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INGAME
Gaming for Social Inclusion and Civic Participation

Objectives and standards
o - promote respect for human rights and active learning 

and personal fulfillment in the member states; mutual 
appreciation and acceptance of cultural diversity 

o - promote awareness of the importance of civic 
competences within Europe

o - make provisions for learners from diverse backgrounds, 
and in particular by helping to promote social inclusion 

o - equip young adults with tool, skills and competencies to 
support and promote ecosystems of tolerance and 
respect, with the active engagement of young citizens 



Theoretical background

Youth involvement and participation

– Value their expertise and engage them in a learning 
process on what constitutes ‘citizenship’

– The learning process is key to both youth 
stakeholders and the designers of the game



Theoretical background

Perceptions of citizenship

We aimed at overcoming the gap between experts and 
non-experts,  teachers and learners. 

We aimed at incorporating the diverse experiences 
that people bring with them to the design process.



Youth involvement  paths  

– Already at the “Gaps and needs” analysis stage (at least 
35 questionnaires distributed among youth per partner 
country)

– Focus groups, surveys with open-ended qualitative 
questions

– Creation of youth advisory groups in Greece and Spain

– Pilot testing and feedback



First level of youth 
engagement 

Gaps and needs analysis data collection

In all partner countries, the responses of the youth 
stakeholders reached 47 overall through the focus group 
questionnaires and overall 233 through online 
questionnaires



Feedback from the first 
level 
The results of the questionnaire analysis

The causes that can motivate young people for civic action 
are:

Environment

Education 

Human Rights (including all issues related to equality, 
racism and xenophobia, bullying, gender inequality and 
violence, disadvantaged people and ethnic minorities). 



Sample Focus groups results - Greece



Sample online survey results - Greece



Youth advisory groups

– University of Salamanca, Spain (lead partner)
& Educational Association Anatolia (EAA)

– In 2021 two groups comprised of 10 students each in 
the two institutions were formed

The first one eventually provided feedback after the 
piloting events

– The second one  is the one that mostly engaged with 
the design of the game. Six members of the group 
were more actively engaged and offered their own 
examples of themes.



Questionnaire distributed
What was their motivation to join youth advisory 
group

– “interesting” ,”intriguing” project

– interest in both the medium (gaming) and the topic 
(civic participation)

– wish to both to participate and to learn



Inputs and gains they believe they can have 

Overall: Key focus on social inclusion and environmental 
problems (see sample suggestions in the next two 
slides)

Inputs
– new, innovative ideas
– experience in gaming
– relevant to target group interests and needs

Gains
– practical skills development
– soft skills
– greater awareness of current affairs







Most important question: what is civic  
participation

The opportunity to offer their inputs into the design of  
a serious game is considered ‘civic participation’ 

The actual playing of an educational game is also 
considered a form of civic participation (because it can 
lead towards change). 



Critical assessment of digital engagement
The participants are acknowledging both the 
strengths and the dangers of modern technologies, 
including social media. Gaming is seen as a tool that can 
provide alternative, more casual contexts for engagement, 
and advance learning. 

Participants stressed the importance of embodied 
participation in the real world



Conclusions
Importance of youth engagement in the design of the game

It offers alternative understandings of participation

it provides fluid boundaries between learning and 
participation through gaming 

it provides a clear distinction between “real-life 
situations” and “gaming simulations”

It provides a reflexive discussion on peer civic 
engagement
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THANK  YOU!

� markyria@act.edu, 
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