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Datum: Juli 15, 2026
Sektion I: Einleitung und Zusammenfassung
1.1. Ziele: Der KEY-YOU-Projektrahmen und lokale Zielsetzungen

Diese lokale Studie wurde von Vu Dinh Dang im Projektteam von HochVier e.V. im Rahmen des
europdischen Projekts KEY-YOU (Creative Knowledge and Diversity-oriented Engagement for Youth
UNLOCKED Participation) erstellt. KEY-YOU ist eine zweijahrige, von der EU finanzierte Initiative, die
von einem Konsortium aus funf Partnerorganisationen innerhalb der EU getragen wird. Das Projekt
soll die gesellschaftliche Teilhabe, Gleichberechtigung und Inklusion junger Menschen starken,
insbesondere von unterreprasentierten Gruppen. Weitere Informationen finden sich unter www.key-
you.eu.

Wahrend sich dieser Bericht auf die aktuelle Situation in Potsdam und dem Land Brandenburg
konzentriert, haben Partnerorganisationen in anderen europaischen Landern wie Griechenland und
Portugal parallele Studien durchgefiihrt. Die Ergebnisse dieser Arbeiten flieBen in einen
internationalen Gesamtbericht ein, der landeriibergreifende Schlussfolgerungen und politische
Empfehlungen fiir die europaische Jugendarbeit formuliert.

Auf regionaler Ebene formen die gesammelten Erkenntnisse das Design und die Spielmechanik von
zwei zentralen Projektergebnissen: einem digitalen Lern-Escape-Game und einem physischen
Lernkartenset. Um sicherzustellen, dass diese Werkzeuge den tatsachlichen Bediirfnissen der
Zielgruppe entsprechen, verfolgt die Studie folgende Ziele: Sie analysiert das politische Wissen, die
wahrgenommenen Barrieren und das Beteiligungsverhalten junger Menschen in Potsdam und
Brandenburg, um daraus praxisnahe Gestaltungsempfehlungen fiir Serious Games abzuleiten.

Die Arbeit gliedert sich wie folgt:

e Sektion Il beschreibt das Forschungsdesign, die Methodik und die demografischen Parameter
der Untersuchung.

e Sektion lll untersucht das vorhandene politische Wissen und das Bewusstsein fiir eigene
Rechte bei Jugendlichen in Potsdam.

e Sektion IV beleuchtet die strukturellen und psychologischen Hiirden, die eine Beteiligung
einschranken.

e Sektion V wertet das lokale Spielverhalten aus, um Grundlagen fir die Gestaltung von Game-
Based Learning (GBL) zu schaffen.

e Sektion VI formuliert konkrete, strategische Empfehlungen fiir die Entwicklung der GBL-Tools.
1.2. Abstract: Zentrale regionale Ergebnisse und GBL-Empfehlungen

Der Bericht basiert auf einer empirischen Untersuchung von HochVier in Potsdam, bei der eine
guantitative Befragung mit qualitativen Mitgestaltungs-Workshops kombiniert wurde. Die
guantitativen Daten umfassen primare Umfragemerkmale, qualitative Erkenntnisse aus den
Workshops und regionale Zeitreihendaten. Die konsolidierten Daten stellen eine Kluft zwischen
Wissen und Handeln in der Zielgruppe.

Zwar sind 80,7 % der Befragten liberzeugt, dass sie ein Recht darauf haben, ihre Meinung zu
kommunalen Entscheidungen zu dulRern, jedoch geben 53,8 % der Gesamtstichprobe an, dass ihnen
das praktische Wissen fehlt, um dieses Recht auch zu nutzen. Dieses Defizit verdeutlicht, dass
mangelnde Beteiligung nicht an Desinteresse liegt, sondern an der Schwierigkeit, sich im System



zurechtzufinden. Dasselbe Muster zeigt sich beim Gesetzgebungsprozess: 46,2 % der befragten
Jugendlichen wissen nicht, wie aus einem Biirgervorschlag eine offizielle kommunale Satzung wird
(weitere 42,3 % haben davon nur eine vage Vorstellung).

Die Ursachen fiir diese Distanzierung sind sowohl struktureller als auch psychologischer Natur:

e Prozedurale Hirden: 53,8 % der Befragten geben an, dass das Fehlen klarer Einstiegspunkte
und verstandlicher Anleitungen sie von einer Beteiligung an lokalen Entscheidungen abhalt.

e Zeitmangel: Zeitdruck und Erschépfung nach dem Bildungsalltag stellen erhebliche
Hindernisse dar. 50,0 % der Jugendlichen haben nach langen Schul- oder Vorlesungstagen
oder der Ausbildung nicht mehr die notige Energie zur Teilhabe.

e Institutionelle Entfremdung: Die wahrgenommene birokratische Komplexitat (26,9 %) und
eine grundlegende Skepsis gegenliber Institutionen (34,6 %) — gendhrt durch die Annahme,
dass die eigene Stimme ohnehin nichts bewirkt — senken die Motivation zusatzlich.

Um diese Reibungspunkte zu umgehen, orientieren sich die strategischen Gestaltungskriterien am
realen Spielverhalten der lokalen Jugend. Unsere Daten belegen eine ausgepragte Vorliebe fir hybrid-
analoge Formate: 69,2 % spielen regelmaRig Gesellschaftsspiele, 65,4 % Kartenspiele und 61,5 %
digitale Videospiele.

Zu den zentralen Gestaltungsempfehlungen gehoren eine Benutzeroberflache in einfacher Sprache
mit interaktiven Erkldarungen zu Fachbegriffen, eine hohe Optimierung fir mobile Netzwerke mit
geringer Bandbreite sowie direkte, integrierte Schnittstellen zu realen lokalen Jugendorganisationen.
Diese Elemente erleichtern den Ubergang vom virtuellen Spiel zum Engagement in der eigenen
Gemeinde.

Sektion II: Forschungsdesign und Methodik
2.1 Zielgruppe und Stichprobenparameter

Die Zielgruppe dieser Untersuchung umfasst Jugendliche und junge Erwachsene im Alter von 16 bis
30 Jahren, wobei ein besonderer Fokus auf marginalisierten, landlichen und sozio6konomisch
benachteiligten Gruppen in Brandenburg liegt. Die quantitative Primadrerhebung stiitzt sich auf eine
lokale Stichprobe von 39 einzelnen Befragten.

Die demografische Struktur dieser Stichprobe gliedert sich wie folgt auf:

e Altersverteilung: Die Stichprobe teilt sich wie folgt auf: 19,2 % der Befragten sind 22 Jahre alt,
weitere 19,2 % sind 19 Jahre alt, 15,4 % sind 23 Jahre alt und 11,5 % sind 20 Jahre alt.
Kleinere Gruppen entfallen auf das Alter von 30 Jahren (7,7 %) und 18 Jahren (7,7 %),
wahrend jeweils einzelne Befragte (je 3,8 %) 16, 17, 21, 28 und 67 Jahre alt sind.

e Geschlechtsidentitdt: Mannliche Befragte sind in dieser Erhebung haufiger vertreten: 61,5 %
identifizieren sich als mannlich, 34,6 % als weiblich und 3,8 % machten keine Angabe.
Personen mit nicht-bindrer oder diverser ldentitat traten in dieser Stichprobe nicht auf.

e Geografische Verteilung: 80,8 % der Befragten leben in stadtischen Zentren oder
Ballungsrdaumen, 15,4 % wohnen in landlichen Dorfern oder auf dem Land und 3,8 % sind sich
bezlglich ihrer Zuordnung unsicher.



e Vulnerable und unterreprasentierte Gruppen: 7,7 % der Befragten ordnen sich einer
ethnischen oder kulturellen Minderheit zu, 7,7 % haben eine direkte Migrations- oder
Fluchterfahrung und 3,8 % bewaltigen im Alltag akute finanzielle Schwierigkeiten.

e Erfahrungen mit Ausgrenzung: 34,6 % der befragten jungen Menschen berichten, sich
aufgrund ihrer Herkunft manchmal aus sozialen oder politischen Rdumen ausgeschlossen zu
flhlen, wahrend weitere 3,8 % diese Ausgrenzung haufig erleben.

Um die wissenschaftliche Validitat und regionale Relevanz zu sichern, folgt die Studie einer im
Projektrahmen festgelegten Methodentriangulation. Die Primarstichprobe von 39 Befragten liefert
zwar ein lokales Stimmungsbild, besitzt jedoch fiir sich genommen nur geringe statistische
Aussagekraft. Aus diesem Grund bezieht die Analyse zwei Sekundardatensatze ein.

Die erste Sekundarquelle ist die Babelsberger Jugendstudie (n = 281), die kleinrdumige Daten zur
Nutzung des stadtischen Raums und zu nachbarschaftlichen Konflikten in Brandenburg liefert. Die
zweite Quelle bildet die Langsschnittstudie ,,Jugend in Brandenburg” (n = 3.142), die eine
reprasentative Datenbasis zu jugendlichen Wertemustern und soziologischen Trends im gesamten
Bundesland bereitstellt. Der Abgleich der Primardaten mit diesen beiden groReren Datensatzen
ermoglicht ein praziseres regionales Gesamtbild.

2.2 Datenquellen-Mix

e Quantitative Methodik: e Qualitative Methodik:
Standardisierte Fragebdgen (n = 39) Zweitagige Gestaltungs-Workshops
Babelsberger Jugendstudie (n = 281) Strukturelles Brainstorming
Brandenburger Landes-Zeitreihe (n = 3.140) Fokusgruppen zu Reibungspunkten

Das Forschungsdesign kombiniert quantitative und qualitative Verfahren, um statistische Daten mit
qualitativen Einblicken zu verbinden.

2.2.1. Quantitative standardisierte Instrumente

In der quantitativen Phase kam ein standardisierter Fragebogen zum Einsatz, der tUber lokale digitale
Plattformen verteilt wurde. Er erhob drei Kernbereiche: das Grundwissen Uiber gesetzliche Rechte,
strukturelle Reibungspunkte in der kommunalen Verwaltung sowie Spielpraferenzen beztglich
Mechanik und Spieldauer. Die Umfrage untersucht das Spielverhalten und das Rechtsbewusstsein der
Primarstichprobe mit Zahlen. Die Studie stiitzt sich zudem auf zwei dltere, unabhangige Erhebungen,
die aufgrund ihrer groReren Stichprobenumfange eine deutlich héhere statistische Belastbarkeit
aufweisen.

2.2.2. Einbindung der qualitativen lokalen Ideenwerkstatt

Der qualitative Teil basiert auf einer zweitagigen lokalen Ideenwerkstatt, die HochVier am 14. April
2026 und am 18. Mai 2026 in Potsdam veranstaltete. Die Veranstaltung brachte unterschiedliche
Akteure zusammen: Jugendliche aus Migrationsfamilien, Fachkrafte der Jugendarbeit und lokale
Projektkoordinatoren. Das Format setzte auf ein partizipatives Modell, in dem die Jugendlichen als
Mitgestalter prasent waren.



Der Ablauf war darauf ausgelegt, verwertbare Erkenntnisse zu gewinnen:

e Tag Eins (Barrieren und systemische Bedarfe): Die Werkstatt startete mit zehn schnellen,
dreiminiitigen Speed-Dating-Runden zur Einfiihrung, um eine friihzeitige Beteiligung aller
Anwesenden zu fordern. Die Teilnehmenden erarbeiteten anschlieBend in kleinen
Fokusgruppen regionale strukturelle Mangel, wobei der Fokus auf dem Mangel an nicht-
kommerziellen Rdumen und der Informationstiberflutung in sozialen Netzwerken lag.

e Tag Zwei (Entwurf von Losungsansatzen und GBL-Spezifikation): Im Mittelpunkt stand die
Uberfiihrung der identifizierten Hiirden in konkrete Handlungsempfehlungen fiir die Stadt
Potsdam. Die Einzelnen-Teams definierten dabei konkrete Kriterien fir eine jugendgerechte
Kommunikation.

Sektion lll: Analyse des Basiswissens
3.1 Gesetzliche Rechte: Bewusstsein und das regionale Kompetenzdefizit

Die quantitativen Daten der Potsdamer Zielgruppe zeigen eine sichtbare Diskrepanz zwischen
abstraktem Rechtsbewusstsein und politischer Handlungsfahigkeit. Bei der Selbsteinschatzung des
eigenen Wissens Uber jugendspezifische Rechte in Europa auf einer Skala von 1 bis 5 fielen die
Antworten heterogen aus. Die grofSte Einzelgruppe verortet sich mit 34,6 % im mittleren Bereich (3
von 5), wahrend insgesamt 30,8 % ihre Kenntnisse als gering (1 oder 2 von 5) bewerten. Lediglich 7,7
% der befragten Jugendlichen duBerten mit dem Hoéchstwert von 5 von 5 volles Vertrauen in ihr
Wissen. Der Begriff der Jugendrechte ist zwar weithin bekannt, doch der Mehrheit der Jugendlichen
vor Ort fehlte die Klarheit darliber, was diese Rechte konkret in der Praxis bedeuten.

Dieses Defizit ist weiterhin beim Thema kommunale Teilhabe zu einer handfesten Kompetenzliicke zu
erkennen. Auf die Frage, ob sie bei neuen kommunalen Regelungen fiir Jugendliche ein
Mitspracherecht besitzen, wahlte eine knappe Mehrheit von 53,8 % die Antwort: ,Ja, aber ich weiR
nicht, wie das geht.” 26,9 % der Befragten gaben an, sowohl ihr Recht zu kennen als auch die
praktischen Schritte zur Umsetzung zu verstehen.

Hier liegt eine Partizipationsbarriere vor und die Daten legen ein strukturelles Problem nahe.
Jugendliche erkennen ihren theoretischen Anspruch auf Mitsprache, ihnen fehlt jedoch das
praktische Handlungswissen. Diese Liicke schliel3t etwas mehr als die Halfte der lokalen Jugend aus
zivilgesellschaftlichen Raumen aus, und zwar aufgrund wegen fehlenden Prozesswissens.

3.2 Systemische Intransparenz und die legislative ,Black Box“

Das Defizit an praktischem Wissen tritt beim Verstandnis formaler legislativer und administrativer
Strukturen noch deutlicher hervor. Fast die Halfte der Primarstichprobe (46,2 %) gibt an, keine
Vorstellung davon zu haben, wie aus einer Blrgeridee ein offizielles Gesetz oder eine kommunale
Satzung entsteht. Weitere 42,3 % verfligen dennoch (iber eine ungefahre Vorstellung des Ablaufs,
und nur 11,5 % kennen die exakten administrativen Schritte.

Diese Intransparenz macht die Kommunalverwaltung fiir fast 90 % der Jugendlichen vor Ort zu einer
,Black Box“. Aus soziologischer Sicht versuchen junge Blirger erst gar nicht, institutionelle Ergebnisse
zu beeinflussen, wenn die Kandle der formalen Macht unerreichbar scheinen. Behandelt das System
das Einreichen von Vorschlagen, Antragen oder die Mitgestaltung des Haushalts wie ein
blirokratisches Geheimwissen, wiirgt es jugendliche Initiativen bereits im Ansatz ab. Dieser weit



verbreitete Mangel an Verstandnis verstarkt die gefiihlte institutionelle Distanz, sodass die formale
Kommunalpolitik fiir den durchschnittlichen Jugendlichen sich unerreichbar anfihilt.

3.3 Institutionelle Kommunikationsklarheit und Informationsrauschen

Diese institutionelle Distanz wirkt sich direkt darauf aus, wie Jugendliche offizielle politische
Informationen wahrnehmen. Lediglich 11,5 % der Befragten empfinden die behdordliche
Kommunikation als leicht verstandlich. Die verbleibenden Teilnehmenden teilen sich auf: Fiir 50,0 %
hangt die Verstandlichkeit stark vom Thema ab, wahrend 38,5 % die offiziellen Informationen als zu
kompliziert und liberladen ablehnen.

Qualitative Erkenntnisse aus der Potsdamer Ideenwerkstatt bestarken diese Werte durch zwei sich
gegenseitig verstarkende Probleme: institutionelle Intransparenz und digitales Informationsrauschen.
Die Teilnehmenden der Werkstatt kritisierten, dass Behordenplattformen oft eine ibermaRig formale
Verwaltungssprache nutzen, die wie eine Eintrittsbarriere wirkt. Gleichzeitig erzeugen Social-Media-
Kanale eine Reiziiberflutung. Unstrukturierte, oft reiSerische oder widerspriichliche Beitrage
Uberlasten die Informationskanéle der Jugendlichen, was das Herausfiltern verlasslicher Fakten zu
Fordermitteln, Rechten oder Beteiligungsangeboten erschwere.

Da offizielle Stellen Informationen nicht jugendgerecht aufbereiten, miissen Jugendliche eine Flut
digitaler Storgerausche durchsuchen. Dieses Informationsdefizit schlieRt alle Personen ohne héhere
Bildung oder ausgepragtes politisches Vorwissen aus. Es verdeutlicht den Nutzen eines Game-Based-
Learning-Tools, die Uber einfache Sprache und visuelle Interaktionen komplexe Verwaltungsablaufe
Ubersetzen.

Sektion IV: Analyse wahrgenommener Barrieren
4.1 Primare zivilgesellschaftliche Reibungspunkte: Strukturelle und psychologische Hindernisse

Die Hindernisse fir eine Beteiligung von Jugendlichen beruhen auf einer Kombination aus
praktischen, strukturellen Grenzen und psychologischen Barrieren. Auf die Frage nach den drei
Hauptgriinden, die sie von kommunalen Entscheidungsprozessen abhalten, nannten die Befragten
mehrere sich Giberschneidende Problemfelder.

Strukturelle Hindernisse

Als grofStes strukturelles Hindernis nennen die Jugendlichen vor Ort den Zeitmangel. 50,0 % der
Befragten geben an, dass fehlende Zeit sie direkt von einem Engagement in der Kommunalpolitik
abhalt. Lokale Fachkrafte der Jugendarbeit begriinden dies mit langen Schultagen und
Vorlesungspldanen und intensiven Ausbildungsbldcken, die den Jugendlichen bis zum Abend Energie
rauben. Die gidngige Praxis, formale kommunale Sitzungen auf diese Abendstunden zu legen, geht
somit an der eigentlichen Zielgruppe vorbei.

Dieser Zeitmangel verscharft sich durch lokale Infrastrukturliicken:

e Eingeschrankter Nahverkehr: Regionale Daten belegen, dass die Taktung des 6ffentlichen
Nahverkehrs in den Abend- und Nachtstunden drastisch sinkt. Fiir Jugendliche auBerhalb des
Stadtkerns stellt dies ein reales Hindernis dar, wenn sie an zivilgesellschaftlichen
Veranstaltungen teilnehmen maéchten.

e Biirokratische Hiirden: 26,9 % der Jugendlichen nennen komplexe biirokratische Ablaufe und
Amtsdeutsch als wesentliche Barriere.



e Technische Nachteile: Viele marginalisierte oder einkommensschwache Jugendliche nutzen
adltere, leistungsschwache Smartphones und instabile Mobilfunkverbindungen, was sie von
datenintensiven digitalen Beteiligungsplattformen ausschliefen wirde.

Psychologische Hindernisse

Die praktischen Hiirden werden durch psychologische Faktoren verstarkt. 34,6 % der Jugendlichen
beteiligen sich nicht, weil sie nicht daran glauben, dass ihre Stimme reale Veranderungen bewirken
kann.

Diese Skepsis resultiert aus konkreten Reibungspunkten im Alltag in Brandenburg. Lokale Berichte aus
Babelsberg zeigen, dass junge Biirger sich in 6ffentlichen Rdumen oft unerwiinscht fiihlen. Anlasslose
Polizeikontrollen, aggressive Larmbeschwerden von Anwohnern und das kontinuierliche Schwinden
nicht-kommerzieller sozialer R&ume pragen ihren Alltag. Da man sie eher als Storfaktor denn als Teil
der Gemeinschaft behandelt, entsteht Misstrauen gegentiber lokalen Institutionen. Als
Schutzmechanismus ziehen sich manche Jugendliche in der Folge lieber aus dem gesellschaftlichen
Leben zurlick.

4.2 Erkenntnisse zu vulnerablen Gruppen: Erlebte Ausgrenzung im Alltag

34,6 % der Befragten der Primarstichprobe flihlen sich aufgrund ihrer Herkunft oder Identitat
zumindest manchmal aus sozialen oder politischen Raumen ausgeschlossen, wahrend weitere 3,8 %
diese Isolation haufig erleben.

Fir Jugendliche mit Migrations- oder Fluchthintergrund stellt haufig die formale Sprache von
Behordenplattformen das groRte Hindernis dar. Teilnehmende der Ideenwerkstatt wiesen darauf hin,
dass offizielle Handzettel und administrative Abldufe oft eine Fachsprache voraussetzen, die fremd
wirkt und ein spezifisches kulturelles Kapital erfordert. Diese sprachliche Hirde fiihrt dazu, dass sich
diese jungen Menschen in 6ffentlichen Foren zeitweise wie kurzfristige Gaste flihlen und nicht wie
Bilrger mit der Gestaltungsmoglichkeiten in ihrer eigenen Stadt.

In stadtischen Zentren wie Potsdam erhalt diese wahrgenommene Ausgrenzung zudem eine klare
soziale Dimension. Da es im Winter kaum Uberdachte, nicht-kommerzielle Raume gibt, in denen sich
Jugendliche ohne Konsumzwang aufhalten kdnnen, weichen finanziell schlechter gestellte
Jugendliche auf StraRen oder Bushaltestellen aus.

Jugendliche in den landlichen Randgebieten Brandenburgs sind hingegen von einer geografischen
Isolation betroffen. Ausgediinnte Busfahrplane am Abend schneiden sie von zentral gelegenen
Jugendklubs und kommunalen Foren ab. Werden digitale Alternativen als Ausweg vorgeschlagen,
scheitern diese oft an instabile und ungeniigender Netzabdeckung und veralteten Mobilgeraten.

In der Summe ergeben diese Faktoren zu einer Entkoppelung vulnerabler Gruppen. Uberfordert von
Verwaltungssprache, verdrangt durch schleichende Gentrifizierung oder abgeschnitten durch eine
mangelhafte Infrastruktur, fihrt es dazu, dass benachteiligte Jugendliche sich selten aktiv an der
lokalen Demokratie zu beteiligen.

