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Executive summary

This is the deliverable D5.1 ‘Communication, dissemination and exploitation plan’
of the SparkleFire project. This work is carried out as part of WP5 ‘Communication,
dissemination and exploitation’.

This document seeks to provide a framework for the activities that are planned
to ensure effective communication, dissemination and exploitation of the project
and its outcomes. The document describes the communication, dissemination
and exploitation strategy; it identifies materials, channels, and actions to be
carried out, and messages to be delivered to the different target groups
throughout the project. It also includes a section related to communication
management for proper coordination and support among the project partners.
Finally, we mention our commitment to gender equality and diversity
inclusiveness, and provide a list of Key Performance Indicators (KPIs) to assess the
success of the communication, dissemination, and exploitation strategy.



About SparkleFire

SparkleFire aims at tfransforming wildfire risk education through the innovative use
of serious games. The project addresses the growing threat of wildfires in both
traditionally fire-prone and emerging risk regions of Europe.

The project’s core objective is to develop and implement inclusive, engaging,
and educational tools that foster awareness and preparedness across diverse
audiences—from schoolchildren to civil protection professionals. In particular
and inspired by the science-based ‘Play with fire’ game, SparkleFire aims to
develop a game-based learning tool to strengthen wildfire awareness and
preparedness using board and web-based formats, tailored to four European
bioregions (Atlantic, Mediterranean, Central and Northern Europe). These games
are designed to teach the dynamics of wildfire behaviour, prevention strategies,
and appropriate responses during fire events.

Complementary tools include Sparkids, a construction game adapted from
Lego, and FireLandCraft, a custom modification of Minecraft that simulates
landscape management and fire prevention. These are supported by a scoping
inventory of existing serious games and educational materials, ensuring
scalability and adaptability across contexts.

The project emphasises accessibility, with special attention to vulnerable groups
and diverse learning styles. Through pilot testing, stakeholder engagement, and
dissemination, SparkleFire aims to embed wildfire education into school curricula
and community practices. Ultimately, it seeks to cultivate a culture of resilience
and proactive risk management across Europe.



1. Communication, dissemination and exploitation
strategy

A well-designed communication, dissemination and exploitation strategy is
crucial in achieving the objectives of SparkleFire, by increasing its social
awareness and fostering the use of its resources by stakeholders. We need to
effectively convey information about the project and its outcomes to establish
critical mass, stakeholder and end-user commitment throughout the project
lifespan and beyond. To this end, we will follow these general guidelines:

¢ Communication of the SparkleFire project, its development and
outcomes to the public and media.

e Dissemination of SparkleFire objectives and results to key stakeholders and
end-users to facilitate feedback, build engagement and commitment
beyond the project lifespan.

e Exploitation of SparkleFire resources and innovations beyond the project
lifespan.

e Involvement of consortium partners in the communication and
dissemination actions to increase impact, including internal tools and
procedures to ensure the exchange of information and, thus, good
coordination between the consortium partners.

2. General objectives

The promotion of SparkleFire and its results to multiple audiences has the
following General Objectives (GO), which follow the above guidelines:

e GO1. Make knowledge, results, games, and supporting resources
available for their use and application to key stakeholders.

e GO2: Promote games and play as effective ways to raise wildfire risk
awareness among different target audiences and foster a culture of
prevention and preparedness.

e GO3: Increase communication, dissemination and exploitation impact at
local, national and European levels.

3. Target audiences

The communication, dissemination and exploitation of SparkleFire targets
multiple audiences and, ultimately, seeks that key stakeholders use the resources
the project generates to raise awareness about wildfire risk across Europe. The
comprehensive identification of target groups ensures the confinuity and
escalation of the project. In this sense, the first technical workshop (T2.1, MS7),
the pilot tests in the four European bioregions (12.5, MS9), and pilot sessions (T3.1,
MS15) and workshops (MS21 and MS22) in Paredes de Coura are key to reaching
out to key actors.

The target groups identified, from the four European bioregions and places with
similar environmental conditions or with increasing vulnerability to wildfires, are:



e Risk managers

e Game developers

e EU funding bodies

e Consortium partners and their networks

e The broad public

e Mass media

e End-users
o Local communities
o Volunteers and professional stakeholders
o Primary (Sparkids) and secondary (FireLandCraft) school students

with different learning styles and needs.

o Teachers and educators.

