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Abstract:  
 
Adolescents today are living in a world where gossip spreads to thousands by a click of a 
button, camera cell phones are used to take pictures of girls changing in locker rooms, and 
“popularity” is displayed publicly on social networking sites.1 Young people cannot escape 
technology; they text message each other at home, at lunch, and even during class. Students 
print out Instant Message conversations and bring them into school; they fabricate IM 
conversations; they download classmate’s pictures to create fake MySpace pages.  They 
create “Hater Pages” in which they publicly bash a peer or someone they’ve never met.  
 
The anonymous nature of the Internet has created problems for the victim of this new 
phenomenon called Cyber Bullying. Cyber Bullying is when a child, preteen or teen is tormented, 
threatened, harassed, humiliated, embarrassed or otherwise targeted by another young person using the 
Internet, interactive and digital technologies or mobile phones (cyberbullying.org). Victims are going to 
school wondering who created the “Hater Page” about them, who posted comments in 
agreement, and who sent them a mean text message from a restricted cell phone number. 
Everyone’s a suspect, causing anxiety and fear in school. 
 
Girls are especially affected by cyber bullying, as discovered from preliminary research in 
three local schools. Amongst other reasons, girls tend to be more passive aggressive in 
person, and more aggressive online. 
 
Cyber Bullies often have a complete lack of awareness of the seriousness of their actions. 
They get caught without realizing they’ve done something that could be traced back to them. 
Both Bullies and Victims often cannot go to their parents, teachers or counselors because 
they’re not allowed to have MySpace pages and don’t want to get in trouble. As a result this 
trend is continuing and increasing. According to ISafe.org, 22% of 5th-12th graders have 
been bullied over the Internet. This is based upon a survey of over 13,000 students across 
the United Sates in 2006. 
 
An Interactive Television Series Solution:  
Adina’s Deck: The Exclusive Detective Agency Specializing in Solving Cyber Bully Mysteries is a 30-
minute interactive “choose your own adventure” television pilot series geared towards girls 
9-14. The series centers around four tech savvy characters whom have either been cyber 
bullies or cyber bully victims and now use their experiences to help solve their peers Internet 
mysteries.  
 
Ultimately, Adina’s Deck can be used as a tool to provide teachers and school counselors 
with a valuable learning tool and curriculum they can use to further educate young people.  
 
 
 

“A magician makes the visible invisible. A mime makes the invisible visible.” -Marcel Marceau (mime, 1950). 
Today: The Digital World is the Magician. Adina’s  Deck  is the mime. 

                                                
1 Based upon primary research findings at La Entrada Middle School (Palo Alto), Kennedy Middle School 
(Redwood City), and Canyon Middle School (Castro Valley).  



Learning Problem:  
 

Cyber Bullies often do not understand the seriousness of their actions. This is 
because the Internet doesn’t provide feedback, bullies are not given any formal education in 
school, and seldom are bullies confronted face to face. In addition, 100% of the 31 students 
surveyed admitted to acting differently online than they do in real life. This disassociation 
between reality and digital identity makes bullies more likely to continue their behavior. 

  
Cyber Bullies have a difficultly connecting their virtual behavior to real life 

consequences. After preliminary research, there was evidence that some students understand 
the degree of trauma and depression a cyber bully victim undergoes, but have trouble tying 
this behavior to the legal repercussions and consequences of the bully. Other students think 
cyber bullying is “funny” and don’t understand victims feelings, but do understand the bully 
could go to jail or get expelled from school.2 In both cases, there’s a gap in knowledge, as 
zero students of thirty-one surveyed at two different schools understood that a victim could 
commit suicide, and a bully could go to jail. Currently, this knowledge is seldom taught in 
schools and only recently been introduced to select middle school curriculums.  As a result, 
cyber bullying continues to grow amongst adolescents.  