Sektion V: Analyse von Spielverhalten und GBL-Praferenzen
5.1 Hardwarezugang, Medienformate und Spielhaufigkeit

Ein wirksames Game-Based-Learning-Instrument (GBL) fiir Brandenburg muss sich am tatsachlichen
Hardwarezugang und den Freizeitgewohnheiten der Zielgruppe ausrichten. Die Erhebungen zeigen
eine deutliche Balance zwischen digitalem Konsum und analogem Spielen. In der Primarstichprobe
gaben 61,5 % der Befragten an, regelmaRig Videospiele auf PCs, Konsolen oder Mobilgeraten zu



spielen, wird aber von traditionellen, physischen Spielformen lbertroffen. 69,2 % der befragten
Jugendlichen spielen regelmaRig Gesellschafts- und Brettspiele, wahrend 65,4 % Kartenspiele
bevorzugen. Diese hohe Affinitat zu analogen Formaten verdeutlicht, dass soziale Interaktion und
haptische Spielkomponenten fiir junge Menschen in der Region einen ebenso herausragenden
Stellenwert besitzen wie digitale Medien.

Lokale Affinitdt zu Medien- und Spielformaten (Mehrfachnennungen waren maoglich)

Format Beteiligungsquote
Gesellschafts- und Brettspiele 69,2 %
Kartenspiele 65,4 %
Digitale Videospiele 61,5 %

Pen-and-Paper-Rollenspiele (D&D) 15,4 %

Die Haufigkeit der digitalen Spielnutzung bestatigt, dass es sich hierbei mehrheitlich nicht um
Intensivspieler handelt. Die groRte Einzelgruppe bilden mit 34,6 % Jugendliche, die selten oder nie
digitale Spiele spielen.

Die verbleibenden digitalen Spieler teilen sich auf unterschiedliche Aktivitdtsniveaus auf:
e  Wochentlich Spielende: 30,8 % nutzen digitale Spiele mehrmals pro Woche.
e Monatlich Spielende: 23,1 % spielen mehrmals im Monat.
e Taglich Spielende: Lediglich 11,5 % spielen taglich.

Da mebhr als ein Drittel der priméaren Zielgruppe digitale Spiele nicht regelmaRig nutzt, sollte das
geplante digitale Escape-Game auf komplexe Steuerungen, komplizierte Spielmechaniken oder steile
Lernkurven verzichten.

Das Werkzeug darf keine ausgepragte digitale Spielekompetenz voraussetzen. Es bendtigt intuitive,
Ubersichtliche Benutzeroberflachen, die auch fiir Gelegenheitsspieler einladend wirken, damit die
Anwendung fir alle Teilnehmenden unabhéangig von ihren Vorkenntnissen zuganglich bleibt.

5.2 Bewertung von Kernmechaniken

Hinsichtlich der motivierenden Spielelemente zeigt die lokale Datenlage eine klare Praferenz fir
intellektuelle Herausforderungen und gemeinschaftliches Handeln gegeniiber Gewinnen gegen den
anderen.

Bei der Frage nach den ansprechendsten Designelementen zeigt sich in den Antworten der
Jugendlichen sichtbar:

e Komplexe logische Herausforderungen: Das Losen von Ratseln, Denkaufgaben und logischen
Problemen erzielt mit 53,8 % die hochste Zustimmung.



e Kollaboratives Gameplay: Die Zusammenarbeit mit anderen Spielenden zur Erreichung eines
gemeinsamen Ziels folgt mit 42,3 %.

o  Wettbewerb: Die direkte Messung der eigenen Fahigkeiten im Vergleich mit anderen wahlten
34,6 % der Befragten.

e Narrative Immersion: Das Verfolgen einer packenden Geschichte, Handlung oder einer
komplexen Spielwelt ist fiir 30,8 % der Stichprobe von Bedeutung.

Diese Zahlen geben eine Richtung fiir das GBL-Design vor. Brandenburgs Jugend sucht
Problemlésungen und Teamarbeit. Sie bevorzugt das gemeinsame Bewaltigen komplexer Situationen
gegeniber dem Kampf um die Spitze einer Rangliste.

Die Réatsel des Escape-Games missen daher den Austausch von Informationen und die
gemeinschaftliche Deduktion erfordern. Indem Logikaufgaben tber schnelle Reflexe oder individuelle
Bestzeiten gestellt werden, spiegeln die Spielmechaniken einen kooperativen und beratenden
Charakter wider, der auch fir die politische Selbstorganisation notwendig ist.

5.3 Bevorzugte Spieldauer: Konzeption fiir das Zeitfenster nach der Schule

Die zeitbezogenen Daten der regionalen Umfrage belegen die Notwendigkeit von kurzen, fokussierten
Microlearning-Formaten. Auf die Frage, wie viel Zeit die Befragten am Stiick in ein Lernspiel
investieren wirden, konzentrierten sich die Antworten stark auf kurze Spielzeiten.

Bevorzugte Spieldauer fiir Bildungs-GBL

Spieldauer Befragte
Keine 7,7 %)
Unter 20 Minuten 30,8 %
20 bis 45 Minuten 38,5%
Bis zu 60 Minuten 7,7%

Langer als eine Stunde 15,4 %

Diese Praferenz deckt sich mit den qualitativen Befunden zur Erschopfung nach der Schule und zur
herrschenden Zeitarmut. Jugendliche sind nach langen Schultagen oder Ausbildungsblécken
erschopft und wollen fir Simulationsspiele nicht mehrere Stunden aufwenden.

Die GBL-Module sollten als in sich geschlossene, modulare Kapitel mit einer Dauer von 20 bis 45
Minuten konzipiert werden. Diese zeitliche Begrenzung erleichtert die direkte Integration in den
Zeitplan lokaler Jugendzentren sowie in reguldre 45-miniitige Unterrichtsstunden der politischen
Bildung und passt sich so den zeitlichen Rahmenbedingungen der Jugendlichen an.

Sektion VI: Strategische Gestaltungsempfehlungen

6.1 GBL-Konzept



Um den lokalen Anforderungen gerecht zu werden, sieht das Projekt ein zweiteiliges, analog-digitales
Hybridkonzept vor, das auf den regionalen Daten basiert.

1. Die Architektur des digitalen Escape-Games

Die digitale Anwendung muss ressourcensparend und prioritar fiir das Web konzipiert sein (Web-
First). Sie konzentriert sich auf die starksten Praferenzen der Zielgruppe: komplexe Logikratsel (53,8
%) und kooperative Spielmechaniken (42,3 %). Anstelle rechenintensiver 3D-Engines sollte das Spiel
eine Ubersichtliche, responsive 2D-Oberflache auf Basis von Open-Source-Frameworks.

Um die strukturelle Intransparenz der Kommunalverwaltung aufzubrechen, bietet sich die Integration
einer Rollenwechsel-Mechanik an. Ein Konzept kdnnte beispielsweise sein:

Die Spielenden ibernehmen die Rolle eines Blirgermeisters oder einer Verwaltungsfachkraft. Sie
verwalten knappe 6ffentliche Kassen, wagen konkurrierende Interessen im Stadtteil ab und
navigieren durch reale rechtliche Vorgaben, um die Genehmigung fiir ein Jugendzentrum zu erwirken.
Ein Perspektivwechsel baut die Gbliche Frustration gegenliber Institutionen ab, indem er
veranschaulicht, wie administrative Entscheidungen in der Praxis zustande kommen.

2. Einbindung eines physischen Kartensets

Das Projekt kombiniert die digitale Anwendung mit einem hochwertigen physischen Lernkartenset.
Diese Karten fungieren als Bindeglied zwischen dem virtuellen Spiel und der realen Gruppenarbeit.

6.2 Empfohlene praxisnahe Gestaltungskriterien zum Abbau struktureller und sprachlicher
Barrieren

Auf Grundlage der vorliegenden Ergebnisse wird die Implementierung folgender Funktionen
empfohlen:

Benutzeroberflache in einfacher Sprache

Um birokratische Ausgrenzung zu verhindern und den 38,5 % der Jugendlichen zu helfen, denen die
politische Fachsprache zu kompliziert ist, sollte das Spiel ein klares, fachbegriffsfreies Textsystem
nutzen. Die Benutzeroberflache sollte dabei auf formale juristische oder politische Begrifflichkeiten
verzichten und diese durch eine jugendgerechte Sprache, die gemeinsam mit jungen Menschen
entwickelt wurde, ersetzen.

Falls ein Verwaltungskonzept wie ,Satzung” oder ,,Fachausschuss” fiir ein Ratsel zwingend
erforderlich sein sollten, ist es ratsam die Benutzeroberflache leicht zugangliche und verstandliche
Erklarungen bereitstellen. Eine mogliche Umsetzung ware ein interaktives Tooltip-Fenster per Hover-
Effekt, dass Fachbegriffe sofort in klare, einfache Sprache libersetzt. Diese Funktion wiirde sprachliche
Barrieren senken und ermdglicht Jugendlichen mit Migrationshintergrund oder geringerer
Lesekompetenz einen unkomplizierten Zugang zu politischen Informationen.

Mobile-First-Optimierung fiir Gebiete mit geringer Bandbreite

Um Jugendliche im landlichen Raum mit schlechter Internetinfrastruktur sowie
einkommensschwache Jugendliche mit dlteren Smartphones zu unterstiitzen, bendtigt das digitale
Escape-Game ein hochgradig optimiertes, ressourcenschonendes Backend. Das Spiel muss vollstandig
in einem Standard-Mobilbrowser spielbar sein, ohne dass groRe Downloads oder schnelle
Internetverbindungen erforderlich sind.
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Durch beispielsweise komprimierte Vektorgrafiken, lokales Daten-Caching und sauberen Code kann
die Anwendung selbst in schwachen Mobilfunknetzen entlegener Dorfer aullerhalb Potsdams fliissig
dargestellt werden, wodurch eine weitere Ausgrenzung durch Infrastrukturliicken vermieden wird.

Fehlertolerante Spielumgebung

Um der weitverbreiteten Annahme entgegenzuwirken, dass individuelles Handeln nichts bewirkt,
bendtigt die Spielschleife ein fehlertolerantes Fortschrittssystem. Das Spiel sollte daher auf ,,Game
Over“-Bildschirme vermeiden, die das Gefiihl des Scheiterns nur verstarken wirden.

Treffen Spielende eine falsche Entscheidung oder teilen sie ein Budget fehlerhaft zu, sollte das System
die lokalen Auswirkungen dieser Entscheidung sofort visuell riickmelden, damit sie ihre Strategie
unverziiglich anpassen kénnen. Die Visualisierung direkter Konsequenzen fiir jede Entscheidung in
einer risikofreien Simulation starkt das Vertrauen und die Selbstwirksamkeit, die junge Menschen
fiir Beteiligung bendtigen.

Verknipfung mit dem lokalen Umfeld

Um die 53,8 % der Jugendlichen zu unterstiitzen, denen ihre Rechte bewusst sind, aber unsicher sind,
wie oder wo sie anfangen sollen, benotigt das Spiel klare Ausstiegspunkte, die in die Realitat fihren.
Die letzte Stufe jedes digitalen Ratselkapitels konnte eine direkte Verbindung zur lokalen
Gemeinschaft herfiihren. Sobald eine Gruppe beispielsweise ein Ratsel zu kommunalen
Projekthaushalten gel6st hat, ware es mogliich, dass die Benutzeroberflache direkte,
niedrigschwellige Kontaktlinks zu lokalen Brandenburger Jugendorganisationen, regionalen
Streetworkern oder aktiven kommunalen Jugendgremien wie dem Stadtjugendring anzeigen. Eine
solche Funktion kann kurzfristiges digitales Engagement in eine langfristige gesellschaftliche
Beteiligung Uberfiihren und bietet Jugendlichen eine klare Orientierung vom virtuellen Spiel direkt in
die reale lokale Demokratie.

Quellen:
Poge, A., & Bredow, B. (2023). Jugend in Brandenburg — Ergebnisse der Zeitreihenstudie 2022/2023.
Potsdam: IFK. https://ifk-potsdam.de/wp-content/uploads/IFK-JiB-2022-Ergebnisbericht.pdf

Stadtjugendring Potsdam / Kinder- und Jugendbiiro. (2025). Jugendbefragung 2025 in Babelsberg:
Auswertung. https://sir-potsdam.de/kinder-und-jugendburo/themen/stadt-
mitplanen/jugendbefragung-2025-in-babelsberg
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Evotnta l: Eloaywyn kat Zovoyn

1.1. Ztoxot: To NMAaioto tou Epyou KEY-YOU kat ot Tortikoi Ztoxot

H mapouoa totukn peAETN OLle€nxOn amo tnv opada tou epyou otnv Media Suite Academy
(MSA) oto mAaiolo tou evpwTtaikoL £pyou KEY-YOU: Creative Knowledge and Diversity-
oriented Engagement for Youth UNLOCKED Participation. To KEY-YOU eival pia dletng
TpwItoBouAia xpnuatodotolpevn amno tnv EE, n omoia vAotoleital ano pia kowotpadia 5
etaipwy opyaviopwy evtocg tng EE. 2toxelel otnv evioxuon TN CUPPETOXNC TWYV TIOALTWY,
NG Lo0TNTAG KAl TNG €vIagng METadl Twv VEWYV, WBIWE TWV UTIOEKTIPOCWTIOUHEVWV
opdadwyv. MNeplocodtepeg mMANpodopieg eival dlabeoipeg oto: www.key-you.eu

Evw n mapovoa £€kBeon £0TIAlEL CUYKEKPLUEVA OTNV TPEXOUOA KATAOTACHN TNG
CUMUETOXNG TWV TIOAITWY HETAEY TwV VEWV otnVv EAAADA, TTapAAANAeC PEAETEC €XOUV
Ole€axbel amo etaipoug opyaviopoUC o AAEG EUPWTIALIKEC XWPEC, OTtwC N Mepuavia kaw n
MoptoyaAia. ZUVOAIKA, AUTEC OL EBVIKEG HEAETEC B cuVBECOULV HULa OAOKANPWHEVN dlebvn
€kBeon, e dlACULVOPLOKA CUUTIEPACHATA KAl CUCTACELG TIOALTLKNG YIA TN CUPHETOXH TWV
VEWV 0€ OAOKANPN TNV Evpwrn.

2e meplpePELAKO eTiTEDO, TA EVPNHATA TIOU CLYKEVIPWONKav eEUTINPETOUV TOV
OKOTIO TNC dlapopdwong Tou oXedlAoHOoU KAl TWV PNXAVIOHWYV €VOC EKTIALOEUTIKOU
Pnodlakou taxvidLov dladuyng (escape game) Kat plag GuUoLKr G CUVODEUTIKNG TPATTOLAAG
kaptwyv-flashcards, ta omoia amoteAoVv dVo Bacikd tapadotea tou pyou KEY-YOU.
Mpokelpevou autd ta ekmMAdeUTIKA epyaleia va Pacidovtat oTic avAykeg TNG
OTOXELOMEVNC OpAdAG-TTANBUCHOU, N TTapoloa PEAETN €XEL cadeic 0TOXOUC: va avaAuoel
TNV TPEXOLOCA KATAOTAOoN TNC YVWOoNng epl evepyou ToAtoTNTAC, Ta avilAappBavoueva
EUTIOdLA KAL TN CUMMPETOXN TWV VEWYV otV EAAAdQ, Kal va petadppdoel autd ta supnuata
o€ a&lOTIOLNOLUEG CLUOTACELG oXedLACGHOU yla coBapd axvidla (serious games).
la Tov oKoTto aUTO, N HEAETN dLAPBPWVETAL OTIC EENC EVOTNTEC:
e H Evotnta Il mapouciadel tov e€peuvnIlkd oxedlacpod, tn pebBodoloyia Kalt TIg
dnUOYPAPLKEG TIAPAPETPOUC TNG HEAETNC.
e H Evotnta Il mapouoiddel ta anoteAeéopata tng €PEUVAG OXETIKA e TN yvwon Tepl
€vEPYOU TIOALTOTNTAC, TNV ETYVWON SIKALWHATWY KAl TIC avTIANYELG yia TIG SNUOKPATIKEG
oladlkaoieg HeTA&L TWyV VEWYV otnv EAAGDa.
e H Evotnta IV avaAuvel ta kupla dlapBpwTtikd Kat PuxoAoylkd epttodia tou teplopiouvv
TN CUHHETOXN TWV VEWV.
e H Evotnta V a&lohoyel TIC TOTIKEG CUVABELEG KAl TIPOTIUACEL OTA Ttalkvidla ya tnv
evnuépwon Ttou oxedlacpoU epyaieiwv Mdabnong péow TMaxvidov (Game-Based
Learning, GBL).
¢ H Evéotnta VI mapouctdlel a&loToLoLUEG, OTPATNYLKEC oUoTAoELC oXedlacpoU yia TNV
avdarntuén anoteAsopatikwy epyaieiwv GBL.
e H Evotnta VIl mapouctdlel Ta cLUVOALKA CUPTIEPACHATA TNE HEAETNG.


http://www.key-you.eu/

1.2 MepiAnyn: Emokonnon twv Baotkwy lNepidpepeiakwy Evpnuatwy & Mpotaon
Zuogtdoswyv GBL

H mapovoa ekBeon e€etdlel dedopéva amo TOCOTIKH €peuva og 78 véoucg nAtkiag 18-30
ETWV 0 OAn tnv EAAda, n omoia Je€nxOn Oladiktuakd péEow dopnuévou
gpwinpatoAoyiou Tou avamtuxbnke amo KolvoU amod tnv Kowotmpaéia KEY-YOU. Ta
gupApaATa ATIOKAAUTITOUV &va TIPAYHATIKO XAoua PETAEL yvwong Kal 0pAong eviog Ing
otoxevopevng opadac-mAnbuopol. Evw 10 51,3% Twv epwindéviwyv dnAwVvel
EUTILOTOCUVN OTNV KATAVONGON TWV JLKALWHATWY TouC w¢ véol EupwrTtaiot, povo 1o 24,4%
yvwpidel 1600 OTL £xel dIKAiwWHPA CUPHPETOXAG 0T ARYn ToTuKwy amodpAacewv 0G0 Kalt
Katavoei ta dladlkaoTiKA Brpata yla va 1o TPd&eL- 1o 64,1% avayvwpidel 0Tl UTIAPXEL TO
Olkaiwpa aAAd dev yvwpidel Twe va 1o acknoel. To xaopa autd dleupUVETAL TIEPALTEPW
ooov adpopd Tov BeoUIKO aAPaABNTIOPO: To 53,8% dnNAwveL OTL dev Katavoei KaBOAoU TTwG
pla TtpOTac TOAITN HETATPETETAL OE ETCNHO VOUO I] TOTIUKO KAVOVIGHO.

Ta kUpla eumodla mou odnyoUv O AUTH TNV AMOCUVOEON Ao TNV evePYO
TIOALTOTNTA £ival EVNPEPWTIKA KAl BEGULKA Kal OXL EAAeLPN evdlapEPOVTOC:

e Aladikaotikn ABeBatotnta: H mAsloyndia twy epwtnbeviwy dev yvwpidet oL A mwg va
EeKIVNOEL TN CUPHETOXA oTn AN ToTikWY amoddoswy, Tapd To OTL avayvwpilel to
OXETIKO dkaiwpa.

e [MoAuttAokotnta Emikowwviag: To 71,8% twv epwtnBevIwy dnAwvel OTL n emtionun
TIOALTIKN) EVNUEPWON €ival Katavontr PHOvo «avaioyd HPE To BEpa», evw €va ETUTTAEOV
23,1% tn Bewpel yevikd uTtEPBOAIKA TTEPITIAOKN.

e AvtidapBavopevog ATtokAelopoG: Mepimou €vag otoug TEcoepLg epwInBEVTEG avadEpel
TOUAGXIOTOV TIEPLOTACIAKEG EMPTEIPIEC KOWWVIKOU 1N TIOAITIKOU QTTOKAEIGHOU TIOU
ouvdéovTal Pe To uTIORABPO N TNV TAUTOTNTA TOU.

Na va &emepaotolv autd Ta onueia TPPAG, Ol OTPATNYIKEC TAPAUETPOL
oxedlaopoL subuypappidovtal dpeoa pe TIg emBeBalwWPEVEG ocuvnBeLleg TTAXVIOLOU TWV
TOTILKWYV VEWYV, OL OTtoi0L BelXvouV Avean TO00 o€ PNPLAKEC 00O KAl € AVAAOYIKEG HOPDEC
TTavidLov Kat Loxupn potipnon ya cuvedpieg diapkelag 20-45 Aemtwy, BaclopeEveg oe
adnynon, ocuvepyaoia kat pnxaviopoug emiAuong mpoBAnudTwy, Tapd ce TadnTikn
petadoon MAnpodopLWV.

2Ta Baclkd CUVICTWHEVA XAPAKINPLOTIKA yla tn peiwon twv udlotduevwy
eumodiwyv TmeplAauBavovtal pla amAn yAwoolkda dlemadn xwpeig TeEXVIKoUg 0poug,
PEAALOTIKEC TIPOCGOUOLWOELG TIOAITIKWY KAl BEoUIKWY dladlkaolwy, Kabwce Kal apbpwrd,
ouviopng Hopdng kedddaia Tmavidlol TOU TPOcAPHOlovTAl OTOUC XPOVIKOUG
TIEPLOPLOPOVC TWV epyalOpevwY Katl oTtoudalovTwy VEWV.



Evotnta ll. MeBodoAoyia

2.1 Epeuvntikog Zxedtaouog kat Kowvo MegOBodoAoyiko MAaiato

H mapouoca totiky YeAETN Ole€nxbn oto mAaioclo tou €pyou KEY-YOU pe otoxo tn
Olepelivnon Twy avTAPewWV TWY VEWV yld TN CUPPETOXN TWV TIOAITWY, TNG ETiyvwonc
TOUCG OXETIKA PE TA OlKALWHATA TOU TIOAITN KAl TIC ONUOKPATIKEG dladlkacieg, Twv
gumodiwy TOU ouvaviouv OTn OCUPHETOXA otnv TIOATk dwr, KAaBweg Kal Twv
TIPOTIUNCEWYV TOUC 6oV adopd Tn pabnon péow tmaxvidov (GBL). Na va diacpaAlotein
OUYKPLOLUOTNTA O OAEC TIC CUMMETEXOUCEC XWPEC, N €peuva akoAoLBNoe TNV Kowvn
peBodoAoyia ou cupdpwvhnBnke amod Tnv KowoTpagia Tov €pyou.

