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CHAPTER I
INTRODUCTION
ERASMUS+ PROGRAM AND THE “GAME ON FOR EUROPE” PROJECT

Erasmus+ is the European Union program dedicated to education, training,
youth, and sports, which aims to promote mobility, cooperation, and
innovation at the European level. Among its actions, small-scale
partnerships in youth (KA210-YOU) represent an opportunity for small-
scale youth organizations to collaborate on innovative and educational
projects, strengthening their skills and expanding youth involvement on
crucial issues such as active citizenship, European values, and social
inclusion.
The “Game On for Europe” project fits into this framework, aiming to
promote European values through creative educational methods such as
gamification. The project brings together partners from Sweden, Italy,
Romania, and Greece with the aim of developing an educational board
game and related tools that stimulate civic participation, youth
entrepreneurship, and the inclusion of young people from disadvantaged
backgrounds.
The main objectives of the project include:
 Improving understanding of European values, civic engagement, and
participation among youth workers and young people.
 Developing creative skills and skills in the use of gamification for youth
workers.
e Actively involving marginalized young people in the co-creation and
testing of the game.
e Strengthening the digital skills and networking of partner NGOs to
support future actions.
e Disseminating the results through conferences, social media, and a
dedicated website, reaching thousands of people.
Thanks to transnational collaboration, the project integrates different
experiences to promote an inclusive and innovative approach to youth
work, responding to the Erasmus+ priorities of enhancing the civic and
social engagement of young people.
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The board game, training material on the use of gamification, and
dissemination activities will ensure a lasting impact, fostering a practical
and shared understanding of European values among young people and
practitioners.

The European Union is a project of peace, solidarity, and cooperation
based on shared values that unite millions of citizens in a common
future. In times of growing cultural diversity and global challenges, it is
essential to strengthen awareness and practice of these values,
particularly among young people, who are the protagonists of tomorrow.
This booklet aims to provide a clear overview of the EU's fundamental
values—democracy, human rights, social inclusion—and to offer practical
tools for integrating them into everyday education and youth work
activities. Promoting these values means building a more cohesive, fair,
and open European society, where every young person has the
opportunity to express themselves, participate, and contribute actively.
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Chapter Il - EUROPEAN VALUES
1. The birth of the European Union

The European Union (EU) is often perceived as a complex entity, made up
of economic regulations, budgets, and trade policies. In reality, it is much
more than economic or political cooperation: it is primarily a civilizational
project based on a deep and binding community of shared values. Born
from the ashes of war, the EU is founded on the promise of peace,
freedom, and justice for its citizens.

To understand the significance of the European Union, it is necessary to
summarize its history up to the first half of the 20th century. Europe,
which we now know as a symbol of peace, cooperation, and unity, was for
a long time the scene of devastating conflicts. Between 1914 and 1945,
two world wars ravaged the continent, leaving behind millions of dead,
destroyed economies, and a deep division between states.

After World War Il, Europe was deeply scarred by destruction, conflict,
and human rights violations. The atrocities committed, the Holocaust, and
the material and moral destruction of Europe marked an entire generation.
At the end of the conflict, many European leaders realized that the time
had come to build a new future based on cooperation rather than rivalry.
To prevent such tragedies from happening again, European countries
decided to cooperate and establish a common project that would promote
peace and prosperity.

The idea behind the European Union was born as a response to the war. It
was not just a matter of rebuilding cities or reviving the economy: trust
between European peoples had to be rebuilt.

In 1951, six countries (France, West Germany, Italy, Belgium, the
Netherlands, and Luxembourg) signed the Treaty of Paris, creating the
European Coal and Steel Community (ECSC).
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This supranational institution—that is, one with powers above those of
individual states—was the first concrete step toward European
integration. Its purpose was economic, but its significance was deeply
political: to unite rather than divide. Over time, this project evolved into
the European Union, based on values that guaranteed peace, democracy,
and rights for all.

After the success of the ECSC, the six founding states wanted to extend
cooperation to other economic areas. In 1957, they signed the Treaties of
Rome, establishing:

the European Economic Community (EEC) - with the aim of creating a
common market;

EURATOM - for cooperation in the field of nuclear energy.

These treaties marked the beginning of the construction of a Europe
united not only in principles but also in practice: freedom of movement
for people, goods, capital, and services; harmonization of agricultural and
trade policies; removal of customs duties.
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1la- From the EEC to the European Union

Over the following decades, the united Europe grew, both in terms of
member countries and political and economic powers.

In 1992, with the Maastricht Treaty, the European Union (EU) was officially
born. In addition to the economic dimension, new areas of cooperation
were introduced: foreign policy, justice, European citizenship, and
education.

In 2002, the single currency, the euro, was introduced, initially adopted by
12 countries.

Over time, other important treaties strengthened the institutional
architecture of the EU (Amsterdam 1997, Nice 2001, Lisbon 2007),
modernizing the decision-making system and expanding citizens' rights.

From six founding countries, the European Union now has 27 member
states (after the departure of the United Kingdom in 2020 - the so-called
Brexit).

What began as an economic project to help improve living standards in
post-war Europe has led to the creation of the world's largest single
market, where people, goods, services, and money can move freely. Over
the decades, the EU has expanded its scope to include areas where
cooperation between countries produces better results. The countries
that belong to the EU believe that by working together, they are stronger
and better able to tackle today's major challenges, such as climate change
and the digital transformation of our society, and major threats to health
and security, such as the COVID-19 pandemic and Russia's war of
aggression against Ukraine.

Shared values
Although Europeans speak different languages and have different

traditions, they share the same values on which the EU was founded:
respect for human dignity, freedom, democracy, equality, the rule of law,
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and respect for human rights.

These values are enshrined in the EU treaties and in the Charter of
Fundamental Rights of the European Union, which brings together all the
personal, civic, political, economic, and social rights enjoyed by EU
citizens.

1.b How the EU works

The basis for all the rules on which the EU is founded are the treaties that
all EU countries have voluntarily and democratically agreed to.

The EU acts in areas where Member States have given it the power to do so
and where it makes sense to act together, such as climate change or global
trade. To achieve its goals, EU countries have created a number of
institutions responsible for making decisions at European level and
implementing them.

The European Parliament, based in Strasbourg and Brussels, represents
the interests of EU citizens. Together with the Council, it is the EU's main
decision-making body.

The 720 members of the European Parliament, also known as MEPs, are
directly elected by EU voters every 5 years. The next elections will be held
in 2029. Each EU country elects a number of members proportional to its
population. MEPs do not sit in groups based on their nationality, but in
political groups covering several countries or as independent members.

The Council of the European Union is one of the main institutions of the
EU and is composed of ministers from all EU countries. Together with the
European Parliament, it is the main decision-making body of the EU. Every
six months, the presidency of the Council is taken over by a different EU
country. It approves European laws together with the European
Parliament; coordinates economic and budgetary policies; negotiates and
signs international agreements on behalf of the EU.

Not to be confused with the European Council, which is made up of the
heads of state or government of the 27 EU member countries, plus the
President of the European Council and the President of the European
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Commission. It sets the EU's overall political direction and strategic
priorities.

The European Commission is the executive body of the European Union:
e it proposes laws,

* ensures that they are implemented,

» manages policies and the budget,

« and represents the EU externally.

Composition

* [t is made up of 27 commissioners, one for each member state.

« Among them is the President, Ursula von der Leyen.

« Each commissioner has a portfolio, i.e. an area of responsibility (e.g.
environment, economy, competition, energy, health, etc.).

Main functions
1. Legislative initiative
e |tis the only EU institution that can propose new European laws.

e The European Parliament and the Council of the EU then discuss, amend,
and approve them.

2. Enforcement and monitoring

e |t monitors the application of EU laws in member countries.
e |If acountry does not comply with the rules, the Commission can initiate
infringement proceedings before the Court of Justice of the EU.

3. Management of the EU budget
e [t administers and controls how European funds are spent (e.g., structural
funds or Next Generation EU).

4. External representation
e [t represents the EU in international negotiations on matters within its

competence (trade, development aid, environment, etc).
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the European Union

APPOINTMENT
1.tHE EUROPEAN COUNCIL PROPOSES THE PRESIDENT OF COMMISSION
2. The European Parliament approves him/her by a vote.

3. The Member States designate their Commissioners, in agreement with
the President-designate.

4. The entire Commission is then approved by the European Parliament.

Headquarters
* Brussels, Belgium

The Court of Justice of the European Union ensures that EU law is applied
and respected in the same way in all EU countries.

The Court of Justice of the European Union (CJEU) is based in Luxembourg
and is the judicial body of the European Union.

Its main task is to ensure that EU laws are respected by:
« Member States,
« EU institutions,

 and, in some cases, companies or citizens.

The Court of Justice of the EU consists of two main bodies:

1. The Court of Justice

e Deals with more general and important issues.
e Handles appeals from Member States against EU institutions, or vice
versa.
e Provides binding interpretations of EU law at the request of national
courts (preliminary rulings).
It consists of one judge from each Member State (27 judges) + 11
advocates general.
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Main functions

1. Interpreting EU law

If a national court has doubts about how to apply a European rule, it can
ask the Court for a preliminary ruling.

2. THE GENERAL COURT
e Deals mainly with appeals brought by individuas, companies, or states
against acts of the eu institutions ( e.g. commission decisions on
competition of european funds).
It also consist of at least two judges per member state (i.e., 54 judges in
total).

Main functions

l.interpreting eu law

e if a national court has doubts about how to apply a europeanrule, it can
ask the court for a preliminary ruling.
e the court’s answer is binding on all eu countries.

2. ensuring compliance with eu law

e if a member state does not apply eu law correctly, the commission can
bring it before the court (infringement proceeding).

3. annulling unlawful eu acts

e it can annual a regulation, directive,or decision if it violets the treaties.

4. Monitoring the legality of EU institutions' actions

e |t ensures that institutions do not exceed the powers conferred on them
by the Treaties.

The European Central Bank (ECB)_is one of the most important institutions
in the European Union — it is the heart of the eurozone, i.e. the countries
that use the euro as their currency.

The ECB is the institution responsible for monetary policy in the eurozone,
i.e. the 20 EU countries that have adopted the euro (€). Its main objective
is to maintain price stability, i.e. to keep inflation down and ensure that



k%
Co-funded by k{gfk > . _ b,
the European Union ’%ﬁ‘x QI"_EIS’[OHa REARING YOUTH : '
GAM . 3

E O
FOR EUROPE

the euro retains its purchasing power.

The ECB:
1. Decides on monetary policy for the eurozone.

e 0 Sets reference interest rates.
e Regulates the amount of money in circulation.
2. Maintains price stability
e Aims for inflation of around 2% in the medium term.

3. Supervises European banks
e Through the Single Supervisory Mechanism (SSM), the ECB directly
supervises the major banks in the euro area to ensure the stability of
the financial system.

4. Manages the euro area's foreign reserves
e To intervene in the markets and support the euro if necessary.
5. Issues euro banknotes

e |In cooperation with the national central banks.
The ECB is completely independent from European political.institutions
and national governments.
This means that no government can impose decisions on it regarding
interest rates or monetary policy.
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2. Fundamental Values (Article 2 of the TEU)

The Legal Foundation of the EU

The values that define the European Union are enshrined in Article 2
of the Treaty on European Union (TEU). The EU is founded on respect
for human dignity, freedom, democracy, equality, the rule of law, and
respect for human rights, including the rights of persons belonging to
minorities. These values are what unite the 27 Member States, despite
their cultural, linguistic, and historical diversity, in a society

characterized by pluralism, non-discrimination, tolerance, justice,
solidarity, and equality between women and men.

The fundamental values represent the ethical and legal structureof
the European Union. They not only define the EU's identity as a
political and social project, but also serve as a binding prerequisite
for the accession and continued membership of its Member States.
The primary source of these values is Article 2 of the Treaty on
European Union (TEU), supplemented by the EU Charter of
Fundamental Rights.

2a. The origin and history of European values

The fundamental values of the European Union are the result of a long
historical period characterized by challenges, crises, and important
social and political achievements. Knowing and understanding the
origins of these values helps us grasp their importance and why they
are still at the heart of European integration today.

The Universal Declaration of Human Rights (1948),
The document that has had the greatest influence on European values
is the Universal Declaration of Human Rights, adopted by the UN in

1948, which enshrined the fundamental rights that every human being
should have, such as freedom of expression, the right to life and
equality, without distinction of race, sex, religion, nationality or other
factors. This document promoted the principle that human rights are
universal and that human dignity is the basis of justice and peace.
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The European Convention on Human Rights (1950)

This treaty represented a shared commitment to protect the civil and
political rights of every individual within member countries. The European
Convention on Human Rights is an international treaty adopted by the
Council of Europe (CoE) on November 4, 1950, and entered into force on
September 3, 1953. The Convention establishes a series of fundamental
civil and political rights that member states undertake to respect. The aim
is to ensure that Council of Europe member states protect human rights
and fundamental freedoms and provide effective means of protection in
the event of violations.

Main rights and freedoms in the Convention:

* Right to life.

* Prohibition of torture and inhuman or degrading treatment.

* Prohibition of slavery and forced labor.

* Right to liberty and security of person.

 Right to a fair trial.

* Right to respect for private and family life.

« Freedom of thought, conscience, and religion; freedom of expression;
freedom of assembly and association.

* Prohibition of discrimination in the enjoyment of rights.

« The ECHR is one of the most robust international instruments for the
protection of human rights.

* |t has made rights that were previously more “moral”



%
Co-funded by -

AT ®

) 5 ik
ﬁ};% Qlf’éi"étoﬂa. &EARTNGYOUTH I '
GAME ON - ' )

E
FOR EUROPE

the European Union

The Convention established the European Court of Human Rights (ECHR
Court) based in Strasbourg. Individuals who believe that a member state
has violated one of the rights in the Convention can appeal to the Court
after exhausting domestic remedies.

« The ECHR is one of the most robust international instruments for the
protection of human rights.

* It has made rights that were previously more “moral” or “political”
binding on member states. This has had a major impact on the domestic
law of European states.

It offers an international judicial remedy: thanks to the Court, violations
can be judged and states must comply with its decisions

The Charter of Fundamental Rights of the European Union

In Nice in 2000, the European Union formalized its values even more
decisively with the Charter of Fundamental Rights, which brings together
the civil, political, economic, and social rights recognized for EU citizens
and those under its jurisdiction. This charter reinforces the belief that
democracy, equality, and solidarity are the essential foundations of a
united and diverse Europe. It became legally binding with the entry into
force of the Treaty of Lisbon in 20009.



Co-funded by AP > . _ 3
the European Union et &aStoua REARINGYOUTH = & Pims
; i N L

PSSR
2b. Analysis of fundamental values

In this historical context, European values are understood as tools
for building a society that learns from history, protects every
individual, and celebrates differences as a source of wealth.
Democracy guarantees the participation of all people in decision-
making; human rights ensure freedom and dignity; social inclusion
promotes equality and cohesion in a diverse society.

The European Union is founded on the values of:

Respect for human dignity
Freedom

Democracy

Equality

The rule of law

Respect for human rights, including the rights of persons belonging
to minorities

1. Human Dignity
Human dignity is the cornerstone of all other freedoms and rights. It

is inviolable and must be respected and protected, serving as the
very foundation of fundamental rights. This means that every person,
regardless of their status, age, culture, or origin, has an intrinsic
value that must be respected. The European Union is committed to
ensuring freedom, dignity, security, and equality for all. These rights
are an essential foundation for civil coexistence and social justice.

2. Freedom

Freedom takes many forms:

Individual freedoms: freedom of thought, conscience, religion,
speech, assembly, and expression. These freedoms enable citizens to
participate actively in democratic life.

Freedom of movement: the right to move and reside freely in any EU
country.
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3. Democracy

Democracy is the foundation of the European political system. It means
that every citizen has a say in decisions that affect society through the
right to vote and active participation in public life. Democracy requires
transparency, respect for rules, and dialogue between different opinions.
The EU is a representative democracy. This means that European citizens
participate directly, through elections, in choosing their representatives
in the European Parliament. This system ensures that citizens are actively
involved in decisions that affect their lives and European integration.

4. Equality

Equality means recognizing that all citizens have the same rights before
the law. The EU is committed to eliminating all forms of discrimination
based on gender, race, sexual orientation, age, disability, religion, or
ethnic origin. Equality also includes equal opportunities and the fight
against social and economic inequalities. The principle of equality
between men and women is fundamental and applies in all areas.

5. Rule of law

The EU is based on the rule of law, which ensures that no one is above the
law and that all actions of the EU and its Member States comply with
freely and democratically agreed treaties. Law and justice are protected
by an independent judiciary. The Court of Justice of the European Union
ensures that EU law is applied uniformly, and its judgments must be
respected by all. This value ensures that citizens' rights are protected,
that justice is accessible to all, and that power cannot be exercised
arbitrarily.
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6. Human Rights

The EU recognizes and protects the civil, political, economic, andsocial
rights of its citizens. This commitment is embodied in particular in the
Charter of Fundamental Rights of the European Union.

The Charter protects human rights, including the right to freedom from
discrimination based on sex, race or ethnic origin, religion or belief,
disability, age or sexual orientation , the right to protectionof personal
data and the right of access to justice. This value includes respect for
cultural, religious, and linguistic diversity and is essential for promoting an
inclusive and respectful society, which is indispensable for social cohesion
and progress.
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2c. A united and diverse future

All these values are the glue that holds the European Union together, as
they represent concrete criteria for membership. Any country wishing to
join the EU must be prepared to respect them from the outset. Similarly,
any country that systematically violates them may be subject to sanctions
or suspension.

All these values form the moral and legal basis for EU policies: from the
protection of migrants' human rights to actions for gender equality, from
the promotion of civic participation to campaigns against racism and
xenophobia

The European Union plays an active role not only in protecting these rights
within its borders, but also in international relations, imposing human
rights clauses in its agreements with third countries and taking action in
cases of serious violations. The EU is thus committed to promoting dignity
and human rights as the basis for global cooperation and sustainable
development.

The main objectives of the European Union are:

to promote peace, EU values, and the well-being of its citizens;

to guarantee freedom, security, and justice without internal borders;

to achieve sustainable development based on balanced economic growth,
full employment, and social progress while protecting the environment;
to strengthen economic, social, and territorial cohesion and solidarity
among countries;

Europe is a collection of languages, cultures, and traditions, and the EU's
goal is to build unity without erasing differences but rather valuing them.
Promoting a European identity means creating a common space where
everyone, but especially young people, feels included, listened to, and
respected.
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In this historical context, European values are seen as tools for building a
society that learns from history, protects every individual, and celebrates
differences as a source of wealth. Democracy guarantees the participation
of all people in decision-making; human rights ensure freedom and
dignity; social inclusion promotes equality and cohesion in a diverse
society.

Democracy in the EU

Democracy is one of the fundamental pillars of the European Union. It
essentially functions as a representative democracy that guarantees the
active involvement of citizens in decisions that affect their lives and
European integration. Modern European democracy arose from the desire
to overcome the tragic experience of world wars and promote peace and
cooperation between nations. Democracy in the EU requires respect for
the rule of law and solidarity among Member States. All these values,
which form the basis of the EU, are closely interlinked: the protection of
the rule of law is essential for maintaining democracy and mutual trust, as
evidenced by the European legal mechanisms designed to ensure
compliance with the founding values

Respect for human rights

Human rights are the fundamental rights that every person possesses
simply by virtue of being human, without distinction based on:

« nationality,

« gender,

» religion,

« political opinion,

« ethnicity,

« or social status.

In everyday life, enjoying these rights means enjoying:

the right to life and security, i.e. living in a safe environment, free from
violence and threats;

the right to dignity, i.e. being treated with respect in all circumstances;
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the right to freedom of opinion and expression and to peaceful protest;
the right to education;

the right to health;

the right to work and fair conditions;

the right to equality and non-discrimination: not being treated differently
because of skin color, gender, religion, or sexual orientation;

the right to privacy: protection of personal data and private life (e.g., on
social media or at work);

the right to participation: being able to vote, participate in public
decisions, or civic initiatives.

These human rights:

protect us from abuses of power (public or private);

« guarantee equal opportunities and personal freedom;

« create a more just, inclusive, and supportive society,

« remind us that each of us has responsibilities towards others (not only
rights, but also duties).

Human rights, in everyday life, allow us to live with dignity, freedom,
security, and mutual respect at home, at school, at work, and in society.

Social inclusion

Social inclusion is a core value of the European Union, as it aims to ensure
that all citizens, regardless of their personal, social, or economic
circumstances, can participate fully in society. This value is based on the
idea that a cohesive, fair, and just society can only be achieved by
protecting the most vulnerable and reducing inequalities. Social inclusion
means removing the barriers that prevent individuals or groups from
actively participating in the community, ensuring equal opportunities in
work, education, health, and social life. It also involves combating all
forms of discrimination, exclusion, or marginalization.
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All this serves to reduce inequalities and poverty, values diversity as a
resource, and strengthens democracy because, where there is inclusion,
everyone can participate in public and social life and make their voice
heard. Social inclusion means laying solid foundations for a society in
which no one is excluded and in which all human beings have the
opportunity to participate and contribute to the common good by
supporting a model of coexistence based on acceptance, dialogue, and
solidarity.

3-European values in the world of young people

Young people are the ones who can spread these values, but firstthey
must be given the opportunity to learn about them, understand them, and
experience them in their daily lives and in every environment.

Thanks in part to European programs such as Erasmus+ and the European
Solidarity Corps, the EU is working to achieve this goal. Educating young
people about European values means building the citizens of tomorrow
who are aware, responsible, and willing to protect democracy and rights.

Promoting the fundamental values of the European Union among young
people means:

-Educating them about active citizenship

-Cultivating critical thinking

-Valuing cultural differences

-Building inclusive communities

-Combating indifference and hatred

To effectively spread these values among young people, various practical
and engaging strategies can be adopted, emphasizing both information
and the concrete practice of these principles.
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4- Main Strategies for Promoting EU Values among Young People

Education and awareness raising

Targeted civic education means introducing school programs that explain
EU values in accessible language and with concrete examples, promoting
critical understanding and a sense of European belonging. Training
programs such as awareness campaigns and school projects, educational
workshops, and seminars in schools and youth centers are essential for
exploring values such as democracy, equality, human rights, and solidarity.

Activation and participation

Another crucial aspect is involving young people in civic and political
participation activities. Mobility programs such as Erasmus+, which
promote cultural exchange and cooperation, allow them to live, study, and
work in other European countries, strengthening their sense of belonging
and responsibility towards shared values.

Promotion of social projects and initiatives

Encouraging the creation of active citizenship projects, such as youth
associations, anti-discrimination campaigns, and solidarity initiatives, can
foster a sense of responsibility and mutual respect among young people.
Creation of forums and working groups where young people can discuss
these values, reflect on specific cases, and propose ideas for a more just
and democratic society. Promoting campaigns on human rights, equality,
environmental sustainability, and civic participation by involving young
people in local or European volunteering through networks and
associations.
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Use of digital channels and social media

Leveraging social media, online platforms, and digital campaigns to
spread EU values in a creative, inclusive way that is close to the language
of young people, by organizing contests, videos, podcasts, and online
debates. Innovating the approach through digital platforms and social
media makes it possible to reach a young audience, promoting dialogue,
the dissemination of values, and participation in awareness campaigns.
Interactive awareness-raising activities with workshops, debates,
simulations of democratic processes, storytelling, and the use of social
media stimulate interest and active participation in issues of democracy,
human rights, and equality.

Involvement in decision-making

Create spaces for dialogue and discussion where young people can
express their ideas, influence local and European policies, participate in
public consultations, and develop projects with a social impact. Direct
interaction between young people and decision-making processes helps
to build a democratic culture and strengthen their sense of belonging and
responsibility. Promoting initiatives that stimulate political and social
engagement, such as campaigns against discrimination, environmental
initiatives, petitions, and activities to educate young people about civil
rights and democracy.

These activities help young people understand and experience
fundamental European values not only as abstract norms, but as
principles to be applied in everyday life and in building the future.
Education, participation, and communication are the most effective
strategies for engaging young people and promoting the fundamental
values of the EU, helping to shape the informed and active European
citizens of tomorrow. The promotion of mobility programs, the
development of volunteering initiatives, and the use of digital tools are
essential elements in strengthening the sense of belonging and the
principles of solidarity, respect, and democracy.
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In particular, in order to spread the fundamental values of the EU among
young people, some creative ideas can be considered, such as:

Digital storytelling: Creating short videos, podcasts, or comics that tell
stories of young people who embody values such as democracy, solidarity,

or equality, making the issues more relatable and inspiring.

Role-playing and simulations: Organizing activities that simulate
democratic processes (such as the European Parliament) or debates on
human rights issues, to give young people first-hand experience of the
importance of these values.

Social media campaigns with viral challenges: Launching challenges on
platforms such as TikTok or Instagram that invite young people to show
concrete actions inspired by EU values, such as solidarity or the fight
against discrimination.

Creative workshops and hackathons: Involve young people in social or
digital innovation projects that address issues such as inclusion, legality,

or environmental protection, using new technologies.

Collaborations with influencers and young leaders: Have role models
within the youth world explain the meaning and importance of European
values in an authentic and engaging way.

Inclusive cultural and sporting events: Organize concerts, art exhibitions,

or sports tournaments that promote diversity, respect, and collaboration
among young people from different backgrounds.

Spaces for dialogue and peer education: Create forums and discussion
groups led by young people to exchange ideas and experiences and
propose initiatives related to EU values, promoting empowerment.
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These ideas support active and creative involvement, which is essential
for instilling awareness and daily practice of European values in young
people.

If we want to draw young people's attention to certain values such as
democracy and participation among young people, we can consider some
proposals for targeted youth events:

Parliamentary simulations and citizens' assemblies: Events in which young
people recreate the functioning of a parliament or city council, discussing
current issues and making collective decisions to understand the value of
democratic deliberation.

Youth participation festivals: Days dedicated to workshops, motivational
speakers, project exhibitions, and interactive workshops that illustrate
how young people can actively participate in political and social life.

Civic hackathons: Idea marathons in which young people develop
innovative projects to improve democratic participation, for example
through apps, awareness campaigns, or volunteer initiatives.

Spaces for dialogue with local institutions: Informal meetings with

political representatives, administrators, and activists to encourage
direct discussion and grassroots political education that stimulates civic
engagement.

Short film or podcast competition: Creative contests in which young

people share stories, experiences, or visions about democracy and
participation, with prizes for the most original and incisive ideas.

Civic volunteering days: Organization of volunteering activities in local
communities to convey the importance of actively contributing to the
improvement of society.
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Thematic round tables: Public debates on current and future issues, with

the participation of young experts and citizens, to stimulate critical
thinking and reasoned dialogue.

