-web-store, e-shop, e-store, Internet shop, web-shop, web-store, 

online store, online storefront and virtual store. Mobile commerce (or m-commerce) describes purchasing from 

an online retailer's mobile optimized online site or app. 

An online shop evokes the physical analogy of buying products or services at a bricks-and-

mortar retailer or shopping center; the process is called business-to-consumer (B2C) online shopping. In the 

case where a business buys from another business, the process is called business-to-business (B2B) online 

shopping. The largest of these online retailing corporations are Alibaba,Amazon.com, and eBay.[1] 

Customers 
Online customers must have access to the Internet and a valid method of payment in order to complete a 

transaction. 

Generally, higher levels of education and personal income correspond to more favorable perceptions of shop-

ping online. Increased exposure to technology also increases the probability of developing favorable attitudes 

towards new shopping channels.[10] 

In a December 2011 study, Equation Research surveyed 1,500 online shoppers and found that 87% of tablet 

owners made online transactions with their tablet devices during the early Christmas 

shopping season.[11] 

 

 

 
 

Payment 

Online shoppers commonly use a credit card or a PayPal account in order to make payments. However, some 

systems enable users to create accounts and pay by alternative means, such as: 

Billing to mobile phones and landlines[13][14] 

Cash on delivery (C.O.D.) 

Cheque/ Check 

Debit card 

St. Britto’s Academy 

Online Shopping  

Sanjay V.S. 

https://en.wikipedia.org/wiki/Electronic_commerce
https://en.wikipedia.org/wiki/Electronic_commerce
https://en.wikipedia.org/wiki/Service_(economics)
https://en.wikipedia.org/wiki/Internet
https://en.wikipedia.org/wiki/Web_browser
https://en.wikipedia.org/wiki/M-commerce
https://en.wikipedia.org/wiki/Product_(business)
https://en.wikipedia.org/wiki/Brick_and_mortar_business
https://en.wikipedia.org/wiki/Brick_and_mortar_business
https://en.wikipedia.org/wiki/Retailing
https://en.wikipedia.org/wiki/Shopping_center
https://en.wikipedia.org/wiki/Alibaba_Group
https://en.wikipedia.org/wiki/Amazon.com
https://en.wikipedia.org/wiki/EBay
https://en.wikipedia.org/wiki/Online_shopping#cite_note-1
https://en.wikipedia.org/wiki/Online_shopping#Payment
https://en.wikipedia.org/wiki/Online_shopping#cite_note-enriquebigne-10
https://en.wikipedia.org/wiki/Online_shopping#cite_note-post-11
https://en.wikipedia.org/wiki/Credit_card
https://en.wikipedia.org/wiki/PayPal
https://en.wikipedia.org/wiki/Mobile_phones
https://en.wikipedia.org/wiki/Landline
https://en.wikipedia.org/wiki/Online_shopping#cite_note-13
https://en.wikipedia.org/wiki/Online_shopping#cite_note-14
https://en.wikipedia.org/wiki/Cash_on_delivery
https://en.wikipedia.org/wiki/Cheque
https://en.wikipedia.org/wiki/Debit_card
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Product delivery 
Once a payment has been accepted, the goods or services can be delivered in the following ways. For physi-

cal items: 

Shipping: The product is shipped to a customer-designated address. Retail package delivery is typically done 

by the public postal system or a retail courier such as FedEx,UPS, DHL, or TNT. 

Drop shipping: The order is passed to the manufacturer or third-party distributor, who then ships the item di-

rectly to the consumer, bypassing the retailer's physical location to save time, money, and space. 

In-store pick-up: The customer selects a local store using a locator software and picks up the delivered prod-

uct at the selected location. This is the method often used in thebricks and clicks business model. 

For digital items or tickets: 

Downloading/Digital distribution:[15] The method often used for digital media products such as software, music, 

movies, or images. 

Printing out, provision of a code for, or e-mailing of such items as admission tickets and scrip (e.g., gift certifi-

cates and coupons). The tickets, codes, or coupons may be redeemed at the appropriate physical or 

online premises and their content reviewed to verify their eligibility (e.g., assurances that the right of ad-

mission or use is redeemed at the correct time and place, for the correct dollar amount, and for the cor-

rect number of uses). 

Will call, COBO (in Care Of Box Office), or "at the door" pickup: The patron picks up pre-purchased tickets for 

an event, such as a play, sporting event, or concert, either just before the event or in advance. With the 

onset of the Internet and e-commerce sites, which allow customers to buy tickets online, the popularity of 

this service has increased. 

 

Shopping cart systems 
Simple shopping cart systems allow the off-line administration of products and categories. The shop is then 

generated as HTML files and graphics that can be uploaded to a webspace. The systems do not use an 

online database.[citation needed] A high-end solution can be bought or rented as a stand-alone program or as an ad-

dition to an enterprise resource planning program. It is usually installed on the company's webserver and may 

integrate into the existing supply chain so that ordering, payment, delivery, accounting and warehousing can 

be automated to a large extent. 

Other solutions allow the user to register and create an online shop on a portal that hosts multiple shops sim-

ultaneously from one back office. Examples are Big Commerce,Shopify and FlickRocket. Open 

source shopping cart packages include advanced platforms such as Interchange, and off-the-shelf solutions 

such as Magento, nopCommerce,osCommerce, Shopgate, PrestaShop, and Zen Cart. Commercial systems 

can also be tailored so the shop does not have to be created from scratch. By using an existing framework, 

software modules for various functionalities required by a web shop can be adapted and combined.[citation needed] 

https://en.wikipedia.org/wiki/Shipping
https://en.wikipedia.org/wiki/Package_delivery
https://en.wikipedia.org/wiki/Postal_system
https://en.wikipedia.org/wiki/Courier
https://en.wikipedia.org/wiki/FedEx
https://en.wikipedia.org/wiki/United_Parcel_Service
https://en.wikipedia.org/wiki/DHL
https://en.wikipedia.org/wiki/TNT_Express
https://en.wikipedia.org/wiki/Drop_shipping
https://en.wikipedia.org/wiki/Locator_software
https://en.wikipedia.org/wiki/Bricks_and_clicks
https://en.wikipedia.org/wiki/Download
https://en.wikipedia.org/wiki/Digital_distribution
https://en.wikipedia.org/wiki/Online_shopping#cite_note-newell2007-15
https://en.wikipedia.org/wiki/Printing
https://en.wikipedia.org/wiki/E-mail
https://en.wikipedia.org/wiki/Ticket_(admission)
https://en.wikipedia.org/wiki/Scrip
https://en.wikipedia.org/wiki/Will_call
https://en.wikipedia.org/wiki/Wikipedia:Citation_needed
https://en.wikipedia.org/wiki/Enterprise_resource_planning
https://en.wikipedia.org/wiki/Supply_chain
https://en.wikipedia.org/wiki/Web_portal
https://en.wikipedia.org/wiki/Shopify
https://en.wikipedia.org/wiki/FlickRocket
https://en.wikipedia.org/wiki/Open_source
https://en.wikipedia.org/wiki/Open_source
https://en.wikipedia.org/wiki/Magento
https://en.wikipedia.org/wiki/NopCommerce
https://en.wikipedia.org/wiki/OsCommerce
https://en.wikipedia.org/wiki/Shopgate
https://en.wikipedia.org/wiki/PrestaShop
https://en.wikipedia.org/wiki/Zen_Cart
https://en.wikipedia.org/wiki/Wikipedia:Citation_needed
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