2.2 Avanrruén kat Metagpaon tou EpwrtnuaroAoyiou

To kUpLo epyaleio cuMoyng dedopevwy ATav €va JOPNUEVO £PWTNHATOAOYLO TIOU
avarntuxbnke amo Kowou armo ToUG ETAIPOUC TOU £pYOU. To TIPWTOTUTIO EPWTNHATOAOYLO
HETadPAOCTNKE OTA €AMNVIKA dlatnpwyvtag tnv apxikn dlatumwaon, Tn oepd Twv
EPWTNOCEWV KAL TIG ETUAOYEG amavtnong, wote va dlacdaAlotel n peBodoAoyiKkr cuvereLla
o€ OAeC TIC €OVIKEG peAETeg. AdBnke WBlaitepn mpoooxn oto va dlacdaAlotel OtL n
petddpaon amodidel TOTA TO vONUaA TWV APXIKWY EPWTNCEWY, XPNOLUOTIOWWVTIAG
TapAaAAnAa caodn Kat TPooBActun YAwooa KAtAAANAnN yia veéoug nAkiag 18-30 etwv. Agv
£ylvayv TPOTIOTIOLNCELG 0T OO TOU EPWTINHATOAOYIOU, WOTE TA ATIOTEAEGHATA ATIO TNV
EAANASa va urtopoUv va cuykpLBoUlv Apeoa Pe eKEva TWV AAAWY XWPWV-ETAIpWV.

2.3 MAargopua ZuAAoyng Asdouévwy Kat ZTpatnyikn Ataxuoncg

To epwtnuatoAoylo dnuouvpynbnke oto Google Forms kat dlavepundnke dladlkTuakda
HEOW Yndlakng mAatdoppag €peuvag, ETUTPETOVIAC OTOUC CUMPHETEXOVIEC va TO
CUUTIANPWOOLY AVWVUHA KAl PE ToV OIKO Toug pubpuo. H dtadiktuakn dlavoun eTiAEXBnKe
eMeLdN amoteAel pia amo TIg 1o AmoTEAECHATIKEG HEBOOOUG TIPOCEYYLONG VEWYV, OL OTTolOL
eival Blaitepa dpaotrnplol oe PYnolakd mepBAAOVTA Kal XpNOLHOTIO0 UV TAKTIKA Ta JeEoa
KOWWVIKNG IKTUWONG Kal TG SLadIKTUAKEC TIAATHOPHECG ETIKOWVWVIAC WE KUPLEC TINYEG
EVNUEPWONG KAl aAANAeTtid paonc.

la tn peylotomnoinon TNG CUPPETOXAC KAl TNV €TTEVEN TOU GTOXOU TOU £PYOU Yld
TOUAGXIOTOV 75 OUUTIANPWHEVA EPWINHATOAOYIA, N €peuva Jdlaveunbnke pEoW
TToAAATAWY SLadIKTuakwy KavaAtwy. O cUVOECHOC TOU EpWTNUATOAOYI(OU KoLvoTIoLNOnKE
EKTEVWC HEOW TIAATPOPH WYV KOWVWVLKNG dIKTUWONG, oTtwc To Facebook, to Instagram, to
LinkedIn, kaBwcg kat epappoywyv avtaAiaync PNVUPAtwy omtwce To Messenger kat to
WhatsApp. Ta KavaAla autd eTTAEXBNKAV AOYw TNE EVPEAC XProNC TOUC ATto TNV NALKLOKN
OpAdA-0TOXO Kal TNC duvatdtnTdg Toug va Tpooeyyiouvv dtopa amo OladOPETIKEC
YEWYPAPLKEC TIEPLOXEC KAl KOWWVIKA UTtOBabpa. Ol cuppeTeXxovieg evBappuvBnkav va
HOlPACTOUV TO E€PWTINHATOAOYIO €VIOC TWV JIKWV TOuCg OIKTUWY, cupBAAovtag oe
evupLTEPN dlAxLON HEOW TPOCEYYLIONG XlovooTiBAadag (snowball sampling). H otpatnykn
autr) OleUKOAUVE TN OUAAOYH ATAVIACEWV ATO VEOUCG HE TIOWKIAEC EKTTALOEUTIKEG,



ETAYYEAUATIKECG KAl KOWWVIKEC EUTIELPIEC, VT va TIEPLOPLOTEL N CUPHETOXA O POoLTNTEC
Tavetnotnuiou f) og pia povo dnuoypadikn opdda.

2.4 AcovroAoyika Zntiuara

H ocuppetoxn otn yeA€tn ntav €€ oAokArpou eBgAovtikr. MpLv amo TN CUUTIARPWGN TOoU
EPWTINHATOAOYIOU, Ol CUHHETEXOVIEG EVNUEPWONKAV yla TOV OKOTIO TNG €peuvag, tTnv
avwVvupn ¢uon tng GUAAOYAC dESOPEVWYV KAl TNV ATIOKAELOTIKA XPHON TWV amavtioswy
yla EPEVVNTIKOUG OKOTIOUG 0TO TAAioLo Tou €pyou KEY-YOU. Agv GUAEXBNKAV TTPOCWTIKA
avayvwpiolpya otolxeia kat ol gpwtnbévieg eixav to dkaiwpa va dlakoPouv TO
EPWINHATOAOYLO GE OTIOLOdTTIOTE OTADLO XWpPigva dwaoouv e€nynaon. OLdladlkacieg auteg
olacddaAlcav tn cuppoOpdwan e TIc OepeAldELC OEOVTOAOYIKEC APXEC TTOU JLETIOLV TNV
KOWWVLIKN €peuva, OUUTEPIAAUBAVOPEVWY TNG €BEAOVIIKAG GCUMPHETOXNG, TNG
EUTUOTEVUTIKOTNTAG, TNC avwvupiag Kat Ttou ogBacpol otnv  BLWTIKOTNTA TWwV
OUHMETEXOVTWV.

2.5 Xapaktnpiotika Asiyuarog kat Ouada-Ztoxoc

H cuA\oyr dedopévwy anedwaoe GUVOALKA 78 eykupeg amavinoelg. OAoL ol epwtnBEvVTEQ
ATav nAkkiag peta&v 18 kat 30 etwy, cuPPwWvA PE TNV OPAdA-CTOXO TIOU OpIioTNKE ATO TO
gpyo. To deiypa mepleAAUBAVE CUUPETEXOVTECG HUE TIOIKIAO EKTTALOEUTIKO KAl EPYACLAKO
UTIORAB PO, OTWC POLTNTEC TTAVETILIOTN IOV, £pyalOPEVOUC VEOUC, AVEPYOUC, KABWC Kat
atopa 1ou omoudalav Kat epyalovtav tavtoxpova. H mowkilopopoia autr Bewpndnke
Wdlaitepa onUAvTikn, KABWC Ol EUTIELPIEG CUPKETOXNAG TWV TIOAITWYV Kal N tpocPBacn o€
OnuoKpatikeg dladlkaoieg ouxvd dladEpouv avaloya Pe TO EKTTAIOEUTIKO eTtinedo, tnv
€PYACLAKH KATAOTACH KAl TIC KOWWVIKOOIKOVOULKEG CUVONKEG.

Mewypadikd, N HeAETN TEPLEAAUPAVE CGUUUETEXOVIEC TOOO ATIO ACTIKEG OCO Kal
Ao AypOTIKEC TtEPLOXECG TNE EAAAdaG. Evw n mAsloPnodia twy epwtnBEVIWY dlEPEVE OE
AoTIKA TIEPIBAAAOVTA, N CUPHETOXA ATOMWY ATO AYPOTIKEC KAl NUIACTIKEG KOWVOTNTEQ
OUVERBAAE O€ Hla eLPUTEPN KATAVONGCN TWYV TIPOKANCEWY KAl EVKALPLWY TIOU BLULVOUV oL
veolLoe dladopetika totka Aaiota. Mapotito deiypa dev umopei va BewpnBel otaTioTIKA
AVIUTPOCWTIEVUTIKO TOU GCUVOAOU TOU veavikoU TANBuopol tng EAAGDag, mapéexel
TIOAUTIHA oTolXEla yla TIC avTIARPELC KAl TIG EUTIELPIEG PLlag TTOKIAOHOP NG OpAdag VEWV
Kal eival KATAAANAO yla Toug dLlEPELVNTIKOUG OTOXOUG TOU £pYOU.

2.6 Aoun tou EpwrtnuartoAoyiou

To gepwinuatoAdylo amoteAolvVIav aTo APKETEC BEPATIKEC EVOTNTEC OXEOLAOUEVEG va
KAAUPOUV Toug KUPLOUG OTOXOUC TNG MEAETNG. H Tpwtn evétnta cuvéleye dnuoypadikd
otolxeia, Omweg nAkkia, ¢uAo, TOTO Katolkiag, eKMAIdEVUTIKO €TUMEDO KAl EPYACLAKNA
Katdotaon, EMITPETOVIAC TNV TePlypadrn TwWV XAPAKTNPELOTIKWY Ttou deiypatog. Ot
emopeveg evotnTeg e€ETAlAV TNV ETYVWON TWV CUPHETEXOVTWY OXETIKA e Ta dlkalwpata
TOU TIOA(TN, TNV KAtavonon Toug yla Toug dnuoKkpatlkolg Beopoug kat TIg dadikaoieg
AMUne anmopdoswyv o€ TOTILKO, €OVIKO KAl €UupwTidikO emimedo, TIC TPONYOUUEVEC



eUTELPIlEC TOUG OTN CUMPHETOXH TWV TOAITWY, TA avTtlAapfavopeva eumodla otn
OUMHETOXN, KABWCE KAl Ta alcbnuata evtagng r armokAELoPOU oTnV TIOALTIKN {Wh.

To teAeutaio pEpoC Tou epwtnuatoAoyiov eotiale otic ouvnBOeleg TTAXVIOOU TWV
OUMUETEXOVIWY KAl OTIC OTACELC TOUC ATEvavil otn padnon peéow taxvidiov. Ot
epwTtnoelg dlepeuvoloayv TH CLUXVOTNTA PE TNV oToid ol epwtnBévieg taidouv Ynolakd
mayvidla, Ta €idn mayvidlwy Tou amoAduBAavouy, ToOUG PNXAVIoHOoUE TaXVidlou Tou
TIPOTLHUOUY, KABWCE Kal TA XAPAKTNPLOTIKA TTIOU BEWPOUV GNPAVTIKA OE €va EKTIALOEUTIKO
Trawvidl. H cuAloyn autwyv tTwy 0edoUEVWY ATAV ATIAPAITNTN WOTE TO HEANOVTLKO TtaxVidL
KEY-YOU va oxedlaotel cUpdpwva PE TIC TIPOTIHACELC KAl TIC TIPOCOOKIEC TWV €V dUVAUEL
XPNOTWYV Tou, avti va Bacidetal amokAEIOTIKA o BewWPNTIKEC TIAPADOXEC OXETIKA HE TN
OE0OUEVLDN TWV VEWV.

2.7 Auadikaaia AvaAuonc Asdouévwy

MeTtd tnv oAOKANPwWOoN TNE cUANOYNG dEBOUEVWY, OL ATtAVTAOELG TNG Epeuvag e€Nnxbnoav
oe Microsoft Excel yia avdAuon. Ta dedopéva eEETACTNKAV TIPOKELHIEVOU VA EVTOTILOTOUV
eMTIEIC N YN €YKUPEG aTaVTNOELG TPV amd Tn dleaywyn Tng oTATIOTIKNAG avaAuong.
Aedopgvou OTL 0 KUPLOG OTOXOC TNG MEAETNG NTAv OLEPEUVNTIKOG, N avaAuon
ETUKEVIPWONKE Ot TEPlypAPLKr] OTATIOTIKA, CUPTEPIAAPBAVOPEVWY GUXVOTHTWY,
TTOCOOTWY KAl CUVOAIKWY KATAVOPWYV amavinoewy. Ta PJETpa auta emetpeav otnv
EPELVNTIKN OPAdA VA EVIOTIOEL YEVIKEC TACELG OO0V adopd TNV eMiyvwon mepi evepyou
TIOALTOTNTAG, TN dNUOKPATIKA yvwon, Ta avilAapfavopeva eumodila Kat TG TPOTIUACELG
ota agvidla getaéL Twv vewv otnv EAAGda.

Mepav tng mapouciacng mepypadIlKAC OTATIOTIKACG, N avaiuon emdiwée va
gpunveloel TIC OXEoelg MeETA&L JdladopeTtikwy eupnuatwy. lMa mapddewyua, n
avtoavadePOHeVN ETYVWON TWV EPWTNOEVIWY OXETIKA PE TA JLKALWHATA TOU TIOAITN
e€eTAoTNKE TAPAANAQ HE TNV KATAvONOK TOUG yla TIC ONMOKPATIKEG Oladlkacoieg,
TIPOKELYEVOU VA EVIOTILOTOUV TiBavA xaopata Hetadl BewpnTIKAC YVWoNG KAl TIPAKTLKAG
endpkelac. Mapopoiwg, oL euTEIPiEC ATTOKAEIGHOU TWV CUMHETEXOVTWYV EEETACTNKAY OE
OX€0N UE TNV TIPOoBUHIia TOUC VA CUUPETAOXOUV GTNV TTIOALTIKH {wH, EVW OLTIPOTIHUACELC 0T
Taxvidla avaAunkav TIPOKEIPMEVOU VA TIPOCSLOPLOTEL TIWCE TO EKTIALOEUTLKO TIEPLEXOUEVO
Ba ymopovoe va eVoWHATWOEL TILO ATTOTEAECUATIKA OTO PEANOVTIKO Ttatxvidt KEY-YOU.

2.8 MeBodoAoykoi lNMeptoptopoi

MapdtL n HeAETN dev €iXE WC OTOXO VA TIAPAEEL EBVIKA AVIUTTPOCWTIEUTIKEG OTATIOTIKEG
EKTIMNOELE, TAPEXEL Ml a&lOToTn €lKKOva TWV  TPEXOUCWV avTAAPEWV pLag
TOWKIAOpopdNG opadag veéwv otnv EANABa. H peBodoloyia mou edappodotnke
dlaodaAilel dladdavela, CUVETIELD PE TO KOO TIAQIOLO TOU £pyou, KABWCE KAl EMApKNA
HEBODOAOYIKN AUOTNPEOTNTA Yyld TNV UTOOTAPLEN TEKUNPWHEVWY ouotdoswyv. Ta
gUpPAUATA TIOU TIAPOUCLAOVTAL OTIC ETIOUEVECG EVOTNTEC CUVIOTOUV ETTOUEVWC TTOAUTLHN
Bdon yla tov oxedlaopo evog epyaAieiov padnong HEcw TaxvidloU TToU avtamnokpiveTatl
AUEDA OTIC AVAYKEC, TIC TIPOCDOKIEC Kal TIC EUTIELPIEC TWV VEWY, TTpodyovTag TTapAAAnAa
TN CUHHETOXN TWV TIOAITWY Kal Tn dnPOoKPatikh d€opeuan.



Evotnta lll. AmoteAéopata

3.1 Anuoypadiko lMpogiA twv EpwtnBéviwv

2UVOAIKA CUAAEXBNKAV Kal cupTiEPANGONKav otnv avdAucon 78 €ykupecg amnavtnioelg. Ta
ATOTEAECHATA TIAPEXOULV TIOAUTIUA OTOLXEIO OXETIKA PE TA dNUOYPAPIKA XAPAKTNPLOTIKA
TWV CUPHETEXOVTWY, TNV KATAVONOT TOUG Yld TN CUHPHETOXA TWV TIOALTWY, TIG avTANYELS
TOUG yLa TIC ONPOKPATIKEG dLadlkacoiet, KABWCE KAl TIG cuVNBELEG KAL TIPOTIUACELG TOUG O0Ta
rawviola.

15 13 (16.7%)
12 (15.4%)

10 (12.8%)

10 9 (11.5%)

5 (6.4%)

4 (5.1%) 4(5.1%)

8%)
2 (2.6%)

1(1.3%)

Ewdva 1. Katavoun HAwiac

H katavoun nAwkiag tou Oelypatog avIlKATOTTPI{El TOV OTOXEUOHEVO TANBUGCHO TNC
HEAETNG, dnNAadn veéoucg nAkiag 18 €wg 30 etwyv. Ot peyaAlTepPEC NALKLAKEG OPAdEC ATAV OL
26xpovol (16,7%), akoAouBoupevol amd toug 25xpovoug (15,4%), toug 23xpovoug
(12,8%) kat toug 27xpovouc (11,5%). OLcuppEeTEXOVTEG NAIKIAC 24 ETWV AVTLITPOCWTIELAV
10 7,7% TOUL delypatog, evw oL epwtnBEVTEC NAKIAg 22 Kal 29 eTWV avilotolxouoav o€
6,4% £KaoTtoC. MIKPOTEPA TIOCOOTA CUHHETEXOVIWY ATav nAkiag 21, 28 kat 30 etwv (5,1%
£€KaoTtog), 19 etwv (3,8%), 20 etwv (2,6%) kat 18 etwv (1,3%). MNapotL ol anavtnoelg dev
katavepnbnkav opoldpopda oe OAeg TIC NAKIEG, N €peuva Katadepe va kataypayel
amoyelg amd oAOKANPO TO NAKKIOKO €UPOC-0TOXO0, dlacdaAidovrag OTL Ta supnuata
avtikatomtpidouv dladopeTikA otAdla TNE veapng evhiAkng (wng.

@ luvaika
® Avdpag

Mn duadiko / AAAN TauTédTNTa PUAOU
@ MpoTipw va pnv anavifow

Ewkova 2. Katavoun ®uAou

‘Ocov adopd to VA0, TO Oeiypa amoteAolvtav Kupiwg amo yuvaikeg, ol OToieg
avimpoowtievavy 10 59,0% twv epwtnBévtwyv (46 ouppetéxovteg). OL Avdpeg
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avtiotolyovoav oto 38,5% (30 cuppetéxovtec), evw TO 2,6% (2 OUUMETEXOVTEQ)
auvtompoadlopiotnkav wg pn duadikol GpUAoU 1 AAANG tavtotntag ¢duvAou. Mapotl to
Oelypa dev eival amoAuta LoopPOTINUEVO WC TIPOC To pUAO, TteplAapBdvel amoYelg amno
oladopeTIKEG opadeg dUAOU, ETUTPETOVTIAC OTNV AVAAUCH va avtikatomtpidel éva VoG
EUTIELPLWYV OXETIKA UE TN CUHHPETOXH TWYV TIOALTWV.

DoITw) o€ oXoALio i) TTAVETTIOTHHIO 26 (33.3%)

MapakohouBw eTTayyeApaTikn

. , - 6 (7.7%)
EKTTAIdEUTN ] KATAPTION

Epyddopal TTARpWwG 1 HEPIKWG 57 (73.1%)

Aev Bpiokopal auTh TR OTIYHA
oTnv KTTaideUOn, TNV £pyaaia...

Aoyohoupal pe pn apelBopevn
epyaaia, eEBeAOVTIOUO 1) PpOovTi...

EAeUBgpog eTrayyeApartiag

Ewdva 3. Epyaaotakn kat Ekrraideutikn Kataotaon

OL ouppeteXovteg KANBNKav €miong va meplypadouv TNV TPEXOUOA EKTADEUTIKA N
gpyaclakr toug katdotaon. lNNeplocodtepol amo Ttoug Hlooug epwinbévieg (55,1%)
dnAwoav otL epyadovtayv site e ARPN ite pe pepikn anacxoAnon. Eva etumAgov 16,7%
NTav anokAEloTIKA poltnteg, evw 1o 11,5% dAAwoe 0Tl cuvdlalde oTIOVDEC PE Epyacia.
Mikpotepeg opAdeg TEPLEAQUBAVAY CUUHPETEXOVTECG EYYEYPAUMEVOUC OE ETIAYYEALATIKN
ekmaideuon, autoanacXoAOUHEVOUC, AVEPYOUC VEOUC KAl EpWTINOEVTIEC TTOU aoxoAovvTav
HE €BEAOVTIKEG N amAnpwIteg dpactnplotnieg ppovtidac. H mowkidopopodia avtn sivat
Wlaitepa MOAUTIUN, KABWC N CUHHPETOXN TWV TOAMTWY PTopel va emnpedadetal amo
dladopeTikeEC ouvOnKeg WG, EKTIALOEVUTIKEC EUTIELPIEC KAL EPYACLIAKEC UTIOXPEWOELG.

@ Aotk TEPIOYH (TTOAN 1} AGTIKS KEVTPO)
@ Avporiki Tepioxn (UTTaBpocg ) xwpid)
Agv gipan oiyoupog/n

Ewkova 4. Téro¢ Katoikiag twv Zuppetexoviwy otnv Epguva

H yewypadlkn katavopn twv CUHHPETEXOVTIWYV deixvel otL n mAsloPndia diEpeve ot
QOTLKEG TIEPLOXEC. ZUYKEKPLUEVA, TO 73,1% TWwV EPWTNOEVTIWYV SLEPEVE OE TIOAELG I ACTIKA
KEVTPQ, EVW T0 23,1% BSLEPEVE OE AYPOTIKEC KOWVOTNTEC KaL TO 3,8% Oev NTAV GlyoU PO TTWC
Va KATATAEEL TNV TIEPLOXN KATOLKiag Tou. [MapdTL Ol CUPHETEXOVTEC ATIO AOTIKEC TIEPLOXEC
ATav TILO &viova EKTMPOCWTIOUHEVOL, N CUHHETOXN VEWV a0 AYPOTIKEC TIEPLOXEG
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OUMBAMEL O pla euPUTEPN KATAVONON TNG CUMHETOXNC TWV TIOAMTWY o€ JlapopETIKA
TOTUKA TTAaioLa.

‘EXWw HETQVAOTEUTIKO 1
TIPOCQUYIKG UTTORadpo

AViKw a€ £BvOTIKN A TTOMTIOMIKA
MEIOVOTNTA

‘Exw owparikn avarnpia n
Haenaiokr duokoAia
AVTIHETWTTICW OIKOVOUIKEG
DUOKOAMIEG ) TTpoépXopal aTTé Ol...

