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Abstract: This article examines the implementation of a cooperative training workshop for Spanish
undergraduate social educators. The workshop aimed to explore the integration of escape rooms
and breakouts in teaching, specifically addressing cyberbullying as a curricular topic. A total of
40 students participated in designing and qualitatively evaluating the training workshop. The find-
ings highlight the workshop’s effectiveness in enhancing social education students’ training, prepar-
ing them for future professional careers, and enhancing their learning, teamwork, and proficiency in
utilising ICT programs and resources. The study underscores the significance of incorporating these
innovative approaches to improve student motivation, interest, and overall skill development.
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social education

1. Introduction

The incorporation of the Internet into people’s daily lives has been a fundamental
element in its evolution [1]. Internet use can also improve certain abilities and skills, such
as memory, fluid intelligence, and other cognitive functions [2]. The ability to search
and access information online has improved users’ research and analytical skills, and
the constant flow of information has stimulated their long-term learning and memory
capacity [3,4]. The Internet and social media have created new forms of communication
and socialisation that were not possible before, allowing children to develop more advanced
social and communication skills [5].

However, the emergence of new technologies has led to an increase in the incidence
of cyberbullying [6]. The prevalence of bullying and cyberbullying is high in the school
population, and there is a trend towards an early onset of these phenomena [7]. Moreover,
school institutions often lack resources and effective strategies to address these problems [8].

In this sense, although cyberbullying is perpetrated through electronic technologies
and devices, it has been found that these same devices can also become, through appro-
priate video games, prevention tools that address both the problem of cyberbullying and
bullying [9]. Previous studies have shown that serious games are effective as educational
tools, as they are highly motivating and capable of raising awareness, teaching knowledge,
modifying behaviour, and even improving skills [10]. Some research points to the effective-
ness of serious games in improving bystanders’ helping behaviours in bullying situations
by using a multi-method approach [11], such as the School of Empathy Game, a video
game in which players start in the role of a victim.

Although there are numerous studies related to game-based learning [12,13], how to
use these findings in teaching practices requires more research and scrutiny. For this reason,
gamified interventions are beginning to be implemented in social education to complement
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actions outside and inside the classroom [14]. These interventions are based on the idea
that the inclusion of playful elements in the teaching process can improve the motivation
and interest of participants, which in turn can lead to better learning [15]. For these reasons,
it is important for social educators to have a solid background in playful strategies to be
able to integrate this technique effectively into their teaching and maximise its benefits
for their students [16]. Training will also enable them to better understand how to apply
games in a social and educational context and how to adapt them to meet the individual
needs of students [17].

The use of gamification and games in education has become a topic of increasing inter-
est in recent years [18]. Several studies have shown that incorporating playful elements in
the teaching process can improve students’ motivation and interest, which in turn can lead
to better learning [19]; other studies use gamification or “serious games” for the prevention
and detection of bullying or cyberbullying [20]. One of the primary criticisms of gamifica-
tion could be the possibility of pointsification, which involves creating a points system to
encourage participants to complete actions, potentially resulting in participants exclusively
focusing on activities to earn those points (appealing to external motivation) [21]. This
concern stems from the notion that this kind of motivation might diminish the authenticity
of participation, shifting the emphasis towards obtaining rewards rather than the content
or experience itself. Moreover, critics also contend that gamification can oversimplify
tasks and processes, reducing them to basic game elements. This oversimplification could
potentially underestimate the abilities and discernment of participants while downplaying
the inherent complexity of many activities [22].

However, it is essential to note that gamification encompasses a broader scope than the
PBL (Points–Badges–Leaderboards) framework, aiming to create an engaging and game-
like experience for participants [23]. This implies that gamification extends beyond mere
surface-level incentives such as points or badges, striving to transform the overall experi-
ence into an immersive and enjoyable endeavour where participants actively participate in
the design and development of the activity.

For this reason, to close the gap between academic research and teaching practices,
a qualitative quasi-experimental study has been carried out on the implementation of
a cooperative training workshop on educational breakouts in the university degree in
social education. The main research objective was to design and qualitatively evaluate a
training project based on breakouts and cooperative learning to work on social education
curricular content. The research questions posed were as follows: (1) What are the students’
previous opinions about the use of games and/or gamification in the classroom or in their
profession? (2) What do the students consider beneficial when applying an educational
breakout workshop? (3) Do the students perceive disadvantages or possible improvements
when applying an educational breakout workshop?