4. Communication

4.1. Specific objectives

The objectives of SparkleFire communication, related to the project’s
communication, dissemination and exploitation GOs, are:

GO1: Make knowledge, results, games, and supporting resources available for
their use and application to key stakeholders.

e Give public disclosure of the project results to contribute to the
advancement of a wildfire-prepared society.

GO2: Promote games and play as effective ways to raise wildfire risk awareness
among different target audiences and foster a culture of prevention and
preparedness.

e Conftribute to the public understanding of wildfire risk and the relevance
of prevention and preparedness to deal with them safely.

e Conftribute to a culture of co-existence with fire and wildfire risk reduction
in Europe.

e Engage stakeholders and end-users to promote the use of games and
play as effective educational tools to learn about fire, wildfires, and risk
management.

GO3: Increase communication, dissemination and exploitation impact at local,
national and European levels.

e Involve project partners and their institutions’ communication
departments in delivering SparkleFire communication materials.

e Make the most of partners’ communication channels and media
environment to expand the project’s reach.

e Develop the framework for partners to communicate SparkleFire
consistently.

e Ensure proper internal communication among partners for coherent
external communication.



4.2. Visual identity
Logo

The SparkleFire logo is the visual representation of the project, leading to instant
public recognition. It determines the whole visual identity of the project materials
and communication outputs. Poly and monochromatic versions of the logo are
available on Team:s for their use on different backgrounds:

WP5 > T5.1 > Logos
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Figure 1: SparkleFire logo.

Colour palette

Using the colours of the project in any communications materials gives
coherence to their design and helps make them recognisable. The colours
selected match the colours of the logo.

Crimson ember Ignitered Solar flame Golden pulse  Midnight teal Soft sand
93091c c82515 ef5f20 f4b303 09393b f2f1d5
Typography

Futura is the official font for all the project’'s documents (reports, deliverables,
PowerPoint presentations, etc.) in the Sparklefire project.

Table 1: Font styles used in SparkleFire's documents.

 Element | Size (p) | Color | Observations |

Body text 11 09393b

Section level 1 16 930%91c Set automatically by
‘Heading’ button.

Section level 2 14 09393b Set automatically by
‘Heading 2' button.

Section level 3 12 09393b Set automatically by
‘Heading 3’ button.

Section level 4 11 09393b Set automatically by

‘Heading 4’ button.



Templates and branding elements

Templates for Word documents, PowerPoint presentations, and banners for
social media build a solid SparkleFire graphic identity and are available on
Teams:

- Word and PowerPoint templates: WP5 > T5.1 > Templates
- Social media banners: WP5 > T5.1 > Communication materials > Banners

Furthermore, a roll-up has been created to increase visibility and raise brand
awareness at events, workshops, and meetings. It can be found in:

WP5 > T5.1 > Communication materials > Roll-up
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Figure 2: SparkleFire roll-up.



4.3. Materials

Throughout the project lifespan, the communication materials listed below
are/will be generated.

Brochure

Brochures are ideal for sharing key information about projects, including their
goals, activities, and partners involved, presented concisely. A brochure
featuring SparkleFire allows stakeholders to access the information easily, thus
enhancing understanding and engagement. A brochure has been created and
printed and is being used in activities and events to promote SparkleFire. The PDF
version is available on Teams: WP5 > T5.1 > Communication materials > Brochure
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Educational Impact

Goal Main features of the serious
games developed by

Figure 3: Front and back sides of the SparkleFire brochure.

Animated infographic

Following current frends and based on the belief that graphics and audiovisuals
are powerful tools to engage target audiences, SparkleFire will develop an
animated infographic. It will explain the concept, inception, educational
approach, dynamics and expected impact of the games. It will be available on
SparkleFire YouTube channel in 5 languages: English, Dutch, Portuguese, Spanish,
and Catalan.

4.4. Channels

SparkleFire has its own website and social media accounts. A delay in their use is
due to the processes associated with the fact that the project’s name changed.



Following the specific rules outlined in Annex 5 of the GA, the project is presented
on the beneficiaries’ websites or social media accounts through a project
summary, the coordinator's contact details, a list of participants, an
acknowledgement of funding, and the project results.

Website

The project website consists in a dedicated web page on the UCPKN portal to
publish allrelevant information about SparkleFire. It's the gate for the stakeholder
network to learn about the project status, news, agenda and submitted public
deliverables. It is also the main channel to reach out to the broad public and the
potential members of the network.