12 (15.4%)
Kavéva atmé Ta TrTapammavw 56 (71.8%)

MpoTIYW va Inv ammaviiow

Ewdva 5. Autortpoadioptouoc e Oudadec

H €peuva dlepelvnoe Mo KATA TTOCOV Ol CUPHETEXOVTEC TauTidovtav PYe opAdER TTou
evOEXETAL va avTlheTwtidovv TPocBeta eumodla otn cuppetoxn. Ou TeplocotepOl
epwinbeviecg (71,8%) drAwoav OTL Kapia armo TIg Katnyopleg mou tapatednkav dev ioxue
v
TIPOEPXETAL ATIO VOLKOKUPLA XapnAoU elcodnpatog, to 5,1% autompoodlopioTnke wg

autouc. Qotooco, 10 15,4% avedepe OTL AVIILHETWTIICEL OLKOVOULKEG JUOKOAEC N

ATOPO HE METAVAOTEUTIKO 1 Ttpooduylkd umtoBabpo, evw to 3,8% avedepe OTL €xel
avannpia r paénolakr duckoAia. Eva etumAgov 3,8% mpotiynoe va pnv anavtnoel otnv
gpwinon auvth. Mapott n mAsoyndia tTwyv cuppeteXOvIwy dev TauTloTav PHE dUVNTIKA
EUVAAWTEC OPADEC, N CUPHETOXN EPWTNOEVTWY Ao auTA Ta UTIORABpa TTAPEXEL TTIOAUTIUN
€lKOva TNE ToKIAO o PP iag TwWV ePTELPLWV HETAEL TWV VEWYV otnv EAAGSa.

3.2 Eniyvwon Aikatwpdatwy tou lMoAitn kat Anpokpatikwy Aiadikagiwyv

30

29 (37.2%)

20 21 (26.9%)
19 (24.4%)

10

8 (10.3%)

Ewova 6. Autoavagepouevn Enlyvwaon Atkatwpdtwy tou lNoAitn

‘Evag amo toug KEVIPLKOUEG O0TOXOUC TNG HEAETNG NTav N a&loAdynaon tng emiyvwong Twy
OUHMETEXOVIWY OXETIKA HE TA OKAWMPATA TOUG WCE TOAiteg. ZntROnke amd Toug
epwtnBEvTEC va agloAoyroouv tov Babuo cupdwviag toug pe tn dnAwon «Katavow ta
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JdlKalwHATA PHoU we veéog/véa Tou el otnv Eupwmn», xpnolpomowwvtag meviafadua
KAlpaka Likert. Ta amoteAéopata katadelkvlouv YeVIKA BeTIKA avtiAnyn mepl emtiyvwong
TOU TIOAITN. 2XeO0V TO £V TETAPTO TWV EpwWINOEVTWY (24,4%) cupdpwyvnoe andoAuta Pe In
onAwon, svw &va emumAéov 26,9% ouvpdwvnoe. To HPEYAAUTEPO TIOCOCTO TWV
ouppeTEXOVTWY (37,2%) eméAe€e TNV 0OULDETEPN E€TIAOYR, UTIOJEIKVUOVTAG METPLA
EUTILOTOCUVN OTNV KATAVONGON TwV JIKAWPATWY Toug. Moévo to 10,3% dadwvnoe Kat
HOALG €vag cUPHETEXWY (1,3%) dladwvnoe amoAuTa. ZUVOAIKA, TIEPLOCOTEPOL ATIO TOUG
plooug ouppetexovieg (51,3%) e&Edppacav epmiotooclvn otV KAtavonon Twv
OLKALWHATWY TOUC, UTIOOEIKVUOVTAC OTL OL VEOL YEVIKA AVTIAAUBAvVoVTAL TOUC EAUTOUC TOUG
WC EMAPKWC EVNUEPWHEVOUC. QOTOC0, TO CNUAVTIKO TTOCOO0TO OUDETEPWY ATIAVTHCEWY
UTIOONAWVEL OTL TIOAAOL CUPHETEXOVTEC TIAPAUEVOLV ABERALOL WC TIPOC TNV €KTACN TNG
YVWGoNG Toug el evepyou TTOALTOTNTAC.

@ Nay, Kal yvwpilw TTLC PTTOpW va 1o
KAVW.

@ Nai, ahAd ev yvwpilw TTOE PTTOPW va
TO Kavw.

Oy, 6ev mMOoTELW OTI £XW aUTO TO
dikaiwpa.

® Aev ywwpilw.

Ewova 7. ['vion twv Atadikaotwyv ZupupeToxne twv MNMoAttwy

lNa va dlepeuvnBel katd mocov auvtn n avuAappavopevn emiyvwon petadppdletal oe
TIPAKTLKN Katavonon, {ntnénke amod Toug epwtnBEvVTES va dNAWOCOUV av TILoTEVOULV OTL
€XOUV TO dlKaiwpa va ekPppPACOUV TN YVWHN TOUG CE TIEPITTTWON TIOU O ONHOC TOUG
€loNyaye Kavoviouo Tou emnpeddel toug veoucg. Mapott n emiyvwon tou dlou Tou
SKALWHATOG ATAV OXETIKA LYNAR, N YVWGN yla ToV TPOTIO ACKNOHC Tou amodeixBnke oAU
IO TIEPLOPLOMEVN. 2XeOOV Ta OUO Tpita Twv epwtnbeviwy (64,1%) avayvwploav OTL
yvwpLav Ttwe £XOUV TO JKAiWPA VA GUUHETACOX0UV aAAd dev yvwpllay Ttwe va to pdéouv
otnv pdén. Movo 10 24,4% dnAwoe OTL TOCO YVWPLIE TIWC €XEL TO dIKAlWPA 000 Kal
katavoouoe tn dadikacia cuppetoxnc. NMapdAinAia, 1o 6,4% nAtav aB&fato ya 1o av
KATEXEL £va TETOLO dKaiwpa, evw To 5,1% mioteue OTL dev TO €xel KaBOAou. Ta evpnpata
QUTA ATOKAAUTITOUV Hla onuavtikng Oldkplon HETAEy BewpntikAC ETiyvwong Kat
TIPAKTIKAG ETAPKELaG TIOAITN. Evw ta dnpokpatikd dikatwpata avayvwpidovial O€ YEVIKEG
YPAUUEC, TIOANOL vEoL oTepolvTtal NG SLAdLKACTIKAC YyVWONG ToU aratteital ya va
pHeTaTtpEPouV autd ta SIKALWHATA O OUCLACTIKI GUHHETOXN.
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@ Nai, yvwpilw akpIBwg Ta oTadIa TG
dladIkagiag.

@ Exw pia yevikf eikéva Tng dladikaoiag.
Oy, dev yvwpilw KaboAou.

Y

Ewkdva 8. Katavonon twv Atadikacuwyv Anuokpatikng Anyng Amogpdoewv

Mapodpola tdon mpogkuPe otav nTNONKe amod TOUC EPWITNOEVTEC VA ATIAVIIICOUV OXETIKA
HE TNV KATtavonor Toucg yla TO TIwC pla TtpoTacn oAt Ytopei va petatparei os emionuo
VOUO N TOTUKO Kavoviopo. [eplocotepol amod Toug HlooUg ocuppetexovieg (53,8%)
mapadexdnkav otL dev katavoouv kaBoAou tn dwadikacia. Eva emumAeov 38,5% dnAwoe
OTL €XEL MOVO VYEVIKN KATAvVONnon, evw HOAC To 7,7% Bewpouoe TOV €AUTO TOU
€EOKEIWMPEVO PE TA OTASA TIOU EUTIAEKOVTIAL OTn VOMOBETIKA 1 dnUOTKA ARYn
arodpacewyv. To anotéAecpa autod AvILTPOCWTIEVEL £va ATIO TA TILO CNHUAVTIKA EVpAHaTa
TNC MEAETING, KaBwg utodnAwvel OTL 0 OECUIKOC aAPABNTIOUOC HETAEU TWV VEWV
TIAPAPEVEL OXETIKA XAUNAOC. AKOUN KAl Ol EpwTNBEVTECTIOL avayvwpidouv tn onuaciang
OUMUETOXNG TWwWV TIOAITWY Jmopei va awoBdavovtal avikavol va GCUPHPETACXOLV
ATOTEAECHATIKA, €TMeLdN dev KAtavoouv TwE AslTtoupyoulv ol dnuoclol Beopol ) Twg
AapuBavovtal mpayuatt ot anodAcelq.

3.3 Eunodia otn Zupupuetoxn twy MoAttwyv

Agev yvwpidw atTé Mol 1 TTWG V... 46 (59%)

H yAwooa kai o Siadikaoieg &iv...

Aev moTelw 611 N ATTOWH HOU... 29 (37.2%)

Agv £Xw apKETO Xpovo. 35 (44.9%)

O1 xWpoI CUVavTAOEWY DEV [OoU...
Agv £Xw agiomoTn oUvOEDN OT... 1(1.3%)
1(1.3%)

To Bewpw Xaoipo Xpovou Kab... 1(1.3%)

Ewkdva 9. Avagpepopeva Eumédia atn Zuppetoxn twv MNMoAttwv

2tn ouvéxela, ¢nTtNBnke amd TOUC CUHHETEXOVIEG va TPOCJLOPIcOUV TOug KUPLOUCG
TIAPAYOVTEG TIOU TOUC €MPTIOBI{OUV va CUPHETAOXOULV OTIC dladikacieg AnYng TOTiKWY
aropdcewv. Mapotl ol epwtnbEVTIECG PTtopovcav va eTUAEEOUV TTOAAATIAEC ATIAVTHOELG,
ApPKETA BEpata mpoékuPav PJe CUVETIELA OTIC ATIAVINOELC. To TIO CUXVA avadpEPOHEVO
gUTOdlo ATav N aBefaldtnTa W TMPOC TO TIOU 1 TWC va EEKWVACOULV T CUMUETOXN,
akoAouBoupevn amnod tnv avtiAnyn otL ol atoptkeg amoPelg eival aniBavo va emnpedcouv
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TIc dnuooleg amodaocelc. H EMewdn xpoévou epdaviotnke €miong emavelAnppéva we
ONUAVTLKOC TIEPLOPLOUOC, OIWCE PETAEL TWV epwTnBEVTIWY TToL cuvdlalav epyacia pe
ekmaideuon N AAeg uttoxpewoelc. MoAol ocuppetexovieg avadpepOnKkav mIMAEOV o€
ypadelokpaTlkeg dladlkaoieg Kal olvBeTn YAwWood w¢ anofappuvtikolg TTapAyovTeg,
UTTOOELKVUOVTAG OTL N CUHHETOXN TWV TIOAITWY OUXVA QVTIPHETWITI(ETAlL WG TEPLTTA
TLEPITAOKN. MOVOo €vag PIKPOG aplBpog EpWTNOEVTIWY EVIOTIOE TEXVOAOYIKA EUTIOBLA 1)
AVNOUXIEG OXETIKA PE TN CUHUTIEPIANTITIKOTNTA KAl TNV AcAAELD TWV XWPWV CUHHUETOXNAG.
2UVOAIKA, Ta eVPAPATA AUTA UTTOONAWVOUY OTL TA EVNHEPWTIKA EUTIOdLA Elval oNUAVTIKA
TEPLOOOTEPO Kpiowa amd ta TeEXVOAOYIKA. Avti va otepouvTdl KIVATPOU, TToAAOL vEol
amAwe dev yvwpiouv TWCE VA CUHPETACXOUV 1 avTIAAUBAVOVTAL TOUCG UTIAPXOVTECG
HNXAVIGPOUG CUPHETOXNG WG BUCVONTOUG.

3.4 Eunteipiec KotvwvikoU kat lMoAttikou AmokAgtauou

® Zuyva

©® Mepikéc popég
ZImavia

® Moté

Y

Ewdva 10. Zuxvotnta Eumteiptiv KowvwvikoU 1 MNoAttikoU ATToKAELoHOU TWV SULHETEXOVTWY

H €peuva dlepelvnoe eMioNC KATA TTOCOV OL CUMETEXOVTEC EiXaV BLLOELTIOTE ATTOKAEIGHO
Ao KATIOLOV KOWWVIKO 1 TIOAITIKO XWwpPo Aoyw ¢UAou, utmtofdabpou i tavtotntag. Ta
gupApata KATadelkvUOUV OXETIKA XapnAd emimeda avtiAauBavouevou aTtoKAEIGHOU.
2uykeKkplpeva, 1o 41,0% twyv epwtnOEVTIWY dNAWOCE OTLBEV EiXE BLLWOEL TIOTE ATIOKAELCHO,
evw 10 33,3% aveédpepe OTLTETOLEC EYTIELPiEC oLVERAVAY HOVO oTtavia. QoTtooo, 10 16,7%
aveédepe OTL alcBavetal PEPIKEC POPEC ATOKAEIOPEVO, evwd TO 9,0% aveédbepe CUXVEQ
eumelpiec amokAsopoU. [Mapott ta amoteAéopara autd umodnAwvouv OTL oL
TIEPLOCOTEPOL CUPMETEXOVTECG YEVIKA altocBdvovtal eviayuevol, avadelkvlouv eTtiong otl
TIEPITIOU €vag OTOUC TECCEPIC VEOUC BLWVEL ATIOKAEIOHO TOUAAXIOTOV TTEpLloTAciakd. To
elpnua auto evioxLel Tn onpacia tng SlacdAACNC OTL OL TTPWTOLROUAIEC CUPHUETOXAC TWV
TIOAITWY TIAPAPEVOUV TIPOCRACIHEG, CUMTIEPIANTITIKEG KAl QAVIITPOCWTIEVTIKEG TOU
TIOKIAOPopdOUL veavikoV TTANBuGHOoU.
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3.5 MpoaBaaciuotnta tng MoAttikng Evnuépwanc

@ Nay, eivar e0koAec oTnV KaTavénan.

@ Ev pépe, eCapraral amé 1o Bépa.
Oy, ouvABwg eivar uttepBoAIKA
TTEPITTAOKEG.

‘

Ewova 11. AvtidauBavduevn MNMpooBaciudtnta tne Ernionunc MoAwtiknc Evnuépwaonc petaéd twv Néwv

Mo akOun onUavtikhg TTUXH Tou efetdotnke amd tnv €psuva adopoloe TNV
TPOORACIUOTNTA TNC TOAITIKAG EVNUEPWONG. ZNTNONKE a0 TOUC CUMHETEXOVIEC va
ATAVTIAOOULV av N ETCNHN TIOAITIKN EVNUEPWON £ival SLATUTIWHEVN HE TPOTIO KATAVONTO
yla toug véoucg. H ouvtpurtikn mAsoynoia (71,8%) mioteve otL auto e€aptatal amod to
Bepa Kat OTL N TIOALTLKN ETIKOWVWYVIA gival Hovo ev pEpeL katavontn. Eva emumAgov 23,1%
Bewpolioe TNV emiconNuUnN evnuUEPWON YEVIKA UTIEPBOALKA TTIEPITIAOKN, EVW HOALC TO 5,1%
TtloTEVE OTL N TTOALTIKN evnuEpwon Ttapouaotdadetal Ndn pe oadn Kat TpooBACLUO TPOTIO.
Ta evpnpata autd LTTOAdNAWYVOUYV OTL N ETIKOWVWVIA TIAPAHPEVEL CNUAVTIKO EUTIOBLO yia TN
OUMHETOXN TWV TIOAITWYV. AKOUN Kal 0Tav LTIAPXOUV EVUKALPIEC CUHPPETOXNG, OL VEOL UTTopEL
va dUOKOAEUOVTAL VA KATAVONOOoULV TIC anapaitnteg mAnpodopieg yla va CUPUETACKXOUV E
OlyoupLA KAl ATTOTEAEGHATIKOTNTA.

3.6 ZuvnbBeieg kat lMpotiunoetg ota Maxvida

Wnelakd Taiyvidia (o€
uTroAoyIOTH, Kovadha 1 KivnTé)
Emmparmédia mraixvidia kai
Taixvidia apéag (1.x. Monop...
Maiyvidia pe TpammouAa (1T.X.
KAQTIKG TTaividla KapTwy f ou...
EmTparrégia mraryvidia poAwv
(Pen-and-paper RPGs, 1.x. Du...

51 (65.4%)

49 (62.8%)
37 (47.4%)

7 (9%)

0 20 40 60

Ewdva 12. Katavoun twyv lMNpotiuwpevwy Turtwy MNaxvidiwv Twv SULUHETEXOVTWV

To teAeutaio THAPA TOU EpwTnUAToAoyiou dlepeVNOE TIC CUVNBELEC TWYV CUHHETEXOVTWV
ota Talvidla Kal TIC oTACELC TOUC aTEvVavTl OTa eKTAIdEVUTIKA Ttatkvidla. Ta yndlaka
Tavidla Atav n mo ocuvnblopévn popdn maxvidlol Petal Twyv epwtnBEvVIWY, eite
aveédptnta eite oe cuvduacuo pe emtpamnedla avidla Kat avidla pe kaptecg. Ta
mapadocoiakd erutpanedla makvidla apepevay emniong Waitepa dnuodan, Wiwg otav
Taidovtav Kowwvika pe pidoug f olkoyéveld, evw PLIKPOTEPOC APLOUOC EpWTNOEVTWY
avédpepe OTL amoAapBavel mawxvidla poAwv (tabletop RPG). Ta eupnuata auvtd
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UTIOOELKVUOUV  OTL Ol VEOL awobavovtal aveta He TOWKIAEG HOpdEC TaKvidLlov,
uttodnAwvovtag OtL to PeAovTIKO Taxvidlt KEY-YOU 6a pmopouvce va ocuvdudoel
eTtUXWC Pndlako maxvidl ye cuvepyatikd f oulntnolakd otoxeia.

@ Kdbe pépa

@ Mepikég popéc TNV efBouGda
Mepikég QopéG ToV priva

@ >mavia ry TToté

Ty

Ewova 13. Zuxvotnta Maxvidiot Wnoiakwyv Mayvidiwv

‘Ocov adopd tn ouxvotnta axvidov, 1o 34,6% Twv epwindeviwy dNAWoe OTL Ttailel
PYnolakd mavidla apketeg popeC Tov PAvaA, evw To 28,2% £malle ApKETEC GOPEC TNV
eBoopdda. 2xedov 1O €va TPITo TWV cuppeTeEXOVTWY (30,8%) dNAWOoE OTL oTtAvLA 1) TIOTE
dev mailel Ynolaka maxvidla, evw POALG To 6,4% aveédepe OtL Ttaidel kabBnuepwvad. Ta
ATTOTEAECHATA AUTA KATAJELKVUOUV OTL, TIApOTL eV auToTpoadlopidovtal OAOL OL VEOL WG
TAKTLKOL TtAUKTEG, N oLVTPUTTIKA TAsOWNdia £xEL TOUAAXLOTOV TIEPLOTACLAKN EUTIELPIA YE
PWnolakd mavidla, otnpidoviag tnv KATAAANAOTNTA NG HABNOoNC HECW TtaXVidloU wg
EKTIALOEVTIKNC TIPOCEYYLONG.

Mia evdlapépouad 1aTopid, TTAOKR

0,
1 d@NYNUATIKO TTEPIEXOHEVO. 35 (44.9%)

Tn ouvepyaoia pe GAAOUG TTAIKTES
yla TNV €TTiTEVEN £vOG KoIvou
aTOXOoU.

33 (42.3%)

Tov avTaywvigud Je GAAoUg

. . 35 (44.9%)
TIQiKTEG IO TN ViKn).

Tnv emmiAuon ouvBETWV ypipwy,
QIVIYUATWV 1) AOYIKWV
TTPOKAATEWY.

24 (30.8%)

0 10 20 30 40

Ewdva 14. Mpotiunioeic Twv Zupuetexovtwy yia Xapaktnptotika Maxvidtov

Ol ouppetexovieg mpoaodloploav emiong Ta otolxeia maxvidlol Tou amoAauBavouv
meploocotepo. OLeutelpiec Baolopeveg o aprynon, N cuvepyacia ye AAAoug taikteg, To
QAVTAYyWVLIOTLKO TtalvidL kat n emtiAuon ypidwyv avadeixBnkav 0OAa wg ldlaitepa EKTIHWHEVOL
pnxaviopol. Avti va deixvouv loxupn TPOTiUNOoN yla €va POVO XAPAKTNPLOTIKO, Ol
epwTNBEVTEC £TElVAV VA TIPOTIHOUV Ttalxvidla ou cuvdudalouv adrynon, cuvepyaoia,
ouolaoTikn AnYn arnopdocswy Kat ertiAvuon ipoBANpAtwy. To eVpnua auto eival Wlaitepa
onNUavtiko ya to epyo KEY-YOU, kaBwg utodnAwveL OTL €va eKTaldEUTIKO TTawXvidl Ba
TpEMel va amodevyel va Bacidetal anokAElOTIKA o€ Kouid | petadoon AnpodopLwy,
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dnuoupywvtag avt' autol oevdpla eupfublong Omou ol Taikteg dlepevvolV evepyd
nTApata oAttoTnTag HEow aAMnAemtidpaong kat Angng artopdoewv.

@ Niyotepo amd 20 AeTTTd
@ 20 twc 45 AerTd
‘Ewg 60 Aemrtdl
@ Mepioodrepo amd pia wpa

@ Kavéva amé 1o TTaPATIavW

Figure 1. Preferred Duration of Educational Game Sessions

TéAog, InTtABnke amo TOug e€pwInBéviec TMOCO Xpovo Ba nAtav datebelpévol va
aplepwooLV o€ pia pepovwpEVn cuvedpia ekmaldeuTikoU Ttatxvidlov. H 1o dnpodang
eTiAoyn, e 43,6% TwV CUUPETEXOVTIWY, ATav peTadl 20 kat 45 Asmtwyv. Eva emumAgov
23,1% mpotpoloe cuvedpieg Hkpotepng Olapkelag amo 20 Aemtd, evw to 19,2%
alcBavotav dveta pe cuvedpieg Ewg hia wpa. Movo 1o 10,3% eedpace evdladEpov yia
mavidl dlapkelag avw Tng Hiag wpag. Ta supnpata autd UTIOOELKVUOUV OTL TO
EKTIALOEUTLKO Tt VidL Ba TtpEmeL va oXedlaoTel yUpw attd OXETIKA CUVTOMEG, EOTIACUEVEC
ouvedpieg KKaveg va dlatnprioouv th OECHEUCN, TIAPEXOVTAC TTAPAAANAQ OUCLACTIKA
pabnolakd anoteAéopata. Mwa tetola doun evbuypappidetal KaAd Pe TIg cuvRBEeLeg Kal
TIC TTPOOCDOKIEC TWV CUYXPOVWY VEWV eVNAIKWY, Ol oTtoiol cuxvda Tpooeyyiouv To
EKTIALOEUTIKO TIEPLEXOHEVO HECW EVEALKTWYV KAl XPOVIKA AatodoTIKWY Pndlakwy popdwv.

