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_| I_._:”:,_._I| |/ |_|_ _-I__ s [ r".f-"ll o -| 1_| |_ | [|J
Game-Based Youth Initiatives




T LGP TP Causs he YFY consortnim embarked on & journey 10 cod-
l" mms (5T ].l\flll;llll warHers with the pransformative poeer of __I'|u|1||i'|.:llh.-:i chasy'
uﬂuT TE AN A power yudth generalland (o SCThae Thair capacity 1o ickesviily pro-
PROJECT AND blaws, amalyre them sad fivd creative solutions by (o-designing Gamas
THE TOOLKIT Thigughenit our alfveniere snd oubpals, we explored nlermsionial
oo prachioes ardd ther leamings (B0} deweloped an explonstie
howe 19 guide vy MO formatl 1025 and lass bud ral least raiced Tac-
Eatars [C1) and practiosd develogmesnl in varows Sellings across (oun-
tries and target groups - (#03) o be abhle to deliver 1o you our prach-
tal advices and findings cn menboring game-baded youth nitatives.

The deyeloprment of this toolkit is an important milessorne of the cooperation
aiming bo share thie konowebow o transform challenges via the game de

velepment process that had been gererated throughoue iocal game deve

lopment processes o therespecive couriries. Tothelocal pilotsyourg part-
tipantswere mwited borefiect on global problems from their iocal perspective
and develop serious games thatam to generate solutions around thelrden-
tifued chaltenges that could be furthor developed ingo ocal youth inibatives.

Alfer the local game deysiap-
ment pelcts with the Teolkit and
ferhitaior Ccards presented
Py L0 o, e haye dsgched
the hilly meadow to rest & bit
anil refecy in order to b abbe
o share car sdpeniences in an
eagy-lo-use format pddressing ,_ﬁﬁ"‘

1 .h-;lluil-l:lrlrrr.-.hlp.

I Entrepremeuryhip

1 Skl a&illnd Coflabaoratoes
resbivicy

A5 thi key pillars of memoes-
hip wathin the progect. [n add-
tinn, wen will share some heris

an usng such methotdologes
i fnrmial education and com

FALFTY SBTings.

"...based on your particular interest you
miay also decide to dive into amy of the
mentorship pillars separately a5 the pre-
sented activities may not only function
in game develapment processes,

l I With the toodkit car intention was not to recreate the schematics of che
'A- Game Developmant Process [GDP), but to guide our readers how simb
lar procosses can be better supported in a youth develo pmsEnt con
text hayond the mere locus of the game production. Thenedore, hecides
i eipeiances shared, chis toolkiR will eguip you as an sducstor not
amly wich pracuical tips. but sleo wich actual tosks, B0 P ank 3 10
get started with similar processes @ your kocal reabties

HOW TO ORIENT IN THE TOOLKIT?

The guide foliows an easy structure, In the mireductory pare you

will hawve the chance 1o

= |lmarn more about our general approach,

> identify basic game development related resources,

= ged Farniliar with same of our easy to sdapt grids for

assessrment and planning.

= paplore the core phases that the pilats followed with

same practcal ips,

> and to understand better what serious games mean
ta our coordinators guiding yow, before we part and you
can get stanied with your cen explaration]

The tocikit vaas comstructsd m
& msnner thad ils content com-
plemenl each other Howeser,
based on your particsar nbe
rest ol may also decd e to dive
Era any ol the mentorship pe-
Bars separaleky as [he prossnged
Stliviles gy nat only Kinclion
m game development proges-
e bt alss inany general con-
et b0 support youth o achee-
we pheir desired activtiss and
become & better self of them,

In each chapter thel repre-
senfy . @ mempdorship  pillar
will consml of the Tollowing:

bl presentation of the
graurdirsg cancept,

+ prattical methody angd 1S0ls
for exjloration,

ard bps and tricks from the
field.

- 47N

Twen additional chapters ane
B inehu ded £ o paoyi de wou vl
pdditiorad recammencations in
case you would ke to use the
method in collaboraton wih:

» gubyiral @nd educaponal
inspitses

mumicipslities ard communis
by phanning.