The project website page is accessible through the following link:

https://civil-protection-knowledge-network.europa.eu/projects/sparklefire

Union
Union
Civil Protection Applied knowledge for action

Knowledge Network

ABOUT~ ACTIVITIES~ FUNDING~ PROJECTS & EXERCISES ~ LIBRARY COMMUNITY ~ NEWS & EVENTS ~

Home / Projects /| SparkleFire

17, SparkleFire
\ ’
- + ”~ SparkleFire aims to explore, design and implement games to increase awareness of wildfire risk, applicable in the four
= + Eurcpean bioregions (Atlantic, Mediterranean, Central and Morthern).
- i y ——
+ l\WMdilres/\

SparkleFire

Overview
Page contents
Status Start End
Qverview 1 February 2025 31 January 2027
L |
Description
Project content Type Knowledge for Action in Prevention & Preparedness (KAPP)
Partner organisations EU contribution amount EUR 813 931.71
Funding source Union Civil Protection Mechanism (UCPM) [+

Figure 4: SparkleFire web page on the UCPKN portal.

Social media

Social media are used to promote SparkleFire to broad audiences, engage with
stakeholders, encourage the uptake of SparkleFire outputs and seek feedback.
Posts inform about the project, its activities (pilot tests and sessions, workshops)
and outputs. They also seek participation in the project’s activities, reaching out
to the media and connecting with other projects of interest. It is also used to
showcase partners’ achievements and relevant news related to wildfire risk
education.


https://civil-protection-knowledge-network.europa.eu/projects/sparklefire

SparkleFire has a profile on the following platforms managed by VOST:

e Facebook: @SparkleFire.EU
e Instagram: @SparkleFireEU
e Threads: @SparkleFireEU

e X: @SparkleFireEU

e Bluesky: @SparkleFireEU

e Mastodon: @SparkleFire

e TikTok: @SparkleFireEU

e YouTube: @SparkleFireEU

The SparkleFire YouTube channel will be used to archive the animated
infographic.

4.5. Tools and actions

Press releases

Press releases will be distributed to media outlets/journalists to attract media
coverage and generate publicity when newsworthy events occur. They will also
be shared with partner organisations so they can forward them to their
institution's communication offices to reach local media and create a
publication on their websites.

E-newsletters

A project e-newsletter in English will be issued yearly to inform about the project's
progress and latest results. Recipients include consortium partners, stakeholders
and experts in the SparkleFire network, and subscribers gained through the
website and social media.

4.6. EU visibility and EC channels

Under art. 17.1 in the GA, all communication and dissemination activities
(informative materials, conferences, seminars, technical publications, etfc.)
include recognition of financing by the European Union by including the EU
emblem and funding statement, translated into local languages, where
appropriate (Figure 5).

:***: Co-funded by
L the European Union

Figure 5: EU emblem and co-funding sfatement.

The following disclaimer is also included in SparkleFire communication and
dissemination outputs:

Co-funded by the European Union. Views and opinions expressed in this
document are however those of the author(s) only and do not necessarily
reflect those of the European Union or the European Commission. Neither the
European Union nor the granting authority can be held responsible for them.


https://www.facebook.com/profile.php?id=61575934555815
https://www.instagram.com/sparklefireeu/
https://www.threads.com/@sparklefireeu
https://x.com/SparkleFireEU
https://bsky.app/profile/sparklefireeu.bsky.social
https://mastodon.social/@sparklefire
https://www.tiktok.com/@sparklefireeu
https://www.youtube.com/@SparkleFireEU

Further guidelines are in the ‘Communication and visibility manual for European
Union-funded Civil Protection Actions on the DG ECHO partners’ website:

https://www.dgecho-partners-helpdesk.eu/reference-documents-visibility

The project’s social media accounts follow the EC channels below, use the
hashtags stated, and encourage partners to do the same to identify
opportunities and relevant information, and increase visibility (Table 2).

Table 2: Social media of the EC and DG ECHO.

European Commission

Facebook @European Commission

Instagram @europeancommission

X @EU_Commission

Linkedin @European Commission

Facebook @EU Civil Protection & Humanitarian Aid
Instagram @eu_echo

X @eu_echo
Linkedin @EU in Emergencies
YouTube @EUcrisisresponse

5. Dissemination

5.1. Specific objectives

The objectives of SparkleFire dissemination relate to GO1 of the project
communication, dissemination and exploitation strategy (see section 2):

GO1: Make knowledge, results, games, and supporting resources available for
their use and application to key stakeholders.

e Foster contributions from stakeholders.

