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A Digital footprint,/i/dylmetimes

Known as digitz

'

exists as afresult of
actions and

commduhications online
thz in some way
be ! cked back to an
individual.
The Digital Footprint applicable

specifically to the World Wide
Web is the internet footprint;

also known as cyber sh: .
Information is left behind as a
result of user's web — browsing

and stored as cookies




Our digital footprint is important
Our digital footprint can impact: T
* Our online reputation and image.

1
rf CS
* Our real life reputation and image. a G W —
* Our employment prospects.
* Our admission to school, university or

groups.
* Our relationships with friends, family,

teachers and other people in our network.
* The reputations of friends, family, teachers

and other people in our network.

Your parents, teachers, m

employers, future

colleges, and MAIN‘TAIN

police can
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SECURE

DIGITAL |
FOOTPRINT
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AUTHENTICATION
KNOWLEDGE

In education, authenlication knowledge is an
instructional approach that allows students to
explore, discuss, and meaningfully construct
concepls and relationships in contexis that involve
real-world problems and projects that are relevant
to the learner It refers to a “wide variety of
educational and instructional.” Which is also called
as knowledge based authentication.

Crescent
Autbentication(HologTam) I(nowledge

Muhammad.A & Mohammed Raziq Fare




Knowiledge-based authentication (KBA), commonly
referred to as KBA, is a method of authentication
which seeks to prove the identity of someone
accessing a service, such as a financial institution
or website.

These are categorized into two types:

Static KBA (Shared Secrets) - Static KBA, also referred to as
"shared secrets” or "shared secret questions”, is commonly used
by banks, financial services companies and e-mail providers to
prove the identity of the customer before allowing account
access, or as a fall-back if the user forgets their password.

D
AUTHENTICATION

Dynamic KBA - Dynamic KBA is a high level of authentication
that uses knowledge questions to verify each individual identity,

but does not require the person to have provided the questions
and answers beforehand. Questions are compiled from public and

private data such as marketing data, credit reports, or
transaction history.
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Die 803 trunos e their relad
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‘EU gl“

D isa web-
site ceated by a
student of DAV
school Adambak-
kam. This website
is a soaal network
for the peopie of all
the ages whemre
they can shase
their pictures. It
doesn’t allow direct
downlcad of im-
ages. People from
vanous countnes
use this website
This website is aur-
rently valued S200.
This website is pro-
duced by T
areated by himself.
Fornow itis un-
ning at a profitable
range.
Picza :htip//
WWW. piC2a .00
lceCubes : htip//
www.iceaubes.info

O e il

HACK N WHACK

i

WHAT ISA SOCIAL NETWORK?

A 30018l networking servioe (2iso sodlal networking site or EINB)is 2
DIa¥orm 20 DUl 3002l NAtWOrks Or SO0Ial ralati ons among Deodle Who
share similar interesis, a0fivities, Daokgrounds Or realdife CONNO-
Sons. A so0ial network servioe consists of a represents Sion of aaoh
user (ofien 2 profile), his Or her sodlal inks, and a variely of a o onal
services. §00ial netaork sites are wedDased services hat aliow Ingl.
vidasis 20 oreate 2 Dudiio profile, oreate 2 Nist of users with whom to
share connections, and view and Oross the coNNeoTions Within e sys.
fomt MOst sO00lal network servioes are wedDased and provide means
for users 0 Interact over the Internel suoh as emall and Instani mes.
saging. Eo0lal network siites are varied and ey Inoorporate new Infor.
Mation and COMMUNIoAtION LO0IS SUON a3 MODEe CONNeD BV, DHOtYY
video'sharing and DIogYing. Eoolal networking sites aliow users 2

JuUu

\\\\\\w

\

P ‘vA
s
» A'
'

'‘Distracted from

distraction by \

distraction’ TS. Eliot ¢

‘The Internetis
becoming the town
square for the global
village of tomorrow’

alli?
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Ve el meed 2 becweswcf thedavgenrcf mrg