I acdifien, he taolkin s supplEmented with A oot of Taciliatos
candn |RaT may felpopois 10 gt STarted Wik sour own progecs and
proviche pig Wil dedaiied guitdaros and actharies 1o B alye im [aoi-
Tabe fargeted activities 55 per fe aosc] vt of i Langel aggdipn-
o or Focud of your actiaby, The Eedildator cards ane siliatly Sevelo-
pad i English, b 8o will b translated 1o the followng reicral
Lnguisges: Danish, Murgarisen, Halian, Poish, Partugusse, Spanish

Dothithese cards ard mostal the games develospad during the pilot
process are conbruously being made available free of thage and
prssible 1o doveninad froem oo Biog 4ite a5 the YFY podpadl prodres-
ses  hipsftpcuth-for-youthoseehly. comintellectual- catputs. hemd

Under pur pllot Biog, you may also be able o gam more mught
16 the differsn] professes and get in touch with our parners o
listher support a5 budding batn o local ared incornaticanal ne-
twork i5 cruoal o our consceium! In case yoo wish o get in
iouch, we are kooking forward to hearing from you and wishing
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INTRODUCTION

Wil WisH YL ..

P &

OPENING NOTES ON
THE POWER OF
GAMES

o, what makes games &0 §pe-
clal thae people st want to use
thaen ? Games iimpact peaple o/
an individual and societsl eel
and a wel-decignad aming w-
perEnce com brirg abowt pos-
e chamge i our Ies. Semply,
BErALSE JaMEs a8 an amazing
sowrce of learning. Every socety
developed them mat anly 1o En
i b alS0 00 REUCate abol
ool ared culural valises, A a
famaus game designer, jans
BACGoniEal retice; "Thissra |ike
& heatng baim for other areas
aof fife. Whan wa play games wa
Al onirtsbyed the plessure of
going from scramch o success
and  mastery, This peowckes
A range of posithe mindses
like curiosity. oreatmity, flen-
bilicy and, mos Importanty
sell-efficasy — the experien-
ce of gefting better at somae
thirs) thecaigh your own ellarns
arvl - aflenhon ™ (Faber, I0IT]

Games Connect UL

Gamescannectpeopleafvarying
ages - ringEng peers a5 wel a5
dilfererm generations. They pro-
moee reat ondy fun and learning

&

from mach olber bt al=o belp
deseriop commurecation  skiks
angd  mulisal | undersimg g,
Moreover, players  confronted
with challanges Weam how o
dodve mordl dilerimas, caope-
Tane, oF Compete in che fair wary.

Garmed Empower Us

Acde-play games or computer
garmes can 550 helf w1 -
togmire and busld on pur owen
best arribures [Bassiéne, 2007,
By creating avatiéed or Borsmal
characters, we oeace sternati-
v yarsiong of ourseles therns-
fore: wee haye the opportunity ta
ok af owr behaviowr, wnders-
rarsd et adliorn, in the e,
fellect 0wl v are aeul grove

Games Spraad joy

Witin ol ws have never el the
Swpel Lafle of wWoeey alter 0
nishing a¥ levels of a wideo
game 4r a sed of satilfaction
while playing Monopaly and

rrushing youwr co-players, ma-
iing them go around the board

FAT

MHeading? In an educational
LETIF, QAMEZ are an impar
tanl ol Thar Tosters oneagl-
vety, joy n the classsoom and
alkoreys each student ca find cheir
awn shle al leemmg Gareng
los peaple vy few Hings wi-
thout fear of making mistakes.

Games Educate

There is svidence thal games
can hawe possive effects on
reading. reasoning skis, and
misthematics achisvemenl Ga-
- based Lnarning (GEL] = 10qe-
ther with develoging a heakthy
fulpgre oF Gamas, o TEarmng
howw to play® - can boing huge
resURE At both. cognitive and
emabonal  levels,  developng
DoMmemunication,  engagement,
proemcting understandirg of di-
Merences, prahlam solving, and
teachimg how o deal consruc
tively ‘with condkcts and -
wans (jabbar el Felicia, 2015)

Additianally, essenbal o arg
leaming exparience, 1he abili
ty to foois and engage can be
achievedby gameplaythatkeeps
ey, aTEntinm i longer
and mone easly a5 we belies
Therefare, an behalfl of the Fou
th Far Wouby (YF) inbe, & tesm
of seven paringrs - Denmark,
Greeoe, Murgary, [taly, Poland,
Pamugal ardd SpEm - 00 -
tNg i & Srategic Partnarship
Copperation  for  EInnowatian,
wie fnyite you on &0 explorabwe
ooy o deep dve into our
findings snd local game deve
Iapenerls run wath the sugppor
of the EMAEmUS+ Programms
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What | do that can help others?



Coordinacion

La T“ HS
Educativa
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Let's make it diverse!

Based on collaboration and interaction

Can we make it game based?






Let’s play to understand these key
questions better!

From individual experience to cooperative
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Now! | dare you @

Let's create a game
together

Groups of 5 max

Gather based on your profesional field
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WE WiSH YOU ...

Thank you! ¥

Charl Camaia

@|atranseducativa