 
Victims of Cyber Bullying don’t know how to respond, whom to tell, or the 

severity of the consequences. The anonymous nature of digital exchange has made cyber 
bullying particularly potent and difficult to address. Middle School counselors don’t hear 
everything. When confronted with a cyber bullying situation—58% students have not told 
their teachers, parents and counselors what has happened (isafe.org). This is because it’s 
illegal to use MySpace under the age of 14. Students are embarrassed and fear getting in 
trouble. As a result, students internalize all of their discomfort, and have trouble focusing at 
school. Many teachers and school principals believe “If it’s happening online, it’s not 
happening in my classroom.” In addition, although many parents use Internet blocking 
services on their computer, few parents talk to their children about cyber bullying (Manke, 
2005).  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

                                                
2 Preliminary research at Kennedy Middle School and La Entrada Middle Schools 



Neural and Psychological Implications: 
Jennifer Beer conducted studies about the neurofrontal cortex in the brain and linked 

this evidence to disinhibition on the Internet.  In addition, consequences of cyber bullying 
range from: depression, anxiety and academic difficulties; (Manke, 2005) to suicide (Ryan 
Patrick Halligan Foundation). Cyber Bullying can be more intense than regular bullying,  
“the scars are still there and it's worse…it will last a lifetime.'' (Bennett, 2006). 
 
Bullycide and Murder: 

In extreme cases, cyber bullying has resulted in suicide— the new term, is bullycide. 
In 2003, 13-year-old Ryan Patrick Halligan committed suicide; his parents linked the cause to 
thousands of emails harassing him. In the Nevada-Tan case (2004), a Japanese girl murdered 
her friend as a result of things she posted online. 

 
Quotes from Students from Primary Interviews 

 “I created a MySpace page about this guy I didn’t like. I had his password, I added all these 
rainbows to his page, and called him gay, and then I got all my friends to say mean things about him. I added 
these comments to his page. It was so funny. Everyone saw.”- Valerie*3 

 
“I’m on a ‘slam book’ at school. One kid writes mean things about everyone, and then 15 other 

people go on the website and give ‘props’ if they agree.”- Amanda*4 one of the girls who auditioned for 
“Adina’s Deck”—note, many of the actors who came in to audition in the last two weeks confessed that 
they had been involved in cyber bullying situations 

 
“I can’t sign on to AIM anymore without getting like 25-50 instant messages from this one girl 

who hates me. She has created over 50 fake AIM screennames so I can’t block her anymore. She just calls 
me a bitch over and over and over again. It’s been going on for two years now”- Katherine*5 

 
Scope of the Problem 
Primary Research and Development Sessions 
1. Kennedy Middle School 6th-8th grade girls in Redwood City (10 weeks, 2 hours a week);  
2. La Entrada Middle School 8th graders in Palo Alto (1 hour a week, 5 weeks). 
3. Canyon Middle School 7th and 8th graders in Castro Valley (1 session).  
 
Overall*6 out of 31 Girls ages 11-14 

• 26 have been cyber bullied 
• 21 have admitted to cyber bullying someone else 
• 29 have been “distracted in class because of an email, text message or MySpace” 
• 31 have read an IM conversation that was printed out and brought to school 

 
Research Conducted by  iSafe.org Based upon a survey of 13,000 U.S. students (2005-2006.): 

• 22% of 5th-12th graders know someone who has been bullied online 
• 19% of students admitted to saying something hurtful online 
 

                                                
3 Name has been changed, based upon interviews at Kennedy Middle School 
4 Name has been changed, based upon confession by girl at Auditions for Adina’s Deck 
5 Name has been changed, based upon interviews at La Entrada School 
6 For complete research summary, see Appendix A 



Learning Goals for Adina’s  Deck :  
1. To educate cyber bullies about the potential consequences and repercussions of their 
 actions.  
2.. To educate cyber bullies about their online behaviors and its potential impact on their 
 victim 
3. To educate victims of cyber bullying about their options and response tactics* 
 
*note, I have chosen to educate both the bully and the victim, because often they are the 
same person, and the educational gap is not mutually exclusive 

 
Assessment Rubric:  
Potent ial  Quest ions  to  measure  learning through the  f i lm:  

1. What are the worst things that could happen to ME if I cyber bully someone else? 
a. GOALS: From this film, they should be able to answer “I could get in 

trouble with the police;” “I could get expelled;” “I could get suspended” 
i. This addresses a learning problem I found in my initial research: 

many students couldn’t identify that they could go to Jail, hence 
Cyber Bullies have trouble connecting consequences to their actions.  