These events create concrete opportunities to exercise and understand
democracy, promoting awareness and active participation of young
people in society.

The fundamental values of the European Union are not abstract concepts:
they become real when they are experienced every day, especially among
young people.

Socio-educational activities play a key role in transforming these values
into concrete experiences through participatory, inclusive activities
based on non-formal learning. Socio-educational activities are a set of
activities and interventions aimed at groups (children, young people,
young adults) with the aim of promoting personal growth, participation,
inclusion, and the development of social relationships. It represents a
bridge between theory and practice because it does not limit itself to
teaching values, but allows them to be lived and experienced. It is a
genuine educational activity that uses tools such as games and creative
workshops, artistic, sporting, and theatrical activities, group discussions,
and opportunities for exchange. This creates situations in which people
can express themselves, collaborate, develop social skills, and strengthen
their sense of belonging to the community. It is a way of educating
through experience and active participation.

Youth work and socio-educational activities play a key role in
transforming these values into concrete experiences, especially through
innovative approaches such as “gamification.”
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5- What is Gamification (and why does it work)

Gamification is the use of typical game elements (points, missions, levels,
storytelling) in educational contexts.

Why it is effective with young people:

-it increases motivation

-it promotes experiential learning

-it stimulates collaboration and problem solving

- makes abstract concepts such as “rights” or “citizenship” visible

Examples of how to promote European values with practical tools

1. Citizenship missions

Create weekly missions such as:

- interviewing people in the neighborhood
- organizing a micro-action of solidarity

- documenting examples of inclusion

Each mission is linked to a European value.
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2. Role play & simulations

- European Parliament simulation

- Role play on discrimination/migration

- Human rights court

Helps develop empathy and critical thinking.

3. Collaborative challenges

Divide young people into teams that must:

- solve fictitious social problems

- design an inclusive city

- create social media campaigns on EU values

4. Badges and levels

Award symbolic badges:

-Inclusion Hero

-Democracy Defender

-Solidarity Champion

Non-competitive, but based on participation.

5. Storytelling

Use a guiding story (e.g., a trip to Europe, an imaginary future) where each
stage represents a value.

Integrate these concepts into young people's daily lives

Concrete suggestions:
start each meeting with an emotional “check-in”

use shared decisions
value cultural differences within the group
give participants active roles

end activities with moments of reflection (“what have we learned??”)
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Promoting European values therefore means not only explaining them,
but bringing them to life. Through play, experience, and active
participation, young people become protagonists of social change.
Thanks to the use of non-formal and informal education methods, young
people develop key skills, positive attitudes towards diversity, and
greater awareness of their role in society.

Gamification transforms learning into a participatory, experiential, and
youth-centered process.

Learning Objectives

The proposed activities aim to:

- strengthen understanding of fundamental European values

- promote active participation and a sense of civic responsibility

- develop social, intercultural, and communication skills

- encourage the inclusion of young people with fewer opportunities
- stimulate critical thinking and democratic awareness

Methodological approach

The project adopts an approach based on:
-non-formal education

-learning by doing

-peer learning

-gamification

-co-creation

-structured reflection

Young people are involved as co-protagonists in the educational process,
contributing to the design of activities, the definition of rules, and the
evaluation of results.
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European values as transversal skills
European values are translated into practical skills:

Value / Skills developed

Human dignity / empathy, respect, emotional awareness

Freedom / critical thinking, self-expression
democracy / participation, shared leadership
Equality / inclusion, cooperation

Rule of law  / responsibility, fair play
Solidarity / teamwork, active citizenship
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6- Integrating the fundamental values of the European Union into
everyday youth work

Youth workers and educators can integrate European values through:

structured reflection (debriefing)
shared decision making
intercultural activities

empowering participants
creating safe spaces
valuing diversity

This approach contributes to the development of key European skills and
supports the autonomy of young people as active citizens.

The project contributes to:

- greater civic awareness

- increased social participation

- strengthening inclusion

- developing soft skills

- youth empowerment

- creating more resilient communities

Through gamification and youth work, European values become lived
experiences.

Young people are not simply beneficiaries, but agents of change capable
of building more inclusive, democratic, and supportive societies.
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7.Conclusions

Building a united and diverse Europe is not a utopia, but a concrete
process that stems from an awareness of shared values. Involving young
people and making them an active part of the implementation and
dissemination of these values can be the spark that ignites in the younger
generations the desire for a more just, inclusive, and democratic Europe.
Educating young people about European values means educating them
about active citizenship, peaceful coexistence, solidarity between
peoples, and shared progress. Promoting European values among young
people is not only an institutional duty, but also an extraordinary
opportunity to build a stronger, more inclusive, and democratic Europe.
Through daily work in schools, youth centers, and associations, it is
possible to stimulate active and informed participation, capable of
transforming principles into concrete actions. The future of Europe
depends on the ability of every young citizen to feel part of a community
where rights are respected, diversity is valued, and democracy is the
engine of positive and shared change. European democracy requires the
constant participation and vigilance of its citizens, and promoting this
value among young people means equipping them with the tools they
need to be not only voters, but also agents of change in the future of the
European Union. The future of Europe depends on how well we are able to
embrace these values in our daily lives, in our choices, and in our
communities.
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CHAPTER I
Gamification as a creative approach to youth engagement (Greece)

Introduction

Youth participation is widely recognized as one of the cornerstones of
democratic societies and sustainable community development. Across Europe,
young people play an increasingly important role in addressing social challenges,
promoting innovation, supporting inclusion, and contributing to democratic
processes. At the same time, youth workers, educators, and civil society
organizations face significant challenges in maintaining the engagement and
motivation of young people in an era characterized by rapid technological
change, information overload, and evolving patterns of social interaction.
Traditional educational and participatory approaches often struggle to capture
the interest of young people who have grown up in highly interactive digital
environments. Today’s youth are accustomed to immediate feedback,
personalized experiences, social connectivity, and interactive forms of
communication. As a result, youth work must continuously adapt and innovate in
order to remain relevant and effective.

One methodology that has gained significant attention in recent years is
gamification. Gamification refers to the use of game design elements, game
mechanics, and game-thinking approaches in non-game contexts. It involves
incorporating elements such as points, badges, levels, missions, challenges,
storytelling, rewards, and feedback systems into educational and social
activities. The purpose is not merely to make activities more entertaining but to
increase motivation, participation, engagement, and learning outcomes.

The growing popularity of gamification is closely linked to the recognition that
games possess unique motivational qualities. Well-designed games encourage
persistence, problem-solving, collaboration, creativity, and resilience.
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They provide participants with clear goals, immediate feedback, opportunities
for progression, and a sense of achievement. These same principles can be
applied to youth work and education in ways that encourage meaningful
participation and personal development.

Within the framework of youth work, gamification offers significant opportunities
for promoting active citizenship, European values, social inclusion, and social
entrepreneurship. Through carefully designed gamified experiences, young
people can develop knowledge, skills, attitudes, and competencies that support
their personal growth and their active involvement in society.

The Erasmus+ KA210 project “Game On for Europe” recognizes the
transformative potential of gamification as a tool for youth engagement. By
integrating game elements into educational activities, youth workers can create
learning environments that are more dynamic, inclusive, and motivating. Such
environments encourage young people to take initiative, collaborate with others,
explore complex issues, and contribute positively to their communities.
Gamification is particularly relevant in the context of contemporary Europe. The
European Union continues to face complex social, economic, environmental, and
political challenges. Climate change, digital transformation, migration, social
inequalities, and democratic participation are among the issues that require
active engagement from younger generations. Young people must be equipped
not only with knowledge but also with the confidence, creativity, and motivation
necessary to address these challenges.

One of the strengths of gamification lies in its ability to transform abstract
concepts into concrete experiences. Topics such as democracy, human rights,
social inclusion, and European citizenship can sometimes appear distant or
theoretical to young people. Through gamified activities, these concepts become
tangible and relevant. Participants can explore democratic processes through
simulations, understand social challenges through missions and quests, and
develop entrepreneurial skills through problem-solving activities.

Another important aspect of gamification is its adaptability. Gamified
approaches can be implemented in various contexts, including youth centers,
schools, community organizations, international youth exchanges, training
courses, volunteering projects, and online learning environments. Activities can
be designed for different age groups, educational backgrounds, and cultural
contexts. This flexibility makes gamification a highly valuable methodology for
youth workers operating in diverse environments.
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However, effective gamification requires more than simply adding points or
rewards to activities. Successful gamification is grounded in clear educational
objectives, thoughtful design, and meaningful participation. Game elements
should support learning rather than distract from it. Activities should encourage
reflection, collaboration, and real-world application. When these conditions are
met, gamification can become a powerful catalyst for engagement and learning.
This publication explores gamification as a creative approach to youth
engagement and provides youth workers with theoretical knowledge, practical
guidance, and examples of good practice. It examines the psychological
foundations of gamification, its relationship to non-formal education, and its
potential to promote active citizenship, European values, and social
entrepreneurship.

Ultimately, gamification should be viewed not as a trend but as a methodology
that responds to the evolving needs of young people and contemporary society.
By combining creativity, participation, and purposeful learning, gamification
offers new possibilities for empowering young people and strengthening their
role as active citizens within Europe and beyond.

Youth Engagement in Contemporary Europe

Youth engagement refers to the active and meaningful participation of young
people in activities, decisions, and processes that affect their lives and
communities. It encompasses a wide range of forms of participation, including
volunteering, civic  engagement, democratic participation,  social
entrepreneurship, environmental activism, cultural initiatives, and community
development.

The concept of youth engagement has become increasingly important within
European policy frameworks. The European Youth Strategy emphasizes the need
to empower young people, strengthen their participation in democratic life, and
create opportunities for personal and professional development. Similarly, the
Erasmus+ Programme supports projects that promote participation, inclusion,
and active citizenship among young people across Europe.

Despite these efforts, many young people continue to face barriers to
participation. These barriers may be social, economic, cultural, geographical, or
psychological. Young people living in disadvantaged communities may have
limited access to educational and social opportunities. Others may experience
discrimination, exclusion, or a lack of confidence that prevents them from
becoming actively involved.
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Furthermore, traditional forms of participation do not always resonate with
younger generations. Many young people perceive formal political structures as
distant and inaccessible. Instead, they often prefer more flexible, participatory,
and issue-based forms of engagement. They are more likely to participate when
activities are interactive, meaningful, collaborative, and connected to real-world
challenges.

This changing landscape presents both opportunities and challenges for youth
workers. On one hand, new technologies and communication platforms provide
innovative ways of engaging young people. On the other hand, maintaining
motivation and sustained participation requires methodologies that align with
the interests and expectations of contemporary youth.

Gamification offers a particularly effective response to these challenges. By
incorporating game elements into educational and social activities, youth
workers can create experiences that are engaging, motivating, and meaningful.
Gamification transforms participation from a passive activity into an active
journey characterized by exploration, achievement, collaboration, and reflection.
Research consistently demonstrates that young people are more likely to engage
when activities provide opportunities for autonomy, competence, and social
connection. These three elements are central to many gamified experiences.
Participants are given meaningful choices, opportunities to develop skills, and
chances to collaborate with others. As a result, they become more invested in
the learning process and more motivated to participate.

In addition, gamification helps create a sense of progression. Young people can
see their achievements, monitor their development, and celebrate milestones
along the way. This visible progression contributes to increased confidence and
sustained engagement.

Youth engagement is not simply about participation for its own sake. Meaningful
engagement empowers young people to become active contributors to society.
It enables them to develop critical thinking skills, strengthen their sense of
responsibility, and gain experience in addressing real-world challenges. Through
participation, young people become better prepared to contribute to democratic
processes, social innovation, and community development.

For this reason, gamification should always be linked to broader educational and
social objectives. The goal is not merely to create enjoyable activities but to
support learning, empowerment, and positive social impact. When designed
thoughtfully, gamified experiences can inspire young people to become active
citizens who contribute to building more inclusive, democratic, and sustainable
communities.
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Understanding Gamification: A Modern Methodology for Youth Engagement

Gamification has emerged as one of the most innovative and effective
methodologies for engaging young people in educational, social, and
community-based activities. Although the concept has gained significant
popularity during the last decade, the fundamental principles behind
gamification have existed for centuries. Human beings have always been
motivated by challenges, achievements, recognition, competition, cooperation,
and storytelling. Gamification builds upon these natural motivational drivers and
applies them to contexts that are not traditionally associated with games.

At its simplest level, gamification can be defined as the application of game
design elements and game-thinking principles in non-game environments. These
elements may include points, badges, levels, challenges, missions, rewards,
progress indicators, storytelling, leaderboards, and feedback systems. The
purpose of integrating these elements is to increase motivation, participation,
engagement, and learning.

However, gamification should not be confused with playing games. While games
are complete systems designed primarily for entertainment, gamification
involves the strategic use of selected game elements within educational, social,
or professional activities. The objective is not necessarily to create a game but to
make existing activities more engaging and meaningful.

For example, a youth workshop on environmental sustainability may traditionally
involve presentations, discussions, and group work. Through gamification,
participants could become “Climate Action Heroes” who complete
environmental missions, earn sustainability badges, solve community challenges,
and collaborate with others to unlock new achievements. The educational
objectives remain unchanged, but the experience becomes more interactive and
motivating.

One reason gamification has become so influential is that it addresses many of
the challenges associated with contemporary youth engagement. Today’s young
people are growing up in environments characterized by digital technologies,
social media, instant communication, and interactive content. They are
accustomed to receiving immediate feedback, making choices, and participating
actively in online communities. Traditional educational methods sometimes
struggle to compete with these highly engaging environments.
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Gamification offers a bridge between traditional learning approaches and the
expectations of modern learners. By incorporating interactive and participatory
elements into educational activities, youth workers can create experiences that
feel more relevant and engaging. Participants become active contributors rather
than passive recipients of information.

An important aspect of gamification is that it encourages voluntary participation.
Unlike compulsory educational activities, gamified experiences often generate
intrinsic motivation. Participants engage because they enjoy the process,
appreciate the challenge, and value the sense of achievement. This voluntary
engagement is particularly important in youth work, where participation is often
based on personal interest and motivation.

Another key characteristic of gamification is progression. Human beings
naturally enjoy experiences that allow them to improve, develop competencies,
and achieve goals. Well-designed gamified activities provide clear pathways for
progression, helping participants recognize their growth and maintain motivation
over time. This progression can be represented through levels, achievements,
skill development pathways, or competency frameworks.

Feedback is equally important. In traditional educational settings, feedback is
often delayed and limited. Gamification introduces continuous feedback
mechanisms that help participants understand their progress, celebrate
achievements, and identify areas for improvement. Immediate feedback
strengthens learning by connecting actions with outcomes.

Gamification is also highly adaptable. It can be applied in youth centers, schools,
universities, community organizations, volunteer programmes, entrepreneurship
initiatives, environmental projects, and international exchanges. Activities can be
delivered online, offline, or through blended approaches. This flexibility makes
gamification accessible to organizations regardless of their size or available
resources.

For youth workers, gamification should not be viewed merely as a collection of
techniques. Rather, it represents a way of thinking about participation, learning,
and engagement. Effective gamification begins with understanding the needs,
interests, and motivations of participants. It requires thoughtful design and a
clear connection between game elements and educational objectives.
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When implemented effectively, gamification can contribute to a wide range of
outcomes. It can increase participation, strengthen collaboration, improve
learning outcomes, support skill development, encourage creativity, and
promote active citizenship. It can also help create inclusive environments where
young people feel valued, motivated, and empowered to contribute.

The growing recognition of gamification within Erasmus+ projects reflects its
potential to address key priorities of European youth work. By supporting
participation, inclusion, innovation, and active citizenship, gamification aligns
closely with the objectives of the Erasmus+ Programme and the European Youth
Strategy. As a result, it is increasingly used as a methodology for empowering
young people and strengthening their engagement in society.

The Historical Development of Gamification

Although the term “gamification” is relatively recent, the underlying principles
have existed throughout human history. Long before the development of digital
technologies, societies used game-like systems to encourage participation,
reward achievement, and promote learning.

Ancient civilizations frequently incorporated competition and recognition into
educational and social activities. In Ancient Greece, athletic competitions were
used not only for entertainment but also to promote values such as discipline,
excellence, and civic pride. Participants were motivated by recognition, status,
and the opportunity to demonstrate their abilities.

Similarly, throughout history, apprenticeships often included progression
systems in which learners advanced through different stages of mastery.
Recognition of achievement served as a powerful motivator, encouraging
individuals to continue developing their skills. These early systems contained
many of the elements that are now associated with gamification, including
progression, feedback, achievement, and rewards.

The modern concept of gamification began to emerge during the late twentieth
century. Researchers studying motivation and learning increasingly recognized
that games possessed unique qualities capable of encouraging sustained
engagement. Educational theorists observed that games could create
environments where participants willingly invested time and effort in solving
problems, acquiring knowledge, and developing skills.



Co-funded by
the European Union

AME O
FOR EUROPE

The rapid growth of digital technologies during the 1990s and 2000s further
accelerated interest in gamification. Video games demonstrated an extraordinary
ability to capture attention and motivate players. Designers began exploring how
similar principles could be applied to education, health care, business, and social
initiatives.

The term “gamification” gained widespread attention around 2010. Organizations
across various sectors started implementing game elements to encourage
desired behaviors. Educational institutions used badges and achievement
systems to motivate learners. Businesses introduced reward systems to improve
employee engagement. Health organizations developed applications that
encouraged physical activity through challenges and progress tracking.

Within youth work, gamification quickly gained popularity because it aligned
closely with the principles of non-formal education. Youth workers recognized
that game-based approaches could create engaging learning experiences while
supporting personal development, participation, and social inclusion.

The development of mobile technologies further expanded the possibilities of
gamification. Smartphones and tablets enabled the creation of location-based
games, digital scavenger hunts, interactive learning platforms, and community
engagement applications. Young people could participate in gamified activities
both online and offline, increasing accessibility and flexibility.

In recent years, advances in virtual reality, augmented reality, artificial
intelligence, and digital collaboration tools have created new opportunities for
gamified learning. These technologies allow participants to engage in immersive
experiences that combine education, exploration, and social interaction.

Despite these technological developments, it is important to recognize that
effective gamification does not depend on technology. Many successful youth
work activities rely entirely on non-digital approaches such as role-playing,
storytelling, simulations, missions, and community challenges. The essence of
gamification lies not in technology itself but in the thoughtful application of
motivational principles.

Today, gamification is recognized as a valuable methodology within youth work,
education, and community development. It continues to evolve as researchers,
practitioners, and organizations explore new ways of combining learning,
participation, and engagement.
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The future of gamification is likely to involve greater personalization, increased
use of immersive technologies, and stronger connections between digital and
real-world experiences. However, its fundamental purpose will remain the same:
to create meaningful experiences that motivate individuals to learn, participate,
and contribute to society.

The Psychological Foundations of Gamification

To understand why gamification is so effective, it is essential to explore the
psychological mechanisms that influence human motivation and behavior.
Gamification is not simply about adding points or rewards to activities. Its
effectiveness stems from its ability to address fundamental psychological needs
and create conditions that support engagement, learning, and personal
development.

One of the most influential theories associated with gamification is Self-
Determination Theory, developed by psychologists Edward Deci and Richard
Ryan. According to this theory, human beings are motivated when three basic
psychological needs are satisfied: autonomy, competence, and relatedness.
Autonomy refers to the need to experience choice and control over one’s
actions. Young people are more likely to engage when they feel that they have
meaningful opportunities to make decisions and influence outcomes. Gamified
activities often support autonomy by providing multiple pathways, optional
challenges, and opportunities for creativity.

Competence refers to the need to feel capable and effective. Individuals are
motivated when they experience progress and achievement. Game elements
such as levels, achievements, missions, and feedback systems help participants
recognize their development and build confidence in their abilities.

Relatedness refers to the need for social connection and belonging. Human
beings are inherently social, and meaningful relationships play a crucial role in
motivation. Collaborative challenges, team missions, peer support, and
community-building activities help satisfy this need.

Another important psychological concept is Flow Theory, developed by Mihaly
Csikszentmihalyi. Flow describes a state of deep engagement and concentration
in which individuals become fully immersed in an activity. During flow
experiences, participants lose track of time, remain highly focused, and
experience a sense of enjoyment and fulfillment.
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Flow occurs when there is an appropriate balance between challenge and skill. If
a task is too easy, participants become bored. If it is too difficult, they become
frustrated. Effective gamification carefully balances challenge and skill
development, helping participants remain engaged while continuously improving
their abilities.

Experiential Learning Theory also provides important insights into gamification.
According to David Kolb, learning is most effective when individuals actively
engage in experiences, reflect on those experiences, draw conclusions, and apply
their learning in new situations. Gamified activities naturally support this cycle
by encouraging action, reflection, experimentation, and adaptation.

Social Learning Theory emphasizes the importance of observation and
interaction in the learning process. Young people learn not only from their own
experiences but also from observing others. Collaborative gamification creates
opportunities for peer learning, role modeling, and shared problem-solving.
These psychological foundations explain why gamification can be such a
powerful tool for youth engagement. By satisfying fundamental human needs,
creating opportunities for achievement, and supporting meaningful social
interactions, gamification transforms learning into an experience that is both
enjoyable and impactful.

Motivation, Engagement and Learning Through Gamification

Motivation is one of the most important factors influencing learning,
participation, and personal development. Regardless of how well-designed an
educational programme may be, meaningful learning cannot occur if participants
are not motivated to engage with the content and activities. For youth workers,
understanding motivation is therefore essential when designing educational
experiences that inspire active participation.

Gamification has gained considerable attention because of its ability to increase
motivation. However, to use gamification effectively, youth workers must first
understand the different forms of motivation and how they influence behavior.
Psychologists generally distinguish between intrinsic and extrinsic motivation.
Intrinsic motivation refers to engaging in an activity because it is personally
rewarding. A young person who volunteers because they genuinely care about
helping others is acting from intrinsic motivation. Similarly, a participant who
enjoys solving problems or learning new skills is motivated by internal
satisfaction rather than external rewards.
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Extrinsic motivation, on the other hand, involves engaging in an activity because
of external incentives such as rewards, recognition, prizes, or social approval.
While extrinsic motivators can be effective, they often produce short-term
engagement unless they are connected to deeper personal meaning.

Successful gamification combines both forms of motivation. Badges, points, and
achievements provide external recognition, while meaningful challenges,
personal growth, and social impact strengthen intrinsic motivation. The goal is
not merely to encourage participation but to help young people discover value
and purpose in the activities they undertake.

Engagement is closely linked to motivation. Engaged participants are attentive,
emotionally invested, and willing to invest effort in learning and problem-solving.
Gamified activities support engagement by providing clear goals, immediate
feedback, opportunities for progression, and meaningful challenges.

Another factor contributing to engagement is curiosity. Human beings naturally
seek novelty and exploration. Gamification often incorporates mystery,
storytelling, and discovery to stimulate curiosity and encourage participation.
Participants become eager to uncover new information, unlock achievements,
and progress through challenges.

Learning is also enhanced when participants feel emotionally connected to an
experience. Traditional educational methods sometimes emphasize
memorization rather than meaningful understanding. Gamification creates
emotional engagement through narratives, collaboration, competition, and
achievement. These emotional connections improve knowledge retention and
strengthen learning outcomes.

Youth workers should remember that motivation is highly individual. What
motivates one participant may not motivate another. Some young people enjoy
competition, while others prefer collaboration. Some are motivated by social
interaction, while others value personal achievement. Effective gamification
provides multiple pathways for engagement, allowing participants to find
experiences that resonate with their interests and preferences.

Ultimately, gamification works because it transforms learning into an active and
meaningful process. Rather than simply receiving information, participants
become explorers, problem-solvers, creators, and contributors. This shift from
passive consumption to active participation significantly enhances motivation,
engagement, and learning.
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Self-Determination Theory and Gamification

One of the most influential theories supporting gamification is Self-
Determination Theory (SDT), developed by psychologists Edward Deci and
Richard Ryan. This theory provides a framework for understanding human
motivation and explains why certain activities are more engaging than others.
According to Self-Determination Theory, all human beings possess three
fundamental psychological needs:
Autonomy
Autonomy refers to the need for choice, independence, and personal control.
People are more motivated when they feel that they have ownership over their
actions and decisions.
In youth work, autonomy can be promoted by allowing participants to choose
activities, design projects, select challenges, and influence outcomes.
Gamification supports autonomy by offering multiple pathways, optional
missions, and opportunities for creativity.
For example, a youth project on European citizenship could offer several
missions related to democracy, inclusion, sustainability, and entrepreneurship.
Participants choose which missions to complete based on their interests and
goals.
Competence
Competence refers to the need to feel capable, effective, and successful.
Individuals are motivated when they experience progress and mastery.
Gamification addresses competence through:

e Levels
Skill progression
Achievements
Challenges
Feedback systems
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When participants successfully complete missions and receive recognition for
their achievements, they develop confidence in their abilities.

Competence is particularly important for young people who may have
experienced failure or exclusion in traditional educational settings. Gamified
activities can provide opportunities for success and help rebuild self-confidence.
Relatedness

Relatedness refers to the need for social connection, belonging, and meaningful
relationships.

Youth work is fundamentally relational. Young people are often motivated by
friendships, teamwork, and social interaction. Gamification supports relatedness
through collaborative challenges, team missions, peer mentoring, and shared
achievements.

When participants feel connected to others, they are more likely to remain
engaged and committed to activities.

For youth workers, understanding these three psychological needs is essential.
Effective gamification should support autonomy, competence, and relatedness
simultaneously. Activities that satisfy these needs create deeper and more
sustainable engagement than activities that rely solely on external rewards.
Self-Determination Theory reminds us that gamification is not about
manipulation. Its purpose is to create environments where young people can
thrive, develop competencies, build relationships, and experience meaningful
participation.

Flow Theory and Meaningful Participation

Another important psychological framework associated with gamification is Flow
Theory, developed by psychologist Mihaly Csikszentmihalyi.

Flow refers to a mental state of complete immersion and concentration in an
activity. During flow experiences, people become fully absorbed in what they are
doing. They lose track of time, remain highly focused, and experience deep
satisfaction.