Do you
KNow? ey

rSeg womereged i8 023 pobubijipex mox

Of the 247 sttt

endrecunty hould bez coxen fordl wome. M-

BILL'ON cmicficicord s 1ik @ el cw bl e

cwd fewrca e weymen e emen -
-

ema Il pmoch wchiog end ety AN Pereney of o il fW mobie s daakins waen

ST the ieid oy i3 pexert of womer hezt the s sc e o theraTeghora o =

messag (1o Foi commoed 9 2 peventaf men
Se nt every ;_2:3'.2‘.2.':?.:- -. .:-:s-'.::-*i: .x ::':—:f.-.-.:'es WSV OUngNOmen:
day. 81% i e

— pure "If something sounds too good to be

spam. true... there’s probably a scammer
behind it”

CAFE N SAFE
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KIDS \ BIDS

= ~

Kids today! ;

For wds end teems_ 3oz e med e 3 cM esnent e Dot

o — -

of ther lives, much the wey telephones were  mportent to

s et the s oge. Abo ut 20%: of teems Meove used some form

of soc e mede end 7257 heve e prof e on e oz el net-

workag s te. sxperts sey. More then ne'f of ¢ A mercen

teens vt 302 € Metworang 3 tes svery dey. These num™m

bers cre wey wp from just & few yeers 2o, end t hare n

clmost no chence of the m ever com ng down ege . T here

cere planty of good thngs esbout soce! mede — Dut elso me ny potente! dengers end t hngs
thet you we™ yo ur kds end tesns to evod. They don't elweys meke the smertest choces
when they post somethng to ¢ site ke Pecebook or YouTube, end somet mes thas cen leed

to prodlems. So t's importent for perents to tesch the s kids how to use soce! mede waely.

The Good

Soc e mede cen he'p wds:

®3tey conmected with fr.ends end femily
® volunteesr or get invoived with ¢ cempegn nonproft, or cherty
®gnhence the s crest vy through the sherng of deecs, musc, end ot

® et end Merect wih others whHD IheTe 3T e Mterests

The Badg

The flipsde = thet soce! med g cen De e Hubd for t hngs Lxe cyber Dully ng e nd questonedle
ectvt.en. Without meen ng 1o, . ds con eea 'y shere more onl ne then they shod' d. O ne study
showed thet 2 out of 10 tes ns post photos of therse'ves online or use ther ree! nemes on
their profies; S cut of 10 reves! ther birthdetes end interests; end 7 out of 10 post ther
2200 meme end the town whers they ve Azt one e thae cen moee < ds scey terpets for

online predetor e nd others who might went to ceuse tham herm.

\
|
|
|
|
|
|
|
|
|
I
|
|
|
|
|
|
I
|
|
|
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'INFO SAFETY IFOGRAPHICS

- - In an age where even
5 GOLDEN nfants use compinters,
b5 e saen oG (- safety 13 Of peramount
' . ' mpartance. Persone
nformeation, creant
cards, accounts, etcere
necked and stolen eesily
Oy those who cen. Cyder
crime 5 evident todey.

INYERNEY

dh. Nover give out your nome, address, phone number,
e-mall, possword, or school nome.

Nover send a picture of yoursell 10 o stranger.

L Never open e-maoils, files, or web pages from people
you don’t know or trust,
Always check with on adelt before downloading.

Neover respond 1o new people online,

Tell on odelt if something mokes you uncomfortable,
scored, or confused.

Tell an adolt if anyone online asks 1o meet you
in person,

Never tell o stronger where you ore going ond what
time you will be there.

Never enter o chot room without an adelt present.
Do not share detoils about your life with others online.
Do not use meon or rude language online.

4
<
“b
S
o3
b
FJ
4
A
.
> A

Chiigren aged Do not buy or order onything online without adelt

12 15___. supervision,

YOU ARE THE
KEY. cosee

Chicren aged

8 M====

Vacte s cgarey

g =g o= ot to cRE&mH but
eis=mo= 1o =308 i
yone can essily

¢ slso destroyed

=g tte s et
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St.Britto’s Academy
Phishing; Fraudulent call, Spoofing; & Spam
Sowjanya.S & Vazeema
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PHISHING