Evotnta IV. AvaAuon Epmodiwy

4.1 Emiokonnon: Evnuepwrtika kat Osouika Eumodia

Ta evpnpata tng mapouvoag TOTUKAC MEAETING katadelkvlouv OTL Ta epmodla Tou
gpmodidouy Toug vEéoug otnv EAMAda va cuppeTdoxouy otnv TIoALTIKA Jwn eival Kupiwg
EVNUEPWTIKA, BEOUIKA KAl KIVNTOTIOLNTIKA TAPA VOMPLKA 1 TEXVOAOYLKA. ZUVOALKA, Ol
epwinbevieg dev pavnkav adlddopol aTteEvavTl 0T CUHUETOX TWV TIOAITWY- AvTIBETWC,
e&edppacav aBefaldTNTA OXETIKA HE TO TTWCE AEITOUPYEL oTNV TPAEN N CUMHETOXN, TTWC
AapBavovtal ot anoddocelg KAl av N CUMHETOXN Toug Ba PropolcE va €XEL OUCLACTIKO
avTikTuTIo.

4.2 To Xaoua peta&u Eniyvwaong Aikaiwpdtwy kat lNMpaktikng Zuupuetoxng

Towg To TO onpaviikd svpnua eivat n ocadng Oldkplon HeTaél TnNg Eemiyvwong
OLKALWHATWY TOU TIOAITN KAl TNC LKAVOTNTAC AOKNONC Touc. Evw Tteplocotepol anod toug
HLO0OUG CUMMETEXOVTEC ONAWOoAV OTL YEVIKA KATtavooUv Ta JKAlWHATA TOUC W VEol
Eupwmaiol moAiteg, poévo 10 24,4% dAAWOE OTL TOCO YVWpPIdel OTL €xel TO JlKaiwpa
OUMUETOXNG otn AQAWN TOTKWY amoddocewyv OCO0 KAl KATAVOEL TIC ATTAUTOUHEVEC
oladlkaoieq. AvtiBETwC, 10 64,1% avayvwploe OTL, TtapoTL yvwpidel 0Tl £xel To dkaiwpa
OUMUETOXNG, OV yvwpidel Twe va cuppetdaoxel. H aocupdwvia auvtn avadelkviel pia
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onuavtikn aduvapia otnv tpExovoa ekmaidevon epi evepyouL ToAttotntac. H yvwon twy
SKALWHATWY atd povn Tne dev EMAPKEL €AV OL VEOL 0TEPOUVTAL TIPAKTIKAC KaBodrynong
OXETIKA PE TOUC dlabEaIoUC pNXaviopoUg AoKnonC ToUG.

4.3 lNeplopiouévocg Osauikog AAgpapntiouog

H é&peuva amokdAuPe emiong TeEPLOPLOPEVO Oeoulkd aAdaBnTiopd peTAll Twv
oUppETEXOVTIWV. Meploootepol amod Toug PHloolg epwtnBévtec (53,8%) dnAwoav otL dev
KATAVOOUV TIWC Ol TIPOTACELC TIOAITWY HETATPETIOVTAL OE TOTILKOUC KAVoVIoHoUG N €BVIKNA
vopoBeoia, evw POAG TO 7,7% Bewpoloe ToV €AUTO TOU KAAA EVNUEPWHEVO Yyl TIG
dadlkaoieg avteg. Ta supnuata autd utodnAwvouv OtTL ol dnpokpartikoi Becpoi cuxva
avtigeTwridovtal w¢ andpakpol, epimAoKol Kat duovontol. Xwpig Katavonon Tou Twg
AauBavovtatl ot aroddoelc ) molol Becpol eival uttevBOuvol yla dladpopeTIKOUC TOHEIC
TIOALTIKNG, OL VEoL eival Alyotepo TBavo va Totevouy OTL N CUHMPETOXN TOUG UTIoPEL va
TapaydyeL antd anoteAsopata.

4.4 MNMpoaoBaacn atnv MNMoAwtikn Evnuépwan

‘Eva akOpn onUavtiko eUTOdL0 TIOU EVIOTIOTNKE HECW TNE €peuvag adopd tTnv pocBacn
oe TmAnpodopiec. Ol cupPETEXOVTIEG aveEPePAV PE CUVETELA OTL N ETTCNHUN TIOALTIKN
ETKOlVWVIA glval cuxvA dlATUTTWHEVN HE oLVBEeTN YAwooa, SUCKOAA KATAVONTH Yl TOUG
vEoug. Movo éva pIkpO TooooTtd Bewpouoe TNV TOALTIKA evnuEPWOn €UKOAA
TpooBaciun, evw N MAeloPnodia miotevue OTL N €MioNUN EMIKOWVWVia eival katavont Povo
OE OPIOMPEVEG TEPUTTWOELS N elval yevikd umepBoAikd texvikn. To elpnua autod
uTtodNAWVEL OTL N BEATIWGON TNG CUPHETOXNG TWV TIOALTWY attattel OxL povo tn dnuloupyia
EUKALPLWYV CUHHPETOXNG AAAA Kat T dlachAAion OTL oL TANPOPOPIEC OXETIKA PUE AUTEG TIG
eukalpieg koworolovvtal pge cadr, CUVOTITIKN KAl OXETIKN YAWOoOoA yla TA VEAVIKA
akpoatnpla.

4.5 AvtidauBavopevn MoAwtik) AmoteAgopatikotnta

Ou amavtioelg umodelkvuouv eTiong OtL ol avtulAnelg mepl amoteAseopatikotnTag
emnpedalouv tn cuppetoxn. NMoAAoil epwinbévteg efedpaocav aBeBaldTnTa WCE TTPOC TO AV
oL anoyelg toug Ba emnpealav pdyuatt Tig dnuooteg artodpdoelg. Autod avtikatomtpidel
gva eupulTEPO ATNHUA TIOAITIKAG ammoteAsopatikotnIag, dnAadn tnv memnoibnon ot ol
ATOMLKEC EVEPYELEC UTIOPOUV VA CUHUBAAOLY OE OUGCLACTIKI KOWWVIKH 1 TIOALTIKA aAAayn.
‘Otav ol véol avilapuBdvovtal tic dadikaoiec ANPneg amopdcewv we adladaveic n
anpoolteg, pmopel va amobappuvovtal and Tn CUMPETOXN, AKOPN Kal av uTtapxouv
emionueg eukalpieg CUPHETOXNAG.

4.6 Xpovikol Meptoptopoi kat NMpaktika Eumodia

Ol xpovikoi teploplopoi avadeixbnkav €miong w¢ oNUAVTIKO TIPAKTIKO eUTtodlo. MoAloi
ouppeTEXOVTEG avedepav OTL e§loopPOTIOVV TNV TPLtoBAbuLa ekmtaidevon, TV epyacia,
TIC OLKOYEVELAKEC UTIOXPEWOELG I TTIOAATAEC decpeVoelg TauToxpova. Q¢ anotéAeoua, n
CUMUETOXN TWV TIOAITWY ouXVA avTlheTwTidetal we mpoobetn uToXpEwaon Tapd W
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avamnoomaocto PEPOC tNC KadnuepwvAg Cwnc. To elvpnua autd uttodnAwvel OTL ol
HEAMOVTIKEG TPWTOPROUAIEG CUMHETOXAG TwV TOAITWY Ba TPEMeL va TpoohEPouV
EUEAIKTEC EUKALPIEC OUMMPETOXNC TIOU HTIOPOUV va evowpatwBolv eUKoAa otnv
KaBnUEPLV POUTIVA TWV VEWV.

4.7 ArtokAgiouoc peta&u EvaAwtwy Ouadwyv

Mapdtl To cUVOALKO eTtiTted0 AVTIAQUBAVOUEVOU ATIOKAEICHOU ATAV OXETIKA XAUNAS, Ta
gupAUATA ATTOKAAUTITOUV TIap' OAA AUTA OTL TIEPITIOU TO £va TETAPTO TWV EPWTNOEVTIWY
BLWVEL ATIOKAEIOPO TOUAAXLOTOV TIEPLOTACLAKA. Ta alobrnuata amokAslopol Ptopei va
TIPOKUTITOUV ~ amd  KOWWVIKOOLKOVOULKEG OUVONKEG, EKTMALOEUTIKEG QVIOOTNTEG,
TEPLOPLOPEVN TpoOoBacn o€  eukalpieg N avuAnPelg OtL OploPEVEG OPAdECQ
UTTOEKTIPOCWTIOUVTAL OTIC ONUOKPATIKEG dladikacieg. AKOUN KAl OXETIKA XapnAd mineda
arokAelopoU a&idouv tpoooxn, KaBweg Ymopel oTadlakd va PELWOOUV TNV EUTILOTOCUVN
otoug dnuocloug Becpoug Kal va arnobBappuvouV Th HEANOVTLKE GUHHETOX.

4.8 Zuvoyn Baogikwyv Eumodiwv

2UVOALKQ, Ta eupnUaATa AuTA LTTOONAWVOULV OTL T KUPLA EUTIODLA OTN CUPHETOXA TWV
TIOAMTWY HETAEL TWV VEWYV otnVv EAAGSa dev oxetidovtal pe EAMeln evdladpEPOVTOC yia TN
dnpokpatia. AvtiBeTwg, avtikatomtpidouv TEPLOPLOHPEVN TIPAKTIKA YVWON, QVETAPKNA
Katavonon twv Beoplkwy dladlkaclwy, Hn TpooBdAcoiun emkowwyvia, aBefadtnta
OXETIKA PE TOV AVTIKTUTIO TN CUHHETOXNC KAl KABNUEPIVOUG TIPAKTIKOUC TIEPLOPLOHOUG. H
QVTIMETWTILON AUTWY TWV eUTodiwv amattel eKMAdEUTIKEG Ttpooeyyioelg Tou divouv
epdaon oTnNV TPAKTIKA EMAPKELA TIOAITN Tapd otnv amAn avénon tng emiyvwong
ONUOKPATIKWY a§lwVv.

Evotnta V. Mpotpnoeig ota Mayyvida

5.1 Eéotkeiwan kat Avean pe to lMayvidt

H €peuva katadelkvuel OTL N JABNoN HEow TTAXVIOLoU €XEL ONUAVTIKECG SUVATOTNTEC WG
epyaleio ekmaidevong mepi evepyol TOAITOTNTAC PETAEU TwV VEWV otnv EAAAda. Ou
TEPLOCOTEPOL CUPHETEXOVTEG avedepav OTL Ttaiouv Pndlakd maxvidla TouAdxloTov
TIEPLOTACLAKA, UTIOdEIKVUOVTACG OTL Ta Ttalvidla amoteAoUv AdN OlKeE(lo Kal amodeKTo
HEPOC TNC KaBNuePLvAC Toug (wWNAC. Q¢ K TOUTOU, TA EKTTALOEVTIKA TTALXVidla eival amtibavo
va Bewpnbolv wg acuvnBlota r anobappuvTikd pabnolakd mepBairiovta.

5.2 MowiAopuopdia otig NMpotiunoeic Mopenc Maixvidiovu

Eva baitepa evBappuvtiko evpnua sivatl 0tL ol epwtnBevteg dev teplopioTnKav oe evav
HOvo TUTO Talvidlol. AvtiBEtwg, aveédepav OTL ATOAAUBAVOULV HEYAAN TOWKIAIA
PYndlakwy Kal avaAoylkwy Taxvidlwy, uTodelkviovtag OTL EKTIHOUV OladOpPETIKEG
Hopdec aMnAeTtidpaong avdloya pe Tto pabnolako mAaiolo. H mowkidopopdia auvtn
mapexel eveAiéia ya tnv avartuén tou mavidov KEY-YOU, to omoio Ba pmopouoe va
ocuvdudoel apnynUATIKO TaKvidl, CUVEPYATIKEC dPACTNPLOTNTEG, OTPATNYIKA ANwn
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armopAcewyv, Kouid, TPOCOHOLWOELG KAL TIPOKANOELG ETLIAUCNC TIPOBANHATWY o€ pia eviaia
pHaBnolakn spmelpia.

5.3 Mpotipywpevn Aiapketa Zuvedpiag

Ol ouppetexovteg emedeléav emniong cadeic mpotTunoelg 6cov apopd thn dLAPKELA TOU
Travidov. To peyaAltepo tooooTto TPoTIHoVUoEe ekAldEUTIKEG ouvedpieg dldpkelag 20
gWwe 45 AeTTWY, EVW Ol CUVIOUOTEPEC ouVEDPIieg KATW TwV 20 Asemttwyv Bewpnonkav
emtiong BeTikd. MOvVo €va OXETLKA HIKPO TTOC0O0TO e€EE€DPATE evilAPEPOV YIa GUVEDPIEC TIOU
umtepBaivouv TN pia wpa. Ta suprpata autd UTOJEIKVUOUV OTL TO EKTALOEUTIKO
meplexopevo Ba mpEmel va dlalpebel oe dlaXELPIOIPUEG EVOTNTEG TIOU ETUTPETIOUVV OTOUG
EKTIALDEVOEVOUC VA OAOKANPWVOUV OUGCLACTIKOUG OTOXOUG EVIOC OXETIKA CUVIOHOU
XPOVIKOU dlactipatoc. Mia tétola apbpwtr doun Ba dleukoAuve ettiong tnv edpappoyn
o€ OXOAKKEG TAEELG, EpyacTnpla veoAaiag kal avegaptntn paénon.

5.4 Mpotipwpevot Mnxaviouoi Maixvidiou

Eva aképn onuavtikod evpnua adopd TOUuC TUTTOUC HPNXAVICHWY Talxvidlol Tou ol
OUMMETEXOVTEG BpNAKAV TILO EAKUOTIKOUG. AvTi va TPOTIHOUV TNV Tadntikn petddoon
TANPOPOPLWY, Ol EPWTNBEVTIECG TIPOTIHOVCAV PE CUVETELA JLAdPACTIKEG EPTIELPIEG TTOU
TeplAapBavouy adnynaon, pEAAloTIKA oevdpla, cuvepyaoia, AnPn armoddcewy, €miAuon
TPoBAnuAtTwyY Kal ageon avatpododotnon. Auto UTIOONAWVEL OTL OL VEOL TIPOTIHOUV TN
pabnon péow mpA&ng mMapd TN PABNon HECW EKTEVWV EMEENYACEWV N OTATIKOU
EVNUEPWTIKOU TIEPLEXOHEVOU.

5.5 Emntwoelc yia tov Zxedlaouo Biwpatikng Maénong

H dnuotikotnta Twv adnynpaTIKWwY EUTEPLWYV eival Wlaitepa onuaviikn yua tnv
ekmaidevon mepi evepyoL TOAITOTNTAG. H adrjynon emtpEnel 0Toug alkieg va Blwoouv
TIC OUVETELEG TWV ONPOKPATIKWY amopdAcewyv amo TOAATIAEG OTITIKEG YWVIEG,
evBappuvovtag tnv evouvaiobnon Katl tnv KPLTkg okeWn, kablotwvtag mapainAa 1o
OUYKEKPLUEVER TIG adnpnueveg Beopikeg Evvoleg. Mapopoiwg, To ouvepyatiko Tralvidl
avtikatomtpidel tnv dla TN ouvepyatlikl ¢von TG ONMOKPATIKAC GCUMMETOXNAC,
evioxvovtag tn onpacia tou SlaAdyou, TNE dLATTPAYHATEUCNG KAl TNE GUAAOYIKNG ETHALCNG
TIPORANUATWV.

Ta euppata tng €peuvag VTIOOTNPI(OLY ETTOUEVWCE TN XPAON ApXWV BLWUATIKAG
pdabnong oto mAaiolo tou €pyou KEY-YOU. Avti va mapouotddetal n eknaidevon mepi
evepyou TIOATOTNTAC WC CUAAOYN YEYOVOTWY TIPOC AtooTnOlon, To atxvidl Ba mpemnel va
evBapplvel TOUCG TAIKTEG va Olepeuvolv evepyd Ta ONUOKPATIKA ouOTApaAtad, va
Telpapatiovral pe dladopeTIKEG AMOoPACELC KAl VA TIAPATNPOUV TIC CUVETIEIEC TWV
evePYELWYV TOUC. Mila té€tola tpoaogyylon sival tilavo va avénoetl 1ooo tn d€oUevon 060
KL TN pakpotpdBeoun dlathpnon tneyvwongc.
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Evotnta VI. Zuctacelg yia tov Zxediacpo tou MNMayvidiov KEY-YOU

Ta evpruata TNG MapoVOoag TOTIKAG HEAETNG TIAPEXOLV APKETEC ONUAVTIKEC CUOTACELC
TTOU PTTOPOUV VA EVNHEPWOOUV APECA TOV OXEQLACHO KAL TNV AVATITUEN TOU EKTTALOEUTLKOU
Trawxvidov KEY-YOU.

6.1 Eugaon otnv lMpaktikn Zuppuetoxn twv MoAttwyv

To Ttauwxvidl Oa pémel va divel Wlaitepn Epdacn oTnV TIPAKTIK CUUHETOXN TWVY TTIOALITWV.
Aedopévou oOtL oMol gpwtnBéviec avayvwpidouv NdN OTL KATEXOUV ONHOKPATIKA
dlkaiwpata aAAd dev yvwpidouv TWCE va Ta AoKAoouv, To Talkvidl Ba mpemel va
ETKEVIPWOEL oTNV EMIOEIEN CUYKEKPIUEVWYVY PNXAVIOUWY cuppetoxng. Ol maikteg Ba
TIPETEL va JABouV OxL povo Tola eival Ta dkalwpatd Toug aAd Kal TTwe PTopoulv va
TtapakoAouBrjoovy dNUOcteg SLABOUAEUCELG, VA ETILKOWVWVHOOUV HE TIC TOTIKEG APXEC, va
UTtoBAAOULV TIPOTAGCELG, VO CUMHPETACXOULV 0€ CUMBOUALA VEWYV, VA OPYAVWOOUV KOWVOTLKEG
TIPWTOROUVALEC 1 va CUPPBAAOLY OE ELPWTIAIKEG ONUOKPATIKEC dladlkacieq.

6.2 PeaAiotikég Oeaukeg Mpooopolwaoelg

To mawvidl Ba mpemel va e€nyel toug dnUOKPATIKOUCG BECHOUC HECW PEAALCTIKWY
TIPOCOMOLWOEWY TIapd pecw Bewpntikng didackaAiag. Ot maikteg Ba pmopovcav va
avaAdpBouv poAouC TIOAITWY, SNUOTIKWY CUHBOUAWY, EKTIPOCWTIWY VEWYV, KOWOTIKWY
nyetwy, Onuocloypddwy 1 UTELBUVWY XAPAENG TOAITIKAC, ETUTPETOVIAC TOUG va
Katavonoouv Twce ot amoddoelg dlampaypatevovtal, culntouvtal Kal UAoTiolouvTal.
Buwwvovtag ameuBeiag tig dnuokpatikeg dwadlkacieg, ol maikteg eivalt mbavo va
avartuéouv Babutepn Katavonon Twy BEoUIKWY JOUWY GE OXEoN HE TO Tapadoolako
EKTTALOEVTIKO UAIKO.

6.3 Apnynuatika Aixnuuara MoAwrotntag

To mawkvidl Ba mpemel va viloBetnosl pyla apnynuatikg doPn otnv omoia ol TaIKTeG
ouVAVTOUV PEAALCTIKA SIAAUUATA TIOATOTNTAG TIOU ATIATOUV KPLTIKA OKEWYN Kal nokn
AN atopdoewyv. Avti va avtapeiBel HOVO TIC CWOTEC ATTAVINOELG, TO TtaLXVidL Ba TpETEL
va Katadelkvuel OTL N dNPOKPATLKN CUHHETOXN ouxvd TeplAapBavel tnv e§lcoppomnon
QVTIKPOUOUEVWY CUHGEPOVIWY, TNV afloAoynon amodelKTIKWY OTolxeiwy, 1N
olampayydteucn pe AAAOUC Kal TN oTABUION TWV HAKPOTIPOBECUWY CUVETIEIWVY TWV
ONUOGCLWY Ao AcEWV.

6.4 ApBpwrTo lNepiexouevo AvaAoyo tng Atapketag Zuvedpiag

H €peuva umtodelkvulel emiong OTL To Ttavidl Ba TpemeL va mapapeivel CUVOTITIKO Kal
€UVEAIKTO. AedopEvVoU OTL N TipoTIHwEVN dlapkela cuvedpiacg eival 20 gwg 45 Aetttd, 10
EKTIALOEVUTIKO TEPLlEXOMEVO Ba TPEMEL va opyavwbel oe avefdpinta KedpdAaia n
ATTOCTOAEC TIOU UTTOPOUV VA OAOKANPWOOULV pepovwpéva, cupBAAovTag TapdAAnAa oe
Hla euputepn adnynon. Autn n apBpwtn mpocoeyylon Ba avave tnv MpocBaciyoTnTa
1000 yla eTTiONUA EKTTALOEVTIKA TTAACLA 000 Kal Yl ATUTIEC OPACTNPLOTNTEC vEOAaiaC.
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6.5 Aiadpaatikoi Mnxaviouoli kat EmavaAnynuodotnta

H mpotipnon TwVv OCUPHPETEXOVIWY Yl OUCLACTIKA OAAMNAsTidpacn UTodelkvUEL
TEPAITEPW OTL TO TtaxVvidl Ba TPETEL va evowpatwyvel dlakAadllopevee adnynoelg,
TTOAAATIAA povoTtdtia anopAcewy, CUCTHHATA ETIITEVYHATWY, TtapakoAouBnon tpooddou,
aueon avarpododotnon Kat ouvatotnteg emavaAnyng. Tétolot pnxaviopoi 6a
evBdppuvav tnv efepelivnon Kal Ba evioxvav tn padnon péow Telpapatiopol mapd
péow amoothBlong.