 
2. What are the worst things that could happen to someone who gets Cyber Bullied? 

a. GOALS: From this film they should be able to identify “Suicide;” 
“Depression;” “Getting Caught”  

i. This addresses the learning problem I found in my initial research: 
many students couldn’t identify that the victim could suffer severe 
consequences.  

 
3. What should I do if I get cyber bullied or know someone who does? 

a. GOALS: From this film, students should be able to answer the following 
solutions: “Tell a Counselor,” “Tell a Parent,” “Peer Mediation,” “Tell the 
police,” “Confront the person,” “Try to figure out who did it”   

i. This addresses the learning problem that many students don’t know 
what to do if they get bullied. Many don’t want to tell an adult—
hopefully this film will give them other ideas and let them know they 
have options. 

 
 
 
 

 
 
 
 
 
 
 
 
 
 



Current Marketplace 
 

  
 
 
 
 

  
 
 
 

      
 
 
 
 

 
 
 
 
 
 
 

Mirror Image is a computer game that teaches teenage girls 
about Internet Predators and Cyber Stalking. It’s created by 
wiredwithwisdom.org. Throughout this game, we watch two 
girls ask for advice from a detective about a cyber predator 
trying to lure and exploit young women. It provides much 
educational value in terms of being internet savvy, however, it 
doesn’t address cyber bullying between peers.  Although this 
game uses live-action videos, making it easy for the viewer to 
relate to the lead characters, the game doesn’t provide realistic 
or a multitude of solutions. The characters get advice from a 
detective—which isn’t a common, or viable solution to cyber 
bullying as most girls don’t have a personal detective at their 
disposal.  
 
Cyber Bullying Lesson Plans and Worksheets for 5th-9th grade 
teachers and parents. These lesson plans could be extremely 
valuable discussion starters, but without having a visual 
technology solution, the students might not relate or 
understand the true psychology behind cyber bullying.  
 

“Delete Cyber Bullying” 30-second Public Service 
announcement created by the National Crime Prevention 
Counsel.  It’s a very powerful short piece about what to do if 
cyber bullied. One problem is the PSA is geared towards 
elementary school students, and is so quick that the students 
might forget the message. I do believe it would be very 
effective if longer and more comprehensive. (www.ncpc.org) 
 
 
Nickelodeon’s Zoey 101 has an episode entitled “Zoey’s 
Balloon” during which a cyber bully finds Zoey’s balloon, 
passes a note under her door, and threatens to tell everyone her 
secret. The episode is very entertaining, but doesn’t provide 
learning solutions. At the end, Zoey finds out who it is, without 
help from an adult, and confronts her bully. This is not always 
the best solution. There was a missed learning opportunity in 
Zoey 101, but education isn’t Nickelodeon’s mission, so this is 
not a surprise. A teacher can’t use this episode for much more 
than a jumping off point.  



Approaches 
Designing the solution must take into account both the process and the product. During 
pre-production, we have based the script upon primary research from students in various 
locations, as well as theories that rationalize why we believe this will be an effective solution.  

1. Cultivation Analysis Theory 
2. Social Cognitive Theory 
3. Interactivity 
4. Scaffolding: The Apprenticeship Model 

 
1. Cultivation Analysis Theory 
 George Gerbner’s Cultivation Analyst theory asserts that television influences reality and it 
dictates perceptions of day-to-day norms. (p. 6) Cultivation theory research has found that 
heavy doses of television violence causes viewers to see the world as a mean and scary place 
and believe that crime is more pronounced than in reality. These viewers may also believe 
their neighborhoods are unsafe and overestimate their risk of being victim in a crime. 
(Signorielli, 38)” (Carpenter, 2005). Therefore, showing positive behavior in a film can have 
the potential to be believable and influence young people’s perspectives.  
 