J %A

Phishing

(H | |
l The act of sendinganéemailto a
.G‘E‘R C ) Y < giain
DIAN; userfalsely claiming to be an ‘

iC

established legtimate enterprise in
man attemptto scamthe userinto
surrendering private information
thatwill be used foridentity theft
Phishing email will typically direct
the userto visita website where
they are asked to update personal
information, such as a password
'.’”’fm,‘m," creditcard, social security, or bank
Scammers! accountnumbers, thatthe
Phishing emails are blindly sent legitimate organization alreao‘;.'

to thousands, if not millions of has. The website, however, is
recipients. By spamming large
groups of people, the "phisher”
counts on the email being read
by a percentage of people who
actually have an account with
the legitimate company being
spoofed in the email and
corresponding webpage.
Phishing, also referred to

as brand spoofingor carding s
83 variation on “fishing."
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What to do if you get a
call




Emall spam. also k_nﬂm as jumk
emall or unsolicked bulkemall Is a
subset of electronic spam Imohing
nearh l.dél-.tlc;l messages @
numerous reclplents by emall. Clicking
on links In sn'am emall may send users
to Qﬁglng web sites or sltes thatTr_e
hosting malware. Spam emall may also
include malware as scripts or othej
e\ecEable flle attachments. Definitlons
of spam usually Include the aspects that
emall—_l_{u‘n@ed and sent In bil-f }'
Spammers collect emall addresses from '
chatrooms, websites, custqmerﬁts.
ne»sgrou_ps: and viruses which hanest

users address books, and are sold to

other spammers 'WARNING FROM INTERNET ‘
NO SPAM! | |
N [T IS BETTER TO SAVE OUR

VAL "Wl 4 passwORDS ANDKEEPIT
KNOWINGTHE WORLD IS e A WORD WHICH IS

ML.I CH BfETT,ER THAN CONFIDENTIAL .LOGING
KNOWING YOURSELF MORE | ‘| OUTOF THE MAIL AFTER

B S T USING THE SITE IS
ACESSES TO THE INTERNET IS COMPLUSARY. DO KOT

| MORE DANGEROUS THAN
LOSING YOUR LIFE ACCEPT ANY KIND OF

| CALLS OR FRAUD MAILS J

INTERNET
SHOULD BE
USEDIN
LIMITATIONS
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LIKE FINDING

s
.....

e 3 03t comoser vmg =3- Common symptoms of

.. - -

In the simpies

T o B mashiam trnSAr mat soss ARDANET 3 virus infoection ine

- - Ve e T ‘.
mite than 3 zomsger sroe [ ihe frerunner of the Imas.  CIUOEE

STOM WRICh B Ca0adie OfmMak- | Nt 32 We KnOw R toSay) and

',l el e e .: -..
NS 9 Copy O Rze? a0 MDDy CEDIyeS t™he woras LU s m arasvas
SOrE3ZINg Dy movIng fom one | "I'm the Creeoer, cxch me <. Peopie are recening
- : 1= = &malis oM you whch you
COMDREr 20 aNXNE” I23ChaS | YOu Cani™ on the Infectes ermdainiin -
0 3 Noss < COTIDRES Vifls & SOMPDRET. E Youd ;2: DO0~JD e
n2t mazmzatly et on son;  Where Do Computer Vie  zages oraniemize~ess
' &, Siowerthan usudl nes-

3%, ras marm  1m %az: wme fuses Come From?

DrOgTa™ which & iSually crec- 3. Fues mstesously appes”

Taz Lth Dams the an, tmr Thmereasons mEToRen ns  oezgszzess e ot so-
Chuce Things ke Duter

compger Wnus ever wrtten NEINAChalisnce = sknchy to §. Your nomepege changes

g - g S8 SMYYy aN &x- secitheycanoo R NG you San net
sarmmasta pezatyn ymman e QROTaTEhke Bor Micre- Shange = Sack
0% OF some other company YOuT Na"8
800 Thomas 3 comeoan : W.:‘” ) Srve fee
caves BBN Technoogies In | & Forcrimingl Gain 3G %0 B
- -

Tamorisse  Mazz 18T make 3 proft —=




.lSSZJO‘.'O"“B'