6.6 lpoagBaaciuotnta kat Zxedlaouog ae AmAn Mwaooa

H mpooBaciydétnta Ba mpémnel emiong va mapapeivel Keviplkn apxn oxedlacpou. To
mawvidl Ba mpémnel va xpnowotolei cadrp yAwooa, dlacOnTikp TTAoriynon Kat
OUMTIEPIANTITIKO OTITIKO oXedlacuo, amodelyoviag TepPLTT) Oeoulky opoAoyia.
AedopEVOU OTL N €peuva avedelfe TNV TIOAUTIAOKOTNTA TNG TIOALTIKAG ETUKOWVWVIAG WG
ONMAVTLIKO €UTIOSL0, TO EKTTALOEVUTIKO TEPLEXOHUEVO Ba TPEMEL va KATtadelkvueL OTL N
CUMHETOXN TWV TIOAITWYV Eilval katavontr Kat TmpocoBaciun oe oOAoug, ave&apthtwg
ekmaldeuTIKoL uTtoBABpovu.

6.7 ZuumepiAnmuikn Ekmpoownnan

TENOG, TO TtaLKVidL Ba TPETEL va TTPOAYEL TN CUPTIEPLANTITIKOTNTA EKTIPOCWTIWVTAG VEOUG
Ao TOIKIAQ KOWWVIKA, TIOAMTIOHIKA, EKTIADEUTIKA KAl OlKOVOULKA uTtoBabpa. H €psuva
UTTOOELKVUEL OTL, TIAPOTL TIOAOL CUHHETEXOVTIEG DEV BLWVOUV CUXVA ATIOKAELOMO, €va
onNUavilko TooooTto efakoAoubel va avtigetwridel eumodla otn cuppetoxn. H
CUUTIEPIANTITIKI EKTIPOCWTINCN XAPOKIAPWY, Ol TIOAATIAEC OTITIKEG YWVIEC Kal TO
TPOOBACLUO TTalXVIOL UTIOPOUV ETOPEVWC VA CUUBAAOUY 0T dnULoUpYia evOc padnolakou
meplBAMoOVTOC OTo oOmoio OAol ol Taikteg aiwcbdavovtal OTL EKMPOCWTIoUVTAL Kal
evouvapywvovtal.

Evotnta VII. Zupnépacpa

H mapoloa ToTtkr HEAETN TTAPEXEL TIOAUTIHA OTOLXEIQ OXETIKA PE TIC AVTIANYPELG TWV VEWV
otnv EAAGSa yla Tn CUPPETOX TWV TIOALTWY, TG dnpoKpatikeg dladlkaoieg kal tn padnon
HEOW TtaXVIdloU. ZUVOALKA, TA guprpata UTTOSEIKVUOUV OTL Ol VEOoL avayvwpidouv 1n
onpacia tng dNUOKPATIKAG CUHHPETOXNG KAl YEVIKA dlaTtnpouv BETIKN oTdon anévavil otn
deopeuon mepl evepyol ToAtotNTaC. QOTOCO, TTAPAPEVOUV CNUAVTIKA XAopata HeTAgy
TNC BEWPNTIKAG ETIYVWONG TWV SIKALWHATWY TOU TIOAITN Kal TNE TIPAKTLKAG YVWong TTou
aratteital yia tnv armoteAeoHATIK ACOKNGOK TOUC.

H peAétn katadelkviel OTL Ta KUPLA EUTIODLA OTN CUPHETOXNA €ival N avemtapkng
KAtavonon Twv OnNUOKPATIKWY Becpwy, N TEPLOPIOPEVN TIPAKTIKA yvwon Twv
HNXAVICHWY CUHMETOXNG, N HN TPOoBACIUNn TIOATIKA ETkolvwvia kat n aBefadtnta
OXETIKA YE TOV AVTIKTUTIO TWV ATOUIKWY cuvelopopwy. Ta epmodia avtd utodnAwvouyv oTL
Ol HEANOVTIKEG EKTIALOEVTIKEG TIPWTOROUAIEG Ba TIPETEL VA ETUKEVTPWOOUV OXL HOVO OTNV
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av&énon tng emiyvwong aAAd KAl 6TNV avATTTUEN TIPAKTIKWY LKAVOTHTWYV KAl EUTILOTOCUVNG
Tepl evepyouL oAITOTNTAG.

Ta evpruata Katadelkvlouv TEpAltEpw OTL N pABnon pé€ow Taxvidlou
AVTIPOoWTEVEL pla BLaiteEpa UTIOOXOHEVN TIPOCEYYLON VLA TNV AVTIHETWTILCN AUTWYV TWV
TPokKANoewyv. Ol CUPHETEXOVTEC eEEPpPaCAV LOXUPEC TIPOTIUNOCELC Yiad OladPACTIKEG,
apnynUATIKEG HaBnoLaKEG epTELpieg IOV evBappUvouyV TNV e€epelivnan, Tn cuvepyacia
Kat TN AqYn anopdoewv eviog PEAACTIKWY oevapiwy. Ta ekmadeuTIKA Tatkvidla mou
EVOWHATWVOLY GUOLKA TN yvwon Tepi evepyol TIOAITOTNTAC 08 EAKUOTIKO Ttalxvidl eival
ETIOPEVWC KAAA TOTTOBETNHEVA WOTE VA ALENCOULV TaA KivNTPA, EVIOXVOVTAC TIAPAAANAA T
dnuokKpaAtlkn katavonon.

OL ouotdoelg Tou Tapoucladovial otnv Tapovoa €kBeon TAPEXOLV MLd
TEKUNPWHEVN BAcn ywa TNV avamtuén Tou ekmadeuTikoU Taxvidov KEY-YOU.
AVTATIOKPVOUEVO APEDA OTIG EUTIELPIEG, TIC TIPOTIHMACELG KAL TIC HABNOLAKEC AVAYKEC TTIOU
EVTOTIOTNKAV HECW AUTAG TNC €PEuvag, TO Ttalkvidl €xel Tn duvatodTnTa va Kataotel Eva
ATIOTEAECHATIKO EKTIADEVUTIKO e€pyaAeio kavo va BeAtiwoel tov aiddaBntiopo mepi
gvepyoU TIOALITOTNTAG, va evBappuvel TN ONUOKPATIKA CUPHETOXN Kal va evOUVAUWOEL
TOUG VEOUC WOTE va yivouv evepyol, evnuepWHEVOL Kal uTteLBUVOL TIOAITEG TOCO OTnV
EAANAda 600 Kal TNy EVPUTEPN EVLPWTIALKH KOWVOTNTA.
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KEY-YOU —'ExBeon Totrikig MeAéTng PYLON ONE

Evornra |: Eicaywyn kail Zuvoyn

1.1 Z16xo01: To MAaiocio Tou ‘Epyou KEY-YOU kai n ZupfoAr Tou PYLON ONE

H trapolca ékBeon TTapoucidlel Ta eupAUaTa TNG TOTTIKAG MEAETNG TTOU BlEEAyaye 0 PYLON ONE oTo
TTAQioI0 TOu €pyou Erasmus+ KEY-YOU: Creative Knowledge & Diversity-oriented Engagement for Youth
UNLOCKED Participation (KEY-YOU). To KEY-YOU eival pia O1€THG TTpwTOROUAIa Xpnuatodotouuevn atrd
Tnv EE, Tnv otroia uAotroiei pia koivotrpagia Trévre €Taipwy, €K Twv OTToiwv 0 PYLON ONE €ival o
EAMNVIKOG €TAIPOG UTTEUBUVOG YIa TNV TTPOCEYYIoN, Tn didxuon Kal TNV ava@opd autol Tou OKEAOUG
TNG UEAETNG. ZTOXOG TOU £pPyouU E€ival n €vioxuon Tng CUMUETOXAG OTA KOIVA, TNG 100TNTAG KAl TNG
EvTagng Twv VEWV, 18iwg 60wV TTPoEPXOVTal OTTO UTTOEKTTPOCWTTOUNEVEG OUADEG.

270 TTAQiOI0 TNG €upuTEPNG TTPOOTTABEING CUANOYAG dedopévwy yia Tnv EANGdO evidg Tng
Kolvotrpagiag KEY-YOU, 0 PYLON ONE SIEVEILE TO KOIVO EPWTNUOTOAOYIO TOU £PYOU HECW TWV OIKWV TOU
KavaAiwyv di1dxuong Kal dIKTUWY, CUYKEVTPWYOVTAG 76 EYKUPEG ATTAVTACEIS ATTO VEOUG NAIKIOG 18 £w¢
30 €Twv. To oUVOAO auUTO BEBOUEVWYV CUUTTANPWVEI TNV TTAPAAANAN TOTTIKA LEAETN TTou OlECAyayav
GAMNoI eTaipol TNG KolvoTTpadiag Kal ouvelio@épel Eva eTTITTAEOV, avegdpTnTa oUAAeyuévo deiypua oTn
OUVOAIKN) €AAnVIK Bdon Tekunpiwong Tou Ba diauopPwaoel Tov OXESIOOUO TOU EKTTAIOEUTIKOU
TaiyvidioU KEY-YOU.

O o16x0g TNG TTapoucag £kBeong cival dITTOG: TTPWTOV, VA avaAloel Ta DEdOUEVA TWV EPWTNBEVTWV
TOU PYLON ONE OXETIKG WE TN yvWOon TwV TTOMITIKWY BepdTwy, Ta avTiAaufavoueva eutrodia Kal Tn
OUMUETOXN TWV VEWV: OEUTEPOV, VO HETOUCIWOEI AQUTA TO EUPHUATO OE OUYKEKPILEVEG CUOTAOEIG
oxedlaopou yia 1o Yyneiakd Traixvidl diaguyng KEY-YOU Kail Tr ouvodeUTIKA TPATTOUAD KAPTWY, UE
TPOTIO CUVETTA TTPOG TNV KOIVA peBodoAoyia TTou €xel cup@wvnBei atrd Tnv KolvoTTpagia.

H dou tng ékBeong cival n €€ng: n Evornta Il mapouadidler tov gpeuvnTikG oxXedIAOUO Kal TN
uebodoloyia- n Evétnra Il mapoucidlel Ta atmoreAéopata TnG €peuvag: n Evotnta IV avaluel 1a
OOMIKA Kal WYUXOAOYIKA EUTTOBIO OTN CUUUETOXN TwV VEWV- N EvotnTa V aglohoyei TIg ouUVABEIES Kal TIG
TPOTILACEIS WG TTPOG TA TTAIXVIdIA TTOU a@opoUlV ToV OXESIAOUO pdBnong néow Traixvidiou (GBL)- n
EvétnTa VI mapouoidlel ouoTaoeig oxedlaopou- kKal N EvotnTa VIl TTapoudiddel Ta CUUTTEPACUATA TNG
é€kBeong.

1.2 MepiAnyn

H mmapouoa ékBean eEeTdlel dedopéva atrd TTOCOTIKN £pEUva G€ 76 VEOUG NAIKiag 18-30 €TWv, Ta OTTOIa
OUYKEVTPWOE 0 PYLON ONE péow d1adikTuakoU epwTnuatoloyiou Baciouévou aTo Kovo epyaleio TNG
KolvotTpa&iag KEY-YOU. Ta euprjuaTa KaTadelkvuouy éva £VTovo XAoua peTagu yvwaong Kal dpaong o€
auTh TNV NAIKIOKE opdda. MOAIG 10 26,3% Twy £PWTNOEVTWY CUUPWVNOE ] CULPUWVNOE GTTOAUTA UE TN
onAwon o1 katavoei Ta dIKaAIWUATG Tou w¢ véog Eupwtraiog, evw n TTAciovétnTa (64,5%)
TOTTOBETAONKE OTO OUBETEPO HECQIO ONuEI0 TNG KAIMAKAG — yeyovog TTOU UTTOONAWVEI EKTETAUEVN
apeBaidTnTa KOl OXI EuTTIoTooUvn A TTAfPN dyvola.

H aBeBaidtnta autr evreivetal onuavTika o€ dIadIKAOTIKO TTITTEd0. EVWd T0 57,9% Twv £pwTnOEVTWV
TOTEVEI OTI £XEI TO DIKAIWUA VA EKPPACEI ATTOWN YIA VAV dNUOTIKO KAVOVIOUO TTOU a@Oopd TOUG VEOUG,
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HOAIG TO 7,9% TOU OUVOAOU Tou BeiypaTog yVwpilel TOOO OTI £XEl AUTO TO dIKAIWNA GCO Kal TTWG VA TO
aOoKAOEI- eV TTARPES 50,0% yvwpilel 6Tl TO dIKAIWpA UTTAPXEI AAAG DEV EXEN IDEQ TTWG VA EVEPYIOEI
Baoel autol. O BeopIKOG YPAUUATIONOG €ival €EI0COU TTEPIOPIOUEVOG: OI pIoOi EpWTNBEVTES (50,0%)
onAwvouv 0TI dev Katavoouv KaBOAouU TTwG o TTPATACN TTOAITN UETATPETTETAI O€ ETTIONUO VOUO A
TOTTIKG KAVOVIO WO, Kal uévo T0 5,3% Bewpei 6T yvwpilel TAApwG TN diadikaacia.

Ta eptrddia TTOU TTPOKOAOUV QUTA TNV OTTOCUVOEOH Eival TTANPOQOPIAKA Kal dIadIKAoTIKA Kal OxI
ENNEIYn evdlagEépovTog. To va pn yvwpeidouv atrd 1rou i TTW¢ Va EEKIVIOOUV gival TO ouXvoTEPa
AVOQEPOUEVO EUTTODIO (78,9%), akoAouBouuevo oTevd atmd Thv avTIAauBavopevn TTOAUTTAOKOTNTA
TNG YAWOOOG KAl ThG YPUPEIOKPATIKAG dladikaoiag (57,9%) — Ta dU0 eutrddia TTou €TTIAEyovTal
ouxvoTepa padi atmd Toug idloug epwTnBEévTeg. ‘Eva emITTAéoV 85,5% TTEPIYPAQPEI TNV ETTICNKN TTOAITIKH
TTANPOPOPNCN WG KATAVONTH HOVO «avAAOYa pE TO BEUa», EVW TO 31,6% ava@Epel OTI VIWOEI KOIVWVIKA
I TTOAITIKA QTTOKAEIOUEVO TOUAAXIOTOV TTEPIOTATIOKA AOYW QUAOU, KOTAYWYIG 1 TAUTOTNTAG.

Q¢ Tpog TIG ouvnBeieg TTaIXVIOIOU, TO &eiyua Tou PYLON ONE TTapoucidlel eAa@pwg dIa@opeTikO
TTPOQIA atrd TO eUpUTEPO EAANVIKO OUVOAO edopévwv: Ta ETTITPATTECIA KAI TO party games €ival N MO
ONUOYIANG pop®n (73,7%), EAAQPWG UTTPOCTA ATTO TA WNPIOKA TTaIXVidIa (64,5%), EVW TA TTaIXVvidla pe
KAPTEG £XOUV ETTIONG ONUOVTIKA EKTTPOCWTTNON (36,8%). O1I epwTnBEVTEG dEiXVoUV £vTovn TTPOTIUNCN
OTn OUVEPYATIKA epTtTeipia TTaixvidIoU (67,1%) KAl TOUG QVTAYWVIOTIKOUG uNXaviopoug (52,6%) évavri
TOU a@NyNUOTIKOU TTEPIEXOUEVOU H TNG ETTIAUCNG YPIPWY, Kal TTPOTILOUV BIAPKEIEG ouvedpiag 20-45
AETTTWV (35,5%) 1 £WG 60 AeTTTA (30,3%).

Ta euprjuaTa autd CuVNyopouv UTTEP TNG idI0G YEVIKNG KaTeUBuvaNng oXedIAoUOU TTOU €XEl EVTOTTIOTEL
oe OAn Tnv koivotrpagia KEY-YOU: wia Siemagry o€ atmA] YAwooa, Xwpig opoloyia: peaAIOTIKEG
TTPOCOUOIWCEIG TTONITIKWY Kal Beauikwy diadikaalwy- Kal apBpwTd, ouvepyaTikd ke@aAaia Traixvidiou
TIPOCAPUOTUEVA OTOUG XPOVIKOUG TTEPIOPICUOUG £pYAZOUEVWY Kal OTTOUDAOVTWY VEWV.

Evérnra ll: MeBodoAoyia

2.1 EpguvnTikog 2xed1aouog kail Koivo MNMAaiolo MeBodoAoyiag

H mmapouoa TotTIKA HeAETN BIENXOn atrd Tov PYLON ONE oTo TTAQicIO Tou €pyou KEY-YOU, pe oTOXO0 TN
OlEPEUVNON TWV AVTIAWEWY TWV VEWV YIQ Tr) CUUIETOX OTA KOIVA, ThV ETTIYVWOT] TOUG YIA TA TTONITIKA
OIKQIWHATA KAl TIG ONUOKPATIKEG DIadIKATiES, T UTTOdIA TTOU CUVAVTOUV OTN CUPUETOXA OTN dnuooia
Cwn, KaBwg Kal TIG TTPOTIMACEIG TOUG WG TTPOG TN pddnon péow taixvidiou. MNa va dlao@alioTei n
OUYKPIOILOTNTO PETAEU OAWV TWV CUUPETEXOUOWY XWPEWYV KAl OPYAVIOUWV-ETAIpWY, N €peuva
akoAoubnoe Tnv Koivlp peBodoloyia Kal TO €pwTNUATOAOYIO TIOU €xel cuppwvnBei atmd Tnv
KolvotTpadia Tou £épyou.

2.2 EpwtnuatoAdyio kai Meta@paon

To epwTtnuatoAdyio TTou diéveine 0 PYLON ONE xpnolpotroinoe Tnv idia dour, diatumtwon, ocipd
EPWTACEWV Kal ETTIAOYEG QTTAVTNONG KE TO KOIVO £pYaAEio KEY-YOU, LeETOQPACUEVO OTA EAANVIKA Kal
TIPOCAPHOCHEVO VIO CAPNVEIQ YIa EpWTNBEVTEG NAIKIaG 18—30 £Twv. Agv £YIVE KOia TPOTTOTTOINCN OTN
Ooun TOU EpWTNUOTOAOYIOU, WOTE TO ATTOTEAEOUATA TOU PYLON ONE va TTaPAUEVOUV GUECT TUYKPIOIUO
UE EKEIVA TTOU CUVEAEEQV OI UTTOAOITTOI ETAIPOI TNG KOIVOTTPOEiAG.
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2.3 MAaT@oppa ZuAAoyng Aedopévwy Kal ZTpaTtnyiki Aidxuong

To epwTnuaToAdyIo Onuioupyndnke kal Olaveundbnke péow Google Forms, €TMTPETTOVTIOG OTOUG
OUUUETEXOVTEG VO ATTAVTAOOUV avwvupa Kai 6toTte Toug ftav BoAikd. O PYLON ONE Oiévelue Ttov
OUVOEOUO TNG €PEUVAC MECW TWV OIKWVY TOU KAVOAIWY KOIVWVIKAG SIKTUWONG, BIKTUWVY ETAIpWY Kal
AueoNG TTPOCEYYIONG ouddwv VEWYV, evBappUVOVTAG I TTPOCEYYION «XIOVOOoTIBAdAG», Katd Tnv
oTToia 01 EPWTNBEVTEG KAAOUVTAV va DIGdWO0UV TTEPAITEPW TO EPWTNUATOASGYIO EVTOG TWV SIKWYV TOUG
OIKTUWV.

2.4 AsovToAoyIkd ZnTHpaTta

H ouppetoxn nrav € oAokAnpou €BeAovTiKA Kal avwvuun. O1 epwTnBEVTEG EvnuepWONKav yia Tov
OKOTTO TNG £PEUVAG, TNV ATTOKAEIOTIKN XPrON TWV ATTAVTACEWY OTO TTAQiICI0 Tou £pyou KEY-YOU, KaBwg
Kal yia To SIKaiwpd Toug va dIaKOWOoUV TO epwTNUATOASYIO O€ OTTOI0dNTTOTE OTADIO XWPIG VA SUOOUV
egnynon. Aev cUAAEXBNKE Kapia TIPOCWTTIKA avayvwpioiun TTAnpogopia.

2.5 XapaKTNPIOTIKG Agiypatog

H ouAAoyn dedopévwy atmédwaoe 76 EYKUPESG ATTAVTHOEIG, OAEG ATTO £pWTNOEVTES NAIKIOG 18-30 £TWV
(néon nAikia 25,0, diduecog nAikia 25). To deiypa TrepieAdupave @oitnTéG, epyalOnevoUg VEOUG Kal
dropa TTou ouvdualdav oTToudEG KAl epyaacia, TTpoEpXOueEVa TO00 ATTO AOTIKEG 000 KAl ATTO AYPOTIKEG
TEPIOXES TNG EANGDOG, oUppwva pe TNV opdda-oTOXOo TToU Opidel TO €pyo.

2.6-2.8 AvaAuon kai lNMeplopiopoi

O1 ammavtAcelg TnG £peuvag EAXOBNoav Kal eEAEyxBnkav wg TTpog TNV TTANPOTNTA Toug TTpIv aTrd TNV
avaAuon. Ommwg kail oTnv TTapAAANAN LEAETN TNG KolvoTTpagiag, n avdAuon TTou TTapoucidleTal 0w
gival TTEPIYPAQIK) Kal SIEPEUVNTIKA: KATAYPAPEI CUXVOTNTEG KAl TTOOOOTA KOl EPUNVEUEl OXETEIQ
UETAEU OUVAQWY EPWTACEWV (TT.X. N AUTOAvVOPEPOUEVN ETTIYVWON OIKAIWUATWY OE OXEON HME TN
01adIkaoTIKA yvwon). To deiypa dev gival oTATIOTIKA AVTITIPOCWTTEUTIKO TOU OUVOAOU Tou eAANVIKOU
VEQVIKoU TTANBUCOU, WOTOCO TTPOCPEPEI MIA AEIOTTIOTN, AVEEAPTNTA CUAAEYEVN EIKOVA N OTTOIA —O€
ouvouaouo pe TRV TTAPAAANAN peAéTn TTou die¢Ayayav dAAol €Taipol Tou KEY-YOU— evioxUel Tn BAon
TEKUNPIWONG OTNV oTToia oTNPICeTal 0 OXEBIOOUOG TOU TTaIXVIBIOU KEY-YOU.

Evérnra lll: AtroteAéopata

3.1 Anpoypa@iko MNMpo@iA EpwTtnBévTwy

2UVONIKA OuykevTpwonkav 76 €ykupeg atravTroelg. H katavour] nAIkiag KaAUTrTel oAOkAnpo TO
€UPOG-OTOXO 18-30 €TWV, HE TIG HEYOAUTEPEG OUYKEVIPWOEIG OTOUG 26Xpovous (17,1%), Toug
25XPpOVOoUG (15,8%) Kal TOUG 23XPOVOUG (13,2%)- N néon nAIKia Twv epwTnBEVTWY gival 25,0 £Tn.