Most people have experienced flow at some point in their lives. It may occur
while playing sports, creating art, solving problems, performing music, or
participating in engaging conversations. Flow is often described as an optimal
state of experience because it combines enjoyment, concentration, and
achievement.
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Gamification seeks to create conditions that increase the likelihood of flow
experiences.
According to Flow Theory, flow occurs when there is a balance between
challenge and skill.
If challenges are too easy, participants become bored.
If challenges are too difficult, participants become anxious or frustrated.
The most engaging experiences occur when challenges stretch participants’
abilities without overwhelming them.
This principle has important implications for youth work.
Activities should be designed to:

e Match participants’ abilities

e Provide gradual progression

o Offer achievable challenges

e Encourage skill development

e Maintain engagement over time
For example, a gamified social entrepreneurship programme might begin with
simple challenges related to identifying community problems. As participants
gain confidence and knowledge, they progress to more complex tasks such as
designing solutions, developing business models, and presenting proposals.
Flow is also supported by:
Clear Goals
Participants need to understand what they are trying to achieve.
Immediate Feedback
Feedback helps participants adjust their actions and maintain progress.
Sense of Control
Participants should feel capable of influencing outcomes.
Concentration
Activities should minimize distractions and encourage focus.
Meaningful Purpose
Participants are more likely to experience flow when activities align with their
values and interests.
Flow experiences are particularly valuable because they promote intrinsic
motivation. Young people participate because they enjoy the activity itself rather
than because they are seeking external rewards.
Within the context of Erasmus+ projects, flow can help transform educational
activities into memorable experiences that inspire long-term learning and
engagement.
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Gamification in Non-Formal Education

Non-formal education is one of the defining characteristics of youth work. Unlike
formal education, which typically follows structured curricula and standardized
assessment systems, non-formal education emphasizes participation,
experience, reflection, and personal development.
The principles of non-formal education include:
Learner-centered approaches
Voluntary participation
Experiential learning
Reflection
Collaboration

e Personal growth
Gamification aligns naturally with these principles.
Both non-formal education and gamification prioritize active participation.
Instead of passively receiving information, participants engage directly with
experiences, challenges, and problem-solving activities.
Gamified learning experiences encourage young people to:

e Explore ideas

e Experiment with solutions

e Learn from mistakes

e Collaborate with peers

e Reflect on outcomes

This process supports deeper learning and stronger retention of knowledge.

One of the strengths of non-formal education is its flexibility. Activities can be
adapted to the needs, interests, and contexts of participants. Gamification
enhances this flexibility by providing creative ways of structuring learning
experiences.

For example, a workshop on European values could be transformed into a quest
where participants travel through different “European regions,” complete
challenges related to democracy and human rights, and earn achievements for
demonstrating understanding and collaboration.

Such activities make learning more interactive while maintaining educational
integrity.



%
Co-funded by .k-:‘-l‘. -

a
S
e

E
FOR EUROPE

& o
the European Union ,ﬁi‘w‘l( Qlfiéi'ﬁtoua REARING YOUTH :3
GAME ON ) »

Another advantage of gamification in non-formal education is its ability to create
safe learning environments. Games encourage experimentation and reduce fear
of failure. Participants are more willing to take risks, express ideas, and attempt
new challenges when mistakes are viewed as part of the learning process.

This supportive environment contributes to increased confidence, creativity, and
resilience.

For youth workers, gamification provides a powerful toolkit for designing
educational experiences that are engaging, meaningful, and impactful. When
combined with reflection and facilitation, gamified activities can support the
development of knowledge, skills, attitudes, and values that contribute to active
citizenship and social participation.

Core Elements of Gamification

Gamification is built upon a variety of elements that are commonly found in
games. These elements work together to create experiences that are engaging,
motivating, and meaningful. While different gamified activities may use different
combinations of elements, understanding the core components is essential for
youth workers who wish to design effective learning experiences.

The most common gamification elements include goals, challenges, points,
badges, levels, rewards, feedback systems, storytelling, cooperation,
competition, and progression pathways. Each element serves a specific purpose
and contributes to participant engagement in different ways.

Goals

Every successful gamified experience begins with clear goals. Participants need
to understand what they are trying to achieve and why it matters. Goals provide
direction and purpose.

In youth work, goals should be linked to educational outcomes rather than
merely game outcomes. For example, the objective may be to learn about
European values, develop entrepreneurial skills, or participate in community
action projects.

Clear goals increase motivation because participants can see the purpose behind
their efforts.
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Challenges

Challenges form the heart of gamified learning experiences. They require
participants to apply knowledge, solve problems, make decisions, and take
action.

Effective challenges should:

e Be meaningful

e Be achievable

e Encourage learning

e Promote participation

e Support collaboration

Challenges that are too easy can create boredom, while overly difficult
challenges may cause frustration. The best challenges encourage participants to
stretch their abilities while remaining attainable.

Progression

One of the most motivating aspects of games is the sense of progression.
Participants can see how far they have come and what remains to be achieved.
Progression systems may include:

e Levels

» Milestones

o Skill trees

» Achievement pathways

e Competency frameworks
Visible progression helps maintain motivation over long periods of time.
Feedback

Feedback allows participants to understand their performance and make
improvements. In traditional educational settings, feedback is often delayed.
Gamification introduces continuous feedback mechanisms that support ongoing
learning.

Feedback can take many forms:

e Points

e Achievement notifications

e Facilitator comments

* Peer recognition

» Reflection activities
The most effective feedback is constructive, immediate, and linked to learning
objectives.
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Rewards
Rewards recognize effort and achievement. While rewards can increase
motivation, they should be used thoughtfully.
Examples include:
Certificates
Badges
Recognition ceremonies
Leadership opportunities
e Access to new challenges
The focus should remain on personal growth and learning rather than simply
collecting rewards.
Social Interaction
Many successful gamified experiences emphasize collaboration and community
building.
Social elements may include:
e Team challenges
e Peer mentoring
e Group missions
e Collaborative problem-solving
These elements strengthen relationships and promote social learning.
Together, these core elements create engaging experiences that support
participation, learning, and personal development.

Game Mechanics and Game Dynamics

To design effective gamified experiences, youth workers need to understand the
distinction between game mechanics and game dynamics.

Game Mechanics

Game mechanics are the specific tools and structures used within a gamified
system.
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Examples include:
e Points
e Levels
e Badges
e Missions
e Quests
e Leaderboards
e Time limits
» Achievement systems
Mechanics are the visible components of gamification. They provide structure
and guide participant behavior.
Game Dynamics
Game dynamics refer to the psychological and social experiences that emerge
from game mechanics.
Examples include:
e Motivation
e Curiosity
o Competition
e Cooperation
e Achievement
e Status
e Exploration
e Belonging
While mechanics are what participants see, dynamics are what participants feel.

For example:

A badge (mechanic) may create a sense of achievement (dynamic).

A team challenge (mechanic) may generate collaboration (dynamic).

A mission system (mechanic) may stimulate curiosity and exploration (dynamic).
Understanding this relationship is crucial. Many unsuccessful gamification
initiatives focus only on mechanics while ignoring dynamics.

For example, adding points to an activity may not increase engagement if
participants do not find the activity meaningful. Points alone do not create
motivation. Motivation emerges when mechanics support deeper psychological
needs.

Youth workers should therefore begin by considering the experiences they want
participants to have.
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Questions to consider include:
e Do we want participants to collaborate?
Do we want them to explore?
e Do we want them to feel empowered?
e Do we want them to develop leadership skills?
Once these goals are clear, appropriate mechanics can be selected.
This approach ensures that gamification supports educational objectives rather
than becoming an end in itself.

Storytelling and Narrative Design

Storytelling is one of the most powerful tools available to youth workers. Human
beings naturally understand the world through stories. Stories create emotional
connections, stimulate imagination, and provide meaning.
Gamification uses storytelling to transform ordinary activities into meaningful
adventures.
A narrative provides context for challenges and helps participants understand
why their actions matter.
Instead of simply completing tasks, participants become:

e Community heroes
European ambassadors
Social innovators
Sustainability champions
Democracy defenders
This shift significantly increases engagement.

Why Stories Matter
Stories help participants:

e Connect emotionally with learning
Understand complex concepts
Remember information more effectively
Develop empathy
Explore different perspectives

Stories transform abstract ideas into concrete experiences.
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Elements of a Strong Narrative
A good gamified story typically includes:
A Mission
Participants have a clear purpose.
Example:
“Europe faces a challenge. Your team has been selected to develop innovative
solutions that strengthen inclusion and democracy.”
A Challenge
Participants encounter obstacles that require effort and creativity.
Characters
Participants may adopt roles such as:
e Entrepreneurs
Activists
Policymakers
Journalists
Community leaders

Progression

The story evolves as participants complete missions and unlock new
opportunities.

Storytelling and European Values

Storytelling is particularly effective for exploring European values.

For example:

Participants might become members of a fictional European council tasked with
solving challenges related to human rights, equality, environmental
sustainability, and social inclusion.

Through these experiences, participants learn by doing rather than simply
listening.

Narratives create emotional investment, making learning more meaningful and
memorable.
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Challenges, Quests and Missions

Challenges are the engine that drives gamified learning experiences.
Without challenges, there is no meaningful engagement.
Challenges provide opportunities for:
e Problem-solving
e Critical thinking
e Creativity
e Collaboration
* Decision-making
In youth work, challenges should be connected to real-world issues whenever
possible.
Quests
A quest is a series of connected challenges organized around a larger objective.

For example:

The European Citizenship Quest

Participants complete missions related to:
e Democracy

Human rights

Inclusion

Sustainability

Cultural diversity

Each mission contributes to a broader understanding of active citizenship.

Community Missions
Community-based missions encourage participants to take action in their local
environment.
Examples include:
e Organizing a clean-up campaign
e Interviewing local leaders
e Creating awareness campaigns
» Developing social innovation projects
These activities connect learning with real-world impact.
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Designing Effective Challenges
Good challenges should be:

* Relevant

e Meaningful

e Inclusive

e Collaborative

o Adaptable
Challenges should encourage participation from all young people regardless of
their experience or abilities.
Well-designed missions help participants move from passive learning to active
citizenship.

Points, Badges, Levels and Rewards

Points, badges, levels, and rewards are among the most recognizable elements of
gamification.
While these elements can be highly motivating, they must be used carefully.
Points
Points provide immediate feedback and indicate progress.
Participants may earn points for:
o Completing tasks
e Participating in discussions
e Demonstrating leadership
e Supporting others
e Solving challenges
Points help make progress visible.

Badges

Badges recognize achievements and competencies.

Examples include:

Leadership Badge

Creativity Badge

Teamwork Badge

Community Impact Badge

European Values Ambassador Badge

Badges celebrate learning and encourage continued participation
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Levels

Levels represent stages of development.

For example:

Level 1 - Explorer

Level 2 — Collaborator

Level 3 - Innovator

Level 4 — Changemaker

Level 5 — European Ambassador

Levels help participants visualize growth and progression.

Rewards

Rewards should reinforce meaningful behaviors rather than simply encourage
competition.

Examples include:

Certificates

Public recognition

Additional responsibilities

Opportunities to lead activities

Invitations to special events

The most effective rewards support learning, confidence, and empowerment.
Youth workers should avoid over-reliance on rewards. The ultimate goal is to
strengthen intrinsic motivation rather than create dependency on external
incentives.

Cooperation, Competition and Teamwork in Gamified Youth Work

One of the most important decisions youth workers must make when designing
gamified activities concerns the balance between cooperation and competition.
While many people associate games with competition, modern youth work
increasingly recognizes the importance of collaborative approaches that
promote inclusion, solidarity, and collective problem-solving.

Competition can be a powerful motivational tool. It can encourage participants
to challenge themselves, improve performance, and strive for achievement.
Healthy competition often generates excitement and energy within a group.
Participants may feel motivated to complete challenges, earn rewards, or
achieve recognition.
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However, excessive competition can also create problems. Some young people
may become discouraged if they consistently perform less well than others.
Competitive environments can sometimes increase anxiety, reduce cooperation,
and exclude participants who lack confidence or experience.
For this reason, youth workers should use competition carefully and
thoughtfully. The purpose of gamification in youth work is not to identify winners
and losers but to promote participation, learning, and personal development.
Cooperation offers a particularly valuable alternative. Collaborative gamification
encourages participants to work together toward shared goals. Instead of
competing against one another, young people become partners in solving
problems and achieving objectives.
Collaborative activities can include:

e Team missions
Group challenges
Community projects
Cooperative problem-solving
Peer mentoring
Collective achievements
These approaches support many of the core values promoted by the European
Union, including solidarity, inclusion, respect, and cooperation.
Research consistently demonstrates that collaborative learning environments
contribute to stronger social relationships and improved learning outcomes.
Through cooperation, participants learn to communicate effectively, manage
conflicts, share responsibilities, and appreciate diverse perspectives.
An example of collaborative gamification might involve a “European Solidarity
Challenge” Teams work together to address a community issue such as
environmental sustainability, social inclusion, or youth participation. Success
depends not on individual performance but on collective effort.
Such experiences help young people understand that many societal challenges
require cooperation rather than competition. They develop skills that are
essential for democratic participation and active citizenship.
The most effective gamified programmes often combine elements of both
competition and cooperation. Friendly competition can create excitement, while
collaborative activities ensure that all participants feel included and supported.
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For example, teams may compete to complete community challenges while also
sharing knowledge and supporting one another throughout the process. This
balanced approach promotes motivation without undermining inclusion.
Ultimately, youth workers should design gamified experiences that reflect the
values they wish to promote. If the goal is to foster solidarity, inclusion, and
active citizenship, cooperation should remain at the heart of the experience.

Digital Gamification Tools for Youth Work

Digital technologies have transformed the way young people communicate,
learn, and interact with the world. As digital natives, many young people are
comfortable navigating online environments and engaging with interactive
technologies. This creates significant opportunities for youth workers seeking to
integrate gamification into their practice.

Digital gamification tools can enhance participation, increase accessibility, and
create engaging learning experiences. However, technology should always
support educational objectives rather than become the focus of the activity.

One of the most widely used digital gamification tools is Kahoot. Kahoot enables
facilitators to create interactive quizzes that encourage participation through
points, rankings, and immediate feedback. It is particularly useful for reviewing
knowledge, introducing topics, and stimulating discussion.

Quizizz offers similar functionality while providing greater flexibility for self-
paced learning. Participants can complete challenges individually or
collaboratively, making it suitable for both face-to-face and online activities.
Mentimeter allows facilitators to create interactive presentations that encourage
participation through polls, quizzes, word clouds, and collaborative exercises.
This helps transform passive presentations into engaging learning experiences.
Genially is another powerful tool that enables youth workers to create
interactive educational resources, escape rooms, quizzes, and digital adventures.
Through Genially, facilitators can design visually appealing experiences that
combine storytelling, challenges, and exploration.

Actionbound is particularly relevant for youth work because it allows the
creation of location-based challenges and digital scavenger hunts. Participants
use mobile devices to complete missions, answer questions, collect information,
and interact with their local communities.
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Digital escape rooms have also become increasingly popular. These activities
require participants to solve puzzles, complete tasks, and unlock clues in order
to progress through a narrative. Escape rooms encourage teamwork, critical
thinking, and problem-solving.

Social media platforms can also support gamified engagement. Youth
organizations often use challenges, campaigns, and online missions to encourage
participation in community activities. Hashtag campaigns, digital storytelling
projects, and online competitions can help reach young people where they
already spend significant amounts of time.

While digital tools offer many advantages, youth workers should remain aware of
potential challenges. Not all participants have equal access to technology. Digital
fatigue, privacy concerns, and excessive screen time are also important
considerations.

For this reason, digital gamification should be used thoughtfully and balanced
with face-to-face interaction and reflection.

Technology should enhance human connection rather than replace it.

When used effectively, digital tools can support creativity, participation, and
learning while making youth activities more accessible and engaging.

Offline Gamification Techniques

Although digital technologies have expanded opportunities for gamification,
some of the most powerful youth work experiences require no technology at all.
Offline gamification is particularly valuable because it is accessible, flexible, and
highly adaptable. It allows youth workers to create engaging learning experiences
regardless of budget or technological resources.

One of the most popular offline methods is the treasure hunt. Participants work
individually or in teams to locate clues, solve puzzles, and complete challenges.
Treasure hunts can be adapted to virtually any educational topic.

For example, a “European Values Treasure Hunt” might include stations focused
on democracy, equality, human rights, inclusion, and solidarity. Participants
collect clues while exploring these concepts in an interactive way.

Escape rooms are another highly effective methodology. Participants must solve
a series of interconnected challenges in order to “escape” from a fictional
scenario.



%
Co-funded by .k-:‘-l‘. -

a
S
e

E
FOR EUROPE

& o
the European Union ,ﬁi‘w‘l( Qlfiéi'ﬁtoua REARING YOUTH :3
GAME ON ) »

A sustainability-themed escape room might require participants to solve
environmental problems, interpret climate data, and develop solutions to
ecological challenges.
Role-playing activities are particularly valuable for exploring social and political
issues. Participants assume different roles and engage in simulated situations
that encourage empathy, critical thinking, and perspective-taking.
Examples include:

e Simulated European Parliament debates

e« Community consultation meetings

e Social entrepreneurship pitch events

e Human rights advocacy campaigns
Board games can also be adapted for educational purposes. Custom-designed
board games allow participants to explore topics such as citizenship, inclusion,
entrepreneurship, and sustainability.

Mission cards represent another simple yet effective tool. Participants receive
cards containing challenges, tasks, or reflection questions that guide their
learning journey.

Community quests are especially powerful because they connect learning with
real-world action. Participants complete missions within their local communities,
interact with stakeholders, identify challenges, and develop solutions.

Offline gamification often creates stronger interpersonal connections because
participants interact directly with one another. These face-to-face interactions
contribute to relationship-building, communication skills, and social cohesion.
For youth workers operating in rural areas or low-resource environments, offline
gamification provides an accessible and highly effective methodology for
engagement.

The success of gamification depends not on technology but on meaningful
design and facilitation.

Gamification and European Values

The European Union is founded upon a shared commitment to values including
human dignity, freedom, democracy, equality, the rule of law, and respect for
human rights. These values form the basis of European citizenship and
democratic society.
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One of the challenges facing youth workers is helping young people understand
these values not simply as abstract concepts but as principles that influence
everyday life.

Gamification provides an effective way of addressing this challenge.

Through simulations, missions, storytelling, and experiential activities,
participants can actively explore European values rather than merely learning
about them theoretically.

For example, a gamified workshop on democracy might involve participants
creating political parties, debating policies, negotiating agreements, and
participating in elections.

Through this process, young people gain first-hand experience of democratic
decision-making.

Similarly, activities focused on inclusion and equality can encourage participants
to examine issues such as discrimination, stereotypes, and social justice.
Participants may be challenged to solve community problems, advocate for
marginalized groups, or design initiatives that promote inclusion.

Such experiences help transform values into lived experiences.

European values can be incorporated into gamification through:

Democracy Missions

Participants explore democratic institutions and decision-making processes.
Human Rights Challenges

Participants examine rights-based issues and develop solutions to social
challenges.

Inclusion Quests

Participants identify barriers to participation and propose inclusive practices.
Solidarity Campaigns

Participants engage in volunteering and community action projects.
Sustainability Missions

Participants contribute to environmental protection and climate action.
Gamification is particularly effective because it encourages active participation
rather than passive learning.

Young people become directly involved in experiences that illustrate the
importance of European values.

This experiential approach supports deeper understanding and stronger
commitment to democratic principles.
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Furthermore, gamified activities often encourage reflection, allowing
participants to connect their experiences with broader social realities.

By promoting active engagement with European values, gamification contributes
to the development of informed, responsible, and active citizens.

Promoting Active Citizenship Through Gamification

Active citizenship is one of the central objectives of youth work and one of the
key priorities of the Erasmus+ Programme.
Active citizens do not simply observe social issues—they take action to address
them. They participate in democratic processes, contribute to community
development, respect diversity, and work toward positive social change.
Unfortunately, many young people feel disconnected from traditional forms of
civic participation. Political institutions may seem distant, and opportunities for
involvement may appear limited.
Gamification offers new pathways for engagement.
By transforming civic participation into an interactive and meaningful
experience, gamification helps young people understand that their actions
matter.
An active citizenship programme might include:

e Community service missions
Volunteering challenges
Local problem-solving activities
Environmental campaigns

e Social innovation projects
Participants earn achievements not for theoretical knowledge but for real-world
action.
For example, a “Community Hero Challenge” could encourage participants to
identify a local issue, consult stakeholders, design a solution, and implement a
small-scale intervention.
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Throughout the process, participants develop competencies such as:
Leadership
Communication
Teamwork
Critical thinking
Project management
e Civic responsibility
Gamification also helps young people recognize the connection between local
actions and broader societal issues.
By engaging in practical activities, participants gain confidence in their ability to
contribute to positive change.
This sense of empowerment is one of the most important outcomes of youth
work.
When young people believe they can make a difference, they are more likely to
remain engaged as active citizens throughout their lives.

Democratic Participation and Youth Empowerment

Democratic participation is a fundamental principle of European society.
Democracy is not only a political system but also a way of living together based
on dialogue, participation, respect, responsibility, and shared decision-making.
Young people play a crucial role in maintaining and strengthening democratic
societies, yet many face barriers that prevent them from actively participating in
democratic processes.

Across Europe, concerns have been raised about declining voter turnout among
young people, reduced trust in institutions, political disengagement, and limited
opportunities for meaningful participation. At the same time, young people
continue to demonstrate strong interest in social issues such as climate change,
equality, human rights, and social justice. The challenge is therefore not a lack of
interest but rather the need for innovative methods that make participation
accessible, relevant, and meaningful.

Gamification provides one such method. By transforming democratic processes
into interactive learning experiences, gamification helps young people
understand how democracy functions and how they can contribute to decision-
making processes.
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For example, youth workers can create simulations of local councils, European
institutions, or community consultation processes. Participants assume different
roles, debate issues, negotiate solutions, and make collective decisions. Through
these activities, young people experience democracy in practice rather than
merely learning about it theoretically.
A gamified democratic participation programme may include missions such as:

e Organizing community consultations

e Designing awareness campaigns

e Developing policy proposals

e Participating in mock elections

e Creating youth-led initiatives
Each mission provides opportunities to develop competencies related to
leadership, communication, negotiation, critical thinking, and civic responsibility.

One particularly effective approach involves creating a “Youth Parliament
Challenge” Participants work in teams to address social issues affecting their
communities. They conduct research, consult stakeholders, develop proposals,
and present recommendations to decision-makers. Achievements and
recognition are linked to participation, collaboration, and impact rather than
competition alone.

Through these experiences, young people develop a stronger sense of political
efficacy—the belief that their actions can influence outcomes. This belief is
essential for democratic participation because individuals who feel powerless
are less likely to engage in civic activities.

Gamification can also encourage participation among young people who may
feel excluded from traditional political processes. Interactive activities often
create more accessible and welcoming environments than formal institutions. By
lowering barriers to engagement, gamification contributes to more inclusive
democratic participation.

Empowerment is another central objective of youth work. Empowered young
people possess the confidence, knowledge, and skills necessary to influence
their lives and communities. Gamified experiences support empowerment by
providing opportunities for achievement, leadership, decision-making, and
problem-solving.
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When participants successfully complete challenges, contribute ideas, and see
the impact of their actions, they develop confidence in their abilities. This
confidence encourages further participation and strengthens long-term
engagement.

Ultimately, democratic participation and empowerment are closely
interconnected. Gamification provides youth workers with practical tools for
helping young people become active contributors to democratic society while
developing the competencies needed for lifelong civic engagement.

Social Inclusion Through Gamification

Social inclusion is one of the core priorities of the Erasmus+ Programme and the
European Union. Inclusive societies ensure that all individuals have
opportunities to participate fully in social, economic, cultural, and political life
regardless of their background, identity, or circumstances.

Many young people continue to experience barriers that limit their participation.
These barriers may be related to socioeconomic disadvantage, disability,
ethnicity, migration status, gender, geographical isolation, or educational
challenges. Youth workers play a crucial role in creating opportunities that
promote inclusion and equal participation.

Gamification can be a highly effective tool for fostering social inclusion when
designed thoughtfully and intentionally.

One of the strengths of gamification is its flexibility. Activities can be adapted to
different learning styles, abilities, and interests. Multiple pathways for
participation allow young people to engage in ways that reflect their strengths
and preferences.

Inclusive gamification begins with accessibility. Activities should be designed to
ensure that all participants can contribute meaningfully. This may involve
adapting rules, providing alternative forms of participation, simplifying
instructions, or offering additional support where necessary.

For example, a community mission can include a variety of tasks requiring
different skills. Some participants may contribute through creative design, while
others focus on research, communication, organization, or problem-solving.

Such diversity of roles helps ensure that everyone has opportunities to succeed.
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Gamification can also challenge stereotypes and promote empathy. Role-playing
activities allow participants to experience different perspectives and explore
issues related to discrimination, inequality, and social justice.

For example, a simulation exploring migration experiences may encourage
participants to navigate challenges faced by newcomers in a community.
Through reflection and discussion, participants develop greater understanding
and empathy.

Collaborative gamification is particularly effective for promoting inclusion
because it emphasizes shared goals rather than individual competition. Team
missions encourage participants to support one another, share knowledge, and
recognize diverse contributions.

Recognition systems should also reflect inclusive values. Achievements should
celebrate not only performance but also cooperation, perseverance, creativity,
leadership, and social impact.

Youth workers should be mindful that gamification is not automatically inclusive.
Poorly designed systems can reinforce inequalities if they prioritize speed,
competition, or existing advantages. Inclusion must therefore be an intentional
design principle rather than an afterthought.

When implemented effectively, gamification creates environments where young
people feel valued, respected, and capable of contributing. These experiences
strengthen confidence, belonging, and participation.

By promoting inclusion through gamification, youth workers contribute to more
equitable communities and help ensure that all young people have opportunities
to realize their potential.

Intercultural Dialogue and Diversity

Europe is characterized by rich cultural diversity. Young people increasingly live,
study, and work in multicultural environments where intercultural understanding
is essential. Developing the ability to communicate across cultures, appreciate
diversity, and challenge prejudice is therefore a key objective of contemporary
youth work.

Intercultural dialogue refers to the exchange of ideas, perspectives, and
experiences between individuals from different cultural backgrounds. Such
dialogue promotes mutual understanding, respect, and cooperation.
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Gamification provides unique opportunities for facilitating intercultural learning
because it creates interactive environments where participants actively engage
with one another.

One effective approach involves using storytelling and role-playing to explore
cultural perspectives. Participants may assume different roles, engage in
simulations, and navigate scenarios that require empathy and cooperation.

For example, a “European Cultural Adventure” could involve teams completing
missions related to different European countries and cultures. Participants learn
about traditions, languages, histories, and social issues while collaborating to
solve challenges.

Such activities encourage curiosity and appreciation for diversity.