Ware e preve s o
MRS Bars YoM 8-
SessSing Ter sysiem
ThS Ype Of mawere
forces IS VicTms 20 D8y
e ransom Trogn
ceran online paymem:
METOSS In Croer 0
Oran: 8ccess W Mar
Sy3ems, O W0 gt Ter
ca2 28k SRMR;
SORNA 2T 0
ties (caled Srns
e

AR SRR IR
TROJAN HORSES

Orno!nnor.h-
oS Yoes of Trojen
hOrse 's 8 crogram
Mot SIS 0 i your
Somoer

of viruses out Insead
orosutes

your Compurer. The
%M comes fom e 8
Greek siory of 2ATIR:

In 2000tMere wasa pokannn computar wWousts
Runchaed 3 bouncing Plkachu on the screan and
secratly stok private confidantial information from the

RANSOM WARE

oically oropegetes a3
S0 emerng 8
$/3%8M Troh. or
exampie. 8
cownioaced e or 8
vJineraouny In 8 net
work service. The pro-
gram Men runs

8 c8/'080

Cryptoval

Anmer malr (B
A TR 25817

189 ‘Wer, 1n which e
Greeks give s glamt
woosen Norse 10 Ter
toes, Te Trojens. o8-
2rsDly 83 8 peace
omering.

Data theft

o Dss het cudng
o oSS mooege
o CusTmerpssvees

systam.

Winsovs. GOG0o0eY
frs: appesres in 2014
One sY81n of SO
WSS OBYDed 83 Do
-

TEN —

SHOUNING FALTS

: AR
8 QRARICS Do R VIRUS!
on e Jaees meNOK

N iee-Sapiember 2014 ) \

8% WBrpetad savers N @ -

MO WeDSes. e 08 i

regrecies 0 rogue wee- . "
&

$US TS BAC Trowser

AR e ©

SONRQ8C TR D800

PHARMING ’

ls 2 orm of orme
fraud very similarto
phishIng

2 DRALTRES T2l
UON TN same Do-
QuUs WEDEREE 300
et of conficgential
normation

NOre vomrsome han
nosMie STAKs s e
compromse ot s ic-

S8l DaNRaK racner

< Shcemosioses
SO aTSNIONE D
clens s TeyonTe
SeWMOK, Misinformeton
nere wWill Sp0l IookuDs
for e emtre LAN
Unike nosHtie renrnss
OSSTOUer COMpromse
S d¥Cun woewes
Rowsers con oass Do
ONS nformston I WO
WS CRRIREIL
Of axi3p SANNgS X

whoesse rewrne
,30 n:wa= aﬂ.
nare ‘aks 'rnﬂ e
Many rouners stiow Te
SOMINSYENC W0 e
8 paricusr, Yuses
ONS npeceoiTecne
SUO0eReT Dy 80 -
srYesmnoce (ep
e 28 A acker
oo sSpacy s ONS
Saver unger nis oo
"S280 01 8 Igiimate
one




Here are cight essential
safety precautions for
SVery computer user:

nstal a fres antivirus

gownioad, anti-spyware

and firawal protaction

o Maxs antivirus scans
routine

o Kaap your virus gefini-
tions up-to-gats

o Empiloy spam Diocking

Or fiitering tools to Dok |~ ™
Unsoiicitad amalis orin- 3::‘ :"‘;";:‘ "“:::':;'c 8. Now select the Pen drive 2~2
Ugh Ve n Dnves. - cere’ ‘o s lrun ! fic
stant mas g3g e cen be prevented even without i = =
o Dontopen unknown 8- ""’“"‘"“.""‘ taazz 7 tf you get one ~ =2aliaie
mall attachments or o e % 3m Adzrum fr VIRUS
emalls from unknown 1. Opea Wy Carmputer / Toela
SallesCatany Yza 8. Delete X // ~3l C2murs
SOUrca s
o AVOId pear-to-pasr (P2P) || 2 Tumen Shaw Hidden Alen At | 2. New ook for 2l Tz 2
’ T -t : kel e wruEs S8™e a*e o™= T8
f-}SY'.!”‘g wabsitas to 23 Middze fiza 22 smabieg T
onsuUre the Dast antivirus | s e cohelpn ts And Bem 10. Delete ¢l those 3.3z =23
protaction ferma et
, -~ ~—~ = 3 h”whoﬂrommo-\!h.m
e AVOIQ CacCKing On pop-up drive S tasem Llresty fyze | 11 Remove the pen drive 2-0
a80s spea by Als &.- > by SeJds =azriiloga~
Cicking, sur 7C will Be aTaded b
o Don’t conguct oniine fi- Bz VIRUS fgesameiim B fem | 32 Now the Pendrive 32
nancial transactions Srnz gmC Moz Bz Ve
rom a pudiC Computer
el C.L: N Tp"t 4. Now open S 37l Vizng 13. Also 20 % of vaers Ja2 22
Orwirslas s natwork Szarch / P Ales aod Peiders Senes 03 Pamafer pictres, Scags
Crs 'ONa DALE- 3~S Vievies
= \' #ats stro g pass S. Mere in the edvence o
woras tione Sheck “Scsrch for Misen 14, Its Setter to copy =1y P2
I P 2 ) rees ficafrom T PenSave B
wang s38ve 2o meles
. J