¢ Promote knowledge exchange across the pilot sites.

e Ensure application, continuity, and escalation of SparkleFire.

e Encourage cross-fertilisation of ideas with other projects to maximise the
impact.

e Promote a culture of wildfire risk preparedness and prevention among
Atlantic, Mediterranean, Central and Northern Europe, and places with
similar environmental conditions or with increasing vulnerability to wildfires.

e Ensure that the project’s results are open access and free of charge.

5.2. Actions

SparkleFire events

SparkleFire runs four pilot sites to develop the board and web-based versions of
the game-based learning tool inspired by ‘Play with fire’ through a participatory
approach: the Mediterranean bioregion in Catalonia, Spain; the Atlantic
bioregion in Paredes de Coura, Portugal; the Central Europe bioregion in Noord-


https://www.dgecho-partners-helpdesk.eu/reference-documents-visibility
https://www.facebook.com/EuropeanCommission
https://www.instagram.com/europeancommission/
https://x.com/EU_Commission
https://www.linkedin.com/company/european-commission/posts/?feedView=all
https://www.facebook.com/EUinEmergencies
https://www.instagram.com/eu_echo/
https://twitter.com/eu_echo
https://www.linkedin.com/showcase/eu-in-emergencies/posts/?feedView=all
https://www.youtube.com/user/HumanitarianAidECHO

Brabant, the Netherlands, and the North Europe bioregion in Finland.
Furthermore, it holds:

e One pilot session in Paredes de Coura (MS15, M3), to start developing
Sparkids and FireLandCraft.

e One technical workshop in Solsona, Catalonia (MS7, Mé), to exchange
knowledge and expertise about the reality of the different fire-prone
areas in the EU, which will inform the adaptation of ‘Play with fire’.

e Two workshops in Pardes de Coura to train educators (Workshop | - T5.4,
MS21, M18) and empower communities (Workshop Il - T5.5, MS22, M23)
through participatory wildfire education, playing Sparkids and
FireLandCraft.

Besides consortium members, the participants in these events are stakeholders,
end-users, and external experts.

Furthermore, at the pilot site level, partners are encouraged to organise
webinars, seminars and other dissemination actions to promote SparkleFire and
its results, inviting relevant stakeholders.

External events

Consortium partners are encouraged to participate in conferences, seminars,
exhibitions, fairs, and other types of events that are good opportunities for
disseminating the project results.

Publications

Relevant scientific and technical results will be published as papers in journals
and magazines in the domain of fire protection, disaster resiience and civil
protection.

6. Exploitation

The exploitation strategy of SparkleFire ensures that the key results and
innovations developed will be sustained and further utilised beyond the project
lifetime.

6.1.Specific objectives

The objectives of SparkleFire dissemination relate to GO1 of the project
communication, dissemination and exploitation strategy (see section 2):

GO1: Make knowledge, results, games, and supporting resources available for
their use and application to key stakeholders.

e Facilitate the adoption of serious games as educational tools for wildfire
risk reduction.

e Enable long-term reuse and customisation of SparkleFire resources by
stakeholders.

e Strengthen stakeholder capacity in prevention through applied learning.

e Lay the groundwork for institutional adoption or commercialisation of
game-based tools.



6.2.Key Exploitable Results

e Board and web-based versions of a game-based learning tool inspired by
the ‘Play with fire’ game: designed to raise wildfire risk awareness among
schoolchildren, volunteers, and professional stakeholders. Multiple
languages and features for continuous improvement will be used.

It includes comprehensive materials (Teachers’ guide and Game
instructions) to support the integration of the games into school curricula,
ensuring accessibility and inclusivity for diverse learning needs.

e Sparkids: A construction game adapted from Lego to teach primary
school children about landscape management and wildfire prevention.

e FireLandCraft: A custom modification of Minecraft that simulates
traditional land management practices (e.g. grazing, forest
management) to build fire-resilient landscapes. Targeted at secondary
school students.

e Scoping inventory of serious games: A curated collection and analysis of
existing serious games related to wildfire and other hazards, including
guidance on adapting templatic games for wildfire education.