14 1
13 (17.1%)

12 (15.8%)

124

10 (13.2%
104 ( 6)

8 (10.5%) 8 (10.5%)

5 (6.6%) 5 (6.6%)
4 (5.3%)
3 (3.9%)
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2xnua 1. Karavoun nAikiag twv epwrnéviwy tou PYLON ONE (n = 76).

Qg 1Tpog TO QUAO, TO deiypa gival oXedOV I00PPOTTNKEVO, HE TIG YUVAIKEG VO QVTITTPOCWTTEUOUV TO
52,6% TWV £PWTNOEVTWYV (40 CURUETEXOUOEG) KAl TOUG AVOPEG TO 47,4% (36 OUUUETEXOVTEG): KAVEVAG
epwTtnOeic o€ autd 1o Seiypa dev SNAWCE un duadiKe QUAO I TTPOTILNCE VA pNV aTTOKAAUWEI TO QUAO
TOU.

mmm [uvaiko (Woman)
mm AvGpag (Man)

2xnua 2. Karavoun @UAou twv epwrnBéviwy Tou PYLON ONE.

Q¢ TTpOGg TNV TPEXOUOA KATAOTOON, N TTAEIOVOTNTA TWV £pWTNBEVTWY (73,7%) £pyadeTal e TTANPN N
MEPIKA aTTacXOAnGon, Kal 10 42,1% omoudddel oc OoXoAgio A TTAVETTIOTAWIO: TO 13,2% TTAPAKOAOUBEI
ETTAYYEALATIKA eKTTAI®EUON ] KATAPTION, EVW €vag pIKPOG aplBuds cuvduddel TTEPICCOTEPEG ATTO pia
atmd aUTEG TIG KATOOTACEIG (TA TTOOOOTA aBpoifouv o€ TTAVW atmd 100% e1eIdf oI €pwTNBEVTEG
ptTopoucav va eTTIAEEOUV TTEPIOOOTEPES ATTO pia ETTIAOYEG).

Employed full- or part-time 56 (73.7%)

Studying at school/university 32 (42.1%)

In vocational education/training 10 (13.2%)

Not in education, employment or training § 1 (1.3%)

10 20 30 40 50 60

O~

2xHua 3. Tpéxouoa epyaociakn Kai EKTTAIOEUTIKN KATAOTAoN (TTOAAATTAR ETTIAOYH).
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Mewypa@Ikd, N HeydAn TTAEIOVOTNTA TV £PWTNOEVTWY (81,6%) DIAUEVEI OE AOTIKEG TTEPIOKEG, EVW TO
18,4% (el 0€ AYPOTIKEG KOIVOTNTEG — £va DEiypa KATTWG TTIO ACTIKOTTOINUEVO O€ OXEON WE TNV EUPUTEPN
EANVIKN pEAETN, yeEyovOGg TTOU GpwG ouvadel pe To KATA KUPIO AGYO AOTIKO DIKTUO TTPOCEYYIONG TOU
PYLON ONE.

mmm Urban area
mmm Rural area

2xnua 4. Torrog diauovng Twv epwrnOéviwy Tou PYLON ONE.

Otav pwthBnkav av TauTifovTal pe opuddeg TToU EVOEXETAI VA AVTILETWTTICOUV ETTITTPOCOETA EUTTOdIA
OUUUETOXNG, TO 47,4% TwV pWTNOEVTWY ETTEAEEE «Kapia ATTO TIG TTAPATTAVW». AIoONUEIWTO gival OTI
TO 42,1% QvEQPEPE OIKOVOUIKEG OUOKONIEG i TTPOEAEUCN ATTO VOIKOKUPIO XOunAou €1008AnaTog —
ONUAVTIKA uwnAdTEPO TTOOOOTO O€ OXEON WE TNV €upUTEPN €AANVIKI] UEAETN — €VW HIKPOTEPA
TT0000TA ONAWOCAV LETAVACTEUTIKO (| TIPOOQPUYIKO UTTORABPO (6,6%), avatrnpia i uabnaoiaki SUokKoAia
(2,6%), | €vragn o€ eBVOTIKA ) TTOMITIOWIKN peIovoTnTa (1,3%).

Financial difficulties / low-income household _ 32 (42.1%)
Migrant or refugee background - 5 (6.6%)

Disability or learning difficulty . 2 (2.6%)
Ethnic or cultural minority I 1(1.3%)

Prefer not to say . 2 (2.6%)

0 5 10 15 20 25 30 35 40

2xnua 5. Autormpoadiopiouds ue ouades Tou avTiueTwITi{ouv emITPO0OeTa eutTddia (TTOAAQTTAR £TTIAOYN).
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3.2 Emriyvwon MoAImikwyv AIKOIWRATWY Kol ANpoKpaTiKwy AladIKaoiwyv

ZnTABnke atmmd Toug e€pwTtnBévTeg va aflohoyroouv Tov Babud cupwviag Toug pe Tn dAAwaN
«Katavow Ta dIKaIWuatd pou wg véog/véa Trou (el otnv Eupwtin» oe mevraBdbua kAipaka. Ta
amroteAéoparta Ocixvouv wia oudda TTou eival Katd Kupio Adyo apéfain mmapd ciyoupn: 10 64,5%
ETTENECE TO OUBETEPO LEDQIO ONuEio, eV POVO TO 26,3% CUUPWVNOE ] CULPUWVNOE ATTOAUTA KAl TO
9,2% diagwvnoe. Kavévag epwTtnBeic dev €TTEAEEE TO XOUNAOTEPO ONUEIO TNG KAIMOKAG.

6. Ze molov fabpo cupPuwveite pe TNV Mapakdtw dniwan: |_|:| Avtiypadn ypadhiparog
sKatavow Ta dikalwpatd pou we véog/véamou el oTnv
Eupuwrn.»

76 amavTNoELD

&0

49 (64,5%)

40

20

14 (18,4%)

D (0%) 7 (9.2%)

2xnua 6. Autoava@epouevn auupwvia pe 1n dnAwaon «Karavow ra SIKaiwuara pou wg véog/véa mou fei otnv
Eupwrn» (n = 76).

MNa va eAeyxBei katd TG00 AQUTA N AUTOAVAPEPOUEVN ETTIYVWON UETOUCIWVETAI O TTPOKTIKA yvwaon,
¢NTNBNKe atrd TOug epwWTNBEVTES av TTioTeuav OTI €ixav TO SIKAiWMA va EKPPATOUV ATToWn £4Av 0 oG
Toug B€0TMICe Kavovioud TTou agopd Toug véous. Movo 1o 7,9% dnAwaoe OTI yvwpidel TOOO OTI €XEl TO
OIKaiwpa 600 Kal TTWG va 1o aokAoel. ‘Eva emmitTAéov 50,0% yvwpile OTI TO dikaiwpua UTTApXEl aAAG dev
YVWPIZE TTWG va evepyAOEl BAcEl auTou, TO 35,5% OgV YVWPIZE AV UTTAPXEI Kav auTO To dIKAiWWA, KAl TO
6,6% TTioTEUE OTI eV DIABETEI AUTS TO dikaiwpa. MPdKeITal yia €va eUpUTEPO XAOUO HETALU ETTIYVWONG
Kal IKavOTNTag o€ oxéon pe TNV TTAPAAANAN EAANVIKA €BVIKA HEAETN, GTTOU TO 24,4% TwV £PWTNOEVTWY
ouvdUade etTiyvwon pe dIadIKAoTIKA yvwaon.
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Yes, and | know how

Yes, but I don't know how

| don't know

No, | don't believe | have this right

2xnua 7. N'vwon twv d1adIKaciwy CUUUETOXNS OTA KOIVA O€ ONUOTIKO ETTITTEDO.

Mapoduolo potiBo Tpoékuwe OTav ¢nTABNKE aTTd TOUG £PWTNOEVTES va agIoAOYrCoUV TNV KATavonor)
TOUG YIO TO TTWG pIa TTPOTOCN TTOAITN LETOTPETTETAI OE ETTIONUO VOUO 1 TOTTIKO KaVOVIoUO. AKPIBWG Ol
piooi epwTtnBEévTES (50,0%) dAwaoav 6T dev KatavooUuv kaBoAou Tn diadikaacia, To 44,7% SAAWCE OTI
€XEl LOVO Wi yevikh €ikOva, Kal uOAIG TO 5,3% Bewpei 6T yvwpilel Ta TTPAYUOTIKA OTAdIO TTOU
EUTTAEKOVTAL.

10. Exete noté alcbavBei amokAE1GPEVOC/ T AMO EVAV KOWWVLKD 1 |_|:| Avtiypadn ypapipatog
TMOALTIKO Ywpo Adyw Tou guiou, Tou untofabBpou 1 g TAUTOTNTAG
oac;

TH QNavTAoELS

@ Zuyvd

@ Mepikic gopic
® Zndvia

& MNote

2xnua 8. Karavonon tou mwg¢ pia TpoTact) TOAITN LETATPETTETAI O€ VOUO 1] TOTTIKO KavoVIouO (n = 76).

3.3 Epmédia otn Zuppetoxn ota Koiva

O1 epwTtnBévreg umopolcav va eTTIAEEOUV £€wg TPEIG TTAPAYOVTEG TTOU Toug euTTodiouv va
OUMPETEXOUV OTN AW TOTTIKWY atto@docwyv. H dyvola oxeTiké pe 1o TToU A TTWG va EEKIVIIOOUY ATAV
Katd TTOAU n ouxvoTtepn ammavinon (78,9%), akoAouBoluevn atrd Tnv avtiAnyn o1 N YAWoOoa Kal ol
oladikaoieg cival UTTEPBOAIKA TTOAUTTAOKEG KAl YPOPEIOKPATIKES (57,9%) — ol idlo1 39 €pwTnBEVTEG
(51,3% ToU OciypaTog) emméAegav akpIBws autd To Celyog padi. H €AAsipn xpovou ATtav To TPITO
OUXVOTEPO €UTTOdIO (27,6%), akoAouBouuevn aTTd TNV TTETTOIBNGCN OTI N YVWUN KATTOIOU OEV UTTOPEI
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TTPAyUaTIKG va aAAGEE! TITTOTA (14,5%). AvNOouXieg OXETIKA LE TNV AO@AAEIQ 1} TOV EVTOEIOKO XOPOKTHPA
TWV XWPWV OUUUETOXNG (2,6%) Kol n €AAelpn a&idmoTtng mpoofacng oto d1adikTuo (1,3%)
avaeépbnkav oTTavia.

Don't know where or how to start 60 (78.9%)
Language/procedures too complex & bureaucratic 44 (57.9%)

Not enough time _ 21 (27.6%)

Don't believe my opinion can change anything - 11 (14.5%)

Meeting spaces don't feel safefinclusive I 2 (2.6%)

No reliable internet/device to join online I 1(1.3%)

10 20 30 40 50 60 70

o 4

2xnua 9. Avapepoueva eutrodia aTn CUUUETOXH OTA KOIVA (TTOAAQTTAN iAoy, éwg 3).

3.4 Eptreipieg KoivwvikoU Kal MoAITikoU ATTokAgIopoU

ZnTABnKe atmmd Toug £pwTnBEéVTEG va dNAWOOUV Qv €XOUV VIWOEI TTOTE ATTOKAEIOUEVOI ATTO £vav
KOIVWVIKG A TTOMITIKO XWpo Adyw Tou QUAOU, TNG KATAYWYAS 1 TNG TAuTOTNTAG Toug. OI TTEPICTOTEPOI
EPWTNOEVTEG TO TTEPIYPAPOUV WG OTTAVIO TTAP& avUTTAPKTO: TO 51,3% dRAwWoe 6TI cupBaivel GTTAVIA Kal
éva emmITTAéov 27,6% dNAwoe OTI cupfaivel pEPIKEG QOPES, vy TO 17,1% OAAwOE TTOTE Kal TO 3,9%
OnAwoe auxvd. ZUVOAIKA, TO 31,6% TwV £pWTNOEVTWY BILOVEI TOUAGXIOTOV TTEPIOTACIAKO ATTOKAEITUO
— KATTWG UWPNAGTEPO TTOOOOTO OE OXE0N e TNV TTAPAAANAN eAANVIKEA €BVIKA pLeAETN (25,7%), YEyOvOg
TTOU eVIOXUEI TN ONRACIa TOU EVTALIOKOU oXedIACUOU OTO TTaIXVidl KEY-YOU.

8. TvuwpileTte, Og YyEVIKEC YpAUUEC, TILWC Pld TipOTaon ohitn pmopei |_|:| Avtiypadn ypadfuartog
va eEehyBel og enmionuo vopo | TOTIKO KavovIouod;

T amavTnoeLs

@ Mo, ywwpifw akpific Ta ordia me
Biofikooiag.

@ Eyxw o yevikr axiva e Sadkaciac.
® Dy, Sev ywwpitw KaBoAou.

2XAua 10. ZuxvornTa EUTTEIPIWV KOIVWVIKOU 1 TTOAITIKOU atTOKAEIoNOU TwV EpwWTNOEVTWY (n = 76).

3.5 MpooBRaocipoétnTa Tng NMoAiTikig NMAnpoeépnong
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ZntNONnKe atrd Toug epwWTNBOEVTEG va BNAWOOUV av n €TTionun TTOAITIKA TTANPO@SOPNON gival ypaupévn
pe TPOTTO KATavonTo yia Toug véoug. MOvo To 3,9% aTTavTnoe KATAQATIKA: N PEYAAN TTAEIOVOTNTA
(85,5%) dnAwoe 61 autd egaptdTtal atrd TO B€ua, evw TO 10,5% SRAWOE OTI N €TTioNUN TTANPOPOPNON
gival ouvABwg UTTEPPOAIKA TTOAUTTAOKN. ZUVOAIKA, TO 96,1% TwV £pwTNOEVTWY avTIAUBAVETAI KATTOI0
BaBué duokoAiag TNV KATAVONGON TNG ETTIONUNG TTOAITIKAG ETTIKOIVWVIAG.

mmm Yes, easy to understand
mmm Partly, depends on the topic
m=m No, usually too complex

2xnua 11. AvridauBavéuevn mpooBaciudtnra tng mionung moAITIKAS TAnPo@opnang.

3.6 Zuvn0eigg Kal MpoTinRoeig wg Trpog Ta Maiyvidia

H TeAeutaia evétnTa TOU €pwTnuaTOAOYiOU Blepelvnoe TIG OuUVRBeIEG TTaIXVIOIOU Kal TIG OTAOEIG
QTTEVAVTI OTA EKTTAIOEUTIKA TTaIXVIdIA. Z& AUTSO TO dEiypa, TA ETTITPATTECIA KAI TA party games €ival N TTI0
ONUOYIANG pop@r] OUVOAIKA (73,7%), eAA@PWG UTTPOOTA aTTd Ta Wn@IoKA Traixvidla (64,5%)- Ta
TTAIXVIOIa pe KAPTEG EXOUV ETTIONG ONUAVTIKI EKTTPOCWTTNON (36,8%), EVW Ta EMTPATTECIA TTAIXVIdIA
POAWV TTapapévouv evdla@épov pelowniag (10,5%). Mpokeital yia agloonueiwTtn avTiBeon pe TRV
eupUTEPN EAANVIKN LEAETN, OTTOU Ta Wn@Iakd TTaixvidla BpiokovTav oTnv TTpwTn B€0on — yeyovog TTou
uttodnAwvel 011 n Bdon epwTtnBéviwv Tou PYLON ONE evdéxetal va eival KATTWG TTEPIOTOTEPO
TIPOCAVATOAIGHEVN TTPOG TO KOIVWVIKO, 8IG {WoNG TTaIXVidl.

Board & party games (e.g. Monop()ly' ChESS) _ >0 (737%)

Dlgltal games (PC’ Con50|e' mOblle) _ e (645%)
Card games (classic/collectible) _ 28 (36.8%)
Tabletop role-playing games (e.g. D&D) - 8 (10.5%)
0 10 20 30 40 50 60

2xnua 12. Karavour) mpOoTILWUEVWY TUTTWV TTaIxVIOIOU (TTOAAQTTAN emmiAoyr), éwg 3).
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KEY-YOU —'ExBeon Totmikrig MeAéTng PYLON ONE
QG TTPOG TN ouXVOTNTQ, Ol TTEPICTOTEPOI EPWTNOEVTES TTAICOUV WNPIAKA TTAIXVIdIO APKETEG QPOPES TOV
pAva (61,8%) Kai Ox1 KABNUEPIVA (9,2%) I APKETES POPES TNV ERdopada (18,4%)- T0 10,5% Trailel oTTAvVIO
N TToTé Ynelaka traiyvidia. OTTwg Kal 010 eupuTEPO BEIYUA TNG KOIVOTTPASIAG, N LEYAAN TTAEIOVOTNTO
TWV £pWTNBEVTWVY €XEI TOUAAXIOTOV TTEPIOTOCIAKN EUTTEIPIO HE WNQPIGKA TTaixvidla, yeyovog Trou
evioxUel TRV KAaTaAANASGTNTA TNG udBNnong néow TTaixvISIoU wg eKTTAIOEUTIKAG TTPOCEYYIONG VIO GUTO TO
KoIVO.

Every day

Several times a week
Several times a month
Rarely or never

2xnua 13. Zuyvornta maiiuarog wneIaKwy maixvidIwV.

Otav pwTtABNKav TTOI0 OTOIXEIA TTAIXVIBIOU ATTOAAUBAVOUV TTEPIOCOOTEPO, Ol EPWTNOEVTEG EKTiLNOAV
TEPIOTOTEPO TN CUVEPYOAOIa pe AAAOUG TTAIKTEG TTPOG €vav KOIVO OTOXO (67,1%) Kal TOV AVTAYyWVIOUO
yia TN vikn (52,6%), uTTPOOTA atrd TO APNYNUATIKO TTEPIEXOUEVO (35,5%) Kal TNV €TTiIAUCN OUVOETWY
YPiQwV (28,9%). Autd UTTOdNAWVEI PEYOAUTEPN £PPACT OTOUG CUVEPYATIKOUG KAl AVTAYWVIOTIKOUG
KOIVWVIKOUG UNXaVIORoUG TTaPA OTO TTEPIEXOUEVO BACIOUEVO O€ APAyNON YIa aUTO TO GUYKEKPILEVO
KOIVO, XWPIG va aTTOKAEIETAI EVTEAWG N A@NyNUATIKA TTAAICiWOT).

Cooperation with other players toward a shared goal _ 51 (67.1%)
Competition with other players to win _ 40 (52.6%)
An interesting story, plot or narrative _ 27 (35.5%)
Solving complex puzzles or riddles _ 22 (28.9%)

30 40 50 60

2xnua 14. MNporiuwuevor unxaviouoi maixvidiou (TToAAaTTAn emiAoyn, éwg 2).

TENOG, ¢NTBNKE aTTd TOUG £pWTNBEVTEG TTOCO XPOvo Ba nTav diatebeiuévol va agiEpWOouV O€ pia
EKTTAIDEUTIKI] cuvedpia Traixvidiolu. H 1o dnuo@IAig emAoyry Atav 20 €wg 45 AeTrtd (35,5%),
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KEY-YOU —'ExBeon Totmikrig MeAéTng PYLON ONE
akoAouBoupevn oTeva atrd ouvedpieg €wg 60 AeTTTA (30,3%): TO 26,3% TTPOTILNOCE CUVEDPIEG KATW TWV
20 AeTTTWV, KaI pdvo T0 7,9% ftav d1ateBeInévo va TTaigel yia TTepIcoOTEPO ATTO pia wpa.

20 to 45 minutes

Up to 60 minutes
Less than 20 minutes
More than one hour

2xnua 15. MNporiuwuevn SIGPKEIQ EKTTAIOEUTIKWY CUVEDPIWYV TTalXVIOIOU.

Evérnra IV: AvaAuon Eptrodiwyv

4.1 ETioKoTTnON

Ta dedopéva Tou PYLON ONE evioxUouv TO KEVTPIKO OUpTTEPACUA TNG €UPUTEPNG UEAETNG TNG
Kolvotrpagiag KEY-YOU: Ta eptmddia Tou eptrodifouv Toug véoug otnv EAAGSQ va cupueTéXOuV OTN
onuéoia dwn gival Katd KUplo Adyo TTAnpogoplakd Kai d1adIKaoTIKA, OX1 VOUIKA, TEXVOAOYIKG 1 KivnTpa.
O1 epwTtnBévTeg dev eival adidgopol atmmévavtl oTn dnuoacia (wrp — amAwg dev dIaBETouV ETTAPKA
EVNUEPWON YIA TO TTWG VA CUUUETACKOUV OE QUTAV.

4.2 To Xdopa petagu Eiyvwong kai Ikavornrag

To capéoTepo eUpNUA QUTAG TNG TOTTIKAG HEAETNG €ival TO XAOUA LETAGU TNG TTETTOIBNONG OTI KATTOIOG
EXEl TTOMITIKA OIKOIWWUOTA KAl TNG YVWONG Tou TIWG va Ta aokAoel. Evw n mAgiovotnTa Twv
EPWTNBEVTWY (57,9%) TIOTEUEI OTI £XEl TO OIKAIWUA VO TOTTOBETNBEI £1Ti SNUOTIKOU KAVOVIOUOU, UOVO TO
7,9% TOU oUVOAOU ToU BEiYUaTOG YVWPICEl ETTIONG TOV uNXaviopod yia va 1o TTpdéel. To xaoua auTo givai
eupuTEPO OTO Otiypa Tou PYLON ONE O¢ oxéon pe Tnv €uputepn eAANVIKA €0vikA pueAétn (61TOU TO
QVTiOTOIXO TTO000TO NATAV 24,4%), YEYOVOG TIOU EVOEXETAI VO QVTIKATOTITPICEI OlOPOpPEG OTNV
TTponyouuevn €kBean Twv €pwWTNBEVIWY € aywyr Tou TTOAITN | BeCuIKA EUTTAOKN WETAEU Twv OUO
KavaAiwy didxuong.