2. Social Cognitive Theory 
Alfred Bandura’s Social Cognitive theory suggests that repeated, simple and rewarded 
messages and actions can cause viewers to empathize with that they see and hear. Viewers 
learn from these messages and may model behavior based on the information, especially if 
the information is profitable and rewarding. Children learn their attitudes, emotional 
responses and conduct from film and television. (pg. 6). "Learning would be exceedingly laborious, 
not to mention hazardous, if people had to rely solely on the effects of their own actions to inform them what to 
do. Fortunately, most human behavior is learned observationally through modeling: from observing others one 
forms an idea of how new behaviors are performed, and on later occasions this coded information serves as a 
guide for action." (Bandura, 1977, p.22). 

3. Interactivity: The Design of Adina’s  Deck  
Currently, digital video and film are being used as tools for cyber bullying. Students take 
pictures of fights on their camera phones, or videos of a friend changing in the locker room 
and post them on YouTube. Young people are being entertained through media at their 
peer’s expense. Yet only a few 30 second PSA’s have sought to counteract this issue, and 
provide valuable social education in video and film. The Nickelodeon Television series 
Zoey101 had an episode called “Zoey's Balloon” (2007) in which Zoey is cyber bullied, 
however the episode did not provide lessons or learning about cyber bullying consequences. 
Therefore, a short television series can provide a much-needed gap—a way to make the 
anonymous bullying incidents visible—in a way both realistic and entertaining to the viewer.  

If students are passively watching an episode of the show, it will be easy for the less 
motivated students to tune out. One of the goals is for students to understand what they 
should do if they get Cyber Bullied. Therefore the effectiveness on the show is based upon 
creating an interactive environment in which students can “Choose their own Adventure” 
and decide the direction of their characters. “Interactivity makes it easy for students to revisit 
specific parts of the environments to explore more fully, to test ideas, and to receive 
feedback. Non interactive environments, like linear videotapes, are much less effective for 
creating contexts that students can explore and reexamine, both individually and 



collaboratively.” (Bransford, et al. p.  209). We plan to create two versions of Adina’s Deck. A 
TV version and a computer version. We envision our primary user to be a teacher who has 
an accessible computer lab available for students during class time. The students can watch 
the television show on their computer and interact on their keyboard. However we don’t 
want to restrict access to teachers that don’t have computers available. Therefore, we will 
also create a non keyboard based standard version for a teacher to play on their television. In 
this case, the interactivity will be derived solely from the surrounding curriculum, as opposed 
to the technology.  
 
4. Scaffolding: The Apprenticeship Model 
During the script development and production for Adina’s Deck we believe it is important to 
engage and incorporate the end user.  Currently, educational television often creates a missed 
learning opportunity: actually engaging real students in the process. The opportunity of 
creating a television show provides a valuable opportunity for a young person to deepen 
their understanding of the problem of cyber bullying and empower them to create the 
solution. Hence, middle schoolers at Kennedy Middle School will be mentored by 
professional filmmakers. In addition, local high school students will be invited to help out on 
the crew as well.  “Some researchers advocate the apprenticeship model, whereby an expert 
practitioner first models the activity while the learner observes, then scaffolds the learner 
(with advice and examples) then guides the learner in practice, and gradually tapers off 
support and guidance until the apprentice can do it alone (Collins, et. Al, 1989).” (Bransford, 
et al. p.  214). Our objective is for young people to get the opportunity to apply make-up, 
pick out costumes, and possibly operate the camera. However, we agree with Pea, 1993 and 
Resnick, 1987 that the “solo approach is unrealistic and overly restrictive, since  adults often 
need to use other tools or people to accomplish their work.” (Bransford et. al p. 214).  The 
amount of training required to create the entire film production from scratch would take 
years, not just 10 weeks, but we hope this could be a start to a future career for some of 
these students. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



The Solution:  Adina’s  Deck 
 

The Concept:  
Adina’s Deck is a fictional video series addressing the concept of Cyber Bullying in 9-14 year-
old girls.   
 