Gamification can also address stereotypes and misconceptions. Through
carefully designed challenges, participants explore assumptions, analyze biases,
and develop more nuanced understandings of cultural differences.

Intercultural learning is most effective when participants are encouraged to
reflect on their experiences. Reflection activities help young people connect
game experiences with real-world issues and personal attitudes.

Youth exchanges and international projects provide particularly rich
opportunities for gamified intercultural learning. Participants from different
countries can collaborate on shared missions, develop friendships, and gain first-
hand experience of cultural diversity.

The European Union places strong emphasis on intercultural dialogue because
diversity is viewed as a source of strength rather than division. Gamification
supports this vision by creating experiences that celebrate differences while
promoting common values.

Young people who develop intercultural competencies are better prepared to
participate in diverse societies and contribute to social cohesion.

Gamification and Social Entrepreneurship

Social entrepreneurship is increasingly recognized as an important approach to
addressing social, environmental, and economic challenges. Unlike traditional
entrepreneurship, which focuses primarily on financial profit, social
entrepreneurship seeks to create positive social impact while maintaining
sustainability.
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Young people possess enormous potential to become social innovators. They
often bring fresh perspectives, creativity, and enthusiasm to addressing
community challenges. However, they may lack confidence, experience, or
opportunities to develop entrepreneurial competencies.
Gamification can play a significant role in supporting social entrepreneurship by
transforming entrepreneurial learning into an engaging and accessible process.
Through gamified activities, participants can:

» |dentify social challenges

e Generate innovative ideas

e Develop solutions

e Test concepts

o Collaborate with others

* Present proposals

e Reflect on impact

Rather than learning entrepreneurship solely through theory, young people gain
practical experience through action.

A typical social entrepreneurship challenge might begin with participants
exploring community needs. Teams conduct research, interview stakeholders,
and identify issues requiring attention.

Participants then progress through missions focused on idea generation, solution
design, resource planning, and impact assessment.

Achievements may be linked to creativity, collaboration, innovation, and social
impact.

Storytelling can further enhance entrepreneurial learning. Participants may
become “Social Innovation Teams” tasked with solving real-world challenges
affecting their communities.

Such narratives create purpose and increase engagement.

Gamification also helps participants develop resilience. Entrepreneurship often
involves uncertainty, experimentation, and failure. Game environments
encourage participants to view setbacks as opportunities for learning rather than
reasons to quit.

This mindset is essential for successful entrepreneurship.

By combining entrepreneurship education with gamification, youth workers can
inspire young people to become proactive problem-solvers capable of creating
positive social change.
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Developing Entrepreneurial Competences Through Gamification

The European Entrepreneurship Competence Framework (EntreComp) identifies
a range of competencies that support entrepreneurial behavior. These
competencies are valuable not only for entrepreneurs but also for active
citizens, community leaders, and social innovators.

Gamification provides opportunities to develop many of these competencies.
Creativity

Challenges encourage participants to generate ideas, explore alternatives, and
develop innovative solutions.

Initiative

Participants learn to take action and assume responsibility for projects.
Teamwork

Collaborative missions strengthen communication, cooperation, and leadership
skills.

Problem-Solving

Participants analyze situations, identify opportunities, and design solutions.
Resilience

Game environments encourage persistence and learning from mistakes.

Planning and Management

Projects require participants to organize resources, manage time, and coordinate
activities.

Communication

Presentations, negotiations, and teamwork activities strengthen communication
skills.

Entrepreneurial competencies are developed most effectively through practice.
Gamification provides a safe environment where young people can experiment,
learn, and grow.

By supporting entrepreneurial learning, youth workers contribute to
employability, innovation, and active citizenship.
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Adapting Gamification to Local Contexts

One of the greatest strengths of gamification is its flexibility. There is no single
model that works equally well in every community, country, or youth group.
Successful gamification requires adaptation to local realities, participant needs,
available resources, and cultural contexts.
Youth workers often work with diverse groups of young people whose
experiences, interests, and challenges vary significantly. A gamified activity that
works effectively in an urban youth center may require substantial adaptation
before it can be implemented in a rural community. Similarly, activities designed
for international youth exchanges may need modification for local youth groups.
For this reason, adaptation should be viewed as a fundamental component of
gamification rather than an optional step.
Understanding Local Needs
Before designing gamified activities, youth workers should conduct a needs
assessment.
Questions may include:

 What are the main challenges facing local young people?

 What motivates participants?

e What interests do they have?

* What opportunities and resources exist in the community?

o What barriers limit participation?
The answers to these questions help ensure that activities remain relevant and
meaningful.
For example, in a community where environmental issues are particularly
important, sustainability-themed missions may generate strong engagement. In
another community, entrepreneurship or social inclusion may be more relevant
themes.
Cultural Adaptation
Culture influences how people perceive competition, cooperation, leadership,
authority, and participation.
Youth workers should ensure that narratives, examples, and activities reflect
local cultural realities while remaining inclusive and respectful.
Stories and missions should resonate with participants’ experiences and
identities.
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Resource Considerations
Not all organizations have access to advanced digital technologies.
Fortunately, effective gamification does not require expensive equipment.
Simple tools such as:
e Mission cards
Role-playing activities
Community challenges
Storytelling exercises
Treasure hunts
can produce powerful learning experiences.
The quality of facilitation is often more important than technological
sophistication.

Co-Creation with Young People
One of the most effective ways to ensure relevance is to involve young people in
the design process.
Participants can help:
» Develop narratives
» Create challenges
e Design missions
e Establish reward systems
e Evaluate activities
Co-creation increases ownership and strengthens engagement.

When young people help shape the experience, they are more likely to remain
motivated and committed.
Sustainability
Youth workers should consider how gamified initiatives can continue beyond
individual workshops or projects.
Long-term systems may include:

e Community achievement programmes

e Ongoing volunteering missions

e Leadership pathways

e Youth ambassador networks
Sustainable approaches create lasting impact and support continued
participation.
Adaptation is therefore not simply a practical consideration—it is essential for
maximizing effectiveness and relevance.
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Practical Gamified Activities and Workshops for Youth Workers

The following examples demonstrate how gamification can be applied within
youth work settings.
Activity 1: European Values Quest
Objective
To increase understanding of European values and democratic principles.
Duration
90-120 minutes
Materials
e Mission cards
e Value stations
o Reflection sheets
e Scorecards
Process
Participants are divided into teams.
Each team visits stations focused on:
e Democracy
Equality
Human Rights
Inclusion
Solidarity

At each station they complete challenges, solve problems, and discuss real-life
situations.
Points are awarded for teamwork, creativity, and critical thinking.
Learning Outcomes
Participants:
e Understand European values
e Develop teamwork skills
e Reflect on social issues
e Strengthen civic awareness
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Activity 2: Community Hero Challenge

Objective
To promote active citizenship and community engagement.
Duration
One week
Process
Participants identify a local problem and design a small-scale intervention.
Examples:
e Environmental campaigns
e Community clean-ups
e Awareness initiatives
e Inclusion projects
Teams earn achievements for:
e Research
e Planning
e Community engagement
e Implementation
» Reflection
Learning Outcomes
Participants develop:
e Leadership
e Project management
e Communication
e Civic responsibility
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Activity 3: Social Entrepreneur Mission

Objective
To introduce social entrepreneurship.
Process
Teams identify a community challenge and design an innovative solution.
Steps include:
1.Problem identification
2.Stakeholder analysis
3.ldea generation
4.Prototype development
5.Impact planning
6.Final presentation
Learning Outcomes
Participants strengthen:
e Creativity
e |Innovation
e Problem-solving
e Entrepreneurial thinking

Activity 4: Sustainability Escape Room

Objective
To increase awareness of environmental issues.
Process
Participants solve sustainability-related puzzles and challenges to progress
through a storyline.
Topics include:
e Climate change
e Recycling
e Sustainable consumption
* Biodiversity
Learning Outcomes
Participants develop environmental awareness and teamwork skills.
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Activity 5: European Democracy Simulation

Objective
To explore democratic participation.
Process
Participants assume different roles:
o Citizens
e Policymakers
e NGOs
e Journalists
Teams debate issues, negotiate solutions, and vote on proposals.
Learning Outcomes
Participants gain practical understanding of democratic processes.

Monitoring, Evaluation and Impact Assessment

Evaluation is essential for understanding whether gamified activities achieve
their intended objectives.
Without evaluation, it is difficult to determine:
e What worked well
e What needs improvement
e What impact was achieved
Why Evaluation Matters
Evaluation supports:
e Accountability
e Learning
e Improvement
e Sustainability
It also provides evidence of impact for Erasmus+ reporting and dissemination.
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Evaluation Methods
Surveys
Pre- and post-activity surveys measure changes in:
e Knowledge
e Attitudes
e Confidence
e Motivation
Observation
Youth workers observe participant behavior and engagement.
Indicators may include:
Participation levels
Teamwork
Leadership
Communication

Reflection Journals
Participants record their experiences and learning.
These reflections often provide valuable insights into personal development.
Focus Groups
Group discussions allow participants to share feedback and suggestions.
Indicators of Success
Possible indicators include:
e Increased participation
Improved understanding of European values
Greater civic engagement
Enhanced entrepreneurial skills
Stronger social connections
Evaluation should focus not only on outputs but also on outcomes and long-term
impact.
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Recommendations for Youth Workers

Based on research and practice, several recommendations can support
successful implementation.

Start with Learning Objectives

Always define educational goals before selecting game elements.
Prioritize Inclusion

Ensure that all participants can contribute meaningfully.

Balance Competition and Cooperation

Competition can motivate, but cooperation should remain central.
Use Meaningful Narratives

Stories increase engagement and emotional connection.
Encourage Reflection

Reflection transforms experiences into learning.

Involve Participants in Design

Co-creation increases ownership and relevance.

Focus on Real-World Impact

Connect activities to community challenges and opportunities.

Be Flexible

Adapt activities according to participant needs and local contexts.
Celebrate Progress

Recognize effort, growth, and contribution.

Continuously Improve

Evaluation and feedback should inform future activities.
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Future Trends in Gamification and Youth Work

Gamification continues to evolve alongside technological and social
developments.

Several trends are likely to influence future practice.

Digital Transformation

Mobile technologies and online platforms will continue expanding opportunities
for engagement.

Virtual and Augmented Reality

Immersive technologies will create new possibilities for experiential learning.
Artificial Intelligence

Personalized learning pathways may become increasingly common.

Hybrid Learning

Future programmes will combine online and offline participation.

Social Impact Gamification

More initiatives will focus on addressing real-world challenges rather than simply
increasing engagement.

Youth-Led Design

Young people will increasingly become co-creators rather than participants.
Despite technological advances, the fundamental principles of youth work—
participation, inclusion, empowerment, and learning—will remain central.

Conclusion

Gamification represents far more than a collection of game elements. It is a
creative and innovative methodology that transforms participation, learning, and
engagement into meaningful experiences. By integrating challenges, storytelling,
collaboration, feedback, and progression into educational activities, youth
workers can create environments that inspire young people to learn, contribute,
and take action.

Within the framework of the Erasmus+ KA210 project Game On for Europe,
gamification offers powerful opportunities to promote active citizenship,
European values, social inclusion, intercultural dialogue, and social
entrepreneurship. Through carefully designed activities, young people can
develop the knowledge, skills, attitudes, and confidence necessary to become
active members of their communities and responsible citizens of Europe.
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The strength of gamification lies in its ability to combine enjoyment with
purpose. It transforms learning from a passive process into an active journey of
exploration, collaboration, and achievement. Participants become problem-
solvers, innovators, leaders, and changemakers rather than passive recipients of
information.

For youth workers, gamification provides a versatile and adaptable toolkit that
can be applied in diverse contexts and with diverse groups. Whether
implemented through digital platforms, community missions, simulations,
storytelling, or collaborative challenges, gamification offers opportunities to
increase engagement and maximize impact.

As Europe continues to face social, economic, environmental, and political
challenges, the active participation of young people will remain essential. By
embracing creative methodologies such as gamification, youth workers can
empower the next generation to contribute positively to their communities and
help shape a more democratic, inclusive, innovative, and sustainable Europe.

Lexerpevis
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Chapter 4: CIVIC EDUCATION AND ENGAGEMENT

Game examples for civic education and engagement (showcases examples of
games used for teaching civic participation, European identity, and inclusion.
These examples serve as practical tools that youth workers can implement
directly in their programs, providing a clear pathway for teaching complex
concepts through engaging and interactive methods)

4.1. Gamification in Non-formal youth work

Civic participation, social engagement, European identity, democratic
governance and social inclusion can often feel abstract or distant to young
people. Traditional non-formal education methods, including lectures, panel
discussions, and conventional workshops, frequently lack the capacity to reflect
the lived experiences of youth affected by structural inequalities, civic distrust,
and identity-based polarization.

Gamification and Game-based learning cover this gap and work as a bridge.
Games transform passive receivers of information into active decision-makers
through simulated environments. Through these games, players experience the
direct consequences of political gridlocks and navigate intergroup conflicts.
Players/Youth themselves allocate limited municipal budgets and negotiate
across cultural boundaries to achieve desired results.

Besides icebreakers and entertainment, games are dynamic low-stakes real
world micro societies where youth workers experience more insight about these
dynamic societies. In these simulated gamed environment participants can learn
and experiment different leadership styles, test democratic values, build
empathy for marginalized groups and uncover complex sociopolitical concept
without facing or fearing real world failures and their consequences.
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Here is how European values are transformed into real world actions to empower
youth workers through gamification.

European
values

Realwork
actions and
empowerment

Experimental

play

Reflections and
Deconstruction

This chapter is a ready-to-use manual for both youth workers and trainers. This
manual discusses game-based tools designed to teach civic participation,
explore European identity and values, and promote social inclusion and anti-
racism. All games have a profile, procedural guide and structured debriefing
framework for the youth workers and trainers to implement it in their projects
and local communities with ease.
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4.2 Foundations of Pedagogical Gaming

Youth workers can implement game-based learning using following three key
learning theories

1) Experiential Learning Cycle (David Kolb)
This model focus on continuous learning through a four-steps process:

Step 1: Concrete Experience (gameplay)

You learn when you experience it, means you need to take part into the activity
to be able to experience and learn from it. As a participant you experience the
real meaning, understand challenges and explore possible opportunities by
going through the situation.

Step 2: Reflective Observation (debriefing)

After you have taken part in the activity, you reflect on it. Analyze your
experience and learn from the reflections and analysis that are based on your
own experiences. These are pure individual thoughts that can lead towards
substantial input for the policy makers.

Step 3: Abstract Conceptualization (generalizing)

You draw conclusion based on your experiences and reflections. This also leads
to form new ideas, build new theories that you build upon your own learning
and reflections.

Step 4: Active Experimentation (applying newly acquired civic skills)
Gameplay without reflection is just play; the structured debriefing is where
learning takes root. — Test new ideas and theories that you have recently
formed. Implement the learning that you have acquired through reflection and
conclusions and build new experiences based on these improvised results.
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2) Social Constructivism (Lev Vygotsky)

This model focus on group learning, learning through social interactions with
others and build collective meaning, an opinion of a group and this can only be
achieved through social interaction and multiplayer games.

Multiplayer games and role-plays require participants to negotiate rules,
shared meanings, and social contracts within a peer group, echoing real-world
democratic processes. This method helps to highlight societal challenges,
challenges that are faced by a certain community or by a group with limited
opportunities.

3) Critical Pedagogy (Paulo Freire):
This method focuses on learning through critical debates. Question and
exercise political liberty. Game simulations allow young people to identify,

question, and disrupt oppressive social structures. By stepping into different
societal positions e.g. whether as a policymaker, an asylum seeker, or a
marginalized youth; players examine power dynamics, privilege, and structural
inequality. This method also helps to understand challenges associated with
various privileged roles and the trade-off mechanism.

These three theories not only serve as a fundamental educational gaming but
also enables youth workers to have a set of base for learning and developing
new principals and games based on these theories. All new games must either
following one or possibility more theories at the same time.

Games based on these theories increase youth worker’s participation in civic
education. They perform continuous learning, develop new theories, built
groups and learn how to interact and criticize policy makers in a peaceful and
respectful way to highlight their group/societal issues.



Co-funded by
the European Union

%

i
CAME

?‘ > ® QF; q
x &ﬁ'gtoﬂa REARINGYOUTH 3 & SRECWE
ON N T

E
FOR EUROPE

Mapping of key competencies developed through Gamification methodology.

Educational gaming strengthens key competencies outlined in the Council of
Europe Reference Framework of Competences for Democratic Culture (RFCDC)
are values, attitudes, skills and knowledge & understanding.

A mapping of how these competency area are improved and desired skills are
developed through gamification while focusing on civic education and
engagement is presented in the table below.

Competency Specific skills Game mechanics driving
area developed the skill

Human dignity, cultural Allocating resources fairly,

Values diversity, democracy, . o
S negotiating minority rights
justice

Openness to cultural Role-reversing, managing

Attitudes alterity, civic mind- competing stakeholder

mindedness, empathy goals

Autonomous learning,
Skills analytical & critical
thinking, listening

Decoding disinformation,
analyzing policy outcomes

Knowledge of politics, Simulating legislative
law, human rights, and votes, navigating social
identity dynamics systems

Knowledge &
Understanding
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4.3 Game for Civic participation and democratic engagement

Today’s youth often seems disinterested and disengaged with political
processes. This is mainly because they think these processes are unclear,
corrupt and are inaccessible for regular youth.

Games presented in this section demonstrate democratic mechanics by
turning governance into a simple step-by-step interactive experience.
Mechanics highlighted in this game are resource distribution, voting,
campaigning and legislative debate in election process.

The game “Civic Participation” is divided into two parts. Each part focus on
different values.

1) SIM Democracy (Board game)
e Resource allocation and budgeting
e Coalition building and legislation

2) INGAME Platform (Digital)
e Civic literacy and digital rights

e Community problem solving

Showcase 1: SIM Democracy (Board game)

SIM Democracy is a role-based simulation board game that turns a group into a
self-governing society. This game was originally developed by Friedrich
Naumann Foundation for Freedom (FNF).

Government Citizens
NSUR P R Protest | e Pays taxes
 Draft policies < . >

e Runs businesses
e Launches
community projects

e Allocate budget
e Enforces laws
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Basics:

Target group:  Youth aged 14-25 (first time voters, youth groups)
Group size: 12-30 participants

Duration: 2 hours + setup and debriefing

Required material:
e Game currency (represented by tokens or play money)
e Policy/Bill Proposal templates
e Tax collection ledger and public project cards
e 3-4 tables designated as distinct societal zones (Government, Business
Sector, Civil Society)

Primary Objectives:
e Experience the challenges of coalition-building, political compromise, and
parliamentary debate.
* Understand the relationship between taxation, public spending, and citizen

satisfaction.
e Explore how citizen monitoring, free speech, and advocacy prevent

governmental overreach.
Implementation:

Step 1 - Preparation and role assignment (20 minutes)

e Divide the room into two primary segments: Government (1/3 of players:
Prime Minister, Finance Minister, Sector Ministers) and Citizens (2/3 of
players: Business Owners, NGO Leaders, Workers, Journalists).

o Distribute initial assets: Government receives the public treasury; Citizens
receive private funds based on their role profile.

Step 2 - Economic production and taxation (20 minutes)
e Citizens conduct economic activities (trade, run businesses, earn income).
e The Finance Minister levies taxes according to pre-existing or newly passed
tax rates.
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Step 3 - Policy debate and budget allocation (40 minutes)

e The Government drafts a national budget and proposes 2-3 new laws (e.g.,
environmental regulations, healthcare funding, youth infrastructure).

» Citizen groups organize: Civil Society advocates for public services,
Business Leaders lobby for tax cuts, and Journalists write news reports
evaluating government actions.

e Parliament holds a public hearing where citizens can voice support,
protest, or suggest amendments.

Step 4 - Elections and accountability (30 minutes)
» Citizens cast votes to re-elect current government officials or vote in a
opposition coalition based on how fairly taxes were spent.

Debriefing and reflection framework:
Use the 4C Debriefing Model to process the experience.

4C Debriefing Model

To the Citizens: "How did it feel when your taxes were
collected, but your community project wasn't funded?"
To the Government: "How did it feel balancing
competing demands with limited money?"

Compassion
(Emotional
processing)

Where do you see these budgetary trade-offs in our
local municipality?" "How did media coverage alter
public opinion during the game?

Connect (Real
world linkage)

Critique Was the system fair? Did money or political power carry
(Systemic more weight? How could the democratic rules be
analysis) redesigned to increase inclusion?

Commit What is one concrete way you can participate in

(Action steps) | municipal budgeting or civic advocacy in your city?
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Showcase 2: INGAME Digital Platform

INGAME is a digital platform that combines online gaming and non-formal
education to build digital civic skills among youth aged 18-30 years. This tool
was developed through EU Erasmus+ funded project.

Basics:

Target group: Youth at risk of political apathy, digital native groups
Group size:  5-25 participants (individually or in small groups)
Duration: 90 minutes

Required material:
e Laptops/Tablets with internet connection
e Projector for group discussion

Primary Objectives:
e |dentify mechanisms of local community decision-making and digital
advocacy.
e Build critical media literacy skills to identify online manipulation, fake news,
and hate speech.
e Practice collaborative problem-solving to address local issues (e.g.,
environmental decay, public space access).

Implementation:

Step 1: On-boarding & Scenario Selection (15 min)
e Present scenario options (e.g., preserving a local park vs. commercial
redevelopment)
Step 2: Interactive Digital Gameplay (45 min)
e Players navigate choices, gather evidence, form coalitions, and counter
disinformation online
Step 3: Group Synthesis & Workshop Mapping (30 min)
* Map the game's digital actions to offline local municipal tools (petitions,
public consultations)
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4.4 Game for exploring European values and identity

What is an European identity and what it means? European identity is multi-
layered, evolving, and often contested. This game with help youth to explore
what it means to be European, navigate national vs. supranational identities,
examine shared values (human rights, freedom, equality), and critically analyze
the mechanisms of the European Union.

The game “European ldentity” is divided into two parts. Each part focus on
different values.

1) RU EU?
o Explores values and cultural diversity
e Challenges national stereotypes

2) Euro-Poly Simulation
e Simulates EU Institutions (EP, Council)
e Teaches negotiation and directives

Showcase 1: Are you European?

An educational game designed to help young people to explore their national
and European identities, unpack personal values and challenge cultural
stereotypes. This game was initial developed under Erasmus+ project “RU EU”

Basics:

Target group:  Youth aged 15-24

Group size: 8-24 participants (pairs or in small teams)
Duration: 90 minutes

Required material:
e Access to RU EU game portal
e Printed scenario cards adapted from the framework
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Primary Objectives:
» Help players analyze the components of personal, national, and European
identities.
e Encourage critical thinking around common European myths, values, and
cultural divides.
e Foster open dialogue about what unites and divides European citizens
across borders.

Implementation:

Step 1: Identity Profiling (15 min)
e Participants create multi-layered identity avatars, assigning weights to
local, national, European, and global identities.

Step 2: Value Dilemmas (45 min)
e Teams tackle real-world European dilemmas (e.g., balancing free
movement with local labor markets, or environmental mandates vs.
industrial protection).

Step 3: Cross-Cultural Negotiation (30 min)
e Teams present solutions, discovering how differing historical and national
contexts shape values across the EU.

Through is game participants are encouraged to think using different identities.
Identify their own identity, know about their national identity and European
identity. This further helps them to know about shared values among European
nations as well their better understanding of their national vs European
identities, their meanings and prioritization of their national interests vs
common European values while having European identity.
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Facilitator Debriefing Script (European Identity)

 When we say 'European values, whose values are
Deconstructing we talking about?

"European-ness" e Did your team feel that geographical boundaries
match cultural boundaries?

e Did any choices force you to choose between your
national interest and the broader European

Navigating Dual
avigating bua common good?

dentities e How do we balance those competing priorities in
real life?
 Who might feel excluded by popular definitions of
: 'European identity'?
Inclusion vs. . : : :
:  How can we build an inclusive European narrative
Exclusion

that welcomes diverse migrant and minority
backgrounds?

Showcase 2: EU Policy Negotiation Simulation “Euro-Poly”

This simulation game demonstrate traditional role-play mechanics of European
Parliament, European Commission and the Council of the European Union
works and collaborate to pass the legislation.

European Parliament
(Represents Citizens)
e |deological political groups

 — e Proposes amendments —_—

European Commission
(Drafts Directive)

Council of the European Union Passed Directive

e Represents Member states
e National interests
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Basics:

Target group: Youth aged 16-30 (youth leaders, student councils)
Group size: 15-40 participants

Duration: 3 hours (or half day workshop)

Required material:
* Role dossiers (Commissioners, MEPs across different political families,
Ministers representing various Member States)
e Draft Directive text (e.g., "EU Youth Climate Action & Mobility Directive")

Implementation:

Step 1: Briefing (30 min)

Step 2: First Reading (45 min)
Step 3: Trilogue (60 min)
Step 2: Final vote (30 min)

Step | Primary activity Youth worker focus
Assign roles (EP Political Help youth understand their role,
1 Groups, Council Ministers). even if they personally disagree
Read position briefs. with its politics.

European Parliament debates Encourage strategic alliances
2 amendments; Member States across national and political
coordinate regional blocs. lines.

Designated representatives
from the EP, Council, and
Commission meet to negotiate
a final compromise text.

Manage tension, resolve
deadlocks, and emphasize the
role of compromise.

Plenary vote to accept or
4 reject the compromise
Directive.

Model realistic voting
procedures.
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4.5 Game for social inclusion, diversity and anti-racism

Challenges of social inclusion requires actively dismantling prejudice,
structural privilege, and identity-based discrimination. This toolkit/game help
young people to build empathy, step into others' shoes, and analyze intergroup
dynamics.

The game “Social inclusion and diversity” is divided into two parts. Each part
focus on different values.

1) Youth for creative identities (Card game)

e Card based dialogue tool

e Explores identity threats and discrimination
2) Take a step forward (Privilege Walk)

e Physical embodied simulation

e Visually maps structural inequality

Showcase 1: Youth for Creative Identities
This card game provides a framework for young people to discuss sensitive
topics e.g. social inclusion, identity, minority rights and discrimination

Basics:

Target group:  Youth aged 14-25 (mixed groups with diverse backgrounds)
Group size: 4-8 players per deck (multiple decks can run simultaneously)
Duration: 60-90 minutes

Required material:
e Youth for Creative Identities Card Deck
e Deck1l- Story Cards
e Deck 2 - Identity Threat Cards
e Deck 3 - Strategy Cards
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Implementation:

Step 1: Opening the Circle (10 mins)
e Establish ground rules for safe dialogue. Emphasize respect, active
listening, and confidentiality.