2. Materials and Methods
2.1. Participants

A convenience sample was chosen to select the participants. The inclusion criterion
for the experimental group was the willingness to participate in the training workshop
organised by one of the main researchers. A total of 40 social education students (33 females
and 7 males, aged between 19 and 27 years, with an average age of 20.4 years) participated
in the workshop and voluntarily answered the online survey of open-ended questions.

All participants received information about the project and gave written informed
consent in accordance with the Declaration of Helsinki. Prior to data collection, students
were informed of the nature of the study and guaranteed anonymity. This study is part of
the Teaching Innovation Group “EDU-INNO”, approved by the University of Vigo.

2.2. Procedure

In this study, an innovative educational workshop was implemented through the
creation of educational breakouts in the subject “Social Skills in Social Education” of the
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degree in Social Education at the University of Vigo during the academic year 2022/2023.
The main objective of this subject is the acquisition of social skills to develop professional
practice, and within the curricular content are the subjects of bullying and cyberbullying.
Before starting the workshop, participants were informed about the activity to be carried out.
While the activity was mandatory due to being a planned part of the subject, participation
in the research aspect was voluntary (without adding to or subtracting from the final grade
for the subject).

The workshop lasted for two and a half hours in a single session. In a session prior
to the workshop, the course instructor introduced theoretical aspects of harassment and
cyberbullying. This was intended to provide students with a basic understanding of the
topics to be addressed in the workshop and to avoid using workshop time for theoretical
content that could be covered outside of this workshop. However, theoretical and practical
content on escape rooms and breakouts was covered in the workshop, allowing students to
experience these methodologies in situ (See Figure 1).
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Figure 1. Screenshot with some of the tools taught in the course.

After answering questions about the general operation, the 40 students were divided
into teams of 4–6 students and presented with two case studies based on real issues
facing adolescents today [24]. These cases were inspired by real-life situations and were
modified to make them easy to comprehend, highlighting key elements of harassment or
cyberbullying based on each case.

After offering a comprehensive overview of the workshop’s overarching mechanics,
the group of 40 students was thoughtfully divided into teams comprising 4–6 members
each. Subsequently, these teams were presented with two meticulously designed case
studies, rooted in genuine challenges faced by contemporary adolescents [24]. Crafted
to resonate with real-life scenarios while adapted for enhanced clarity, these case stud-
ies artfully illuminated the pivotal aspects of harassment and cyberbullying inherent to
each situation.

Upon selecting a specific case, each team of students was allocated a designated
timeframe to design an educational breakout. In this endeavour, the instructor played
the role of a guide and collaborator, prepared to offer direction and address inquiries
that emerged during the design process. The activities devised were aimed at creating
ludic challenges that would culminate in the successful completion of a breakout (for
instance, a quiz on cyberbullying using platforms like Quizziz or character creation to
foster sensitivity). These activities adeptly integrated elements of sensitisation and intricate
challenges that mirrored the very struggles individuals might encounter in their daily lives
while grappling with harassment or cyberbullying.
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The workshop’s methodological approach was grounded in cooperation, fostering an
environment of synergy and collaboration among the participants. This was exemplified by
a range of interactive group dynamics and cohesion exercises, fostering engagement and
teamwork. This cooperative spirit was further bolstered by the strategic assignment of roles
within the groups, ensuring that each member’s involvement was not only valued but also
vital to the group’s collective progress. To enhance group cohesion, students considered
incorporating various dynamic activities. The Interest Map exercise involves providing
participants with blank paper and coloured markers to create visual representations of their
interests, hobbies, goals, and more, allowing mutual understanding to flourish through
shared insights. Alternatively, the Two Truths and a Lie game invites individuals to share
two genuine facts and one false statement about themselves, fostering interaction as the
group works together to decipher the fabrication. These activities not only inject fun but
also cultivate a deeper sense of connection among participants. Furthermore, as part of the
teacher’s role, it is essential to ensure that all team members feel confident to express their
opinions among their peers.

Regarding the utilisation of Information and Communication Technology (ICT), the
workshop sought to embrace modern tools to enrich the learning process. ICT are ubiq-
uitous tools in today’s society and the working environment, so equipping students with
skills in this field provides them with a competitive advantage in the job market. Moreover,
designing escape rooms with ICT involves aspects such as creating digital content, solving
technological problems, and fostering creativity in interactive experience design, thereby
developing valuable transferable skills. In this workshop, emphasis was placed on the use
of tools like Genially, Wix, avatar platforms, and other relevant websites.