The Story: 
Adina is a 14 year old 9th-grader at Fictional School in California. She was a former cyber bully 
who reformed and started “The Deck.” The Deck consists of Adina, Clara, Skye, and 
Melody. They are 4 strong tech-savvy girls who run a detective agency whose mission is to 
solve their peer’s problems in the virtual world. 
 
Theoretical Framework for Adina’s  Deck : 
In a survey of over 1,500 children who use the Internet regularly (Ybarra & Mitchell, 2004), 
children who both bully others only and are the themselves the victims of Cyber Bullying are 
in the greatest need of intervention and services.  These youth manifest the highest levels of 
depression and behavior problems and are least monitored by their parents. (Manke, 2005). 
Hence, the technological solution of Adina’s Deck is focused on helping both the bully and 
the victim.  

Throughout the series, the characters in Adina’s Deck will help their peers gain a better 
understanding of the social and neurological causes of cyber bullying.  The goal is that a 
Cyber Bully viewer will better understand the reasons for their actions, and ultimately, the 
consequences of their behavior.  
 
The characters in the show will help the viewer gain a better understanding of neurological 
responses to technology, using the following research: 

1. Social context Cues Theory (Kiesler 1991):  
a. "Typically, when social context cues are strong, behavior tends to be relatively other focused, 

differentiated and controlled. When social context cues are weak, people's feelings of 
anonymity tend to produce relatively self-centered and unregulated behavior. That is people 
are relatively unconcerned with making a good appearance (Cottrell, Wacj, Sekerak, and 
Rittle 1968). Their behavior becomes more extreme, more impulsive, and less socially 
differentiated (Diener, Fraser, Beamon, and Kelem 1976; Singer, Brush and Lublin 
1965)." (pp. 1495-1496). 

2. John Suler’s Psychology of the Internet, specifically his theory of toxic disinhibition 
3. Neurological Research 

a. Jennifer Beer’s study on the orbitofrontal cortex: people are less inhibited online 
because their brain cannot process emotional cues.  

b. Adriana Galvan’s  article, Neurological Research on the Orbitofrontal Cortex in 
Adolescents 

 
In addition explaining a particular social or neurological reason for the bully’s behavior, the 
characters in Adina’s Deck will suggest a solution aligned with Female Bullying: Prevention and 
Counseling Interventions, by Maureen C. Kenny, et al, as well as counselor techniques 
discovered from primary research. 



Adina’s Deck will also explore legal actions of Cyber Bullying including: 

1. Dr. Shaheen Sheriff: to help explore repercussions in school, at home, and by 
authority.  

 
Adina’s Deck Learning Goals organized by Viewer: 
 
1. Goals for a Cyber Bully: Learning Change, followed by long-term Behavioral Change 

a. Method:  Cyber Bully viewer understands the “real life” consequences of her 
actions by viewing the fictional recipient of the email or text message. This diffuses 
dissociative anonymity (an anonymous Bully will always be found out by the end of 
each episode); invisibility (a non-anonymous Bully will be confronted face-to-face); 
It's All in My Head (solipsistic intrajection) (the victim will interpret the bully’s 
actions; the bully will see the way his/her actions are interpreted); It's Just a Game 
(dissociative imagination): the bully will understand when actions are “a game” vs. 
“serious” (John Suler). 

 
2.  Goals for Adolescent Victims of Cyber Bullying: Learning change 

Goal: Students will understand ways to cope with being bullied 
Method: Adina’s Deck will help show the value of people/uniqueness (Radd 2003); 
apply Assertiveness Training (Beane, 1998;) Anger Management interventions 
(Bosworth 1999; Sharon Lamb’s tactics in allowing anger and aggression; not telling 
the bully “don’t be mean.” 
 