Step 2: Reading the Scenario (20 mins)
e A player draws a Story Card depicting an identity-based conflict (e.g., a
young migrant facing microaggressions at school, or a young person
experiencing online hate speech).

Step 3: Identifying the Dynamics (20 mins)
e Players match Identity Threat Cards to the story. They analyze what
structural issue is occurring (e.g., Stigmatization, Privilege Denial, Tone
Policing, or Othering).

Step 4: Co-Creating Strategies (20 mins)
e Players use Strategy Cards to propose constructive interventions. Rather
than picking a single "correct" answer, the group discusses the pros and
cons of each approach

Risk Management:
ldentity-based games can surface personal trauma or real experiences with
discrimination.

* Never force a young person to share personal stories if they prefer to focus
on the game character's narrative.

o Actively intervene if players resort to tone policing (dismissing an argument
simply because it is expressed with emotion).

» Keep the focus on structural and systemic dynamics rather than pointing
fingers at individuals in the room.
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Showcase 2: Take a step forwards (The Privilege walk simulation),
A role based game (character) to simulate visually how privileges and
discrimination impact life opportunities.

Basics:

Target group: Youth aged 13-
Group size: 10-30 participants
Duration: 60 minutes

Required material:
e Alarge open space (hall or open space)
e Character role cards
e Statement list

Implementation:

Step 1: Role Distribution
e Participants line up side-by-side holding a character card (e.g., a male
university student from a wealthy family, a disabled refugee girl, a working-
class single mother).

Step 2: Statement Read-out
e The facilitator reads a series of statements. If the statement applies to their
assigned character, the participant takes one step forward. If not, they
remain in place.

Example statements
e You can move into housing in any neighborhood you choose without being
turned away due to your ethnicity or background.
e You never doubt that you can access higher education or land a good job if
you work hard.
e You can easily find public spaces and transport that accommodate your
physical accessibility needs.
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You can celebrate your religious holidays without facing discrimination,
suspicion, or work conflicts.

You never fear being stopped and searched by the police simply because of
how you look.

Final line-up will look like this

Advanced Group

: X X
(High Privilege) A X
Mid-tier Group X X X
Left behind X X
(Systemic Barriers) | X X X

Starting lilne

Debriefing framework (Human Rights and Privilege)

Ask players to stop where they are, look around,
Visual Reflection and observe the distance between those at the
front and those left at the back.

Ask participants at the front, middle, and back to
Character Voice read their role cards aloud and share how they felt
as the gap widened.

Did anyone step forward because of personal
Structural Analysis | choices their character made, or was it entirely
driven by structural factors outside their control?

How does this simulation reflect the invisible
barriers present in our local community? What
policy changes could help level the playing field?

Real-World
Application
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4.6 Selection Guide for Youth Workers

Youth workers can select different game based on their group, profile and

educational goals.

For High competition (Strategic simulation)

e Euro-Poly Simulation (Legislative Simulation)

e SIM Democracy (Societal Role-Play)

For Low competition (Reflective dialogue)
e Youth for creative identities (Card based dialogue)

e Take a step forward (Physical privilege walk)

G :
Game Primary focus .roup Duration
Size
SIM Demgcratlc Govgrnance, 12-30 5 hours
Democracy Taxation, Budgeting
INGAME ngltal Citizenship, Media 525 90 minutes
Platform Literacy
RU EU? European ldentity, Intercultural 8-24 90 minutes
Values
Egro-Pc_ﬂy =] Po!lcy—l\/laklng, Legislative 15-40 3 or 4 hours
Simulation Negotiation
f : : :
YOUth. of Identity Conflict, Anti- 60-90
Creative C 4-8 .
" Discrimination minutes
ldentities
Take a step Structura}l Prl\{llege, 10-30 60 minutes
forward Intersectionality
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Checklist for youth workers

An operational checklist before conduction game-based workshop on civic
education.

Checklist

Description

Define the Learning
Objective

Is the primary focus civic participation, European
identity, or social inclusion?

Assess Group
Readiness:

Does the group have the maturity and
psychological safety required for high-intensity
role-plays or identity discussions?

Prepare Materials
and Space

Are all cards, role briefs, budget sheets, and AV
equipment ready? Is the room flexible enough for
small-group breakout spaces?

Set the Magic Circle

Have you clearly explained the boundary
between in-game roles and real-life identity?

Protect Debrief
Time:

Is at least 30-40% of the total session duration
reserved exclusively for debriefing and reflection?

Plan Next Action
Steps

Do players have a clear path to apply what they
learned through local civic projects, youth
councils, or Erasmus+ mobility opportunities?

1.4.7 Best Practices, safety and debriefing
2.Games can reinforce stereotypes or cause emotional distress if implemented

without proper facilitation. Hence, implementing games needs inclusivity,

engagement and psychological safety. Facilitator must ensure these
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4.7 Best Practices, safety and debriefing

Games can reinforce stereotypes or cause emotional distress if implemented
without proper facilitation. Hence, implementing games needs inclusivity,
engagement and psychological safety. Facilitator must ensure these principals
are set before the start for smooth execution of the game play.

1) Anticipate - Establish Psychological safety

o Set Explicit Ground Rules: Before starting, create a shared agreement:
"What happens in the game stays in the game, but what we learn goes
outside."

o Establish a De-Roleing Ritual: When simulating intense roles (e.g.,
oppressive leaders or marginalized individuals), participants need a clear
transition back to themselves. Have players take off a physical prop (like a
name tag), physically shake out their arms and legs, and state their real
name aloud: "l am no longer Representative X, | am Martin."

2) Adjust - Manage group dynamics

* Prevent Role Stereotyping: Avoid assigning roles based on participants'
real-world identities (e.g., do not automatically assign a migrant participant
to play a refugee character in a simulation). Let participants choose roles
randomly or take on perspectives different from their daily lives.

e Monitor Loud vs. Quiet Players: Ensure game mechanics (such as voting or
team negotiations) give space to introverted players through written
contributions, small break-outs, or structured speaking turns.
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3) Anchor - The Debrief

Game play transforms into civic learning with the debriefing. Never cut or
shorten the debrief even if gameplay runs over time.

e What? (Descriptive): Reconstruct the events of the game neutrally. What
decisions were made? What were the turning points?

e So What? (Analytical): Analyze the underlying causes. Why did certain
coalitions fail? How did rules shape player behavior? Where do we see
these same patterns in society?

e Now What? (Action-Oriented): Translate insights into real-world civic
action. How can youth workers and young people use these lessons to
improve their local communities or youth projects?

Above mentioned practices are guidelines for the youth workers and
facilitators for smooth implementation of game based civic education. Youth
workers are encouraged to develop additional guidelines and best practices
based on their learning.
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Chapter 5: DEVELOPING OUR GAME (Romania)

5.1. Overview of the Game Development Process within the “Game On for Europe”
Project

This chapter introduces the context and conceptual foundation of the Erasmus+
project Game On for Europe, with a particular focus on the use of gamification as a
methodological approach in youth work. It outlines the rationale of the project and
presents the sequence of activities through which the board game was developed,
from initial theoretical input to its final physical form.

The project aimed to promote active citizenship, European values and youth
participation through innovative and engaging educational methods. It addressed
the need for more accessible approaches to learning in youth work, especially
when dealing with complex topics such as democracy, inclusion and civic
responsibility.

A central element of the project was the use of gamification. Gamification is
commonly defined as the use of game design elements in non-game contexts in
order to enhance motivation and engagement (Deterding et al., 2011). In this
project, gamification was not treated as a theoretical concept alone, but as a
practical tool applied directly in the creation of a board game designed for non-
formal education.

The development process was structured around a series of interconnected
activities. The starting point was the international Training Course “Play,
Participate, Progress”, where participants explored key concepts related to
gamification, European values and creative methods for youth engagement. The
training combined theoretical input with practical workshops, including sessions on
game mechanics, storytelling, inclusion and civic participation, allowing
participants to immediately apply their learning.

During the training course, participants worked in national teams to generate ideas
and develop initial game concepts. This approach ensured that each concept was
rooted in local realities and could be easily adapted for implementation in different
community contexts. Through brainstorming, prototyping and peer feedback,
multiple game ideas were developed, each reflecting different ways of translating
European values into interactive learning experiences.
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The concepts were presented and discussed, leading to the selection of one game
considered the most representative in terms of clarity, educational value and
adaptability. This chosen game was further developed as the main outcome of the
project. At the same time, other concepts were retained and further explored,
reflecting the diversity and creativity generated during the process.

The next stage consisted of Local Workshops organised by each partner
organisation, where the selected game and alternative concepts were tested with
young participants. This phase allowed for direct interaction with the games,
enabling participants to provide feedback and contribute to their improvement. It
also ensured that the developed tools were tested in real-life educational settings
and adapted to different local contexts.

The overall process followed principles of experiential learning, where participants
learn through direct engagement, reflection and application (Kolb, 1984). In
addition, the use of game-based learning supported active participation and
problem-solving, which are essential for meaningful learning experiences (Kapp,
2012).

As a result of this iterative process, the selected game was progressively refined
and finalised as a physical board game, entitled Game On for Europe. This game
was identified as the most representative concept due to its balance between
knowledge acquisition, interaction and reflection, as well as its adaptability across
different learning contexts. In parallel, the project generated an additional
outcome in the form of a second fully developed game concept, which adopts a
more structured, question-driven format, called ‘EU Challenge Cards’. While Game
On for Europe integrates knowledge with discussion, decision-making and peer
interaction, EU Challenge Cards focuses on reinforcing factual understanding and
structured recall through guided questions. Rather than representing an
alternative, the second game complements the main one by offering a different
entry point into learning, supporting both exploratory and consolidative learning
processes. Together, the two games provide complementary pedagogical pathways,
enabling youth workers to address diverse learning styles, group dynamics and
educational objectives.

By presenting this creative process, this chapter highlights how the combination of
theoretical input, collaborative design and practical testing can lead to the
development of meaningful educational tools. Importantly, both games are the
result of a co-creation process involving young people and youth workers, ensuring
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that the final outcomes reflect real needs, perspectives and experiences from
different local contexts. This participatory approach not only enhances the
relevance and usability of the games, but also strengthens their educational value,
as learning is embedded in the very process through which the tools were created.
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5.2 Gamification and European Values in Youth Work

Within our Training Course, youth workers developed a clear understanding of
gamification as both a theoretical concept and a practical methodology applicable
in youth work. Gamification is commonly defined as the use of game design
elements in non-game contexts in order to enhance engagement, motivation and
participation (Deterding et al., 2011). However, during the training activities, youth
workers did not approach gamification as an abstract concept, but as a practical
tool that can transform how learning experiences are designed and delivered in
non-formal education settings.

Through interactive sessions and collaborative exercises, youth workers explored
key elements of gamification, such as challenges, progression, feedback and
interaction, and learned how these can be integrated into educational activities.
These elements contribute to increased motivation and active participation,
supporting learners in becoming more engaged and autonomous in the learning
process (Kapp, 2012). At the same time, gamified approaches create dynamic
learning environments where participants are encouraged to experiment, make
decisions and reflect on their actions.

In addition, youth workers were introduced to game-based learning as a
pedagogical approach that supports deeper understanding and knowledge
retention. Game-based learning environments promote problem-solving,
collaboration and experiential engagement, which are essential for meaningful
learning (Hamari et al., 2014). Within the project, youth workers experienced these
processes directly, participating in activities that required them to engage with
content through play, discussion and reflection.

A key aspect of the training process was the connection between gamification and
experiential learning. Youth workers engaged in activities that followed the
experiential learning cycle, moving from concrete experience to reflection and
active experimentation (Kolb, 1984). This approach allowed them to immediately
apply theoretical concepts in practice, particularly in the design of game ideas and
learning scenarios. As a result, learning was not limited to understanding concepts,
but extended to applying them in real contexts.

At the same time, youth workers explored the role of European values as the core
thematic dimension of the project. These values include respect for human dignity,
freedom, democracy, equality, the rule of law and respect for human rights, as
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defined in the Charter of Fundamental Rights of the European Union (European
Union, 2012). Within the training activities, these values were approached not only
as theoretical concepts, but as principles that need to be understood, experienced
and applied in everyday situations.

Youth workers reflected on how these values can be translated into learning
activities that are relevant for young people. Particular emphasis was placed on
values such as democracy, participation, inclusion, equality and freedom of
expression, which are central to youth work practice and are promoted within
European policy frameworks (European Commission, 2019). Through guided
discussions and practical exercises, youth workers explored how these values can
be embedded into game scenarios, challenges and decision-making processes.
Importantly, the training highlighted that European values are most effectively
learned through experience rather than through theoretical explanation alone.
Research on experiential learning shows that meaningful learning occurs when
participants are actively engaged in tasks that involve interaction, reflection and
real-life application (Kong, 2021). In this context, youth workers learned how to
design activities that enable participants to experience values such as voting,
decision-making and inclusion directly within a game environment, transforming
abstract concepts into practical and relatable experiences.

Furthermore, youth workers developed an understanding of the importance of
social learning processes in non-formal education. Learning in youth work contexts
is strongly influenced by interaction, discussion and collaboration (Dillenbourg,
1999). Through the use of gamification, these processes are naturally integrated
into the learning experience, as participants engage with each other, negotiate
meanings and co-construct knowledge.

Another important dimension addressed during the training was inclusion. Youth
workers explored how gamified activities can be adapted to ensure accessibility for
diverse groups, including young people with fewer opportunities. Inclusive learning
environments are a key priority in European youth policies, which emphasise equal
access, participation and diversity (European Commission, 2021). Game-based
approaches support this objective by offering flexible and interactive formats that
can accommodate different learning styles and needs.

As a result of this learning process, youth workers were able to connect theoretical
concepts with practical application. They developed the capacity to design
educational games that integrate gamification principles with European values,
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creating learning experiences that are both engaging and meaningful. This
foundation played a crucial role in the subsequent stages of the project, where
youth workers applied these concepts in the co-creation, testing and refinement of
the board game.

Overall, the training course enabled youth workers to move from understanding
gamification and European values at a conceptual level to applying them in
practice. By combining theory with hands-on experience, the project created a
strong pedagogical basis for the development of educational tools that support
active learning, critical thinking and civic engagement.
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5.3 Idea Generation

Following the training phase, the project moved into the stage of idea generation,
where youth workers and participants applied the concepts previously explored to
the development of concrete game ideas. This phase marked the transition from
theoretical understanding to creative production, with a strong emphasis on
collaboration, contextual relevance and visual accessibility.
Participants were organised into national teams, a decision that played an
important role in the overall development process. Working within national groups
allowed participants to design game concepts that were closely connected to their
local realities, cultural contexts and the specific needs of the young people they
work with. Also, this approach facilitated the later implementation of the games in
local workshops, as each team had ownership of its concept and a clearer
understanding of how it could be presented and tested in practice.
Within these national teams, participants engaged in structured brainstorming
sessions aimed at generating ideas for educational board games focused on
European values. The process encouraged creativity and openness, allowing
participants to explore not only different formats, narratives and mechanics, but
also visual and design-related aspects that could make the games more engaging
and accessible for young people.
The idea generation phase followed a structured yet flexible approach, which
included:

e identifying key themes related to European values;
exploring possible game formats and interaction types;

discussing visual identity and design elements;

generating initial ideas through brainstorming and team discussion;
selecting and refining the most promising concepts within each team.

An important aspect of this phase was the transformation of abstract ideas into
initial game concepts. Participants were guided to move beyond general themes
and define concrete elements of their games. In particular, they focused on:

e the educational objective of the game;

e the type of player interaction;

e the overall flow of the game;

e the type of tasks or challenges players would encounter;



Co-funded by
the European Union

AME O
FOR EUROPE

e the visual structure of the board and supporting materials;
e the role of colours, symbols and layout in guiding the learning experience.

Design was considered an essential part of the concept development process
rather than a secondary or decorative element. Participants reflected on how the
visual presentation of the game could support clarity, motivation and usability. This
included thinking about the shape and organisation of the board, the appearance
of cards, the use of recognisable symbols and the balance between attractiveness
and simplicity. In this way, design was approached as part of the educational
methodology, since a well-structured visual format can make learning tools easier
to understand and more appealing to participants.

The collaborative nature of the work within national teams contributed
significantly to the diversity of ideas generated. Each team brought different
perspectives, experiences and creative preferences, resulting in a wide range of
concepts that reflected both shared European themes and local interpretations.
This diversity became an essential strength of the project, ensuring that the
following development stages were based on multiple viewpoints and creative
directions.

Participants considered the practical aspects of implementation. Since the games
were intended for use in youth work settings, attention was given to factors such as
clarity, accessibility, visual coherence and adaptability. This ensured that the
concepts developed were not only creative, but also feasible and relevant for real-
life use.

Through this process, participants developed a set of initial game concepts that
combined educational content, interaction and visual design. These concepts
formed the basis for the next stage of the project, where they were further
structured, presented and evaluated in order to identify the most representative
approach for further development.
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5.4 From Ideas to Structured Game Concepts

Following the idea generation phase, the project progressed towards the
structuring of the proposed game concepts. This stage focused on transforming
initial ideas into coherent and functional designs, ensuring that each concept could
be clearly understood, tested and further developed.
Participants moved from brainstorming to a more organised approach, where ideas
were refined and translated into structured game concepts. This process required a
shift from creative exploration to intentional design, where each element of the
game was aligned with its educational purpose.
The structuring process involved defining the key components of each game
concept. In particular, participants focused on:

e the educational objective and learning outcomes;

the target group and context of use;
the core game mechanics and rules;

the sequence and flow of the game;

the types of tasks and challenges included,

e the visual layout and design elements.
This stage reflects principles of instructional design, where learning activities are
deliberately structured to achieve specific outcomes (Branch, 2009). By clarifying
objectives and aligning them with game mechanics, participants ensured that the
games were not only engaging, but also pedagogically meaningful.
At the same time, participants applied elements of game design thinking, focusing
on how players would interact with the game and how engagement could be
sustained throughout the experience. This included considerations related to
player motivation, progression and feedback, which are central elements in
effective game design (Werbach and Hunter, 2012).
An important aspect of this phase was the balance between educational content
and playability. Participants were encouraged to avoid overloading the game with
information and instead focus on creating a flow that supports both learning and
enjoyment. Research in game-based learning highlights that effective educational
games integrate content seamlessly into gameplay, rather than presenting it
separately (Plass et al., 2015).
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In addition, visual design continued to play a key role in shaping the concepts.
Participants refined the layout of the board, the structure of the cards and the
overall visual identity of the game. Design decisions were made with the aim of
enhancing clarity, accessibility and engagement, ensuring that players can easily
understand the game while remaining motivated to participate.

The collaborative nature of the process remained essential during this stage.
Participants discussed, compared and refined their concepts within teams,
ensuring that different perspectives were taken into account. This iterative and
participatory approach contributed to the development of more coherent and
well-structured game concepts.

By the end of this phase, each team had developed a clear and structured game
concept, including both educational and design elements. These concepts were
ready to be presented, discussed and evaluated in the next stage of the project,
where one of them would be selected as the most representative for further
development.
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5.5 Selection of the Most Representative Game Concept

Following the development of structured game concepts, the project progressed to
the selection phase, where all proposed ideas were presented, analysed and
evaluated. This stage aimed to identify the concept that best reflected the
objectives of the project, while also maintaining the diversity and creativity
generated during the previous phases.
Each national team presented its game concept, outlining the educational
objectives, game mechanics, design elements and intended learning experience.
This process allowed participants to gain insight into different approaches and to
compare how European values were integrated into the various game formats.
The evaluation process was conducted in a participatory manner, involving
discussion, reflection and collective decision-making. Rather than applying a purely
formal or hierarchical selection method, participants engaged in an open exchange
of perspectives, assessing the strengths and limitations of each concept. All visions
were discussed and considered, which represented an essential aspect of the
process, ensuring that each contribution was acknowledged and valued. This
approach reflects participatory learning principles, where decision-making is
shared and knowledge is co-constructed through dialogue (Bovill, 2013).
The selection was guided by a set of agreed criteria, which included:

e clarity of the game concept and structure;

e relevance to the project’s objectives and European values;

e level of interaction and participant engagement;

e adaptability to different youth work contexts;

e balance between educational content and playability;

e attractiveness and visual appeal of the game design;

e inclusiveness and accessibility for diverse groups of participants.
Based on these criteria, one game concept was identified as the most
representative and suitable for further development. The final selection was made
through a voting process, allowing participants to actively engage in democratic
decision-making and to apply European values such as participation and inclusion
in practice. This concept demonstrated a strong balance between knowledge
acquisition, interaction and reflection, as well as a high level of adaptability across
different learning environments.
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The selection process did not diminish the value of the other concepts developed
during the project. On the contrary, it highlighted the richness and diversity of
approaches generated through collaborative work. The alternative concepts
reflected different pedagogical perspectives, including more structured, question-
based formats and varied approaches to player interaction, which contributed to a
broader understanding of how learning can be facilitated through games. Some
elements and ideas from these concepts were later integrated into the refinement
of the selected game, contributing to a more comprehensive final outcome.

In addition, one of the alternative concepts was further developed as a
complementary educational tool. This concept was maintained not only as a
secondary result, but as a deliberate extension of the project outcomes, offering a
different methodological approach that supports knowledge consolidation and
structured learning. This reflects a flexible and inclusive approach to the
development process, where multiple outcomes are recognised and valued. The
coexistence of two developed game formats provides youth workers with a broader
range of tools, allowing them to adapt their activities according to different
learning needs and contexts.

The selection phase therefore played a dual role: it enabled the identification of a
central game concept for further development, while also preserving and
integrating the diversity of ideas generated during the project. This ensured that
the final outcomes were both focused and inclusive, combining coherence with

creativity.
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5.6 Local Workshops: Testing, Feedback and Validation as a Replicable
Methodology

Following the selection of the most representative game concept, the project
entered the local implementation phase, where the developed games were tested
in real educational contexts. This stage played a crucial role not only in refining the
game, but also in shaping a replicable methodology that can be applied in other
youth work settings.
The local workshops were organised by each partner organisation and involved
diverse groups of young participants, including young people with fewer
opportunities. The inclusion of participants with different backgrounds,
experiences and learning needs was a key element of the process, ensuring that the
testing phase reflected real-life diversity and contributed to the accessibility and
relevance of the developed tools.
During the workshops, participants engaged with both the selected game and
alternative concepts, allowing for a comparative testing process. This approach
enabled youth workers to observe how different game formats function in practice
and how participants respond to various types of learning experiences.
The testing process followed a structured and transferable sequence of steps,
which can be adapted for use in other contexts:

e introduction of the activity and explanation of the learning objectives;

e presentation of the game and its main elements;

e active participation of players in gameplay;

e oObservation of participant engagement and interaction,;

 facilitation of discussion and reflection after gameplay;

e collection of feedback from participants.
This structured approach ensured that the workshops were not limited to gameplay
alone, but included reflection and evaluation as essential components of the
learning process. Research in game-based learning highlights that reflection is a key
factor in transforming experience into meaningful learning (Plass et al., 2015).
A significant aspect of the workshops was the role of youth workers as facilitators.
Rather than acting as instructors, they guided the process, encouraged
participation and supported inclusive interaction. Special attention was given to
ensuring that all participants felt comfortable expressing their ideas, contributing
to discussions and engaging with the activities. This inclusive facilitation approach
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is essential in youth work, where creating accessible and supportive environments
is a priority.
Inclusion was addressed not only at the level of participation, but also in the design
and implementation of the activities. The games were tested with attention to:

e clarity of instructions for participants with different levels of experience;

e adaptability of tasks to different learning styles;

e opportunities for equal participation within the group;

e accessibility of language and content.
Through this process, youth workers were able to identify both strengths and areas
for improvement in the game concepts. Feedback was collected through
observation, group discussions and participant reflections, allowing for a
comprehensive understanding of how the games functioned in practice.
The testing phase also contributed to the validation of the games as educational
tools. By observing how participants interacted with the content, made decisions
and engaged in discussions, youth workers were able to assess the extent to which
the games supported learning objectives related to European values and active
participation.
Importantly, this phase demonstrated that the effectiveness of the games is closely
linked to the way they are facilitated. The same game can produce different
learning outcomes depending on how the activity is introduced, guided and
reflected upon. For this reason, the methodology developed through the project
emphasises not only the design of the game itself, but also the role of facilitation
and structured reflection.
As a result, the local workshops can be considered a key component of a
transferable methodology that combines gameplay, facilitation and reflection. This
approach can be replicated in other youth work contexts, providing a practical
framework for using educational games to support active learning, inclusion and
engagement.
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5.7 Iterative Development and Co-Creation

Following the local workshops, the project entered a phase of iterative
development, where the feedback collected during testing was analysed and used
to improve the game concepts. This stage ensured that the final versions of the
games were not only based on initial ideas, but were refined through practical
experience and participant input.
The improvement process was guided by feedback gathered from both young
participants and youth workers during the local workshops. This feedback was
collected through observation, group discussions and reflection sessions, allowing
for a detailed understanding of how the games functioned in practice and how they
were perceived by participants.
The refinement of the games focused on several key aspects, including:

e clarity of instructions and rules;
level of engagement and interaction,;

balance between educational content and playability;

accessibility and inclusiveness of the activities;
visual clarity and design improvements.

An essential dimension of this phase was the active involvement of participants in
shaping the final versions of the games. Through the suggestions, feedback and
ideas provided during the workshops, young people and youth workers contributed
directly to the improvement of the game concepts. This process transformed them
from participants into co-creators, as their input influenced both the content and
the structure of the games.

As a result, the final versions of the games became more representative of the
needs, perspectives and learning preferences of the target group. The
incorporation of participant feedback ensured that the games were not only
designed for young people, but also shaped together with them, increasing their
relevance, usability and educational impact.

The iterative nature of this process reflects principles of user-centred design,
where the development of a product is continuously informed by user feedback
and experience (Norman, 2013). By testing, evaluating and refining the game
concepts, the project ensured that the final outcomes were both functional and
meaningful in real youth work contexts.
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This phase strengthened the connection between learning and creation.
Participants were able to see how their ideas contributed to tangible outcomes,
which increased their sense of ownership and engagement with the project. This
participatory approach is particularly valuable in youth work, where active
involvement is a key factor in meaningful learning experiences.