Upon the successful culmination of the designed activity, participants were invited
to partake in a reflective exercise via a questionnaire. The survey, lasting approximately
ten minutes, invited them to contemplate the implications of the conducted activity on
their prospective professional trajectories. This process provided an avenue for valuable
introspection and forward-looking consideration.

2.3. Instruments and Data Analysis

After the training workshop, students were asked to voluntarily respond to an online
qualitative questionnaire with open-ended questions [25]. An ad hoc questionnaire with
open-ended questions was designed, using the MyForms platform, to elicit students’
opinions about their experience in the workshop. This format respected anonymity so that
students could freely express their opinions.

An online survey of open-ended questions was proposed for students to answer volun-
tarily after the breakout training workshop. Data analysis was carried out using categorical
content analysis [26]. As the survey was online, the transcription was automatic and
used the ATLAS.ti software for Mac (version 9, ATLAS.ti Scientific Software Development
GmbH, Berlin, Germany). A detailed analysis of the categories was carried out with labels.
Related codes were grouped into sub-themes, and overlapping sub-themes were grouped
together. After the individual analysis, they pooled the codes, and in case of disagreement,
a third researcher was involved.

3. Results

The analysis of student opinions reflected in the survey showed the following cate-
gories and subcategories (see Tables 1–5).
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Table 1. Category 1: Negative preconception of video games.

Subcategory: Negative Preconceptions About the Game

Explanation Examples of Quotations

Approximately 25% of the participating students displayed pre-existing
biases towards video games and games in general. These stereotypes

stemmed from viewing video games as a dull activity or a way to waste
their time. These stereotypes may arise due to the lack of, or limited,

gaming experience, as most of the students did not have this perception
of video games as frivolous or unproductive forms of entertainment.

“I thought it was going to be a lot heavier than it was, I ended up liking
it, thinking it was going to be boring”.

“I didn’t think I would be good at it because I don’t like games”.

Table 2. Category 2: Cooperative learning.

Subcategory: Ability to Work in a Team

Explanation Examples of Quotations

The students highlight the benefit of being able to work as a
team with their peers. They enjoyed the activity, in part, due to
the effective collaboration with their colleagues, which not only

facilitated the task at hand but also enhanced their collective
creativity. This underscores the value of teamwork in fostering
innovative ideas and problem-solving, as multiple perspectives

and skills combine to generate more comprehensive and
innovative results.

“I thought it was going to be a lot heavier than it was, I ended
up liking it, thinking it was going to be boring”.

“I didn’t think I would be good at it because I don’t like games”.

Subcategory: Having Roles within the Team

Explanation Examples of Quotations

One aspect of the activity mentioned by the students is having
roles within the team. The uniqueness of individual skills

within a group context is highlighted. This notion underscores
the value of diversity within a team, as the combination of

different skills and strengths enhances the overall capability of
the group. Essentially, teamwork becomes a platform to

leverage each person’s expertise, much like it would be in their
future professional endeavours. The concept of collaboration

and its benefits in a group setting is also brought up,
particularly within a breakout activity. It acknowledges that
working with others exposes individuals to a wide range of

ideas that they might not have considered independently. This
process of idea exchange and collective brainstorming enriches

the creative pool and leads to more innovative solutions.

“Each person brings certain skills that another person may not
have as developed”.

“With the breakout you learn to work in a group, each person
brings a different idea that I might not have had on my own,

and we design together”.

Subcategory: Developing Social Skills

Explanation Examples of Quotations

The students emphasise the significance of collaboration and
the development of social skills as social educators. The need

for teamwork in dynamic situations is highlighted, and
simultaneously, the value of participatory learning and the
positive outcomes it can yield in terms of cooperation and

creativity are underscored. However, some students
acknowledged that the dynamic and cooperative nature of the
workshop posed challenges for them precisely due to their lack

of familiarity with activities that demand effective
communication.

“I found it difficult, but it looks like we are in a very dynamic
race and then we are going to have to work as a team to be able
to improve our work, so it’s good to train for it”.
“I liked this (the training workshop) because I was allowed to
contribute ideas and my opinions were valued. It has helped me
to improve cooperation and creativity”.
“I did like working in a team in this workshop because you see
what kind of ideas your colleagues have and those ideas usually
reflect their tastes and so you get to know them better, and it is
easier to develop something together than by yourself.
“This makes the classes more dynamic, helps you get to know
your classmates better and you learn to work as a team and see
other points of view of the same activity”.
“I have felt that classes can be a place to have fun and learn at
the same time”.
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Table 3. Category 3: Dynamic learning.