3. Goals for All Adolescents (including cyber bullies, victims and friends): Learning Change 
 Goal:  Students will understand when and if actions are punishable (Shaheen Sheriff) 
by:  
  1. School 
  2. Parents 
  3. Law  
 

Method: Adina’s Deck will advise about when to tell authority, who to tell, when to 
tell, etc. Repercussions will be issued for actions of cyber bullies.  

 
 
 
 
 
 
 
 
 
 
 
 
 



ASSESSMENT PLANS/PROCEDURES 
Assessments will be conducted of a random sampling of 9-14 year old girls. They will be 
instructed to keep a 1-week diary of their online and cell phone actives. At the end of the 
week, I will conduct individual interviews with the girls to further discuss their “normal” life.  
 

1. Then they will watch the video and participate in the "choose your own adventure."  
2. They will take a post-test immediately following the video. 
3. They will be instructed to keep another 1-week diary.  
4. At the end of the 2nd week they will be interviewed. 

 
My goal is to see if:  
      1.  The video provided any short-term learning 
      2. The video provided any short-term behavioral change.  
 
Timeline 
Jan 2007- April 2007: Research and Development 
April 12, 2007: Rough Draft of Proposal Due 
April 13th, 14th, 15th: Auditions at Stanford University, 150+ actors to attend 
April 16th: Begin website development 
April 19th: Finish hiring crew members 
April 20th: Final Callbacks for Actors 
April 22, 2007: Final Proposal Due 
May 1st: Finalize shooting locations 
May 5th: Attempt to secure funding and 501(c) 
May 4, 5, 6, 12, 13, 14, 2007: Prospective filming dates; Begin Editing process 
May 15th: Develop curriculum, continue post-production     
June, 2007: Finish Editing and post-production 
July 27, 2007: The Learning, Design & Technology Expo at Stanford  
 
Founder Bio 

Debbie Heimowitz is a graduate student at Stanford University in the Learning, 
Design & Technology Master's program in the School of Education. She worked in film and 
television, including Disney Channel original series development; NBC Primetime 
Development; MTV's Channel Surfing; Warner Bros. film Saving Shiloh; and Debbie produced 
the independent feature film The Sofa. Prior to working in Los Angeles, Debbie attended UC 
Berkeley where she was a seven-time recipient of the ArtsBridge America National 
Scholarship; a Steven Spielberg Theater Arts Fellowship Recipient; a Recipient of the 
Academy of Television Arts & Science Internship Award in Children's Programming; a 
California State Arts Scholar in Film and Video; and volunteered with children in media 
literacy projects through Berkeley’s “Doing Good Well”. 

At Stanford, Debbie is involved in entrepreneurial educational technology start-ups 
including "PET: Pediatric Educational Technology;" and "EdTube: Bringing Video into the 
Classroom." Both of her start-ups are current semi-finalists in the Stanford Bases Challenge 
Competitions. She’s extremely excited about the Cyber Bully Film Project. 
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APPENDIX A: 
Summary of Research: 
Overall*7 out of 31 Girls ages 11-14 

• 26 have been cyber bullied 
• 21 have admitted to cyber bullying someone else 
• 29 have been “distracted in class because of an email, text message or MySpace” 
• 31 have read an IM conversation that was printed out and brought to school 

MySpace 
• 6 of 11 sent a mean MySpace comment or message (NOT as a joke) 
• 7 of 11 received a mean MySpace message  

Text Messaging 
• 17 admitted to sending a mean text message.  
• 7 sent them anonymously 
• 24 have received mean text messages (Not as joke) 

AIM 
• 31 admitted to reading 200+ conversations on AIM that they didn’t write 
•31 admitted to “a lot” or “some” of the time acting differently online than they do 
in real life 
•3 girls posted a MySpace Bulletins attacking a former friend 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

                                                
7 For complete research summary, see Appendix A 



 
APPENDIX B: 
The Pilot Episode* (Script Upon Request): 
Synopsis: 

