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Objectives (I)

Develop and apply innovative methods based on gaming as an 
educational practice in informal learning to Foster civic values



Objectives (II)

• Facilitate the improvement of the society based on knowledge and social 
cohesion
• Fostering the development of active citizenship, intercultural understanding, 

gender equality and self-development
• Promoting acquisition of civic competences and common idea of citizenship 

based on mutual esteem, respect for human rights, respect for other people and 
cultures
• Observe, identify and analyse good practices about inclusive education
• Support the development of innovative contents and resources based on ICT with 

a practical approach on common values
• Promoting awareness on cultural and linguistic diversity in Europe
• Promoting the equality between men and women and fight against any type of 

discrimination in the society



Results (I)

Mapping INGAME ecosystem of needs, practices, target groups, stakeholders and 
mode of work

• Preparation of tools, templates and transnational reports for collecting data and reports

• Each partner has prepared a national report to analyse their needs

• The transnational report explores the degree of civic participation of young people, how 
widespread the knowledge and use of gamification in education and serious games is among 
young people and stakeholder

https://ingame.erasmus.site/wp-content/uploads/2020/10/INGAME_Transnational-Report_v5.pdf

• The transnational report collected information from 233 young people aged between 18 and 
35, 133 women and 100 men, and 57 stakeholders, 41 women and 16 men

https://ingame.erasmus.site/wp-content/uploads/2020/10/INGAME_Transnational-Report_v5.pdf


Results (II)

INGAME educational design, storyline and narrative

• INGAME curriculum to develop civic values

• Storyline and narrative of the game to foster positive attitudes in European youth 

on social inclusion, gender equality, civic participation and intercultural skills and 

competences



Results (III)

INGAME game: ENGAME

• The game was developed 

according to the storyline and 

narrative designed and the 

characteristics identified in the 

transnational report

Simulate real 
situations

It must not lose 
the playful aspect Accessible

Immersive Stimulate the 
player's creativity

Stimulate debate, 
discussion and 

encourage players 
to engage

Multiplayer game Multiple devices

Good practices, 
information 
material and 

quizzes



Results (IV)

INGAME Platform

https://ingame.erasmus.site
/platform

https://ingame.erasmus.site/platform


Results (V)

Mobile apps: iOS



Results (VI)

Mobile apps: Android



Results (VII)

Training materials
• Handbook for promoting active 

citizenship, gender equality and 
social Inclusion in educational 
settings in English, Dutch, Greek, 
Italian, Lithuanian, Polish, Romanian 
and Spanish

• Extra interactive activities in H5P to 
use inside the INGAME Platform or 
embedded in a Moodle platform



Results (VIII)

Training and piloting
• We have trained stakeholders in all the partner countries using 

different formats (online, hybrid, face-to-face)

• We have testing the game with stakeholders and young people in 
different contexts (formal, non-formal and informal learning)



What can you do?

• All the materials and resources produced during INGAME are Open 
Access

• You can register in the platform as a stakeholder to download the 
materials and play the game

• You can integrate the resources in your own projects and activities



Social profiles

https://www.facebook.com/InGame-project

https://www.instagram.com/ingame_project

https://twitter.com/IngameProject

https://www.facebook.com/InGame-project
https://www.instagram.com/ingame_project
https://twitter.com/IngameProject


Questions
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