Subcategory: Working on the Curricular Content of the Course

Explanation Examples of Quotations

After the workshop, the majority of the students emphasise the
educational potential of games. They perceive games as a

resource that facilitates learning through active participation,
enabling individuals to understand concepts on multiple levels.
It is observed that, on one hand, the students mention games in
a general sense, as tools that possess this educational capacity to

convey instructional messages. By integrating interventions
within a game, individuals can experience and reflect upon

certain concepts or topics in a more immersive and interactive
manner, enhancing their understanding and retention. On the

other hand, at a specific level, they mention that games can
address bullying and its consequences, as they enable

experiential learning by allowing players to interact with
scenarios that simulate real-life situations. This immersive

experience can lead to heightened empathy and a more
comprehensive understanding of complex topics like bullying.

“I have learnt how to include an intervention theme in a subtle
way thanks to the game”.

“I learned a bit more about the issue of bullying and its
consequences”.

Subcategory: Designing Play Resources for Professional Development

Explanation Examples of Quotations

Students highlight the workshop’s impact on the participants’
perspectives and practices. They emphasise the importance of

creativity, collaboration, and the integration of modern
approaches for effective and engaging interventions in the field

of social education.

“What I value most about the workshop was that I had to
“exploit” my imagination, but that it was fun to do it with my

friends, and also... the possibilities of implementing this
resource that we have as social educators”.

“I have realised that new technologies and gamification can be a
great ally for future interventions”.

Subcategory: Learning ICT Resources

Explanation Examples of Quotations

It is observed that several participants mention that they are not
familiar with the use of ICT (Information and Communication
Technology). They mention that the breakout workshop has also

helped them acquire the skill to effectively use Genially and
recognise the importance of approaching projects from a fresh
perspective. This implies a shift in their project management
approach, emphasising the importance of capturing attention
and avoiding monotony. This aligns with the understanding

that engaging and visually appealing content can better
communicate messages and ideas, making them more accessible
and memorable. This suggests that the workshop introduced
them to the potential of digital support in their professional
tasks, demonstrating the importance of adapting to modern
tools to stay relevant in an ever-evolving work environment.

“I have learned to work with genially, and also to give
importance to directing projects in a different way. I mainly look

for something that attracts attention and isn’t boring”.
“Well, I liked the fact that creativity is put in value to create that
atmosphere in the game, the need for all members to contribute
ideas and the digital support, which I’m not really used to using

it for work”.

In relation to the first research question, although there is scientific evidence of the
engagement and motivation capacity that games and gamification provide for university
students (e.g., [27,28]), it has been observed that at least 25% of the students interviewed
had prejudices about the usefulness or fun that games in general, and breakouts and
escape rooms in particular, could produce. These negative prejudices can be related to
misinformation and infoxication about gamification and games, relating them to wasting
time or even that they are harmful [29,30]. Ref. [31] found these types of prejudices in more
adult people, observing that they were reduced in younger people; however, our results
show that it is still necessary to train young people who will work in socio-community
intervention in this didactic tool to banish these prejudices.
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Table 4. Category 4: Tasks of the teacher.

Subcategory: Feedback and Flexibility

Explanation Examples of Quotations

The participants expressed their positive experience of the
activity, describing it as both enjoyable and educational. They

highlight the dual nature of the activity, which blends
entertainment with learning. This suggests that the activity was

not only informative but also engaging, making the learning
process more dynamic and enjoyable. Furthermore, they

commend the teacher for playing a pivotal role in addressing
numerous uncertainties. This underscores the importance of
having a supportive and knowledgeable instructor who can

guide participants through challenges and questions,
contributing to a successful learning experience.

“It was a lot of fun and educational and the teacher helped us to
solve many doubts”.

“(The teacher) helps a lot to understand and motivates you to do
your best”.

“The teacher is attentive and flexible at all times:)”
“The workshop is a way of working on different topics of

interest to raise awareness that there are problems, and it is
important to work on them”.

Subcategory: Providing Resources

Explanation Examples of Quotations

Although feedback and flexibility were mainly highlighted as
key aspects for the success of the workshop, some students also

mention that the teacher can assist them in tasks such as
suggesting potential topics and introducing tools for use. This
showcases the teacher’s dedication to enhancing the educational

experience by offering valuable guidance and resources.