In our pilot episode “Origin Story” we meet Adina, Clara, Skye and Melody. During 
the teaser, we see Adina get kicked out of her school for abusing technology. Five months 
later, in her new school, Adina helps her teacher with a computer problem. Melody notices, 
and asks Adina for help because Melody’s best friend Skye has been receiving threatening 
emails and text messages. Clara discourages Adina from helping, since they’re in different 
groups of friends, but Adina insists on trying to figure out who has been harassing Skye.  
However, Skye doesn’t want Adina’s help. Then Skye gets another threatening text message. 
Skye doesn’t know what to do, so she asks the audience: Do I reply to the text message, or 
ask Adina to help? There are 2 more “choose your own adventure*” elements to this 
episode. Eventually, Skye asks for Adina’s help. 

In the second act, Adina tracks down the suspect, and it leads her to Clara. Was her 
best friend lying to her? Is Clara a cyber bully? Clara insists it’s not her, and quickly 
determines that the original “I hate Skye” website was created by Melody. This is especially 
confusing, because Melody had asked Adina for help. Was this a cover up? Melody’s IP 
address matches the address of the creator of the page.  

Unsure of what to do, Clara and Adina must decide: do they tell Clara’s Dad, or tell 
their school counselor? They decide to ask the audience. This is the second “choose your 
own adventure*” decision.  

Eventually they end up telling their school counselor, who suggests an intervention 
with Melody. They have another choice and ask the audience: Do they call the police, or go 
ahead with the intervention*? They eventually end up going ahead with intervention.  

Back in Clara’s room, they have an intervention with a deck of playing cards. Adina 
hands out cards to each girl, and they can only speak when they hold up a card, and they 
must throw the card into the center of the table when they are done speaking. It finally 
comes out that Melody made the “hater page” but she didn’t continue with the phone and 
emails—but if it wasn’t Clara and wasn’t Adina, then who was it? In the meantime, Adina 
confesses she was expelled from her old school. Her old friends pressured her to create an 
“I hate Autumn” page about an outcast. Adina went along with it, thinking it was funny, but 
Autumn had Social Anxiety disorder and attempted to commit suicide. Adina’s friends 
pointed fingers at her, and Adina got in serious trouble. On top of that, her parents took her 
computer away, hence why she carries around playing cards. 

But who’s still harassing Skye? Bingo, the only other person it could have been—
Sammy Fischer, their crush. He’s the only one with a motive (note we meet Sammy earlier in 
the story). Sammy ends up getting arrested and suspended from school for a week for the 
death threats.  

The 4 girls decide they should form a club, called “Adina’s Deck.” Then there’s a 
knock on the door. It’s a girl, clearly a few years younger than them. “I heard about Sammy’s 
arrest. I really need your help” She holds up printed out text messages. “I don’t know who 
sent them. And I don’t know what to do.” The episode ends, and our detective series begins.   
 

*The episode is designed with 3 decision-making points and 2 options at each point. We 
will film these options ahead of time, and give the viewer the power to decide. However, 
in our story only one option is backbone of the story, hence, we will always end up in the 
same place. 



 
APPENDIX C: 
The Design of the Story 
Peer Groups 
Eric Eriksons Stages of Psychosocial Development and theorist Alfred Bandura are the rational for 
using a “group” of girls rather than one girl. This addresses adolescent’s need for “significant 
relations” in peer groups (Erickson). According to the Kaiser Family Foundation, Peer 
education has been proven to be a highly effective prevention strategy with youth (Rider, 
2001). It further models (Bandura) an example for the viewer by showing the capability of 
positive interactions within a clique.  