The iterative development process therefore played a crucial role in enhancing
both the quality and the relevance of the games. By integrating feedback from
diverse participants and continuously improving the concepts, the project
produced educational tools that are adaptable, inclusive and grounded in real-life
experience.
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5.8 Design, Materials and Sustainability Considerations

Following the testing and refinement phases, the project progressed to the
finalisation of the game in its physical format. This stage focused on translating the
developed concepts into tangible educational tools, ensuring that the design,
materials and production choices were aligned with both educational and
sustainability principles.
The design of the board game was developed with a focus on clarity, usability and
visual coherence. Particular attention was given to the structure of the board, the
layout of the cards and the use of colours and symbols, in order to facilitate
intuitive gameplay and support participant engagement. The importance of clear
and user-friendly design in educational tools is widely recognised, as it directly
influences usability and learning effectiveness (Norman, 2013).
At the same time, the design process took into account the educational function of
each component. The board, cards and visual elements were not treated as
decorative features, but as integral parts of the learning experience. Their role was
to guide participants, structure interaction and support the understanding of the
game flow. Research in educational design highlights that visual and structural
elements can significantly enhance learning by supporting comprehension and
engagement (Mayer, 2009).
An important consideration during this stage was the selection of materials and
production methods. The project aimed to minimise environmental impact by
opting for simple, accessible and low-consumption solutions. The following
principles were applied:

e prioritising printed materials over complex or resource-intensive components;

e reducing or eliminating the use of plastic elements;

e using standard paper and cardboard formats that are easy to reproduce;

e avoiding unnecessary packaging or decorative elements that do not contribute

to the educational value of the game.

These choices reflect a conscious effort to integrate environmental sustainability
into the development of the game, aligning the production process with broader
European priorities related to ecological responsibility. Sustainable design
approaches emphasise the importance of reducing material use and environmental
impact while maintaining functionality (Papanek, 1985). By reducing material
consumption and favouring simple production methods, the project demonstrates



Co-funded by 4 G o« vl e
the European Union sl (f.aStOHa ({EAR'N_GYOUTH :*,ﬁ.ﬁir‘ M

AME O
FOR EUROPE

that educational tools can be both effective and environmentally responsible.

In addition, the simplicity of the materials contributes directly to the replicability
of the game. Youth workers and organisations can easily reproduce the game using
locally available resources, without requiring specialised equipment or significant
financial investment. Replicability is a key factor in the transfer of educational
practices, particularly in non-formal learning contexts (Ehlers, 2011). This aspect is
particularly important for organisations working with limited resources or in
diverse community contexts.

The finalisation stage also included the preparation of the game for dissemination
and use. This involved organising the components, ensuring clarity of the rules and
preparing the materials in a format that can be easily shared, printed and adapted.
Overall, the design and production of the game reflect a balance between
functionality, accessibility and sustainability. By combining clear visual structure,
low-impact materials and adaptable formats, the project provides an educational
tool that can be effectively used and replicated in a wide range of youth work
settings.

GAME TESTING WORKSHOP
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Game On for Europe - Game Rules

General Description
Game On for Europe is an educational and interactive game designed to develop

knowledge about democracy, the rule of law, the European Union and the
characteristics of its Member States. The game combines competition with learning
through questions of varying difficulty levels.
The game also integrates elements of reflection, argumentation and decision-
making, facilitating the understanding and application of European values in
practical contexts.
Obijective of the Game
The objective of the game is to move across the entire board and reach the Finish
line first, by accumulating points through correct answers.
Also, the game aims to develop critical thinking, argumentation skills and active
participation.
Game Components

e Game board with 67 spaces

e Pawns (one for each player/team)
e Set of cards:
o 2-point cards — True/False questions
o 3-point cards — multiple-choice questions (3 options)
o 4-point cards — EU Country Cards (open-ended questions)
e Special spaces marked with the European Union flag (27 in total)
Optional: a game leader who supports answer validation.
Game Setup

Each player or team chooses a pawn.

All pawns are placed on the Start space.

Players agree among themselves who begins first.

The order of play continues clockwise.

A game leader may be selected by drawing lots, who facilitates the game and may
support the validation of answers. This role can later be taken over by the player
who is leading.
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Choosing Cards
During each turn, the active player/team:
e Chooses a 2-point or 3-point card
e The card is read by the opposing team
Answering and Moving
e If the answer is correct » the player moves forward the corresponding number
of spaces (2 spaces for 2-point card or 3 spaces for 3-point card)
e If the answer is incorrect - the player remains in place
For open-ended questions (4 points), players are encouraged to justify their
answers.
Special Spaces - EU Flag
If a player lands on a space marked with the European Union flag:
e They must draw a 4-point card (EU Country Card)
e They receive an open-ended question about an EU Member State
Result
e Correct answer » move forward 4 spaces
e |ncorrect answer - remain in place
These questions may address both general knowledge and the application of
European values (such as democracy, inclusion, rights and participation).
Additional Rules
e Players may choose their strategy: easier questions (2 points) or more difficult

ones (3 points)
e Cards must be read clearly and in full by the opposing team
e Answers must be given without external assistance
If two players / teams land on the same space, the player / team arriving later may:
e respect the already occupied position (the previously gained right) and move
back one space;
e or contest the position through a “challenge”.
In the case of a challenge, both players / teams receive a 4-point card (EU Country
Card), which contains an open-ended question, and must justify their answers.
The winner is determined by a vote of the other players, based on the correctness
and quality of the argumentation. The winning player / team remains in the
position, while the other moves back one space.
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End of the Game
The game ends when the first player reaches the FINISH space.
That player is declared the winner of the game.
Recommendations for Play
e Playing in teams is recommended for a more interactive experience
e Encourage discussion and explanation after each answer to maximise learning
e The game can be adapted for educational contexts, training sessions or youth
activities
It is recommended to facilitate group discussion and reflection in order to
transform the game into an active and participatory learning experience.
Learning Objectives
The game is designed not only as a recreational activity, but also as an educational
tool that facilitates learning through participation, interaction and reflection,
contributing to the development of the following competences and knowledge:
e understanding and applying European values such as democracy, equality,
inclusion and human rights;
e improving knowledge about the European Union and its Member States;
e developing critical thinking and argumentation skills;
e enhancing communication and teamwork;
e encouraging active participation and civic engagement;
e developing decision-making skills and responsibility.
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True/False

All Eurgpean countries are
members of the Eurcpeon
Unign.

= True
= False

True/False

The stars an the EU flog
symbalize the number of
member states.

s True
= False

True/False

EU citizens may travel
frealy among all EU
countries without the need
fora visa.

« True
» Faise

True/False

The Ewrgpean Union
recognizes o single official
longuoge.

True/False

Democracy represents

one of the fundamental
volues of the European
Uinion.

+ True
» Foise

Truef/False

The EU flog features
eleven stors.

True/False

The eura is utilized as the
official currency acrass all
EU member states.

True/False

The European Unign
promotes colloboration in
education, culture, and
youth initiatives,

+ True
+ Faise

True/False

The European Union does
not ploce @ high priarity
on enviranmental
protection.

True/False

The Eurcpean Uinion only
oddresses the econamic and
welfore cancerns of
European nations

True/False

Solidarity among nations is-a
fundamental principle of the
EU.

True/False

Young individuals can
benefit from programs
funded by the EU.

2 options

Is the European Union a
wnion of states ora
singular state?

« Union of states
« A single state

True/False

Citizens of the EU are
atlowed to vote in the
national elections of other
member states,

2 options

Does the EU advocate for
freedom or censership?

= Freedom
« Censorship

True/False

ELl citizens possess equal
rights irrespective of
gender, religion, or origin.

True/False

The European Union
advocates for the active
engagement af youth in
society.

True/False

The Eurcpean Union
functions without
estoblished regulations.

True/False

The Euvropeon Union
promotes colloboration
among generations.

True/False

EL! tegislation aims to
protect the citizens of the
member states,

True/False

The EU has the authority to
implement regutations that
are applicable across all
member states.

« True
+ Foise

True/False

Respect for human rights
is imperative for all EU
member siates.

True/False

The principle of freedom
aof movement pertains fo
bath individuals ond

goods.

« True
* False

True/False

All decisions within the
Eurgpean Union are made
by a singular Europeon
institution.

True/False

The EU does not play a
role in consumer
protection.

True/False

All EL member stotes

implement the same
policies across all
domains.

True/False

The Europeon Union
advocates for the active
engagemant of youth in
society.

+ True
= False

True/False

The Eurgpean Union
restricts the sovereignty of
its member states ocross
all domains.

True/False

EU values are not
mandatory far member
states.

True/False

All EU Member States
have ratified the European
Convention an Human
Rights (ECHR),

» True
= Folse
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Single-choice
question

Which of the following is NOT|
a core value of the EL?

Al Human dignity

B) Rule of law

C) Compliance with
authority

Single-choice
question

In which year was the
European Union established?

A} 1918
8) 1991
) 1993

Single-choice
question

What rade does the Eurapoan Uiniso
play in the realm of human rights?

A) Consultation only

B) Safeguarding and
advancement

€] Lacking any competence

Single-choice
question

What builds trust?

A) Transparency
B) Contest
C) Contral

Single-choice
question

Which EU principle mondates
mutual SUpport among
member stales?

A) Contest
B) Unity
C) lmpartiality

Single-choice
question

What form of democrocy
does ihe EU advocate?

A) Autocratic

B) Engaging and
representative
C) Technocrat

Single-choice
question

What is the role of the
EU in environmental
maotters?
A) Implementing dised
policies for environmental
protection,
B) Leoving responsihifity solely
to stotes
C) Prohibiting environmental
initfatives

Single-choice
question

VAT O I IMEcaRiond Of U citgenanip?

A] Replacing notional
cifizenshig

B) Finalising the national
eitizenship

) It is fust symbaohic

Single-choice
question

rves cloars the ELS
T FEGEM Of Bguatny?

A) Equal opportunities
B] Socigl homoageneity
) Sociol stratification

Single-choice
guestion

Wit 15 the meaning af the
ErinCiple of Non-UECINTIE RN ?

Al Justifying different treatment
B) Equal treatment irrespective of
personal eriteria

C} Preference for specific social
QOUpS

Single-choice
question

Whict of the following is NOT an
institution of the European Union 7

A) European Commission
B) European Court of
Human Rights

C) European Parliament

Single-choice
question

Whaot is the ocguis
communautaire?

A} European Union budget
B) All European Union
legisiation and obligations
G} The Eurgpean Union
voling system

Single-choice
question

Which treafy established
EU citizenship?

Treaty of Rome

B) The Maastricht
Agreemeant

C) The Lisbon Treaty

Single-choice
question

What is the role of the
Council of the European
Uinion?

A] Representing the
governments of the
member nations

B) Representing the
populace

C) Regulating the judiciary

Single-choice
question
Which institution

oversees the monelary
policy of the euro grea?

A) European Commission

B) European Central Bank
C) European Parliament

Single-choice
question

What is the primary function
of the European Parfioment?

A) implemeniation of kegislanan
B) Estabiizhing the ewo exchange
rate

C) Adoption and modification of
EU legistation

Single-choice
guestion

Whit s the significance of
the EU's “singie morker™?

Al A uniffed Europeen currency
B Unrestricted movement of
goods, individuals, services,
ond capital

C) Abodition of national taxes
for EU member stoles

Single-choice
question
What is the duration of the

term for Members of the
European Parliament (MEPs)7

A) Four years
B) Five years
C} Six years

Single-choice
question
Which institution, in conjunction
with the EU Councll, opproves
the EU budger?

A) Evropean Commission
B) European Parliament
Cl Court of Auditors

Single-choice
question

Whgt is fhe funclion of the
Ewfopean Court of Audilons?

A Formulating fiscol policles
B) imposing sanctions on
stotes

C) Regulating the utilization
of EU funds

Single-choice
question

Whet constitutes the
Schengen Area?

Al Eurgzone

B} Region without internal
border controls

C) Eurapean Union foreign
paolicy

Single-choice
question

What ave the conseguances If
@ Member Stote aignificontty
visdates EU wolues?

A) There are no
repercussions.

B) May be penalized in
accordance with treaties
C] It is excluded
automatically.

Single-choice
question

What is the definition of an
absolute majority in the
European Parfiament?

A} Fifty percent of the voles
from the member stotes

B) Over fifty percent of the
votes from all MEPs

C) Consensus vole

Single-choice
question

Which institution represents
the Europeon Unlon extarnally
in specific domains?

A) European Parliament
B) European Union High
Representative

C} Court of Justice af the
Eurcpean Unien

Single-choice
question

Which EU institution possesses
the autharily to initiate
infringement proceedings
against @ Member State?

A) European Parlioment
B) European Commission
C) Councll of Europe

Single-choice
question

W is the roke of the President
of the Eurapean Commission?

A) Represents the member
Natons

B) Direcls the Eurapean
Parliarnent

C) Oversees the activities of
the Commission

Single-choice
question

What is the primary
objective of the EU budget?

A) Endorsing EU policies
and initiatives

B) Funding national
aedministrations

C) Compensating the
salaries of national civil
servants

Single-choice
question
What is the meaning of
“representalive democracy”

within the context of the EU?
A) Citizens select their

representatives,

B) Citizens directly determine
ail legistation

C) Only governments make
significant decisions

Single-choice
question

What are the consequences if @
Memiber Staie foils 1o comply with @
ruling issued by the Court of Justice
af the Eurapean Lindon (CJEU)T?

A) It is ploced on the EU
“blockiist.”

B) May incur financial
penalties

C1 it is automatically excluded
fram the Eurapean Unlon.

Single-choice
question
Which EU institution

comprises judges, one from
each member state?

Al Audit Court

B) Court of Justice af the
Eurcpean LUinion

C) Ewropean Union Genergl Court
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EU Country Card

Which city is regarded as the|
principal seat of the EU
institutions?

A) Brussels
B) Strasboing
C) The Hogue

EU Country Card

In which year did Bulgaria
become a member of the
EU?

A) 2004

B) 2007
C) 2013

EU Country Card

What is the capital city of
Estonig?

Al Riga
B) Vilnius
CJ Tallinn

EU Country Card

What is the copital city of
Stovakio?

Al Skopje
B) Brotisiawva
C) Ljubljana

EU Country Card

Belgium recognizes the
fatiowing official languages;

A) French, English, German
B} Duich, French, German
C) French, German, Dutch

EU Country Card

Germany is a:

A) Federal stote
B} Centrolized state
C) Kingdom

EU Country Card

Porfugal became o member
of the EU in the same year as:

A) Denmark

B) Spain
C) ireland

EU Country Card

Poland became a member of
the Euvropeon Union in:

A) 2004
B8} 2007
Clams

EU Country Card

Do Sweden and Denmark
utilize the euro?

Al Yes
B) No

EU Country Card

In which year did Norway
become a member of the EU?

A) 2001

B) 1998

C) Norway is not a member
state of the European
Union.

EU Country Card

Estonia is renowned for:

A} Sophisticated
digitalisation

B) Agranomy

C) Demographic density

EU Country Card

Which EU country has
access to both the North
Sea and the Boitic Sea?

A) Germany
B) Poland
C) Denmark

EU Country Card

Which country is recognized
for its military neutrality
within the EU?

A) Austria
B) Poland
C) Remania

EU Country Card

What is the capital city of
Siovakia?

A) Skopje
B) Bratislava
C) Ljublana

EU Country Card

Which country is NOT a
member of the eurozone?

A) Poland
B) Slovakia
C} Siovenia

EU Country Card

The Court of Jusiice of the
Eurapean Union is situated in

A} Belgium
B) France
C) Luxembourg

EU Country Card

Which EU country shares
barders with the most other
EU countries?

A) Germany
B) France
C) ktaly

EU Country Card

Which country quit the EU in
20207

A) United Kingdom
B) Norway
C) Switzerland

EU Country Card

Which country adopted the
euro in 20267

Al Croatia
B) Bulgaria
CJ Estonia

EU Country Card

In which year dic Nerway
become a member of the EU?

A) 2000

B) 1996

C) Norway is not a member
state of the European
Union.

EU Country Card

Why is France regarded as
one of the pivetal nations in
the establishment of the ELI?

Answer: It is a founding
member and promoted
European collaboration
following World War il

EU Country Card

What is Germany's rele in the
European Union ecanomy?

Answer: It represents the
largest economy within
the EU ond servesas o
significant contributor to
the European budget.

EU Country Card

Identify two advantages of
Ramania's membership in the
ELL

Access to European
Jfunds, along with the
freedom to work and
study within the EU and
beyond.

EU Country Card

Why is Belgium referred to as
the “political heart of the EU™?

Answer: Becouse Brussels
is the headquarters of the
main European institutions.

EU Country Card

What is Fintand renowned for
in Europe?

Answer: One of the most
effective educational
systems in Europe.

EU Country Card

What are the six founding
states of the Europeon Unien?

Answer: Beigium, Luxembourg,
ftoly, Germeany, France,
Netherimnds

For the cofrect response to
this question, one
adaditional point is granted.

EU Country Card

Whaot role does Denmork ossume
in the ELF's green rronsinon?

Answer: It is a frontrunner in
wind energy and climate
policy.

EU Country Card

What prompted the
estoblishment of the European
Unign following World War II?

Answer; To avert confiicts and

promote peace through
collaboration among states.

EU Country Card

What wos the initial manifestotion
of European collfoboration that
established the foundation of the
EU?

Answer: The European Coal
and Steel Community.

EU Country Card

What significant change alid
the Moastricht Treaty
introduce?

It established the European
Union and introduced EU
citizenship.
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Analytical Perspective on the Educational and Methodological Value of the Game

The board game Game On for Europe represents a structured educational tool that
integrates elements of gamification, experiential learning and non-formal
education methodologies into a coherent and accessible format. Its design reflects
a deliberate balance between knowledge acquisition, interaction and reflection,
positioning the game as both an engaging activity and a pedagogical instrument.
From an educational perspective, the game operates on multiple levels of learning.
It combines factual knowledge with interpretative and reflective tasks, allowing
participants to engage with content progressively. The use of different types of
questions supports this layered approach, moving from basic recognition to deeper
understanding and argumentation. This progression reflects cognitive
development models, where learning advances through increasingly complex levels
of engagement (Plass et al., 2015).
At a conceptual level, the game is grounded in principles of learning through
participation and interaction. Rather than presenting information in a linear or
passive format, it creates a context in which knowledge is constructed through
engagement, discussion and decision-making. This aligns with non-formal
education practices, where learning is shaped by experience, dialogue and peer
exchange (Ehlers, 2011).
A key methodological strength of the game lies in its integration of multiple
learning approaches within a single framework. The gameplay incorporates:
e elements of game-based learning, through challenges, progression and
feedback;
e experiential learning, as participants engage directly with tasks and reflect on
their responses;
e peer learning, facilitated through interaction, discussion and shared decision-
making.
Research on game-based learning highlights that such integrated approaches
enhance motivation and engagement, particularly when learners are actively
involved in the process (Plass et al., 2015).
The inclusion of open-ended questions significantly enhances the educational
value of the game. These questions encourage participants to move beyond
memorisation and engage in interpretation, argumentation and critical reflection.
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By requiring justification of answers, the game promotes deeper cognitive
engagement and supports the development of communication and reasoning skills
(Kapp, 2012).

The “challenge” mechanism represents an important methodological element. By
allowing players to contest positions and engage in argument-based competition,
the game introduces a layer of strategic decision-making. At the same time, the use
of voting as a validation method transforms this mechanic into a simulation of
democratic processes. Participants are not only required to formulate arguments,
but also to evaluate and make collective decisions, thereby experiencing core
aspects of participation and deliberation.

From the perspective of engagement and entertainment, the game successfully
balances educational content with interactive dynamics. The progression system,
combined with the possibility to choose between different levels of difficulty,
introduces elements of strategy and maintains player interest throughout the
activity. Gamification literature emphasises that such elements are essential for
sustaining motivation and engagement in learning environments (Deterding et al.,
2011).

Also, the game creates a participatory environment in which all players are actively
involved. Even when not directly answering questions, participants are engaged in
reading, evaluating, discussing or voting. This continuous involvement supports
sustained attention and prevents passive participation, which is essential for
effective learning in group settings (Plass et al., 2015).

The visual and structural simplicity of the game further enhances its usability. The
clear layout of the board and the organisation of the materials allow players to
quickly understand the rules and engage with the activity without extensive
explanation. This accessibility makes the game suitable for diverse groups,
including participants with different levels of experience or educational
background.

Another significant aspect is the replicability of the game. The use of simple
materials and a flexible structure allows the game to be easily adapted and
reproduced in different contexts. Replicability is a key factor in the transfer of
educational practices, particularly in non-formal learning environments (Ehlers,
2011). Youth workers can modify the content of the questions, adjust the level of
difficulty or adapt the facilitation approach according to the needs of their target

group.
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Furthermore, the game supports inclusive participation by allowing different forms
of engagement. Players can contribute through knowledge, reasoning, discussion
or decision-making, which creates multiple entry points for participation. This is
particularly important in youth work contexts, where diversity of experience and
ability is a defining characteristic (European Commission, 2021).

Overall, Game On for Europe demonstrates how an educational game can combine
learning, participation and engagement into a single experience. By integrating
multiple methodologies and supporting both individual and collective learning
processes, the game provides a valuable tool for youth workers aiming to promote
active citizenship, critical thinking and understanding of European values.

ra
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EU Challenge Cards - Game Rules

Game Setup

At the beginning of the game, each player chooses a pawn. All players roll the dice
once, and the player who obtains the highest number starts the game.
If two or more players obtain the same result, they roll the dice again until the
playing order is established.
Gameplay
The game is played in turns, in a clockwise direction. During each turn, the player
rolls the dice and moves their pawn forward according to the number shown on the
dice.
The game board includes two types of spaces:

e spaces marked with the flag of a European Union Member State;

e spaces marked with a star.
Spaces Marked with EU Member State Flags
When a player lands on a space marked with the flag of one of the 27 European
Union Member States, they must correctly:

e name the country;

e state its capital city;

e mention two specific characteristics of that country.
These characteristics may include, but are not limited to, aspects related to
culture, traditions, gastronomy, history, geography or economy.
If the player fails to correctly identify the country or provides an incorrect name,
they must move back to the space from which they started before rolling the dice.
If the player correctly identifies the country but does not know the capital and/or
cannot mention one or two specific characteristics, they remain on the space but
lose the right to roll the dice for 1, 2 or 3 turns, depending on the amount of missing
information.
Star Spaces
If a player lands on a space marked with a star, they must roll the dice again. Based
on the number obtained, the player must state the same number of values,
principles, rules or other characteristics related to the European Union.
It is important to note that values, principles or information already mentioned
during the game cannot be repeated in subsequent rounds.
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If the player fails to mention the required number of values, principles or
characteristics of the European Union, they remain on that space and lose the right
to roll the dice for 1, 2 or a maximum of 3 turns, depending on the number of
missing elements.

Evaluation of Answers

The correctness of the answers is evaluated by the other players.

Optionally, the game may include a designated leader, responsible for verifying the
information provided by participants and ensuring that the rules are respected.
End of the Game

The game ends when the first player reaches the FINISH space.

That player is declared the winner of the game.
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EU Challenge Cards - Educational Role and Added Value

Alongside the main board game - Game On for Europe, the project developed a
complementary educational tool entitled EU Challenge Cards. This second game
represents an extra outcome of the project, designed to support learning through a
structured and focused approach.

EU Challenge Cards adopts a question-based format centred on direct engagement
with content. The game is built around sets of questions that target knowledge
related to the European Union and its core values, offering a more concise and
accessible learning experience.

From an educational perspective, this format supports knowledge consolidation
and reinforcement. By focusing on structured questioning, the game allows
participants to revisit key concepts, clarify misunderstandings and strengthen their
understanding of European topics. Research in educational practice highlights that
structured recall and repetition play an important role in strengthening learning
outcomes (Roediger and Karpicke, 2006).

At the same time, the simplicity of the format makes the game highly flexible and
easy to use. It can be implemented in shorter sessions, integrated into workshops
or used as a standalone activity. This adaptability allows youth workers to select
the most appropriate tool depending on the time available, group dynamics and
learning objectives.

The game also maintains elements of interaction and engagement, particularly
when questions are discussed within teams or when participants are encouraged to
explain their answers. This ensures that the activity remains participatory, even
within a more structured format.

In terms of replicability, EU Challenge Cards game is particularly easy to reproduce
and adapt. The format requires minimal materials and can be easily modified by
adding, removing or translating questions according to the needs of different
target groups. This makes it a highly accessible tool for youth workers operating in
diverse contexts.

Furthermore, the development of this second game reflects the value of the co-
creation process within the project. By recognising and further developing
alternative concepts, the project ensured that multiple perspectives and
approaches were preserved and transformed into concrete educational outputs.
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This contributes to the overall richness and versatility of the project results.
Overall, EU Challenge Cards enhances the impact of the project by providing a
complementary tool that supports structured learning, flexibility and accessibility.
Together with the main board game - Game On for Europe, it expands the range of
educational methods available to youth workers, allowing them to address
different learning styles, contexts and objectives.
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5.10 Role of the Games and Booklet in Youth Work Practice and Replicability

The games developed within the Game On for Europe project, together with this
booklet, represent a structured and transferable approach to integrating
gamification into youth work practice. Rather than functioning as isolated
activities, they form a coherent educational methodology that combines learning,
participation and reflection in a format that can be adapted across different
contexts.
From a practical perspective, the board games provide youth workers with ready-
to-use tools that can be implemented in a variety of settings, including training
sessions, local workshops and non-formal educational activities. Their flexible
structure allows facilitators to adjust the level of complexity, duration and depth of
discussion according to the needs of the group. This adaptability is essential in
youth work, where learning environments are diverse and often unpredictable.
A key strength of the developed tools lies in their capacity to support active
learning. Participants are not passive recipients of information, but are
continuously engaged in answering, discussing, evaluating and making decisions.
This creates a learning environment where knowledge is constructed through
interaction and experience, rather than transmitted in a linear manner. Such
approaches are widely recognised as effective in non-formal education, where
participation and engagement are central to the learning process (Ehlers, 2011).
The games also contribute to the development of competences relevant to active
citizenship. Through gameplay, participants engage with topics such as democracy,
inclusion and rights, not only at a theoretical level, but through concrete actions
such as argumentation, decision-making and voting. This experiential dimension
enhances understanding and allows participants to connect abstract values with
practical situations.
An important aspect of the project outcomes is their replicability. The
methodology developed through the project can be transferred and adapted by
other organisations without requiring significant resources. Replication can be
achieved through several practical approaches:

e adapting the content of the questions to reflect local, national or thematic

priorities;
e translating the materials into different languages;
e adjusting the level of difficulty according to the target group;
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e integrating the games into existing training programmes or educational
activities;

e modifying facilitation methods to suit different group dynamics.
The use of simple materials and clear structure further supports this process,
ensuring that the games can be reproduced using accessible resources. This makes
the tools particularly relevant for organisations with limited capacity, as well as for
diverse community contexts.
Within this framework, the booklet plays a central role as a methodological guide. It
does not only present the final products, but documents the entire development
process, from initial ideas to testing and refinement. By outlining the steps,
principles and methods used, the booklet provides a clear reference for youth
workers who wish to understand, apply or adapt the approach.
The booklet offers concrete examples of how gamification can be applied in
practice, while also encouraging users to develop their own adaptations and
variations. It functions not only as a guide, but also as a resource for further
activities in youth work.
The combination of games and booklet therefore extends the impact of the project
beyond its initial implementation. It enables knowledge transfer, supports capacity
building and contributes to the development of more engaging and participatory
educational practices.
Overall, the project demonstrates that gamification can be effectively integrated
into youth work through simple, adaptable and well-structured tools. By providing
both practical resources and a clear methodological framework, the Game On for
Europe project offers a sustainable and scalable approach to promoting active
citizenship, critical thinking and engagement among young people.
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	INTRODUCTION
	ERASMUS+ PROGRAM AND THE “GAME ON FOR EUROPE” PROJECT
	Erasmus+ is the European Union program dedicated to education, training, youth, and sports, which aims to promote mobility, cooperation, and innovation at the European level. Among its actions, small-scale partnerships in youth (KA210-YOU) represent an opportunity for small-scale youth organizations to collaborate on innovative and educational projects, strengthening their skills and expanding youth involvement on crucial issues such as active citizenship, European values, and social inclusion.
	The “Game On for Europe” project fits into this framework, aiming to promote European values through creative educational methods such as gamification. The project brings together partners from Sweden, Italy, Romania, and Greece with the aim of developing an educational board game and related tools that stimulate civic participation, youth entrepreneurship, and the inclusion of young people from disadvantaged backgrounds.
	The main objectives of the project include:
	Thanks to transnational collaboration, the project integrates different experiences to promote an inclusive and innovative approach to youth work, responding to the Erasmus+ priorities of enhancing the civic and social engagement of young people.