For More Informaion Contaof: FoOBOw us at :
+3574 244687 51 Facshook

+3574 28468752 ANd

+3574 244687 Thvter
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NEW WAYS TO SIGN IN

FOR YOUR GMAIL.

Context: 1. New stylesfor your Gmail pg 02
2. Faster ways to open any invitation and brochures pg 03
3. Easier to spot any scams and Un Certified Messages pg 04

THS S UN0eTINe $30) TENS A ON L300 Googiecorporetonllid

s

ST.Annes

Response to e-mail and contact numbers to mail

Aakash.A.V & Pradcep Krishna.R
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® e Movetov  Labels v More v c 1-15015 <« »

Dear Subscribar you have been offeradforad

Hi Andraw wea have baen pleasad to inform you that you have baan
An Offer has been given to you by our sayjss of Rupees5000 as a gift
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Safety..

Caution is the parent of Safety...




.........

;' What is Bonnet? '
‘Bonnet is a part of a car, where hackers :
- ‘Insert their anomymous device to track,
§ -hack, and control the car.

:Effects on us ; :
:Car hacking often revolves around part
| : :of the cars. Hacker can steal car by '
- ‘tracking the cars accurately and they
:steal the cars with their team.

:Safety Measures ;
‘Hackers inserts these kind of devices
-only when we put cars in sheds for ser-
‘vice, car wash, repair, etc. §
‘People should be aware of all these de-
-vices and should be careful when they
put their cars for services.
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game&&ajpe@/ and issues

ST.BRITTO’S MAT.HR.SEC.SCHOOL
Game Safty
S.Nobin Kumar
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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.

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.

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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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.

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.2 Thirty-two percent of American adults play video games and to

2007, the number was increasing.x

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.==2 Others theorise positive ef-
fects of playing video games including prosocial behavior in some contexts=z2 and argue that the video

game industry has served as a scapegoat for more generalised problems affecting some communities. o

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.
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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.
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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,
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multistalker
victims.org

Sheryl Nadler, The Hamilton Spectator

Eleanor White,
creator of a website
that offers
information and
support for what she
terms victims of
multiple stalking,
gets her message out
while strolling along
Barnesdale Avenue.

[Nov 8,2004]

& )t goes by anumber of
names; gang stalking,
group stalking, vigilantisin

by a group.

“I'vebeen atarget of this
type of harassment for a
number of years, Every act
of harassment is very clev-
erly designed tolook like
life’s normal mishaps.

“They move your furni-
ture around, they break
your furniture, they dump
little bits of your food ...
your mailis interfered with,
your e-mail is interfered
with, your computeris in-
terfered with constantly.

“I"'m a Christian. And this
is a major crime and no-
body’s doing anything
about it, everybody’s com-
placent. And so [ feel that
God has called me to partic-
ipate in exposing and stop-
ping thiscrime and 1 will do
that until I draw my last
breath.

“Youlook at this asacall-
ingand so it stopsbeing a
chore. It stops being oner-
ous, If you don’t worry
about the outcome — a good
Christian leaves the out -
come to God — we work on
what we feel God has called
usto do. And whether the
outcome is good or bad or
neutral, that's not ours to
worry about. Soit relieves
you of all kinds of worry.