These outputs are designed to be open, inclusive, and scalable, with a strong
emphasis on accessibility, multiingual support, and integration into educational
and community resilience frameworks.

6.3. Exploitation activities

The activities seeking the exploitation of SparkleFire results place an emphasis on
digital and physical accessibility. All digital and printable resources will be
available on the project web page and the web-based version of the learning
tool and disseminated via the project and partners’ channels. Also, they are
multilingual to support local implementation across the selected bioregions.
Furthermore, the Sparkids kits will be maintained through the Toy Box initiative in
Paredes de Coura, ensuring continued use in educational settings, and
FireLandCraft will be hosted online and accessible through physical spaces in
Paredes de Coura, equipped with computers for educational use.

6.4. Intellectual Property Rights and access management

Allgame content developed under SparkleFire will be released under a Creative
Commons license for non-commercial use, while allowing partners to explore
commercial exploitation options. IPRs will be jointly managed via internal
consortium agreements to ensure tfraceability, co-ownership, and ethical reuse.

To ensure compliance with Intellectual Property considerations, the SparkleFire
consortium will utilise its proprietary media and written content for dissemination
activities. For any external materials (e.g. stock images, third-party audiovisual
supporting resources), appropriate permissions will be obtained as required.

6.5. Sustainability measures

e A key strategy to ensure the long-term accessibility, relevance, and
impact of the project’s outputs is the dual emphasis on digital and



physical accessibility. This ensures that resources remain available even
after the project ends.

Physical versions, such as the Sparkids construction set and printed game
materials, will be maintained through local infrastructures like the Toy Box
initiative in Paredes de Coura.

Regular updates to the project website, professional editing of
dissemination materials, and proactive stakeholder engagement are also
planned to maintain visibility and usability.

Additionally, the consortium will ensure compliance with EU publicity rules
and leverage its networks to promote the outputs at regional, national,
and international levels, reinforcing the project's legacy and integration
into educational and civil protection practices.

7. Key information and messages

SparkleFire provides the following information and key messages:

1)
2)
3)

4)

5)

6)

/)

8)

?)

SparkleFire's aims, methodology and results.
Lessons learned from game development.

New wildfire risks are emerging, highlighting the urgent need for
proactive education in prevention and preparedness.

Understanding the ecological role of fire, vegetation, land use, and
climate conditions is essential for effective prevention.

Traditional land management practices significantly reduce wildfire
intensity and spread.

Inclusive and place-based education improves understanding of and
engagement with preventive actions.

Participatory approaches are the way to identify and develop
innovative and effective strategies to reduce wildfire risk.

SparkleFire enables effective learning through connecting real-world
problem-solving and game-based enjoyment.

SparkleFire contributes to wildfire prevention by sharing open-access and
multilingual educational resources.

The communication and dissemination efforts are summarised in Table 3, relating
them to the information and key messages SparkleFire provides. The numbers
refer to the information and key messages above.



Table 3: Target audiences, means and information/key messages conveyed.

Target audiences Channels, materials and actions Information/Key

(see ) messages conveyed
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8. Internal communication

PCF and VOST lead WP5 ‘Communication, dissemination and exploitation’ to
ensure that SparkleFire results and outcomes are accessible and effectively
shared. In the frame of WP5, PCF and VOST are responsible for creating
communication materials and managing the project channels to inform and
engage the identified target audiences. To facilitate a smooth execution of the
project's communication and dissemination, individual and shared
responsibilities have been identified and are listed in the table below.

Table 4: WP5 tasks (T), MileStones (MS) and Deliverables (D), and the organisation(s) leading
them.

T5.1 Communication and Dissemination
-Project logo, work templates, banners, leaflets and roll-up
-Website: Manage content in main sections upon creation
-Website: Content development

-Coordination of featuring the project on partners’
websites

-IT web

-Social media

-Infographic

-Coordination of the production of a list of external events
in which to participate

-Register of communication and dissemination actions

15.2 Communication and dissemination actions progress

reports

15.3 Game instructions

15.4 Workshop [: Training technicians/educators *

15.5 Workshop Il - Educating resilient communities *

*



MS15 Project’s communication channels are up and * *

running

MS16 Game launch campaign *

MS17 Workshop | - Training technicians/educators *
MS18 Workshop Il - Educating resilient communities *
D5.1 Communication, dissemination, and exploitation *

Plan

D5.2 End users and stakeholder analysis *

D5.3 Communication, dissemination, and exploitation *

report

Furthermore, the involvement of the consortium partners in sharing relevant
information about the project’s development and its results is key to giving
visibility to SparkleFire, which fosters collaborations and increases impact. To this
end, PCF prepares a comprehensive document with key messages on the
project to ensure consistency across all communication and dissemination
actions.