Media Stereotypes 
Cyber Bullying occurs with both genders, but has been most strongly prevalent in girls. 
Therefore, Adina’s Deck centers on a group of girls, and our portrayal of gender is incredibly 
important, as gender has not been carefully considered in traditional media.  “Even in 
children’s commercial programming, men significantly outnumber women; and with some 
exceptions, the situation is not much better on educational programming directed at children 
(Comstock & Scharrer, 1999).” (Cole et al, 2005, p. 436). Therefore, we have chosen to cast 
predominately female characters in the script. In addition, our portrayals of these characters 
are equally important. “Men were presented as being in control-in relationships, in the 
workplace, indeed everywhere. Women by contrast were presented as submissive, passive, 
physically attractive, and sensual. (Comstock & Sharrer, 1999).” (Cole et al, 2005, p. 436). 
Therefore we’re focusing Adina’s Deck on four strong, tech savvy women who are 
completely in control and do not align with traditional female gender stereotypes.  
 
 
The Deck Theme: 
Playing cards are a gender-neutral theme that doesn’t further perpetuate gender stereotypes. 
For example, creating a television show about a group of girls called “The Cheerleaders” or 
“The Diva’s” would be contrary to our mission.  
 
The 4 girls each correspond with a playing card: Adina’s (white or Latino) the Heart; Clara’s 
(black) the Diamond; Skye’s (white or Latino) the Club and Melody’s (white or Asian) the 
Spade. Each symbol represents an aspect of their personality and helps define their identity. 

1.  The location in Clara’s house—they call it “the deck”  
2. At times, the deck refers to playing cards—the girls play cards throughout 

each episode; they charge a deck of playing cards per mystery; they create 
card wallpaper; playing card thank-you notes; and unwind by playing “go 
fish” and solitaire. 

3. They’ll use “the deck” to refer to a pending mystery, such as “what’s on 
deck?” 

4. The Deck symbolizes the contrast between old fashion card games and 
modern day technology. It reminds us that we’re creating a show for and 
about young people, and can’t get confused by technological advances that 
are rapidly changing society. They’re still kids! 

 
 



 
 
Appendix D:  
Episode 2 Structure: 
A theoretical skeleton outline for a typical episode of Adina’s Deck, after the pilot episode: 
• An adolescent approaches Adina’s Deck* with a cyber bullying problem 
• Adina’s Deck helps them understand why it happened, using theories by John Suler and 

research by Jennifer Beer as well as Adriana Galvan.  
• Adina’s Deck will give them a solution based upon tactics by primary research with 

school counselors and principals 
• Adina’s Deck will further help the girls understand legal implications, based upon 

researcher Shaheen Sheriff.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
 
APPENDIX E: 
Team Bios 
Jason Azicri (writer, co-director) is a writer and director from Miami, Florida. He has 
penned five screenplays including The Sofa, was made into a full-length independent film last 
year and is currently being submitted to film festivals. Jason worked as a special needs PE 
and health teacher for three years and is currently pursuing his MFT and Masters in 
Counseling Psychology from Santa Clara University. His goal is to bridge is two passions: 
film and psychology. He's really excited to work on Adina's Deck because he enjoys creating 
materials for children and wants to create social change through media. 
 
Shelley Goldman-Stanford Faculty Advisor: Shelley Goldman is an educational 
anthropologist specializing in increasing access to learning in both school and out-of-school 
settings. Goldman works at the intersections of educational technology, mathematics 
education, and “best learning practices.” Her research and development includes projects 
aimed at increasing access to school math through integrating technology, using media and 
digital video for student, teacher and parent learning, and preparing students to become 
educational digital media designers and developers. She is a professor at the Stanford 
University School of Education. 
 
Board of Advisors 
Deborah McDonald- Film Mentor 
Mark Sochan- Business Mentor 
Sarah Moody- Education Advisor 
Erika McElroy- Education Advisor 
Marti Jacobs- Education Advisor 
 
Supporters 
Professor Shaheen Shariff, McGill; Stop Cyber Bullying Organization President Parry 
Aftrab; EmoKids.Org; Stanford University; ISafe; Professor Diana Hoff, Maryland; Canyon 
Middle School Guidance Counselor Sarah Moody; Citizen's Schools After School Program 
in Redwood City; La Entrada Middle School in Palo Alto; WiredSafety.org.  
 