	The board game, training material on the use of gamification, and dissemination activities will ensure a lasting impact, fostering a practical and shared understanding of European values among young people and practitioners.
	The European Union is a project of peace, solidarity, and cooperation based on shared values that unite millions of citizens in a common future. In times of growing cultural diversity and global challenges, it is essential to strengthen awareness and practice of these values, particularly among young people, who are the protagonists of tomorrow. This booklet aims to provide a clear overview of the EU's fundamental values—democracy, human rights, social inclusion—and to offer practical tools for integrating them into everyday education and youth work activities. Promoting these values means building a more cohesive, fair, and open European society, where every young person has the opportunity to express themselves, participate, and contribute actively.
	Chapter II - EUROPEAN VALUES
	1. The birth of the European Union
	This supranational institution—that is, one with powers above those of individual states—was the first concrete step toward European integration. Its purpose was economic, but its significance was deeply political: to unite rather than divide. Over time, this project evolved into the European Union, based on values that guaranteed peace, democracy, and rights for all.
	After the success of the ECSC, the six founding states wanted to extend cooperation to other economic areas. In 1957, they signed the Treaties of Rome, establishing:
	the European Economic Community (EEC) – with the aim of creating a common market;
	EURATOM – for cooperation in the field of nuclear energy.
	These treaties marked the beginning of the construction of a Europe united not only in principles but also in practice: freedom of movement for people, goods, capital, and services; harmonization of agricultural and trade policies; removal of customs duties.
	1a- From the EEC to the European Union
	Shared values
	1.b How the EU works
	Commission. It sets the EU's overall political direction and strategic priorities. The European Commission is the executive body of the European Union: • it proposes laws, • ensures that they are implemented, • manages policies and the budget, • and represents the EU externally.  Composition • It is made up of 27 commissioners, one for each member state. • Among them is the President, Ursula von der Leyen. • Each commissioner has a portfolio, i.e. an area of responsibility (e.g. environment, economy, competition, energy, health, etc.).
	Main functions 1. Legislative initiative
	It is the only EU institution that can propose new European laws.
	The European Parliament and the Council of the EU then discuss, amend, and approve them.
	2. Enforcement and monitoring
	It monitors the application of EU laws in member countries.
	If a country does not comply with the rules, the Commission can initiate infringement proceedings before the Court of Justice of the EU.
	3. Management of the EU budget
	It administers and controls how European funds are spent (e.g., structural funds or Next Generation EU).
	4. External representation
	It represents the EU in international negotiations on matters within its competence (trade, development aid, environment, etc).
	APPOINTMENT

	The Court of Justice of the EU consists of two main bodies:
	1. The Court of Justice
	Main functions
	2. THE GENERAL COURT
	Deals mainly with appeals brought by individuas, companies, or states against acts of the eu institutions ( e.g. commission decisions on competition of european funds).
	It also consist of at least two judges per member state ( i.e., 54 judges in total).
	Main functions
	interpreting eu law
	if a national court has doubts about how to apply a europeanrule, it can ask the court for a preliminary ruling.
	the court’s answer is binding on all eu countries.



	2. ensuring compliance with eu law
	if a member state does not apply eu law correctly, the commission can bring it before the court ( infringement proceeding).

	3. annulling unlawful eu acts
	it can annual a regulation, directive,or decision if it violets the treaties.
	4. Monitoring the legality of EU institutions' actions
	It ensures that institutions do not exceed the powers conferred on them by the Treaties.
	The European Central Bank (ECB) is one of the most important institutions in the European Union — it is the heart of the eurozone, i.e. the countries that use the euro as their currency.
	The ECB is the institution responsible for monetary policy in the eurozone, i.e. the 20 EU countries that have adopted the euro (€). Its main objective is to maintain price stability, i.e. to keep inflation down and ensure that
	The ECB:

	2. Maintains price stability
	5. Issues euro banknotes
	2. Fundamental Values (Article 2 of the TEU)
	The European Convention on Human Rights (1950)
	The Convention established the European Court of Human Rights (ECHR Court) based in Strasbourg. Individuals who believe that a member state has violated one of the rights in the Convention can appeal to the Court after exhausting domestic remedies.
	• The ECHR is one of the most robust international instruments for the protection of human rights. • It has made rights that were previously more “moral” or “political” binding on member states. This has had a major impact on the domestic law of European states.  • It offers an international judicial remedy: thanks to the Court, violations can be judged and states must comply with its decisions
	The Charter of Fundamental Rights of the European Union In Nice in 2000, the European Union formalized its values even more decisively with the Charter of Fundamental Rights, which brings together the civil, political, economic, and social rights recognized for EU citizens and those under its jurisdiction. This charter reinforces the belief that democracy, equality, and solidarity are the essential foundations of a united and diverse Europe. It became legally binding with the entry into force of the Treaty of Lisbon in 2009.
	2b. Analysis of fundamental values
	In this historical context, European values are understood as tools for building a society that learns from history, protects every individual, and celebrates differences as a source of wealth. Democracy guarantees the participation of all people in decision-making; human rights ensure freedom and dignity; social inclusion promotes equality and cohesion in a diverse society.
	The European Union is founded on the values of:
	Respect for human dignity Freedom Democracy Equality The rule of law Respect for human rights, including the rights of persons belonging to minorities
	1. Human Dignity Human dignity is the cornerstone of all other freedoms and rights. It is inviolable and must be respected and protected, serving as the very foundation of fundamental rights. This means that every person, regardless of their status, age, culture, or origin, has an intrinsic value that must be respected. The European Union is committed to ensuring freedom, dignity, security, and equality for all. These rights are an essential foundation for civil coexistence and social justice. 2. Freedom  Freedom takes many forms: Individual freedoms: freedom of thought, conscience, religion, speech, assembly, and expression. These freedoms enable citizens to participate actively in democratic life. Freedom of movement: the right to move and reside freely in any EU country.
	5. Rule of law

	6. Human Rights
	2c. A united and diverse future
	Democracy in the EU
	the right to freedom of opinion and expression and to peaceful protest;  the right to education;  the right to health;  the right to work and fair conditions; the right to equality and non-discrimination: not being treated differently because of skin color, gender, religion, or sexual orientation; the right to privacy: protection of personal data and private life (e.g., on social media or at work); the right to participation: being able to vote, participate in public decisions, or civic initiatives.
	These human rights:
	protect us from abuses of power (public or private); •   guarantee equal opportunities and personal freedom; •   create a more just, inclusive, and supportive society; •   remind us that each of us has responsibilities towards others (not only rights, but also duties).  Human rights, in everyday life, allow us to live with dignity, freedom, security, and mutual respect at home, at school, at work, and in society.
	Social inclusion
	Social inclusion is a core value of the European Union, as it aims to ensure that all citizens, regardless of their personal, social, or economic circumstances, can participate fully in society. This value is based on the idea that a cohesive, fair, and just society can only be achieved by protecting the most vulnerable and reducing inequalities. Social inclusion means removing the barriers that prevent individuals or groups from actively participating in the community, ensuring equal opportunities in work, education, health, and social life. It also involves combating all forms of discrimination, exclusion, or marginalization.
	3-European values in the world of young people
	4- Main Strategies for Promoting EU Values among Young People
	Activation and participation

	Promotion of social projects and initiatives
	Use of digital channels and social media
	Involvement in decision-making
	In particular, in order to spread the fundamental values of the EU among young people, some creative ideas can be considered, such as:
	Digital storytelling: Creating short videos, podcasts, or comics that tell stories of young people who embody values such as democracy, solidarity, or equality, making the issues more relatable and inspiring.
	Role-playing and simulations: Organizing activities that simulate democratic processes (such as the European Parliament) or debates on human rights issues, to give young people first-hand experience of the importance of these values.
	Social media campaigns with viral challenges: Launching challenges on platforms such as TikTok or Instagram that invite young people to show concrete actions inspired by EU values, such as solidarity or the fight against discrimination.
	Creative workshops and hackathons: Involve young people in social or digital innovation projects that address issues such as inclusion, legality, or environmental protection, using new technologies.
	Collaborations with influencers and young leaders: Have role models within the youth world explain the meaning and importance of European values in an authentic and engaging way.
	Inclusive cultural and sporting events: Organize concerts, art exhibitions, or sports tournaments that promote diversity, respect, and collaboration among young people from different backgrounds.
	Spaces for dialogue and peer education: Create forums and discussion groups led by young people to exchange ideas and experiences and propose initiatives related to EU values, promoting empowerment.
	These ideas support active and creative involvement, which is essential for instilling awareness and daily practice of European values in young people.
	If we want to draw young people's attention to certain values such as democracy and participation among young people, we can consider some proposals for targeted youth events:
	Parliamentary simulations and citizens' assemblies: Events in which young people recreate the functioning of a parliament or city council, discussing current issues and making collective decisions to understand the value of democratic deliberation.
	Youth participation festivals: Days dedicated to workshops, motivational speakers, project exhibitions, and interactive workshops that illustrate how young people can actively participate in political and social life.
	Civic hackathons: Idea marathons in which young people develop innovative projects to improve democratic participation, for example through apps, awareness campaigns, or volunteer initiatives.
	Spaces for dialogue with local institutions: Informal meetings with political representatives, administrators, and activists to encourage direct discussion and grassroots political education that stimulates civic engagement.
	Short film or podcast competition: Creative contests in which young people share stories, experiences, or visions about democracy and participation, with prizes for the most original and incisive ideas.
	Civic volunteering days: Organization of volunteering activities in local communities to convey the importance of actively contributing to the improvement of society.
	Thematic round tables: Public debates on current and future issues, with the participation of young experts and citizens, to stimulate critical thinking and reasoned dialogue.
	These events create concrete opportunities to exercise and understand democracy, promoting awareness and active participation of young people in society.
	The fundamental values of the European Union are not abstract concepts: they become real when they are experienced every day, especially among young people.
	Socio-educational activities play a key role in transforming these values into concrete experiences through participatory, inclusive activities based on non-formal learning. Socio-educational activities are a set of activities and interventions aimed at groups (children, young people, young adults) with the aim of promoting personal growth, participation, inclusion, and the development of social relationships. It represents a bridge between theory and practice because it does not limit itself to teaching values, but allows them to be lived and experienced. It is a genuine educational activity that uses tools such as games and creative workshops, artistic, sporting, and theatrical activities, group discussions, and opportunities for exchange. This creates situations in which people can express themselves, collaborate, develop social skills, and strengthen their sense of belonging to the community. It is a way of educating through experience and active participation.
	Youth work and socio-educational activities play a key role in transforming these values into concrete experiences, especially through innovative approaches such as “gamification.”
	5- What is Gamification (and why does it work)

	Why it is effective with young people:
	Examples of how to promote European values with practical tools

	3. Collaborative challenges
	4. Badges and levels
	Integrate these concepts into young people's daily lives
	Learning Objectives

	Methodological approach
	European values as transversal skills European values are translated into practical skills:
	Value     /     Skills developed
	6- Integrating the fundamental values of the European Union into everyday youth work
	Youth workers and educators can integrate European values through:
	- structured reflection (debriefing) - shared decision making - intercultural activities - empowering participants - creating safe spaces - valuing diversity
	This approach contributes to the development of key European skills and supports the autonomy of young people as active citizens.
	The project contributes to:
	- greater civic awareness - increased social participation - strengthening inclusion - developing soft skills - youth empowerment - creating more resilient communities Through gamification and youth work, European values become lived experiences. Young people are not simply beneficiaries, but agents of change capable of building more inclusive, democratic, and supportive societies.
	7.Conclusions
	CHAPTER III
	Gamification as a creative approach to youth engagement (Greece)
	Introduction

	They provide participants with clear goals, immediate feedback, opportunities for progression, and a sense of achievement. These same principles can be applied to youth work and education in ways that encourage meaningful participation and personal development.
	Within the framework of youth work, gamification offers significant opportunities for promoting active citizenship, European values, social inclusion, and social entrepreneurship. Through carefully designed gamified experiences, young people can develop knowledge, skills, attitudes, and competencies that support their personal growth and their active involvement in society.
	The Erasmus+ KA210 project “Game On for Europe” recognizes the transformative potential of gamification as a tool for youth engagement. By integrating game elements into educational activities, youth workers can create learning environments that are more dynamic, inclusive, and motivating. Such environments encourage young people to take initiative, collaborate with others, explore complex issues, and contribute positively to their communities.
	Gamification is particularly relevant in the context of contemporary Europe. The European Union continues to face complex social, economic, environmental, and political challenges. Climate change, digital transformation, migration, social inequalities, and democratic participation are among the issues that require active engagement from younger generations. Young people must be equipped not only with knowledge but also with the confidence, creativity, and motivation necessary to address these challenges.
	One of the strengths of gamification lies in its ability to transform abstract concepts into concrete experiences. Topics such as democracy, human rights, social inclusion, and European citizenship can sometimes appear distant or theoretical to young people. Through gamified activities, these concepts become tangible and relevant. Participants can explore democratic processes through simulations, understand social challenges through missions and quests, and develop entrepreneurial skills through problem-solving activities.
	Another important aspect of gamification is its adaptability. Gamified approaches can be implemented in various contexts, including youth centers, schools, community organizations, international youth exchanges, training courses, volunteering projects, and online learning environments. Activities can be designed for different age groups, educational backgrounds, and cultural contexts. This flexibility makes gamification a highly valuable methodology for youth workers operating in diverse environments.
	Youth Engagement in Contemporary Europe
	Furthermore, traditional forms of participation do not always resonate with younger generations. Many young people perceive formal political structures as distant and inaccessible. Instead, they often prefer more flexible, participatory, and issue-based forms of engagement. They are more likely to participate when activities are interactive, meaningful, collaborative, and connected to real-world challenges.
	This changing landscape presents both opportunities and challenges for youth workers. On one hand, new technologies and communication platforms provide innovative ways of engaging young people. On the other hand, maintaining motivation and sustained participation requires methodologies that align with the interests and expectations of contemporary youth.
	Gamification offers a particularly effective response to these challenges. By incorporating game elements into educational and social activities, youth workers can create experiences that are engaging, motivating, and meaningful. Gamification transforms participation from a passive activity into an active journey characterized by exploration, achievement, collaboration, and reflection.
	Research consistently demonstrates that young people are more likely to engage when activities provide opportunities for autonomy, competence, and social connection. These three elements are central to many gamified experiences. Participants are given meaningful choices, opportunities to develop skills, and chances to collaborate with others. As a result, they become more invested in the learning process and more motivated to participate.
	In addition, gamification helps create a sense of progression. Young people can see their achievements, monitor their development, and celebrate milestones along the way. This visible progression contributes to increased confidence and sustained engagement.
	Youth engagement is not simply about participation for its own sake. Meaningful engagement empowers young people to become active contributors to society. It enables them to develop critical thinking skills, strengthen their sense of responsibility, and gain experience in addressing real-world challenges. Through participation, young people become better prepared to contribute to democratic processes, social innovation, and community development.
	For this reason, gamification should always be linked to broader educational and social objectives. The goal is not merely to create enjoyable activities but to support learning, empowerment, and positive social impact. When designed thoughtfully, gamified experiences can inspire young people to become active citizens who contribute to building more inclusive, democratic, and sustainable communities.
	Understanding Gamification: A Modern Methodology for Youth Engagement
	Gamification offers a bridge between traditional learning approaches and the expectations of modern learners. By incorporating interactive and participatory elements into educational activities, youth workers can create experiences that feel more relevant and engaging. Participants become active contributors rather than passive recipients of information.
	An important aspect of gamification is that it encourages voluntary participation. Unlike compulsory educational activities, gamified experiences often generate intrinsic motivation. Participants engage because they enjoy the process, appreciate the challenge, and value the sense of achievement. This voluntary engagement is particularly important in youth work, where participation is often based on personal interest and motivation.
	Another key characteristic of gamification is progression. Human beings naturally enjoy experiences that allow them to improve, develop competencies, and achieve goals. Well-designed gamified activities provide clear pathways for progression, helping participants recognize their growth and maintain motivation over time. This progression can be represented through levels, achievements, skill development pathways, or competency frameworks.
	Feedback is equally important. In traditional educational settings, feedback is often delayed and limited. Gamification introduces continuous feedback mechanisms that help participants understand their progress, celebrate achievements, and identify areas for improvement. Immediate feedback strengthens learning by connecting actions with outcomes.
	Gamification is also highly adaptable. It can be applied in youth centers, schools, universities, community organizations, volunteer programmes, entrepreneurship initiatives, environmental projects, and international exchanges. Activities can be delivered online, offline, or through blended approaches. This flexibility makes gamification accessible to organizations regardless of their size or available resources.
	For youth workers, gamification should not be viewed merely as a collection of techniques. Rather, it represents a way of thinking about participation, learning, and engagement. Effective gamification begins with understanding the needs, interests, and motivations of participants. It requires thoughtful design and a clear connection between game elements and educational objectives.
	When implemented effectively, gamification can contribute to a wide range of outcomes. It can increase participation, strengthen collaboration, improve learning outcomes, support skill development, encourage creativity, and promote active citizenship. It can also help create inclusive environments where young people feel valued, motivated, and empowered to contribute.

	The Historical Development of Gamification
	Although the term “gamification” is relatively recent, the underlying principles have existed throughout human history. Long before the development of digital technologies, societies used game-like systems to encourage participation, reward achievement, and promote learning.
	Ancient civilizations frequently incorporated competition and recognition into educational and social activities. In Ancient Greece, athletic competitions were used not only for entertainment but also to promote values such as discipline, excellence, and civic pride. Participants were motivated by recognition, status, and the opportunity to demonstrate their abilities.
	Similarly, throughout history, apprenticeships often included progression systems in which learners advanced through different stages of mastery. Recognition of achievement served as a powerful motivator, encouraging individuals to continue developing their skills. These early systems contained many of the elements that are now associated with gamification, including progression, feedback, achievement, and rewards.
	The modern concept of gamification began to emerge during the late twentieth century. Researchers studying motivation and learning increasingly recognized that games possessed unique qualities capable of encouraging sustained engagement. Educational theorists observed that games could create environments where participants willingly invested time and effort in solving problems, acquiring knowledge, and developing skills.

	The rapid growth of digital technologies during the 1990s and 2000s further accelerated interest in gamification. Video games demonstrated an extraordinary ability to capture attention and motivate players. Designers began exploring how similar principles could be applied to education, health care, business, and social initiatives.
	Within youth work, gamification quickly gained popularity because it aligned closely with the principles of non-formal education. Youth workers recognized that game-based approaches could create engaging learning experiences while supporting personal development, participation, and social inclusion.
	The development of mobile technologies further expanded the possibilities of gamification. Smartphones and tablets enabled the creation of location-based games, digital scavenger hunts, interactive learning platforms, and community engagement applications. Young people could participate in gamified activities both online and offline, increasing accessibility and flexibility.
	In recent years, advances in virtual reality, augmented reality, artificial intelligence, and digital collaboration tools have created new opportunities for gamified learning. These technologies allow participants to engage in immersive experiences that combine education, exploration, and social interaction.
	Despite these technological developments, it is important to recognize that effective gamification does not depend on technology. Many successful youth work activities rely entirely on non-digital approaches such as role-playing, storytelling, simulations, missions, and community challenges. The essence of gamification lies not in technology itself but in the thoughtful application of motivational principles.
	Today, gamification is recognized as a valuable methodology within youth work, education, and community development. It continues to evolve as researchers, practitioners, and organizations explore new ways of combining learning, participation, and engagement.
	The Psychological Foundations of Gamification
	Motivation, Engagement and Learning Through Gamification
	Extrinsic motivation, on the other hand, involves engaging in an activity because of external incentives such as rewards, recognition, prizes, or social approval. While extrinsic motivators can be effective, they often produce short-term engagement unless they are connected to deeper personal meaning.
	Successful gamification combines both forms of motivation. Badges, points, and achievements provide external recognition, while meaningful challenges, personal growth, and social impact strengthen intrinsic motivation. The goal is not merely to encourage participation but to help young people discover value and purpose in the activities they undertake.
	Engagement is closely linked to motivation. Engaged participants are attentive, emotionally invested, and willing to invest effort in learning and problem-solving. Gamified activities support engagement by providing clear goals, immediate feedback, opportunities for progression, and meaningful challenges.
	Another factor contributing to engagement is curiosity. Human beings naturally seek novelty and exploration. Gamification often incorporates mystery, storytelling, and discovery to stimulate curiosity and encourage participation. Participants become eager to uncover new information, unlock achievements, and progress through challenges.
	Learning is also enhanced when participants feel emotionally connected to an experience. Traditional educational methods sometimes emphasize memorization rather than meaningful understanding. Gamification creates emotional engagement through narratives, collaboration, competition, and achievement. These emotional connections improve knowledge retention and strengthen learning outcomes.
	Youth workers should remember that motivation is highly individual. What motivates one participant may not motivate another. Some young people enjoy competition, while others prefer collaboration. Some are motivated by social interaction, while others value personal achievement. Effective gamification provides multiple pathways for engagement, allowing participants to find experiences that resonate with their interests and preferences.
	Ultimately, gamification works because it transforms learning into an active and meaningful process. Rather than simply receiving information, participants become explorers, problem-solvers, creators, and contributors. This shift from passive consumption to active participation significantly enhances motivation, engagement, and learning.
	Self-Determination Theory and Gamification
	Flow Theory and Meaningful Participation
	Gamification seeks to create conditions that increase the likelihood of flow experiences.
	According to Flow Theory, flow occurs when there is a balance between challenge and skill.
	If challenges are too easy, participants become bored.
	If challenges are too difficult, participants become anxious or frustrated.
	The most engaging experiences occur when challenges stretch participants’ abilities without overwhelming them.
	This principle has important implications for youth work.
	Activities should be designed to:
	Match participants’ abilities
	Provide gradual progression
	Offer achievable challenges
	Encourage skill development
	Maintain engagement over time
	For example, a gamified social entrepreneurship programme might begin with simple challenges related to identifying community problems. As participants gain confidence and knowledge, they progress to more complex tasks such as designing solutions, developing business models, and presenting proposals.
	Flow is also supported by:
	Clear Goals
	Participants need to understand what they are trying to achieve.
	Immediate Feedback
	Feedback helps participants adjust their actions and maintain progress.
	Sense of Control
	Participants should feel capable of influencing outcomes.
	Concentration
	Activities should minimize distractions and encourage focus.
	Meaningful Purpose
	Participants are more likely to experience flow when activities align with their values and interests.
	Flow experiences are particularly valuable because they promote intrinsic motivation. Young people participate because they enjoy the activity itself rather than because they are seeking external rewards.
	Within the context of Erasmus+ projects, flow can help transform educational activities into memorable experiences that inspire long-term learning and engagement.
	Gamification in Non-Formal Education
	Core Elements of Gamification
	Feedback
	Game Mechanics and Game Dynamics
	Examples include:
	Points
	Levels
	Badges
	Missions
	Quests
	Leaderboards
	Time limits
	Achievement systems
	Mechanics are the visible components of gamification. They provide structure and guide participant behavior.
	Game Dynamics
	Game dynamics refer to the psychological and social experiences that emerge from game mechanics.
	Examples include:
	Motivation
	Curiosity
	Competition
	Cooperation
	Achievement
	Status
	Exploration
	Belonging
	While mechanics are what participants see, dynamics are what participants feel.
	For example:
	A badge (mechanic) may create a sense of achievement (dynamic).
	A team challenge (mechanic) may generate collaboration (dynamic).
	A mission system (mechanic) may stimulate curiosity and exploration (dynamic).
	Understanding this relationship is crucial. Many unsuccessful gamification initiatives focus only on mechanics while ignoring dynamics.
	For example, adding points to an activity may not increase engagement if participants do not find the activity meaningful. Points alone do not create motivation. Motivation emerges when mechanics support deeper psychological needs.
	Youth workers should therefore begin by considering the experiences they want participants to have.
	Storytelling and Narrative Design
	Progression
	Storytelling and European Values
	Challenges, Quests and Missions
	The European Citizenship Quest
	Community Missions
	Points, Badges, Levels and Rewards
	Cooperation, Competition and Teamwork in Gamified Youth Work
	However, excessive competition can also create problems. Some young people may become discouraged if they consistently perform less well than others. Competitive environments can sometimes increase anxiety, reduce cooperation, and exclude participants who lack confidence or experience.
	For this reason, youth workers should use competition carefully and thoughtfully. The purpose of gamification in youth work is not to identify winners and losers but to promote participation, learning, and personal development.
	Cooperation offers a particularly valuable alternative. Collaborative gamification encourages participants to work together toward shared goals. Instead of competing against one another, young people become partners in solving problems and achieving objectives.
	Collaborative activities can include:
	Team missions
	Group challenges
	Community projects
	Cooperative problem-solving
	Peer mentoring
	Collective achievements
	These approaches support many of the core values promoted by the European Union, including solidarity, inclusion, respect, and cooperation.
	Research consistently demonstrates that collaborative learning environments contribute to stronger social relationships and improved learning outcomes. Through cooperation, participants learn to communicate effectively, manage conflicts, share responsibilities, and appreciate diverse perspectives.
	An example of collaborative gamification might involve a “European Solidarity Challenge.” Teams work together to address a community issue such as environmental sustainability, social inclusion, or youth participation. Success depends not on individual performance but on collective effort.
	Such experiences help young people understand that many societal challenges require cooperation rather than competition. They develop skills that are essential for democratic participation and active citizenship.
	The most effective gamified programmes often combine elements of both competition and cooperation. Friendly competition can create excitement, while collaborative activities ensure that all participants feel included and supported.
	Digital Gamification Tools for Youth Work
	Offline Gamification Techniques
	Gamification and European Values
	Inclusion Quests
	Solidarity Campaigns
	Sustainability Missions
	Promoting Active Citizenship Through Gamification
	Democratic Participation and Youth Empowerment
	For example, youth workers can create simulations of local councils, European institutions, or community consultation processes. Participants assume different roles, debate issues, negotiate solutions, and make collective decisions. Through these activities, young people experience democracy in practice rather than merely learning about it theoretically.
	A gamified democratic participation programme may include missions such as:
	Organizing community consultations
	Designing awareness campaigns
	Developing policy proposals
	Participating in mock elections
	Creating youth-led initiatives
	Each mission provides opportunities to develop competencies related to leadership, communication, negotiation, critical thinking, and civic responsibility.
	One particularly effective approach involves creating a “Youth Parliament Challenge.” Participants work in teams to address social issues affecting their communities. They conduct research, consult stakeholders, develop proposals, and present recommendations to decision-makers. Achievements and recognition are linked to participation, collaboration, and impact rather than competition alone.
	Through these experiences, young people develop a stronger sense of political efficacy—the belief that their actions can influence outcomes. This belief is essential for democratic participation because individuals who feel powerless are less likely to engage in civic activities.
	Gamification can also encourage participation among young people who may feel excluded from traditional political processes. Interactive activities often create more accessible and welcoming environments than formal institutions. By lowering barriers to engagement, gamification contributes to more inclusive democratic participation.
	Empowerment is another central objective of youth work. Empowered young people possess the confidence, knowledge, and skills necessary to influence their lives and communities. Gamified experiences support empowerment by providing opportunities for achievement, leadership, decision-making, and problem-solving.
	Social Inclusion Through Gamification
	Intercultural Dialogue and Diversity
	Gamification and Social Entrepreneurship
	Young people possess enormous potential to become social innovators. They often bring fresh perspectives, creativity, and enthusiasm to addressing community challenges. However, they may lack confidence, experience, or opportunities to develop entrepreneurial competencies.
	Gamification can play a significant role in supporting social entrepreneurship by transforming entrepreneurial learning into an engaging and accessible process.
	Through gamified activities, participants can:
	Identify social challenges
	Generate innovative ideas
	Develop solutions
	Test concepts
	Collaborate with others
	Present proposals
	Reflect on impact
	Rather than learning entrepreneurship solely through theory, young people gain practical experience through action.
	A typical social entrepreneurship challenge might begin with participants exploring community needs. Teams conduct research, interview stakeholders, and identify issues requiring attention.
	Participants then progress through missions focused on idea generation, solution design, resource planning, and impact assessment.
	Achievements may be linked to creativity, collaboration, innovation, and social impact.
	Storytelling can further enhance entrepreneurial learning. Participants may become “Social Innovation Teams” tasked with solving real-world challenges affecting their communities.
	Such narratives create purpose and increase engagement.
	Gamification also helps participants develop resilience. Entrepreneurship often involves uncertainty, experimentation, and failure. Game environments encourage participants to view setbacks as opportunities for learning rather than reasons to quit.
	This mindset is essential for successful entrepreneurship.
	By combining entrepreneurship education with gamification, youth workers can inspire young people to become proactive problem-solvers capable of creating positive social change.
	Developing Entrepreneurial Competences Through Gamification
	Adapting Gamification to Local Contexts
	Sustainability
	Practical Gamified Activities and Workshops for Youth Workers
	Activity 2: Community Hero Challenge
	Activity 3: Social Entrepreneur Mission
	Activity 4: Sustainability Escape Room
	Activity 5: European Democracy Simulation
	Monitoring, Evaluation and Impact Assessment
	Reflection Journals
	Focus Groups
	Indicators of Success
	Recommendations for Youth Workers
	Future Trends in Gamification and Youth Work
	Conclusion
	The strength of gamification lies in its ability to combine enjoyment with purpose. It transforms learning from a passive process into an active journey of exploration, collaboration, and achievement. Participants become problem-solvers, innovators, leaders, and changemakers rather than passive recipients of information.
	For youth workers, gamification provides a versatile and adaptable toolkit that can be applied in diverse contexts and with diverse groups. Whether implemented through digital platforms, community missions, simulations, storytelling, or collaborative challenges, gamification offers opportunities to increase engagement and maximize impact.
	As Europe continues to face social, economic, environmental, and political challenges, the active participation of young people will remain essential. By embracing creative methodologies such as gamification, youth workers can empower the next generation to contribute positively to their communities and help shape a more democratic, inclusive, innovative, and sustainable Europe.
	Chapter 4: CIVIC EDUCATION AND ENGAGEMENT
	4.1. Gamification in Non-formal youth work
	Here is how European values are transformed into real world actions to empower youth workers through gamification.
	This chapter is a ready-to-use manual for both youth workers and trainers. This manual discusses game-based tools designed to teach civic participation, explore European identity and values, and promote social inclusion and anti-racism. All games have a profile, procedural guide and structured debriefing framework for the youth workers and trainers to implement it in their projects and local communities with ease.
	4.2 Foundations of Pedagogical Gaming