“The teacher helped us a lot, showing us possible topics and
tools to use”.

Table 5. Category 5: Possible improvements.

Subcategory: More time/More Sessions

Explanation Examples of Quotations

There is a general interest and engagement towards the
workshop. This perspective seems to imply that the current
state of the breakout workshop is already effective for the

students and leaves a significant impact. However, after the
request for improvement suggestions, several students mention

that they could benefit from additional time for exploration,
discussion, or practice within the subject. This sentiment reflects
a desire to delve deeper into the subject’s content or engage in

more comprehensive learning activities.

“The truth is that it can’t be improved because it’s brutal, the
only thing is more time”.

“To have more time and exchange it between students”.

Subcategory: Experiment with Escape Rooms/Breakouts Before Designing an Escape Room

Explanation Examples of Quotations

A few students mentioned that they could have benefited from
previously participating in an escape room or breakout as

participants since they had not experienced it before. This idea
has also been taken into consideration, as experiencing the

game can be highly beneficial before designing playful
experiences. This indicates a shift from mere conceptual

engagement to hands-on experience. These ideas underscore
the desire to foster engagement, critical thinking, and

problem-solving skills by placing participants in dynamic and
interactive learning scenarios.

“I would like us to have a breakout or an escape room first to
get some context”.

“We want to make a physical escape room and do it for real
among the participants”.

A social educator must be able to face the challenges of their work in a cooperative
and interdisciplinary manner [32]; therefore, their professional competencies must include
abilities related to the expression of opinions and feelings and social skills related to
interpersonal skills [33]. These results coincide with previous studies that evaluated
teamwork and social skills after the application of play resources [34].
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Another aspect that stands out in the students’ accounts is that this activity has allowed
them to get to know their classmates better, indicating that this type of methodology leaves
room for students to relate to each other, and, therefore, its continued use could favour
a more positive classroom climate in higher education, as observed in recent research on
secondary education [35].

In addition to providing a solid theoretical knowledge base, university degrees should
reflect practical skills. Playful strategies such as gamification and educational escape rooms
aim to foster an attitude of commitment to learning in students [36,37], which consequently
leads to greater learning [38]. The results of our study are in line with this argument, since,
as can be seen in the categories obtained, the students perceive that this workshop has been
useful in their professional training, offering them both another perspective to work on
class content, in this case, bullying and cyberbullying, and to learn about ICT resources in a
practical way.

The role of the teacher has not been extensively studied in previous studies on gami-
fication, which have focused on the impact on the students. In this study, it has not been
considered a key variable in the workshop performance; however, in the student discourse,
it has been a constant, so it was added as a main category. Most of the students interviewed
mentioned that the teaching role has been key to the success of their gamified projects. [39]
reflects on the teaching role in gamified practices, mentioning the need to move university
teaching practice from the expository model to a more dynamic activity and student reflec-
tion. In this model, the teacher should facilitate reflection on what they are learning, using
gamification as a didactic resource with possibilities in the metacognitive, cooperative,
and reflective areas. In the present study, the students highlighted that for them to feel
capable of designing an educational breakout, the teacher must show a series of qualities.
Firstly, the frequent and constructive use of feedback encourages students to continue the
task [40]. In the case of games, feedback is widely used, as there are different dynamics
and mechanics of feedback and progression that can be employed in gamified systems [41].
The second most frequently mentioned quality was flexibility. The aim of this training
workshop was for the students to know how to carry out an educational breakout for
socio-community intervention and work against bullying, for which the didactic decision
was taken to create two closed cases, but with open resolution solutions, so that each team
could feel greater autonomy and creativity for their resolution. And finally, the students
have valued that the teaching team is the one that offers different ICT resources so that they
can explore and deepen them, also mentioned as part of their learning.

Finally, in relation to the third research question, as with any educational project,
there is some room for improvement perceived by the pupils. Students agree that it would
have been beneficial to have more sessions to design the educational breakout. In future
implementations, we will leave at least three practical sessions for this work. They also
mention that they would have enjoyed experimenting with an escape room beforehand
before they were faced with designing one. This fact is also reported in the workshop, and
in the following editions, students will experience at least one escape room in teams, either
face-to-face [42] or digital [43], so that they can be familiar when they are challenged to
design their own.