“My best guess ... isit's
some kind of testing, test-
ing of your faith.

“I don’t worry why. I've
got ajobto doandthat's
what I'm working on and
that’s whatIdo.”

People Watching appears
Mondays, Wednesdays and
Fridays.
gopeople@thespec.com
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HOPPING -
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
(B2B)
online shopping. The largest of these

called business-to-business

BANKING

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.

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.



SHOPPING & BANKING FRAUD

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

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
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How cAN WE PROTECT OURSELF FRoM SCAMS?

TIPS FOR SHOPPING SAFE TIPS FOR BANKING SAFE

1. Use Familiar Websites 1. Choose an account with two factor
2.Look for the Lock authentication

3.Don’'t Tell All 2. Create a strong password

4. Check Statements 3. Secure your computer and keep it

5.Inoculate Your PC
6. Think Mobile
7.Avoid Public Terminals

8. Privatize Your Wi-Fi

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
9. Count the Cards 7. Set up account notifications (if
10. Know What's Too Good to Be True available)

8. Monitor your accounts regularly

. /

| LOVE ORDERING
THINGS ONLINE BECAUSE

WHEN THEY ARRIVE IT'S
LIKE A PRESENT TO ME,
FROM ME

Samyuktha c.t.
XII-A Sbm
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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.

Emily O=moat Kay Paoobakar




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
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conclusion

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.

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

ANTI-BULLYING

MBASSADORS

A PART OF THE DIANA AWARD
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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

“I like Video Games
because they keep my
mind Busy

While my Spirits

SAFE 2

Yideo games

ruined my life.
Good thing I have

two more,
. e,

FB-Timeline-Cover.
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Top 5 Signs You
Need Help With
Gaming or Inter-
net Addiction

eDo you or someone Yyou
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:

e 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.

e 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.

e You spend more time with
your keyboard or control-

Gaming Addiction

e Your friends or parents ask
what you spend all your
time doing, and vyou lie
about it or laugh it off, but
inside you know they may
have a point.

e You get up in the middle of the
night to check your e-mail
or your MySpace comments

because you're having a

Recommended Low Violence/Non-Violent Games

1FIFA Soccer '08

Need for Speed Pro Street

Guitar Hero lll: Legends of Rock The Sims 2: Castaway
Hannah Montana: Spotlight World Tour Super Mario Bros. 3

Madden NFL '08
Mario and Sonic at the Olympic Games Viva Pifata

Super Mario Galaxy




. 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 (“”’F” *'/

« 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:

g « Carpal tunnel syndrome

« Sleep disturbances
- Backaches or neck aches

l & |

-C.T.Sagnyulqha
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Business Name

Lead 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.amnlavaac
or people il
purchasing
requesting
You can col

Secondary St

Indla’s No 1 Cyber Safety Magazme

This

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

leact Annarterlv cn that it'c

STBRI TTO'S MAT-HR.SEC.SCHOOL

Online Shopping'

M. Sana Fathima

Volume |, Issue |

Newsletter Date

Special points of in-

terest:

Caption describing picture or
graphic.

WHAT IS CYBER
SECURITY ?

Frauds, and

Phishing, Email

Ways to Prevent
from Cyber
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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

ﬂww

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-

dentlallty, integrity, and
ilityy nf Aata hnth in
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Phishing, Email Frauds, and Spamming
Phishing

Phishing is the attempt to acquire sensitive infor- saging and it often directs
mation as usernames, passwords and credit card de-  users to enter details at a
tails (and sometimes, indirectly, money), often for fake website whose look

malicious reasons, by masquerading as a trustworthy ~ and feel are almost identi-
entity in an electronic communication cal to the legitimate one
Phishing emails may contain links to websites that

are infected with malware. Phishing is typically car-

ried out by email spoofing or instant mes

Spoofing

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.

Spam

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.
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Ways to Prevent Spoofing Attack

«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.

