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A Logo is a design symbolizing an organization or a project.
By means of a Logo the organization or the project can

easily be recognized

WHAT IS A LOGO?



The most important part is to get the concept for the logo. It is almost the same
process as selecting the name.

First you have to determine what your logo should say about your project:

You may come up with an image related to the main project’s objectives:
•Cyber bullying
•Stop bullying
•Avoid bullying

You could use just an abstract image representing the project idea like:
•collaborating within the frame of Erasmus plus
•Cyber bullying
•Involved countries flags (Italy, Romania, Spain, Turkey, Macedonia)
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The Logo can be a simple visual mark to identify a company product or service.
Techniques as contrasting colors, simplified and yet stylish formats are useful to
identify and attract more attention and convey information.

WHAT ARE THE MAIN FEATURES OF A LOGO?

“Simpler is better", especially today when everything is moving so fast you have
less and less time to impress your stakeholders. So it has to be done in a very
stylish manner so that it`s easier for the eye to catch and the brain to memorize your
logo design.



Iconic Logo
Some kind of graphical element
related to the business field or just an
abstract image, for example: Nike,
WWF, Apple.

Logotype
Logo based only on the company name. A
unique font, or unique layout style can
make a great logo, for example: Sony,
Coca-Cola , Nintendo.

THERE ARE TWO TYPES OF LOGOS



Iconic Logos can be very different. The classic variation is to make the symbol fit
any of the basic geometrical shapes. For example:

ICONIC LOGO

The best shapes to use are symmetrical geometrical shapes. They can be placed
almost anywhere and still maintain the balance; they are very easy to handle.



… there is no obligation in what kind of shape to use, you can use any free form
shape you want, but you have to be very careful with the placement, so the logo
doesn't look like it is falling apart or going to fall.

BUT…

The perfect logo design will look great on a sign board as well as on a business
card or on a pen for example.



People can easily memorize a simple logo design that have some kind of
symbolic meaning. It could be a great idea to use a sort of mascot like the
'TireMen' of Michelin, Mikey Mouse for Disney Channel or the rabbit for Duplo.

LOGOS CAN SHOW A MASCOT

The challenge with the mascot is that for it to be a good logo, and easily
reproducible it should be very stylized and simplified as much as possible.



LOGOTYPE

A logotype includes only letters written in a custom-made or standard font. When
looking at a logotype, you won’t find any graphic elements, symbols, marks,
photos, etc.



•Small size. A logotype doesn’t need extra space to fit an image or geometric shape.

•Scalability. A logotype remains legible even when it’s scaled down.

•Simplicity. A logotype is not cluttered with graphics and patterns.

Logotypes have some advantages:

Elements in logotypes are fonts, color schemes, layouts and
graphic elements: they need to be carefully chosen in order

to design a nice logotype to represent the project.



Project logo examples:



Participants of the contest must be the students, individuals/groups
of individuals (hereafter “contest participants“) from the countries that
are participating in the project.

The contest is open for 10-14 age groups.

LOGO CONTEST RULES:

Participants of the contest must be the students, individuals/groups
of individuals (hereafter “contest participants“) from the countries that
are participating in the project.

The contest is open for 10-14 age groups.



The logo should be submitted with a graphical view, computer programs can be used or it can be drawn.
The drawing must be stylized and suitable for the logo.
Logo versions must be: one colour or a colourful logo (no more than 5 colours).
The graphic sign (logo) can be submitted on the A4 format or using these electronic formats: .tiff, .jpg, .pdf,
.png, .bmp.
General view of the logo must be adaptable in the visual aids and by different technologies.
The graphic view of the logo must keep its attractiveness when used with no colours and smaller graphic
view must contain the main features of recognition.
If the title of the project "Fully Avoid Bully" is used in the logo, it should be written in English and it should
create a dynamic completeness together with all symbols.
The graphic sign (logo) has to be an original creation (created by an individual or group of individuals); it
cannot break any laws or rights of third parties, for example, it cannot break any authors rights, patents,
trademarks; it cannot break any laws of slander, honour and dignity, as well as privacy, publicity, human
rights and it cannot break any religious, ethnical, racial, national moral regulations.
The logo should resemble the project‘s activities and image, it has to be visually attractive, positive, simple
and non-vulgar. (flags of the partner countries can be used)
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and non-vulgar. (flags of the partner countries can be used)



1.Every school partner holds the logo contest and chooses 3 winner logos.

1.A digital version of the logo should be submitted by each partner on our project
Twinspace by 30 october 2020.

1.From 6th to 13th November 2020, the logos will be voted online.

1.On November 16th 2020 - The winner logo will be published on Twinspace.

LOGO CONTEST GUIDELINES:

1.Every school partner holds the logo contest and chooses 3 winner logos.

1.A digital version of the logo should be submitted by each partner on our project
Twinspace by 30 october 2020.

1.From 6th to 13th November 2020, the logos will be voted online.

1.On November 16th 2020 - The winner logo will be published on Twinspace.



What you have to do?

Design your own logo

Send it at the e-mail address aarlindakastrati@hotmail.com by 28th of October

Your logo can be selected for the final competition!

LOGO CONTEST GUIDELINES:

GOOD LUCK!



The rapid development of technology has created negative effects as well as the positive ones. Technological developments have
provided a new living space for bullying, which continues to exist as a social problem, while facilitating access to information,
communication and interaction between cultures. In fact, these forms of behavior spread rapidly into the rooms of children who
had crossed the borders of the school.
Cyber bullying is a kind of violence using information and communication technologies and it is also an electronic form of peer
harassment. The cyberbullying events and grave consequences we have heard in recent years have led us to do research and
studies in our schools. Results have led us to do research and studies in our schools, because schools are not only responsible
for equipping the next generation with knowledge, but also providing them with a comfortable social environment where they can
feel themselves accepted, express their ideas and open up and develop their potential abilities. School absenteeism even school
dropout in following years can be a simple but effective defense for students who cannot find this atmosphere.
As the project partners, the main objectives of the year 2020 published in the EU Council Final Declaration In particular, we
evaluated the issue of increasing the quality and efficiency of education, equality, social solidarity and active citizenship, as well
as the prevention of early school leaving. We consider cyber bullying as an obstacle to these principles. In addition, the increase
in cases reflected in the psychological counseling services of each partner school has led us to develop studies that can be done
to create a healthy and efficient digital society by using different perspectives and techniques.
The aim of the project is allowing the exchange of best practices developed by each school to fight collective
cyberbullying and minimizing its negative effects. We want to contribute to the fact that our students are not only in the
position of receiving information, they are also active internet users who provide information, produce information, share, discuss.
The key to achieving this goal will be web2.0 tools. Effective use of Web2.0 tools will enable them to use the Internet and
computer correctly and effectively and to increase their digital capabilities.
Turkish, Italian, Spanish, Macedonian and Romanian partners will work all together but each of the have also different
responsibilities. We aim to increase the awareness of cyber bullying in the schools to 30% by the project studies, the guidance
studies on the subject, the teaching and use of good digital applications

SUMMARY OF THE PROJECT:
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