4. Discussion

The aim of this research was to elaborate and qualitatively evaluate a training plan
based on the breakout strategy and cooperative learning, addressing the curricular contents
of social education. This objective is based on the need to promote motivational methodolo-
gies for university students, so that they can perceive cooperative learning as an enhancer
of creativity [44–46].

The results show that there are five main categories following the implementation of
the educational breakout workshop. Each category focuses on key aspects of the process of
implementation and evaluation of the training plan based on the breakout strategy and
cooperative learning to address the curricular contents of the social education subject.
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In this sense, in the field of higher education, the need has been identified to provide
practical content that allows students to acquire specific skills and competencies for their
future professional work [47]. It is also essential to evaluate the effectiveness of didactic
tools such as simulations to ensure that students feel prepared and motivated to face the
challenges of their professional performance [48].

It has been observed that with gamification as an educational and methodological
strategy, greater cooperative learning, greater engagement, and greater motivation have
been achieved, coinciding with the studies by [36,49]. It is highlighted that the application of
a methodological design that presents achievable challenges for students and in which the
teacher assumes a guiding role in the learning process, providing feedback in each session,
can constitute crucial elements to foster flow in the context of university students [27].

Although the results suggest promising advancements in the use of gamification tech-
niques in the training of social education professionals, certain limitations are identified.
Firstly, the present study is affected by a relatively small sample size, which hinders the
generalisation of the findings. Therefore, future research could involve a larger participant
sample and, additionally, examine potential differences depending on whether students are
pursuing a bachelor’s or master’s degree. Another limitation is linked to the method of
sample selection, as due to data collection in a natural classroom setting, it was not feasible
to analyse the sample based on the participants’ gender or age. Lastly, this research did not
quantitatively measure cooperation ability before and after; thus, statistical improvement in
this capacity cannot be confirmed, even though the students’ perception of cooperative learn-
ing and the engaging and motivating capacity of the breakout workshop was highly positive.
Future research could focus on longitudinal studies on gamification, including a combined
analysis with other variables such as academic performance or classroom environment.

5. Conclusions

The training of future social education professionals is essential to prevent and address
situations of cyberbullying [50]. In this sense, educational breakouts have become a useful
tool for training in digital competencies, specifically in issues related to cyberbullying,
which is why their teaching in initial training may be of interest to students pursuing a
bachelor’s degree in social education. In addition, gamification enables the learning of
relevant content in a motivating way for students through the design of various games that
they can use in their future professional performance.

Author Contributions: Conceptualisation, methodology, analysis, writing, A.M.-L. and P.R.-R.;
Review and editing, J.M.R.-F.; visualisation, M.D.D.C. All authors have read and agreed to the
published version of the manuscript.

Funding: This research received no external funding.

Institutional Review Board Statement: This study is part of the Teaching Innovation Group “EDU-
INNO”, approved by the University of Vigo.

Informed Consent Statement: All participants received information about the project and gave
written informed consent in accordance with the Declaration of Helsinki. Prior to data collection,
students were informed of the nature of the study and guaranteed anonymity.

Data Availability Statement: Data are available at the request of the corresponding author.

Conflicts of Interest: The authors declare no conflict of interest.

References
1. Rodríguez Rivera, P. What do women do on the internet: An analysis of internet use among adolescents in Galicia. J. Fem. Gend.

Women Stud. 2022, 1, 36–51. [CrossRef]
2. Hedman, A.; Lindqvist, E.; Nygård, L. How older adults with mild cognitive impairment relate to technology as part of present

and future everyday life: A qualitative study. BMC Geriatr. 2016, 16, 73. [CrossRef] [PubMed]
3. Hayes, B.; James, A.; Barn, R.; Watling, D. Children’s risk and benefit behaviours on social networking sites. Comput. Hum. Behav.

2022, 130, 107147. [CrossRef]

https://doi.org/10.15366/jfgws2022.12.003
https://doi.org/10.1186/s12877-016-0245-y
https://www.ncbi.nlm.nih.gov/pubmed/27036538
https://doi.org/10.1016/j.chb.2021.107147


Societies 2023, 13, 203 10 of 11

4. Small, G.W.; Lee, J.; Kaufman, A.; Jalil, J.; Siddarth, P.; Gaddipati, H.; Moody, T.D.; Bookheimer, S.Y. Brain health consequences of
digital technology use. Dialog-Clin. Neurosci. 2020, 22, 179–187. [CrossRef] [PubMed]
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