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Developing a guidelines to 
support schools partnering with 
the private sector. 

Aims:
• Maximise opportunities in the digital 

classroom

• Highlight the positive benefits for 
schools and the private sector in 
developing partnerships

• Identify the responsibilities of each  

Aims

Industry includes manufacturers, internet 
service providers, social media platforms, 
games designers, and other digital content 
or service providers that engage with 
children and young people.  



Code of Conduct

Main features proposed:
• A set of Guidelines broken down into the 10 digital 

domains developed by the Council of Europe. 

• A non-binding Council of Europe agreement on how 
industry organisations and schools can best work 
together to achieve digital citizenship education 
outcomes.

• The guidelines aim to assist in the development of 
collaborations and partnership between educational 
organisations and the digital technology industry. 

• A checklist of required and desirable attributes for 
successful partnerships.

• A sample template or agreement will be included.



• Existing guidelines provide a starting point but this is a new 
area
• Concept of digital citizenship is an emerging area of interest 

and is found in various codes and guidelines 
• Existing approaches lack guidance on implementation of digital 

citizenship education in a practical way in schools
• Companies are placing increased emphasis on 

digital wellness, digital well-being and user 
education in their products and services. 
• Guidelines will be of a general nature but sufficiently 

specific to be useful

Key points from the lit review



Some Examples

Ø UNICEF Child Safeguarding Toolkit for Business (2018)

Ø World Bank Group, “Living Our Values: Code of Conduct” (2009)

Ø European Commission, Alliance to better protect minors online
which highlights specific individual companies’ commitments to 
promote empowerment of young people through digital citizenship

Ø EuroISPA, The European Internet Services Providers Association code 
on “Human rights guidelines for Internet service providers” (2008)

Ø The Interactive Software Federation of Europe (ISFE) code on  
“Human rights guidelines for online games providers” (2008)

Ø PEGI, the Pan European Game Information initiative, is a particularly 
successful example of cooperation between stakeholders in 
developing a sustainable, research-informed model

Ø The CNIL Recommendation on E-Learning Platforms (2018)

Some examples of codes



The proposed Guidelines should: 

• Be transparent and written in clear user-friendly language, with examples to 
illustrate provisions.

• Identify how industry, organisations and schools can work together to achieve DCE 
outcomes and also highlight the positive benefits to all parties.

• Include a checklist of required and desirable attributes for successful partnerships, 
as well as a manner to assess if those attributes have been achieved. (And where to 
get more support, if they have not.)

• Take into account age-related issues and the different considerations for primary 
and secondary schools.

• Take into account specific needs in terms of disabilities, accessibility and learning 
differences in order to ensure that all benefit.

• Address students’ privacy, data protection, advertising, security 
and safety, child protection issues.  This list is not exhaustive.

• Identify, where possible, the responsibilities of all parties 
in the partnership.

Recommendations from the review



2 workshops to date:  February 13 (Paris) and May 3 (Brussels) 
Working group meetings that brought together representatives 
of private industry, the civil sector and Council of Europe 
member states to:  
Ø review and agree principles underpinning the Guidelines; 
Ø identify and agree the main topics to be encompassed by the 

Guidelines;
Ø prepare initial draft for review and wider consultation in 

September 2019.

Workshops



Participants 
• Jennifer Pearson, Toy Industries Europe
• Eszter Salamon, Parents International
• Rikke Thobo, Danish Ministry of Education
• Isabelle Claeys, ETNO
• Francesca Gottschalk, OECD
• Morten Soby, The Norwegian Directorate for Education and Training
• Hans Martens, European Schoolnet
• Fred Boss, Irish National Council for Curriculum and Assessment
• Catherine Williams, Google (by Skype)
• Andrea Parola, ICT Coalition
• Others…

Participants



Some thoughts from the workshops:
• Language is really important – sensitivities about 

obligations and responsibilities
• Emphasise tone of partnership – Industry is part of 

the solution
• Recognise that industry is not one homogenous 

grouping – different perspectives
• Emphasise principles and avoid excessive detail: keep 

the text focused and succinct
• An important opportunity to promote awareness of 

human rights and digital citizenship

Participants



Structured around 10 digital domains



Media 

• Partnerships is the focus

• Inter-operability and avoiding 
being locked into a particular 
technology platform, finishing 
up tied to one brand

• Free of commercial messages 
- but there are different 
perspectives

• Principles of universal design 
can be given greater priority

Learning and Creativity

• A focus on content

• A wealth of resources 
available

• Main point to guide 
developers to take DCE 
principles into account in the 
design of resources

• Schools should also take DCE 
principles into account in 
selecting resources 



Guidelines

Review of literature/practice

Development of concept note 

Stakeholder workshop to develop 
draft

Sectoral Consultation 

Guidelines finalised and published

Timeline:
Dec 2018: Literature Review
Feb 2019:  Consultation Workshop 1

Feb 2019:  Initial Draft
May 2019: Workshop 2

June  2019: Second Draft

Sept 2019: Possible Follow up Meeting
Oct 2019: Final Draft

End 2019: Launch


