


What is Ethix?
Ethix is a thought-provoking card game for educators, 

youth workers, and facilitators. Step into real-world 
scenarios. Debate challenging ethical dilemmas. 

Test your values—and your voice. 90 dilemma cards 
and 18 persuasion styles guide you through di�cult 

decisions youth professionals face every day — 
from group dynamics and safety to inclusion, 

power, and responsibility.

Designed for:
· Trainers & facilitators in non-formal education

· Youth workers, educators, and social practitioners
    Team-building, ethics training, or reflection spaces.

What’s inside?
     90 Ethical Dilemma Cards
     18 Persuasion Style Cards
     Rulebook + Debrief Guide

    Reflection Add-ons.

Developed by Vera Goriunova & Mateusz Górecki with 
valuable contributions from colleagues across Europe 

as part of the project “Roll for Initiative”.
Graphic design by Svetlana Golubkina.

Project No. 2023-3-FR02-KA210-YOU-00017581.

Co-funded by the Erasmus+ Programme 
of the European Union



Ethix is an engaging and reflective educational game designed specifically 
for educators, youth workers, and professionals working with young people 
which invites participants to debate on various dilemmas we, as educators, 
might face in our everyday work.  It focuses on exploring the gray areas
 of professional ethics through a dialogue and friendly debate.
Participants are challenged to take a stance on real-life ethical dilemmas 
commonly encountered in educational or youth work settings as well 
as develop their argumentation and negotiation skills. The goal is not 
necessarily to “win,” but to practice critical thinking, empathy, and ethical 
reasoning while gaining insight into diverse perspectives.
We want to o�er a few options of how the cards could be used, choose 
the one which fits your goals! Or, feel free to explore your own way of using 
them — there's no one right approach. Or, feel free to explore your own way 
of using them — there's no one right approach. 

Instruction

Version #1

Setup 
1. Shu�e the Ethical Dilemma cards. 
2. Take the number of role cards equal 
to the number of players. (Make sure, 
there’s ALWAYS a moderator card, debater A, 
debater B.  The rest  are ‘judges’. 
3. Shu�e the Role cards. Each player receives 
1 Role card. They can show them to other 
players.

Materials 
a deck of cards 
with ethical dilemmas 
a timer 
Role cards: debater  A, 
debater B,  ‘judge’ 
cards, a moderator 
card.

30-60 
minutes

3-8 
players

Gameflow (Per round) 
Draw the Dilemma card: The moderator draws a dilemma card from the deck and reads 
the card aloud. 
Preparation: Players with DEBATER cards identify themselves and have 60 seconds to think 
of their arguments.
Debate: Players have 4 minutes in total to justify their position and bring convincing arguments. 
The moderator ensures respectful discussion and tracks the time.
Voting: The Judges vote on the most persuasive argument (A or B). The moderator also votes.
Scoring: the player who got the majority of votes - gets 1 point for this round. 
Shared reflection: Now you can have a small discussion on the dilemma present with all the 
members in the group, if some thoughts/ opinions/ experiences emerged (max. 5 minutes). 
Participants move to the next round! For the next round they can choose to draw the role cards by 
themselves, pick them randomly again or just ‘shift’ the roles clockwise.
The game is played for 3-5 rounds, making sure each person was a debater at least once. After 
that - participants are invited for a short reflection on the experience (see debrieifing questions). 
Winning (Optional):
The player with the most tokens at the end wins, or just enjoys the dialogue for its learning value! 



Version #2

Setup 
1. Shu�e the Ethical Dilemma cards. 
2. Take the number of role cards equal 
to the number of players. (Make sure, there’s 
ALWAYS a moderator card, debater  A, 
debater B card.  The rest  are ‘judges’. 
3. Shu�e the Role cards. Each player receives 1 
Role card. They can show them to other players.
4. Players with debater A ,debater B role pick 1 
persuasion style card from the deck. They must 
stick to the style which they have drawn while 
making their argument. They can keep those 
cards secret.

Materials 
a deck of cards with 
ethical dilemmas 
a timer 
Role cards: debater  A, 
debater B,  ‘judge’ 
cards, a moderator card
persuasion style cards

30-60 
minutes

3-8 
players

Gameflow (Per round)
Draw the Dilemma card: The moderator draws a dilemma card from the deck and reads the card aloud. 
Preparation: Players with Debater A, debater B cards identify themselves and have 60 seconds to 
think of their arguments taking in account the persuasion style which they have drawn previously.  
Debate: Players have 4 minutes in total to justify their position and bring convincing arguments. 
The moderator ensures respectful discussion and tracks the time.
Voting: The Judges vote on the most persuasive argument (Debater A, Debater B). 
The moderator also votes.
Scoring: the player who got the majority of votes – gets 1 point for this round. 
If participants wish – they could reveal their Role cards for this round. 
For the next round they can choose to draw the role cards by themselves, pick them randomly 
again or just ‘shift’ the roles clockwise.
The game is played for 3-5 rounds, making sure each person was a debater at least once. After 
that - participants are invited for a short reflection on the experience (see debrieifing questions). 
Winning (Optional):
The player with the most tokens at the end wins, or just enjoys the dialogue for its learning value! 

Version #3

Feel free to use the cards  as a  tool for reflection, 
dialogue, or group facilitation. Simply draw 
a dilemma card and invite participants to share 
their initial reactions, personal experiences, 
or ethical perspectives. You can explore the 
scenarios in pairs, small groups  as a whole group 
discussion or any other way you find suitable 
for your needs!

Feel Free!Feel free!



Debriefing question after the game 

Suggested total time: 20–30 minutes. 
You can run this reflection as a full group discussion, in pairs/trios, 
or with individual journaling followed by sharing. You do not have 
to ask all the questions, choose the ones which you feel are the most 
relevant to the experience which happened. 

WHAT? (What happened?)
What stood out to you most during the game?
What kinds of dilemmas were hardest to take a stance on? Why?
Which persuasion style did you enjoy or struggle with the most?
Did you ever feel conflicted between what you believe and what 
you have to argue? In which way?
What did you notice about how others debated or communicated 
their views?
Did anyone change their mind — including you?

SO WHAT? (What does it mean?)
What does your stance on these dilemmas reveal about your values 
as an educator/youth worker?
What did you learn about how ethical decisions are made in your role?
How do di�erent communication styles impact dialogue or influence 
in a professional setting?
How did power dynamics, personal bias, or cultural background 
show up in the debate?
How did it feel to defend a position you didn’t fully agree with 
(if that happened)?
What connections did you make between the dilemmas 
and your real-life experience?

NOW WHAT? (What will you do with this?)
How might this game change how you approach ethical challenges 
in your work?
What can you do to stay ethically grounded when under pressure?
How will you use these communication styles in real training/facilitation 
scenarios?
What kind of support or reflection do you need to make ethical decisions 
more confidently?
If you could replay a moment from your real-life practice, what would 
you do di�erently?
What conversations from the game would you like to continue beyond 
today?
If you could take one insight from this game and carry it into your next 
youth project or training, what would it be?
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