-Sana Fathima
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“We are Anonymous ,
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Saﬂju Hannah Samuel
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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.
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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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Phishing
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Lot uss s

‘Spoofing:

A technique used to gain |

Unauthorised access to
Computers, whereby the
Intruder sends messages to
computer with an |P ADD

Indicating that the message |

Is coming from a trusted |
Host............ .(CAMOFLAUGE) ,

IP

I

source (spoofed): 3.3.3.3
destination: 2.2.2.2

source: 2.
destination:

trusted Host

IP: 3.3.3.3
(might be target of DoS-attack)

e —

2.2.
3.3.

Page 1

\
i

i
i
b

Internet-Router

source: 3.3.3.3
destination: 2.2.2.2

IP

I

2
3.

Victim
IP:2.2.2.2
(possible security breach)

101



~isis Becaukle o fH/AMAMERS”

102



&Ijﬂlm want you to Play Smart, Stay Safe
I'|

ave Fun hie you'e on the infemet. And you can do
Just that if you follow our tips. Read them and be sure to
talk to your parents about them, too.

Click on Play to ty the game!
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INTRODUCTION

Video game plaving may be associated

with vigion problems Extensive viewing
of the acreen can cause eye gtrain, as the
cornea, pupil. . and iris are not intended
for mass viewing sesgsione of electronic
devices. Using video games for too

long may also cause headaches,

dizziness, and chances of vomiting from
focusing on a screen.

However, certain studies have shown
that video gamesa can be used £to improve
various eye conditions. An investigation
into the effect of action gaming on epa-—
tial digtribution of attention wae con—

ducted and revealed that gamere exhib-







edia use.Ioday's youth have constant ac-
ess to many different forms of media
hrough television, cell phones, movies,
usic, video games, and the Intemet. Me-
dia can enhance children's education,
learning opportunities, curiosity, creativity,
and communication. However, it can also
each negative life lessons obtnining and
consuming media and for communicat-

, by monitoring media youth consumes
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ST.BRITTO’S MHSS

Internet Safety

S.Annisha Banu [

A digital foot-

print is the data
that is left behind

by digital

services.




Digital footprints are traces left by
one’s activity in adigta environment.
Most adults and many children hawe
them. Theeasiest way to get alfeel of
itisto "Googe” yourself

Will Richardson, in a2 2008 article for Educational
Leadership, ttled Footprintsin the Digital Age
wrote: “Asthe geeky father of a S-year-old son
and an 1l-year-old daughter, one of my worst
fears asthey grow older is that they won't be

-Tess Richardson” into the search line of the browser, what
comes up will be less thanimpressive. Thata quick surf
through the top five hits will fail to astound with examples of

her creativity, collaborative skills, and change-the-world work.
Or, even worse, that no links about her will come up at all.”

The number of employers who report using Google to
screen candidate rises every year. They feel “no news
IS good news”™ when it comes to an online presence.
This may have been the case a few years ago, but to-
day, ones footpnnt online is the chance to make a pos-
itive first impression. Many employers report using in-
formation they found online in hiring decisions, both to
hire the candidate, as well as notto hire.
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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
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4 Easy Ways to Make
Make All Passwords as Safe as Your Ba
Use Multi-Factor Authentication for Online
Set Limits to Transaction Amounts on Your Acco
Keep Track of Your Transactions by Setting Notificati
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Conclusion

E-Banking Enable Better Business Anywhere,
Anytime.

E-Banking represent a tremendous opportunity in
India.

However, Factors such as illiteracy in India,
availability of cheaper labor force, reluctance to
change by the existing staff of banks and slow growth
of technology i India are responsible for slow
growth of e-banking in India.

Thanks to online shopping, Millenials are accustomed to having a

vast number of options at their fingertips, and they make savvy

decisions based on price, quality, and convenience.

Online reviews carry tremendous weight. When Millenials are
making purchase decisions, they seek out customer reviews. When
targeting Millenials, retailers must pay attention to the online

conversation about their brand.

Today’s large companies feel too big for Millennials to build
relationships with. They are concerned that the level of customer

service is diminishing.

mindswarms
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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.
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.!®

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.

St. Britto’s Academy
Online Shopping

Sanjay V.S.
Pavment

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""!

Cash on delivery (C.0.D.)

Cheque/ Check

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:®® 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.l@aterreededt 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.¢tonneeded

118


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

119



120