	1) Experiential Learning Cycle (David Kolb)
	Step 1: Concrete Experience (gameplay)
	Step 2: Reflective Observation (debriefing)
	Step 3: Abstract Conceptualization (generalizing)
	Step 4: Active Experimentation (applying newly acquired civic skills)

	2) Social Constructivism (Lev Vygotsky)
	3) Critical Pedagogy (Paulo Freire):

	Mapping of key competencies developed through Gamification methodology.
	Competency area
	Specific skills developed
	Game mechanics driving the skill
	4.3 Game for Civic participation and democratic engagement
	Today’s youth often seems disinterested and disengaged with political processes. This is mainly because they think these processes are unclear, corrupt and are inaccessible for regular youth.
	Games presented in this section demonstrate democratic mechanics by turning governance into a simple step-by-step interactive experience. Mechanics highlighted in this game are resource distribution, voting, campaigning and legislative debate in election process.
	The game “Civic Participation” is divided into two parts. Each part focus on different values.
	1) SIM Democracy (Board game)
	Resource allocation and budgeting
	Coalition building and legislation
	2) INGAME Platform (Digital)
	Civic literacy and digital rights
	Community problem solving


	Showcase 1: SIM Democracy (Board game)
	SIM Democracy is a role-based simulation board game that turns a group into a self-governing society. This game was originally developed by Friedrich Naumann Foundation for Freedom (FNF).
	Government
	Draft policies
	Allocate budget
	Enforces laws

	Citizens
	Pays taxes
	Runs businesses
	Launches community projects


	Basics:
	Required material:
	Primary Objectives:
	Implementation:
	Step 3 - Policy debate and budget allocation (40 minutes)
	The Government drafts a national budget and proposes 2–3 new laws (e.g., environmental regulations, healthcare funding, youth infrastructure).
	Citizen groups organize: Civil Society advocates for public services, Business Leaders lobby for tax cuts, and Journalists write news reports evaluating government actions.
	Parliament holds a public hearing where citizens can voice support, protest, or suggest amendments.
	Citizens cast votes to re-elect current government officials or vote in a opposition coalition based on how fairly taxes were spent.

	Debriefing and reflection framework:
	Use the 4C Debriefing Model to process the experience.

	4C Debriefing Model
	Compassion (Emotional processing)
	To the Citizens: "How did it feel when your taxes were collected, but your community project wasn't funded?" To the Government: "How did it feel balancing competing demands with limited money?"
	Connect (Real world linkage)
	Where do you see these budgetary trade-offs in our local municipality?" "How did media coverage alter public opinion during the game?
	Critique (Systemic analysis)
	Was the system fair? Did money or political power carry more weight? How could the democratic rules be redesigned to increase inclusion?
	Commit (Action steps)
	What is one concrete way you can participate in municipal budgeting or civic advocacy in your city?

	Showcase 2: INGAME Digital Platform
	Required material:
	Primary Objectives:
	4.4 Game for exploring European values and identity

	1) RU EU?

	Showcase 1: Are you European?
	Basics:
	Required material:

	Primary Objectives:
	Implementation:
	Facilitator Debriefing Script (European Identity)

	Showcase 2: EU Policy Negotiation Simulation “Euro-Poly”
	European Parliament
	(Represents Citizens)
	Council of the European Union

	Required material:
	Implementation:
	Step
	Primary activity
	Youth worker focus
	4.5 Game for social inclusion, diversity and anti-racism
	1) Youth for creative identities (Card game)
	2) Take a step forward (Privilege Walk)

	Showcase 1: Youth for Creative Identities
	Basics:
	Required material:

	Implementation:
	Risk Management:
	Showcase 2: Take a step forwards (The Privilege walk simulation)
	Basics:
	Required material:
	Implementation:
	Example statements

	X   X             X                  X                      X
	X             X             X
	X         X
	X                         X                X
	Debriefing framework (Human Rights and Privilege)
	4.6 Selection Guide for Youth Workers
	Game
	Primary focus

	RU EU?
	Checklist for youth workers
	An operational checklist before conduction game-based workshop on civic education.

	Checklist
	Description
	Define the Learning Objective
	Is the primary focus civic participation, European identity, or social inclusion?
	Assess Group Readiness:
	Does the group have the maturity and psychological safety required for high-intensity role-plays or identity discussions?
	Prepare Materials  and Space
	Are all cards, role briefs, budget sheets, and AV equipment ready? Is the room flexible enough for small-group breakout spaces?
	Set the Magic Circle
	Have you clearly explained the boundary between in-game roles and real-life identity?
	Protect Debrief Time:
	Is at least 30–40% of the total session duration reserved exclusively for debriefing and reflection?
	Plan Next Action Steps

	4.7 Best Practices, safety and debriefing
	3) Anchor - The Debrief
	Game play transforms into civic learning with the debriefing. Never cut or shorten the debrief even if gameplay runs over time.
	What? (Descriptive): Reconstruct the events of the game neutrally. What decisions were made? What were the turning points?
	So What? (Analytical): Analyze the underlying causes. Why did certain coalitions fail? How did rules shape player behavior? Where do we see these same patterns in society?
	Now What? (Action-Oriented): Translate insights into real-world civic action. How can youth workers and young people use these lessons to improve their local communities or youth projects?
	Above mentioned practices are guidelines for the youth workers and facilitators for smooth implementation of game based civic education. Youth workers are encouraged to develop  additional guidelines and best practices based on their learning.
	Chapter 5: DEVELOPING OUR GAME (Romania)
	5.1. Overview of the Game Development Process within the “Game On for Europe” Project
	During the training course, participants worked in national teams to generate ideas and develop initial game concepts. This approach ensured that each concept was rooted in local realities and could be easily adapted for implementation in different community contexts. Through brainstorming, prototyping and peer feedback, multiple game ideas were developed, each reflecting different ways of translating European values into interactive learning experiences.

	The concepts were presented and discussed, leading to the selection of one game considered the most representative in terms of clarity, educational value and adaptability. This chosen game was further developed as the main outcome of the project. At the same time, other concepts were retained and further explored, reflecting the diversity and creativity generated during the process. The next stage consisted of Local Workshops organised by each partner organisation, where the selected game and alternative concepts were tested with young participants. This phase allowed for direct interaction with the games, enabling participants to provide feedback and contribute to their improvement. It also ensured that the developed tools were tested in real-life educational settings and adapted to different local contexts. The overall process followed principles of experiential learning, where participants learn through direct engagement, reflection and application (Kolb, 1984). In addition, the use of game-based learning supported active participation and problem-solving, which are essential for meaningful learning experiences (Kapp, 2012). As a result of this iterative process, the selected game was progressively refined and finalised as a physical board game, entitled Game On for Europe. This game was identified as the most representative concept due to its balance between knowledge acquisition, interaction and reflection, as well as its adaptability across different learning contexts. In parallel, the project generated an additional outcome in the form of a second fully developed game concept, which adopts a more structured, question-driven format, called ‘EU Challenge Cards’. While Game On for Europe integrates knowledge with discussion, decision-making and peer interaction, EU Challenge Cards focuses on reinforcing factual understanding and structured recall through guided questions. Rather than representing an alternative, the second game complements the main one by offering a different entry point into learning, supporting both exploratory and consolidative learning processes. Together, the two games provide complementary pedagogical pathways, enabling youth workers to address diverse learning styles, group dynamics and educational objectives. By presenting this creative process, this chapter highlights how the combination of theoretical input, collaborative design and practical testing can lead to the development of meaningful educational tools. Importantly, both games are the result of a co-creation process involving young people and youth workers, ensuring
	that the final outcomes reflect real needs, perspectives and experiences from different local contexts. This participatory approach not only enhances the relevance and usability of the games, but also strengthens their educational value, as learning is embedded in the very process through which the tools were created.
	5.2 Gamification and European Values in Youth Work
	defined in the Charter of Fundamental Rights of the European Union (European Union, 2012). Within the training activities, these values were approached not only as theoretical concepts, but as principles that need to be understood, experienced and applied in everyday situations. Youth workers reflected on how these values can be translated into learning activities that are relevant for young people. Particular emphasis was placed on values such as democracy, participation, inclusion, equality and freedom of expression, which are central to youth work practice and are promoted within European policy frameworks (European Commission, 2019). Through guided discussions and practical exercises, youth workers explored how these values can be embedded into game scenarios, challenges and decision-making processes. Importantly, the training highlighted that European values are most effectively learned through experience rather than through theoretical explanation alone. Research on experiential learning shows that meaningful learning occurs when participants are actively engaged in tasks that involve interaction, reflection and real-life application (Kong, 2021). In this context, youth workers learned how to design activities that enable participants to experience values such as voting, decision-making and inclusion directly within a game environment, transforming abstract concepts into practical and relatable experiences. Furthermore, youth workers developed an understanding of the importance of social learning processes in non-formal education. Learning in youth work contexts is strongly influenced by interaction, discussion and collaboration (Dillenbourg, 1999). Through the use of gamification, these processes are naturally integrated into the learning experience, as participants engage with each other, negotiate meanings and co-construct knowledge. Another important dimension addressed during the training was inclusion. Youth workers explored how gamified activities can be adapted to ensure accessibility for diverse groups, including young people with fewer opportunities. Inclusive learning environments are a key priority in European youth policies, which emphasise equal access, participation and diversity (European Commission, 2021). Game-based approaches support this objective by offering flexible and interactive formats that can accommodate different learning styles and needs. As a result of this learning process, youth workers were able to connect theoretical concepts with practical application. They developed the capacity to design educational games that integrate gamification principles with European values,
	creating learning experiences that are both engaging and meaningful. This foundation played a crucial role in the subsequent stages of the project, where youth workers applied these concepts in the co-creation, testing and refinement of the board game. Overall, the training course enabled youth workers to move from understanding gamification and European values at a conceptual level to applying them in practice. By combining theory with hands-on experience, the project created a strong pedagogical basis for the development of educational tools that support active learning, critical thinking and civic engagement.
	5.3 Idea Generation
	the visual structure of the board and supporting materials;
	the role of colours, symbols and layout in guiding the learning experience.
	Design was considered an essential part of the concept development process rather than a secondary or decorative element. Participants reflected on how the visual presentation of the game could support clarity, motivation and usability. This included thinking about the shape and organisation of the board, the appearance of cards, the use of recognisable symbols and the balance between attractiveness and simplicity. In this way, design was approached as part of the educational methodology, since a well-structured visual format can make learning tools easier to understand and more appealing to participants. The collaborative nature of the work within national teams contributed significantly to the diversity of ideas generated. Each team brought different perspectives, experiences and creative preferences, resulting in a wide range of concepts that reflected both shared European themes and local interpretations. This diversity became an essential strength of the project, ensuring that the following development stages were based on multiple viewpoints and creative directions. Participants considered the practical aspects of implementation. Since the games were intended for use in youth work settings, attention was given to factors such as clarity, accessibility, visual coherence and adaptability. This ensured that the concepts developed were not only creative, but also feasible and relevant for real-life use. Through this process, participants developed a set of initial game concepts that combined educational content, interaction and visual design. These concepts formed the basis for the next stage of the project, where they were further structured, presented and evaluated in order to identify the most representative approach for further development.
	5.4 From Ideas to Structured Game Concepts
	In addition, visual design continued to play a key role in shaping the concepts. Participants refined the layout of the board, the structure of the cards and the overall visual identity of the game. Design decisions were made with the aim of enhancing clarity, accessibility and engagement, ensuring that players can easily understand the game while remaining motivated to participate. The collaborative nature of the process remained essential during this stage. Participants discussed, compared and refined their concepts within teams, ensuring that different perspectives were taken into account. This iterative and participatory approach contributed to the development of more coherent and well-structured game concepts. By the end of this phase, each team had developed a clear and structured game concept, including both educational and design elements. These concepts were ready to be presented, discussed and evaluated in the next stage of the project, where one of them would be selected as the most representative for further development.
	5.5 Selection of the Most Representative Game Concept
	The selection process did not diminish the value of the other concepts developed during the project. On the contrary, it highlighted the richness and diversity of approaches generated through collaborative work. The alternative concepts reflected different pedagogical perspectives, including more structured, question-based formats and varied approaches to player interaction, which contributed to a broader understanding of how learning can be facilitated through games. Some elements and ideas from these concepts were later integrated into the refinement of the selected game, contributing to a more comprehensive final outcome. In addition, one of the alternative concepts was further developed as a complementary educational tool. This concept was maintained not only as a secondary result, but as a deliberate extension of the project outcomes, offering a different methodological approach that supports knowledge consolidation and structured learning. This reflects a flexible and inclusive approach to the development process, where multiple outcomes are recognised and valued. The coexistence of two developed game formats provides youth workers with a broader range of tools, allowing them to adapt their activities according to different learning needs and contexts. The selection phase therefore played a dual role: it enabled the identification of a central game concept for further development, while also preserving and integrating the diversity of ideas generated during the project. This ensured that the final outcomes were both focused and inclusive, combining coherence with creativity.
	5.6 Local Workshops: Testing, Feedback and Validation as a Replicable Methodology
	is essential in youth work, where creating accessible and supportive environments is a priority. Inclusion was addressed not only at the level of participation, but also in the design and implementation of the activities. The games were tested with attention to:
	clarity of instructions for participants with different levels of experience;
	adaptability of tasks to different learning styles;
	opportunities for equal participation within the group;
	accessibility of language and content.
	Through this process, youth workers were able to identify both strengths and areas for improvement in the game concepts. Feedback was collected through observation, group discussions and participant reflections, allowing for a comprehensive understanding of how the games functioned in practice. The testing phase also contributed to the validation of the games as educational tools. By observing how participants interacted with the content, made decisions and engaged in discussions, youth workers were able to assess the extent to which the games supported learning objectives related to European values and active participation. Importantly, this phase demonstrated that the effectiveness of the games is closely linked to the way they are facilitated. The same game can produce different learning outcomes depending on how the activity is introduced, guided and reflected upon. For this reason, the methodology developed through the project emphasises not only the design of the game itself, but also the role of facilitation and structured reflection. As a result, the local workshops can be considered a key component of a transferable methodology that combines gameplay, facilitation and reflection. This approach can be replicated in other youth work contexts, providing a practical framework for using educational games to support active learning, inclusion and engagement.
	5.7 Iterative Development and Co-Creation
	This phase strengthened the connection between learning and creation. Participants were able to see how their ideas contributed to tangible outcomes, which increased their sense of ownership and engagement with the project. This participatory approach is particularly valuable in youth work, where active involvement is a key factor in meaningful learning experiences. The iterative development process therefore played a crucial role in enhancing both the quality and the relevance of the games. By integrating feedback from diverse participants and continuously improving the concepts, the project produced educational tools that are adaptable, inclusive and grounded in real-life experience.
	5.8 Design, Materials and Sustainability Considerations
	that educational tools can be both effective and environmentally responsible. In addition, the simplicity of the materials contributes directly to the replicability of the game. Youth workers and organisations can easily reproduce the game using locally available resources, without requiring specialised equipment or significant financial investment. Replicability is a key factor in the transfer of educational practices, particularly in non-formal learning contexts (Ehlers, 2011). This aspect is particularly important for organisations working with limited resources or in diverse community contexts. The finalisation stage also included the preparation of the game for dissemination and use. This involved organising the components, ensuring clarity of the rules and preparing the materials in a format that can be easily shared, printed and adapted. Overall, the design and production of the game reflect a balance between functionality, accessibility and sustainability. By combining clear visual structure, low-impact materials and adaptable formats, the project provides an educational tool that can be effectively used and replicated in a wide range of youth work settings.
	5.9 Our board games 5.9.1 Game On for Europe
	Game On for Europe - Game Rules
	Answering and Moving
	Result
	End of the Game The game ends when the first player reaches the FINISH space. That player is declared the winner of the game. Recommendations for Play
	Playing in teams is recommended for a more interactive experience
	Encourage discussion and explanation after each answer to maximise learning
	The game can be adapted for educational contexts, training sessions or youth activities
	It is recommended to facilitate group discussion and reflection in order to transform the game into an active and participatory learning experience. Learning Objectives The game is designed not only as a recreational activity, but also as an educational tool that facilitates learning through participation, interaction and reflection, contributing to the development of the following competences and knowledge:
	understanding and applying European values such as democracy, equality, inclusion and human rights;
	improving knowledge about the European Union and its Member States;
	developing critical thinking and argumentation skills;
	enhancing communication and teamwork;
	encouraging active participation and civic engagement;
	developing decision-making skills and responsibility.
	Analytical Perspective on the Educational and Methodological Value of the Game
	By requiring justification of answers, the game promotes deeper cognitive engagement and supports the development of communication and reasoning skills (Kapp, 2012). The “challenge” mechanism represents an important methodological element. By allowing players to contest positions and engage in argument-based competition, the game introduces a layer of strategic decision-making. At the same time, the use of voting as a validation method transforms this mechanic into a simulation of democratic processes. Participants are not only required to formulate arguments, but also to evaluate and make collective decisions, thereby experiencing core aspects of participation and deliberation. From the perspective of engagement and entertainment, the game successfully balances educational content with interactive dynamics. The progression system, combined with the possibility to choose between different levels of difficulty, introduces elements of strategy and maintains player interest throughout the activity. Gamification literature emphasises that such elements are essential for sustaining motivation and engagement in learning environments (Deterding et al., 2011). Also, the game creates a participatory environment in which all players are actively involved. Even when not directly answering questions, participants are engaged in reading, evaluating, discussing or voting. This continuous involvement supports sustained attention and prevents passive participation, which is essential for effective learning in group settings (Plass et al., 2015). The visual and structural simplicity of the game further enhances its usability. The clear layout of the board and the organisation of the materials allow players to quickly understand the rules and engage with the activity without extensive explanation. This accessibility makes the game suitable for diverse groups, including participants with different levels of experience or educational background. Another significant aspect is the replicability of the game. The use of simple materials and a flexible structure allows the game to be easily adapted and reproduced in different contexts. Replicability is a key factor in the transfer of educational practices, particularly in non-formal learning environments (Ehlers, 2011). Youth workers can modify the content of the questions, adjust the level of difficulty or adapt the facilitation approach according to the needs of their target group.
	Furthermore, the game supports inclusive participation by allowing different forms of engagement. Players can contribute through knowledge, reasoning, discussion or decision-making, which creates multiple entry points for participation. This is particularly important in youth work contexts, where diversity of experience and ability is a defining characteristic (European Commission, 2021). Overall, Game On for Europe demonstrates how an educational game can combine learning, participation and engagement into a single experience. By integrating multiple methodologies and supporting both individual and collective learning processes, the game provides a valuable tool for youth workers aiming to promote active citizenship, critical thinking and understanding of European values.
	5.9.2 EU Challenge Cards
	EU Challenge Cards - Game Rules
	If the player fails to mention the required number of values, principles or characteristics of the European Union, they remain on that space and lose the right to roll the dice for 1, 2 or a maximum of 3 turns, depending on the number of missing elements. Evaluation of Answers The correctness of the answers is evaluated by the other players. Optionally, the game may include a designated leader, responsible for verifying the information provided by participants and ensuring that the rules are respected. End of the Game The game ends when the first player reaches the FINISH space. That player is declared the winner of the game.
	EU Challenge Cards – Educational Role and Added Value
	This contributes to the overall richness and versatility of the project results. Overall, EU Challenge Cards enhances the impact of the project by providing a complementary tool that supports structured learning, flexibility and accessibility. Together with the main board game - Game On for Europe, it expands the range of educational methods available to youth workers, allowing them to address different learning styles, contexts and objectives.
	5.10 Role of the Games and Booklet in Youth Work Practice and Replicability
	integrating the games into existing training programmes or educational activities;
	modifying facilitation methods to suit different group dynamics.
	The use of simple materials and clear structure further supports this process, ensuring that the games can be reproduced using accessible resources. This makes the tools particularly relevant for organisations with limited capacity, as well as for diverse community contexts. Within this framework, the booklet plays a central role as a methodological guide. It does not only present the final products, but documents the entire development process, from initial ideas to testing and refinement. By outlining the steps, principles and methods used, the booklet provides a clear reference for youth workers who wish to understand, apply or adapt the approach. The booklet offers concrete examples of how gamification can be applied in practice, while also encouraging users to develop their own adaptations and variations. It functions not only as a guide, but also as a resource for further activities in youth work. The combination of games and booklet therefore extends the impact of the project beyond its initial implementation. It enables knowledge transfer, supports capacity building and contributes to the development of more engaging and participatory educational practices. Overall, the project demonstrates that gamification can be effectively integrated into youth work through simple, adaptable and well-structured tools. By providing both practical resources and a clear methodological framework, the Game On for Europe project offers a sustainable and scalable approach to promoting active citizenship, critical thinking and engagement among young people.
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