Regarding internal communication management, to ensure cohesive and
productive work among the consortium partners, general guidelines on internal
communication have been provided in DI.1 ‘Project management and
monitoring plan.’

As for the Sparklefire events, PCF and VOST coordinate the associated
communication and dissemination actions under the scientific and technical
supervision of the Project Coordinator (PC), Wageningen University and Research
(WUR), and working jointly with the local partners involved.

PCF tracks all communication and dissemination actions via a shared
spreadsheet called ‘SparkleFire communication, dissemination, events & training
tracker’ (on Teams: WP5 > T5.1). This spreadsheet is key to following the impact
of the project and reporting to the EU on the communication and dissemination
of SparkleFire.

9. Communication, dissemination and exploitation
phases

Table 5 includes an approximate schedule of the communication and
dissemination actions carried out during the project. The schedule reflects a
delay in the development of some outputs (logo, website, social media) due to
a change in the project name and the subsequent approval and signing of the
GA by the EC, which took effect in Mé.

Table 5: Communication and dissemination actions phases.

- Logo
Templates
Pilot session

Roll-up
Brochure
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Technical workshop
Web page on the UCPKN platform with SparkleFire's name and logo
Social media accounts

Animated infographic development
Animated infographic development

Workshop |
Workshop |l
Animated infographic
Throughout Posting on the web page and social media
the E-newsletters
project’s Press releases
lifespan Participation in publications and dissemination events

10. Gender and diversity inclusiveness

SparkleFire is committed to gender equality and diversity inclusiveness, and this
will be reflected in its publications, graphic material and all other
communications and dissemination actions. Inclusive language and
representation of diversity are ensured. Special attention is paid to having a
balance in the participation of men and women in the different activities we
carry out (i.e. workshops) and to include underrepresented communities (i.e.
migrants, disabled, etc.) in the project’s activities.

SparkleFire is committed to ensuring:

e Diverse representation: incorporation of participants from a range of
genders, ethnicities, cultures, and backgrounds in SparkleFire’s activities
to reflect real-world diversity.

e Inclusive language: use of gender-neutral terms and inclusive language
that respects all identities.

e Balanced power dynamics: creatfion of scenarios where power and
decision-making are equally distributed among participants. Boost of
collaborative efforts and shared leadership.

e Gender bias address: challenge traditional gender roles and gender-
based discrimination to promote awareness and encourage a shift
towards greater equality.

e Diverse voices: encourage feedback and input from individuals with
diverse backgrounds and experiences.

11. Impact

The measurable values we assign to every communication and dissemination
item are crucial for assessing the effectiveness and impact of the project
communication and dissemination actions, and thus, making informed decisions
to improve performance if necessary. In this respect, a close frack of Key
Performance Indicators (KPIs) is done throughout the project lifespan (Table 6).



Table 6: KPIs per channel, materials, and actions, and measuring method.

ke | Valve | _Measuring method

N° of welbsite visitors

N° of followers on social media

N° of participants in workshops
N° of publications

N° of dissemination actions of
the project results at the
national level

N° of presentations at
internatfional conferences and
meetings

Adaptation of ‘Play with fire’

- N° of bioregion adaptations

- N° of interviews with EU
experts
- N° of experts engaged

- N° of implementation pilots

- N° of users engaged during
the 4 pilots
Sparkids

- N° of sessions to test with end-
users
- N° of sessions per group/class

FireLandCraft

- N° of sessions to test with end-
users
- N° of sessions per group/class

- N° of downloads
Scoping inventory

- Target n° of fire-related
games identified

- Target n° of other hazard-
related games idenfified

- Target n° of guidance on
adjusting templatic games to
fire

=150
500

80 (total)
4
212 (3 per country)

25

4
= 8 (2 per bioregion)

215
4
25 perregion

20

UCPKN analytics

Social media analytics

Internal register
Internal register
Internal register

Internal register

Internal register

Internal register

Internal register

Internal register
Internal register

Internal register

Internal register

Internal register

Internal register

Internal register

Internal register

Internal register
Internal register

Internal register
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