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RESUMEN

El bullying es un problema frecuente que impacta negativamente al desarrollo emocional,
social y académico en los nifios y su falta de deteccion oportuna agrava sus efectos en
todos los involucrados. Para abordar esta problematica, el proyecto se fundamenté en
conceptos de diseno editorial, narrativa visual, ilustracion y disefo interactivo. Desde
este enfoque, se propuso el desarrollo de un producto editorial narrativo, ilustrado e
interactivo el cual busca concientizar sobre las practicas de bullying mediante recursos
graficos e interactivos, presentando situaciones cotidianas que reflejan acciones y
comportamientos relacionados con el fendmeno, motivando a los nifios a participar
activamente en la narrativa, fomentando la empatia y la reflexién sobre sus propias
experiencias.

Palabrasclave: Acoso escolar, storytelling, cuentoinfantil, ilustracién, disefointeractivo.



ABSTRACT

Bullying is a common problem that negatively impacts children’s emotional, social, and
academic development, and its lack of early detection exacerbates its effects on all
involved. To address this issue, the project was based on concepts of editorial design,
visual narrative, illustration, and interactive design. From this perspective, the project
proposed the development of a narrative, illustrated, and interactive editorial product.
This product seeks to raise awareness about bullying practices through graphic and
interactive resources, presenting everyday situations that reflect actions and behaviors
related to the phenomenon. This encourages children to actively participate in the
narrative, fostering empathy and reflection on their own experiences.

Keywords: Bullying, storytelling, children’s story, illustration, interactive design.
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