4.3 Meplopiopévog Oeouikog MpapupaTiopog

AKpPIBWG ol wooi epwTnBévteg dnAwvouv 0TI dev KaTtavoouv KaBdAou TTwg wa TTpdTacn TToATN
METOATPETTETAI O€ VOUO 1 TOTTIKH TTONITIKH, KOl udvo TO 5,3% Bewpei OTI ival KOAG EVNUEPWEVO OXETIKA
pe autd. OTTwg Kal otnv TTaPAAANAN HEAETN, auTd uTTOdNAWVEI OTI O dNUOKPATIKOI BETuOi yivovTal
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KEY-YOU —'ExBeon Totrikig MeAéTng PYLON ONE
EUPEWG AVTIANTITOI WG ATTOUAKPUOUEVOI KAl BUCTTPOCITOI, AVEEAPTNTA OTTO TO AV O VEOI EKTILOUV TNV
UTTOKEIUEVN dnuokpaTikn diadikaacia.

4.4 NpéoBaon oe MoAitikn NMAnpopoépnon

H TTOAUTTAOKOTNTA TNG ETTIKOIVWVIAG ETTITEIVEI TO XAOUA ETTIYVWONG: TO 96,1% TWV £pWTNOEVTWY BewpEi
TNV eTTionun TTONITIKA TTANPo@OpPnon TOUAAXIOTOV €V pEPEI duavonTn, VW HOVO TO 3,9% Tn Bewpei
o1aBepd TTpooBdoiun. H BeAtiwon TNG OUPMETOXNG OTA KOIVA aTTaiTel €TTopévwg OxI pévo Tn
ONUIoUPYIa EUKAIPIWY CURUETOXNG, OAAG Kal TNV ETTIKOIVWVIO QUTWYV TWV EUKAIPILV O€ OTTAN, QIAIKA
TTPOG TOUG VEOUG YAWO Q.

4.5 Xpovikoi lNMeplopiopoi kai AvTIAapuBavopevn ATTOTEAECUATIKOTN T

Mépa atrd Ta Kupiapya TTANPOYOPIAKA eUTTOdIO, TTAVW aTTd TO £va TETAPTO TWV EPWTNOEVTWY (27,6%)
ava@épel EAAEIYN XpOvou, avTIKATOTITPICOVTAG TIG TTPOKTIKEG TTIECEIC TOU OUVOUAOUOU OTTOUdWY,
epyaciag Kal GAAWV UTTOXPEWOEWY: TO 14,5% au@IBAAAEl OTI N yvwun Tou UTTopEi va eTnpedoel
OUCIOOTIKA TO OTTOTEAEOUATA, YEYOVOG TTOU UTTOOEIKVUEI Eva BEUTEPEUOV —aV KAl AIlyOTEPO KUpiapxXo—
¢NTNUa avTIAapBavouevng TTOAITIKAG ATTOTEAECUATIKOTNTOG.

4.6 ATTOKA&10nOG

2xed6v TO €va TpITo Twv epwTNBEVTWY (31,6%) ava@Eépel TOUAAXIOTOV TTEPIOTACIAKN EUTTEIPIO
KOIVWVIKOU 1 TTOMITIKOU ATTOKAEIOUOU TTOU GUVOEETAI e TO QUAO, TNV KaTtaywyr A TRV TautétnTa. Av Kal
auTtd aPOoPA WA peloynia Tou deiyuaTog, TTPOKEITAl VIO APKETA peYAAN pEIOWNn@ia wWoTE va aTTAITE
OKOTTIUN TTPOC0XN OTOV OXEDIA0 O OTTOIOUDATIOTE EPYAAEIOU aywyrG TOU TTOAITN aTTEUBUVETAI GE QUTNA
TNV NAIKIOKH ouada.

Evérnra V: MNMpoTiunoeig wg mpog Ta Maiyvidia kail MpoekTdoEeIg yia
TOV 2XE0I00MO

O1 epwTnBEVTEG TOU PYLON ONE aioBdvovTal Aveta TOOO 0€ YNPIOKESG OO0 KAl OE ETTITPATTECIEG LOPPES
TaIXVIOIoU, pe pia eAa@PIA KAION TTPOG Ta €MITPATTECIA KAl TA party games £vavTl TOU Wn@lakou
Taixvidlol — éva XPNoILo onua OTI To TTaIxVidl KEY-YOU Kal N OUVOJEUTIKY TPATTOUAQ KapTwv Ba
TTPETTEI VO OXEOIAOTOUV WG CUUTTANPWUOTIKEG Kal OXI AVTAYWVIOTIKEG HOPPES, KOBWS auTO TO KOIVO
dn aoXOA&iTal EUKOAA UE TO ETTITPATTECIO, KOIVWVIKO TTAIXVidI.

O1 ouvePYOTIKOI KAl OVTAYWVIOTIKOI UNXAVIOROi TTPOTIMWVTAlI Kal ol dUuo éviova €vavil Tou
Q@NYNUATIKOU TTEPIEXOUEVOU KOl TWV YPIQWY AOYIKAG, YEYOVOG TTOU UTTOONAWVEI OTI TO TTaIXVvidl
KEY-YOU Ba 1Tpétrel va OOUAOEl TO TTEPIEXOUEVO LABNONG YIa Ta KOIVA YUPW ATTO douNpEVN KOIVWVIKN
aAAnAeTTiOpacon — dIATTPAYUATEUCH, KOIVOUG OTOXOUG KAl ONuEia atTroQacng TTPOCWITO-UE-TTPOCWTTO
— avTi va BacifeTal KUpiwg O€ Wi YPAUUIKA I0TOPIA VIO TN LETOPOPA TOU EKTTAIOEUTIKOU TTEPIEXOUEVOU.

H mrpotipwuevn didpkeia auvedpiag (20—-60 AeTTTé yia TNV TTAEIOVOTNTA TWV EPWTNOEVTWY) UTTOOTNPICEI
évav apBpwtd oxediaocud aTov otroio KABe Ke@AAaio TraixvidlioU TTapadidel Eva TTAAPES, AUTOTEAEG
OEVAPIO OXETIKO UE TO KOIVA, ETTITPETTOVTAG TN XPHon Tou TTaixVvidioU ue eueAifia o€ OXOAIKEG aiBouoeg,
EPYOOTAPIO VEWV I ATOUIKO TTAIXVIiOI.
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KEY-YOU —'ExBeon Totrikig MeAéTng PYLON ONE

EvoTnTa VI: ZuoTdoeig yia Tov ZXediaoud Tou Maixvidiou KEY-YOU

e AWOTE TTPOTEPAIOTNTA O TTPOKTIKOUG, BAMO-TTPOG-BHAUA LNXAVIOUOUG CUUUETOXNG EVAVTI TNG
a@nPNUEVNG eKTTAIdEUONG € OIKAIWUATA — O TTAIKTEG Ba TTPETTEI VA LABOUV CUYKEKPIMEVA TTWG
va uttodAouv wia TTpdTacH, va TTapeupebolv o€ dnudaoia diaBoUAeuan i va ETTIKOIVWVAOOUV UE
TOTTIKA apxr], OX!I ATTAWG OTI DIKAIOUVTAI VA TO KAVOUV.

o Anuioupynote PEAMIOTIKEG, ATTAOTTOINUEVEG TTPOCOUOIWOEIS TNG BEOUKAS AAWNG atTo@docwy,
KaBwGg o1 piooi epwTnBEVTEG eV DIABETOUV ETTI TOU TTAPOVTOG KAVEVA VONTIKO LOVTEAO YIQ TO TTWG
QIa TTPOTAC TTONITN METATPETTETAI GE TTONITIKH.

e AWOTE €upAcn OTOUG OUVEPYATIKOUG KAl QvTAYWVIOTIKOUG KOIVWVIKOUG pNXaviopoug —
opadikoUg OTOXoUG, dIaTpaypdTeucn Kal onueia ammé@acng TTPOCWTTO-pE-TTIPOCWTTIO —
QVTIKATOTTTPICOVTAG TIG ONAWUMEVES TTPOTILACEIG TTAIXVIOIOU auTOU TOU KOIVOU TTEPICTOTEPO aTTd
évav oxedIaouo UE TTPOTEPAIOTNTA OTAV APriynon.

o XpnoipotroifoTe atmAfl YAWooa, Xwpig opoAoyia, o€ OAO To TTaixVidl, atreuBuvouevol aueca oTo
eupnua 0TI TO 96,1% TWV EPWTNOEVTWY BEWPEI TNV ETTIONUN TTOAITIKA ETTIKOIVWVia TOUAAXIOTOV £V
uépel duovontn.

e AounoTe TO TTEPIEXOUEVO OE apOPWTA KEQAAQIA 20-45 AETITWV TTOU KTTOPOUV va OAOKANpwBouv
avedptnta, TAIPIGJOVTAG WE TNV TTPOTILWHEVN OIGPKEID OUVEDPIaG Twv £pwTNBEVTWY Kal
uTT00TNEICOVTOG TN XPAON TOOO 0€ OXOAIKH TAEN 600 Kal € ATUTTA TTAQiCIa Epyaaiag pe vEoug.

o 2XedIAOTE £va CUVOOEUTIKO QUOIKO/ETTITPATTECIO OTOIXEIO TTAPAAANAQ pE TO WNQIAKO dWUATIO
dlapuyng, dedouévng TNG I0XUPNG UTTApXoUo s evaoXdAnong auTig TNG NAIKIOKHG opddag e Ta
EMTPATTECIA KAl TA party games.

o Evowpatwote  evraflok  avamapdoTacn  XOPAKTAPWY Kol TTOAAGTTIAEG  OTITIKEG,
QVTIKATOTITPICOVTOG TO YEYOVOG OTI OXEDOV TO £va TPITO TWV EPWTNOEVTWY AVAPEPEI TOUAGXIOTOV
TTEPIOTACIOKK] EUTTEIPIA KOIVWVIKOU H TTOANITIKOU ATTOKAEIOPOU.

EvoTnTa VIl: ZURTTEPAC LA

H mmapouoa TOTTIKA HEAETN aTToTEAET TNV avegdpTnTn ocuuBoAn Tou PYLON ONE oTn BdAon Tekunpiwong
TOou KEY-YOU OXETIKA pE TN GUUUETOXN TwV VEWV OTA KOIVA Kal TN pudénon péow Traixvidiol oTnv
EAANGSQ. Ta eupAuata emBeRalwvouy, Kal 0€ APKETA onueia o§Uvouyv, TNV €IKOVA TTOU TTPOKUTITEI ATTO
TNV €upUTEPN HEAETN TNG KOIVOTTPAEIaG: oI véol gival yevikd OeTIKOi atTévavTl 0T OnNUOKPATIKN
OUMMETOXN KATapXAV, OAAG wia onuavTikr TTAEIoVOTNTA OV BIABETEI TNV TTPAKTIKY, SIASIKACTIKI yvWon
TTOU QTTAITEITAI VIO VO EVEPYNOEI BATEI AUTOU TOU evOIAPEPOVTOG. MOVO TO 7,9% TWV £pWTNBEVTWY TOU
PYLON ONE ocuvduddlel £TTiyvwon ToUu SIKAIWHATOG TOUG VO CUMUETEXOUV WLE TN YVWON TOU TTWG VA TO
mpdatouv, evw oI wooi dnAwvouv OTI dgv KaTavooUV KaBOAOU TIWG Ol TTPOTACEIG TTONITWV
UETATPETTOVTOI O€ TTOANITIKH.

Ta kKevd autd o@eilovTal o€ TTANPOPOPIOKA KAl ETTIKOIVWVIOKA EUTTOdIA KAl OXI € EAAEIPN KIVATPOU,
EVIOYXUOUEVA ATTO £va TTPAYUATIKO —av KOl OEUTEPEUOV— LOTIBO aTTOKAEIGUOU TTOU £TTNPEACEI OXEOOV
TO éva TPITO TWV £PWTNBEVTWY. Z€ oUVOUAOUO UE TN OOPN TTPOTIUNGN AUTAG TNG NAIKIAKNG ouddag yia
OUVEPYATIKO, KOIVWVIKA TTPOCAVATOAIOUEVO TTaIXVIOI TOOO O WNOIOKEG OCO0 KAl O EMTPATTECIES
HOPPEG, TA EUPHUATA AUTA TTPOCPEPOUV EVA CUYKEKPIUEVO, TEKUNPIWUEVO BEUEAIO YIa TOV OXESIOOUO
Tou TTaIXVIOIOU KEY-YOU: éva epyaAcio o€ atmAr} yAwooa, apBpwTo Kal KOIVWwVIKA d1adpacTIKO, TTou
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010dokel oToug véoug Oyl pévo Trola gival Ta TTOMITIKA TOUG JIKIWWHOTA, GAAG Kal TTWG va Td
XPNOILOTTOIoUV.
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Seccao I: Introdugao e Resumo
1.1. Objetivos: O quadro do projeto KEY-YOU e os objetivos locais

Este estudo local foi realizado no ambito do projeto europeu KEY-YOU: Conhecimento
Criativo e Envolvimento Orientado para a Diversidade para a Participacdao dos Jovens
UNLOCKED. O projeto visa reforgar a participagao civica, a igualdade e a inclusdo entre os
jovens, com especial atengdo aos grupos sub-representados.

A nivel local, o estudo portugués centra-se nas experiéncias e perce¢des dos jovens com
idades compreendidas entre os 18 e os 30 anos relativamente a participa¢do civica, a
consciéncia dos direitos, a compreensao dos processos democraticos e institucionais, aos
obstaculos a participacdo e as preferéncias em relacdo a aprendizagem baseada em jogos
(GBL). O objetivo ndo é apenas identificar os desafios existentes, mas também traduzir estas
conclusdes em recomendacdes praticas para o desenvolvimento da «escape room» digital

educativa do projeto e do jogo complementar baseado em cartas.

O estudo é particularmente relevante no contexto portugués, uma vez que os dados incluem
jovens que vivem tanto em zonas urbanas como rurais e participantes com diferentes
contextos sociais, educativos e socioecondmicos. O inquérito abrangeu jovens com origens
migrantes ou refugiadas, pertencentes a minorias étnicas ou culturais, com deficiéncias
fisicas ou dificuldades de aprendizagem, e com dificuldades financeiras ou de baixos
rendimentos. Isto proporciona uma oportunidade para analisar as barreiras que afetam
jovens em diferentes circunstancias, em vez de se centrar num Unico perfil de juventude.

A investigacdo incorpora também evidéncias qualitativas do workshop «KEY-YOU: Fostering
Cooperation», realizado em Braga, Portugal. O relatdrio final de avaliagcdo de impacto
documenta uma atividade de dois dias que envolveu 30 jovens participantes de diversas
origens sociais e culturais, incluindo jovens de grupos marginalizados e
socioeconomicamente vulneraveis e de familias de imigrantes. Os participantes estiveram
envolvidos ndo sé como formandos, mas também como co-criadores de ideias para a futura
«escape room» digital e para o jogo de cartas tematico.

O estudo local tem, portanto, quatro objetivos interligados:

e avaliar a sensibilizagdo dos jovens para os direitos civicos e 0s processos
democraticos;

e identificar as barreiras estruturais, informativas e psicolégicas que afetam a
participagao;

e compreender os habitos e preferéncias locais em matéria de jogos, relevantes para a
concecao do GBL;

e e traduzir as experiéncias e ideias co-criadas pelos jovens em recomendacgdes de
concecao exequiveis para o jogo KEY-YOU.

O relatério estd estruturado de forma a avancar da metodologia de investigacdao e dos
resultados empiricos para uma analise das barreiras a participacdo mais significativas e, por
fim, para recomendacdes relativas a uma ferramenta de GBL experiencial, inclusiva e
relevante a nivel local.



1.2. Abstract: Overview of Key Regional Findings & Proposal for GBL Recommendations

This local study combines quantitative evidence from a survey of 75 young people aged
18-30 with qualitative evidence from the KEY-YOU Fostering Cooperation workshop in Braga,
for which the supplied impact evaluation report documents 30 young participants.

The quantitative findings indicate that young people have a degree of awareness of their
civic rights, but that practical knowledge is substantially weaker. While 57.3% of survey
respondents agreed or strongly agreed that they understood their rights as young people
living in Europe, 42.7% were neutral, unsure or disagreed. Furthermore, 80% recognised that
they had the right to express their opinion if their city introduced a new rule affecting young
people, but only 40% both recognised this right and knew how to exercise it. A further 40%
knew they had the right but did not know how to act on it. Understanding of democratic
procedures was weaker still: only 18.7% reported knowing the exact steps through which a
citizen's idea becomes an official law or municipal regulation, while 32% had no idea how
the process works.

The main participation barriers identified in the survey were lack of time (45.3%),
complicated and bureaucratic language and processes (42.7%), not knowing how or where
to start (32%), and participation spaces not feeling safe, welcoming or inclusive (30.7%). In
addition, 24% did not believe that their voice would really change anything. These results
correspond closely with the qualitative KEY-YOU findings, in which participants highlighted
information gaps, bureaucratic procedures, language barriers, time constraints, financial
limitations, limited youth-friendly participation opportunities and a perceived distance from
decision-makers.

The qualitative workshop also indicated that young people see potential in digital
technologies as tools for civic engagement, although digital platforms are not always used
strategically for democratic participation. Participants developed ideas around youth
participation, fact-checking and media literacy, privacy and digital rights, sustainability and
community action, communication and advocacy, and digital solutions for social impact.
Specific ideas documented in the impact evaluation included digital voting platforms,
fact-checking applications, transparency portals, youth consultation tools, online mentorship
networks and platforms connecting young people with policymakers.

The gaming data suggest strong potential for GBL. 70.7% of respondents selected card
games, 69.3% selected videogames across PC, console or mobile, and 68% selected board or
group games. In terms of digital gaming frequency, 58.7% reported playing digital games
every day or several times a week. The most popular gameplay element was solving complex
puzzles, riddles or logic challenges (61.3%), followed by cooperation (57.3%) and narrative
engagement (54.7%). Competition was selected by only 25.3%. Regarding session duration,
41.3% preferred 20-45 minutes, and 70.6% preferred a session lasting between 20 and 60
minutes.



Taken together, the findings support a GBL approach based on practical civic participation,
realistic institutional scenarios, accessible and plain-language information, collaborative
problem-solving, narrative-driven dilemmas, and relatively short and modular gameplay
sessions. The strongest design opportunity lies in using game mechanics to bridge the gap
between knowing that civic rights exist and understanding how those rights can be exercised
in practice.

Section Il. Methodology

2.1. Research Design and Common Methodology Framework

This local study was designed as a mixed-method research exercise, combining quantitative
survey data with qualitative evidence from the KEY-YOU workshop in Braga.

The quantitative component targeted young people aged 18—-30 and collected 75 responses.
The questionnaire examined demographic characteristics, awareness of civic rights,
understanding of democratic processes, participation barriers, experiences of social and
political exclusion, accessibility of political information, and gaming habits and preferences.

The qualitative component formed part of the KEY-YOU: Fostering Cooperation workshop in
Braga. According to the supplied final impact evaluation report, the activity was
implemented over two days and involved 30 young participants from diverse social and
cultural backgrounds. The workshop combined pre- and final assessment surveys with
open-ended questions, simulations, role-plays, debates, quizzes, collaborative challenges,
thematic working groups and co-creation activities.

The two components serve complementary purposes. The survey provides descriptive
evidence from a broader group of 75 young people, while the Think-Tank/workshop
evidence provides deeper qualitative insight into barriers, learning experiences, participant
motivations and co-created ideas for the future GBL tools.

The research therefore follows the KEY-YOU local-study logic of linking civic knowledge,
perceived participation barriers and gaming preferences to the design of educational tools.

2.2. Questionnaire Development and Translation

The quantitative data were collected through a structured questionnaire addressing the core
themes defined for the KEY-YOU local study. The questionnaire includes demographic
guestions followed by questions addressing civic rights awareness, practical participation,
understanding of democratic processes, participation barriers, experiences of exclusion,
accessibility of political information, gaming habits, gameplay preferences and preferred
educational-game duration.



The supplied response data contain the questionnaire items in Portuguese, ensuring that the
guestions used for the Portuguese sample are presented in language appropriate to the local
context.

The available documentation does not provide details of the questionnaire's original drafting
process, translation workflow, or any back-translation procedure. Consequently, no
additional methodological claims concerning translation validation are made in this report.

2.3. Data Collection Platform and Dissemination Strategy
The quantitative component was conducted as an online survey, resulting in 75 responses.

The available information confirms the number and characteristics of the respondents but
does not specify the exact survey platform, dates of collection, or dissemination channels
used to reach participants. These details are therefore not inferred in this report.

The qualitative data were collected through the two-day KEY-YOU workshop in Braga,
Portugal, using participatory and co-creation methods. The final impact evaluation reports
the use of pre- and final assessment surveys, open-ended questions, simulations, role-plays,
debates, quizzes, collaborative challenges and thematic working groups.

The qualitative workshop also served as a co-design environment in which participants
developed ideas for the future digital escape room and card-based game.

2.4. Ethical Considerations

The available material confirms that the quantitative survey was conducted as a research
activity within the KEY-YOU project and that the data presented in this report concern
aggregated responses rather than individual identities.

However, the supplied documentation does not provide a detailed description of the specific
consent procedure, privacy statement, data-retention arrangements or withdrawal
procedure used for the online questionnaire. These elements are therefore not described
beyond the information directly available.

The report does not reproduce any personally identifiable information, and all survey
findings are presented in aggregated form.

The qualitative workshop likewise provided a group-based and participatory setting for
discussion, reflection and co-creation. The findings presented here concern collective
themes, learning outcomes and documented ideas rather than individual personal
identifiers.

2.5. Sample Characteristics and Target Group



The quantitative target group was young people aged 18-30, in accordance with the
KEY-YOU study framework. A total of 75 responses were collected, meeting the project's
stated minimum target of 75 survey responses.

The quantitative sample covers the entire 18-30 age range and includes respondents living
in both urban and rural areas. The sample also includes young people in different
educational and employment situations and respondents belonging to several groups
identified in the framework as potentially facing additional barriers to participation.

In the qualitative component, the supplied final impact evaluation report documents a
cohort of 30 participants in the Braga workshop. These participants came from different
social and cultural backgrounds, with intentional inclusion of young people from
marginalised communities, socio-economically vulnerable backgrounds and immigrant
households.

The available documentation does not provide a detailed age-by-age or gender breakdown
of the 30 workshop participants. These characteristics are therefore not estimated in the
present report.

2.6. Questionnaire Structure

The questionnaire followed a thematic structure designed to examine both civic
participation and gaming preferences.

The first part collected demographic information, including age, gender, current situation,
urban/rural residence and identification with groups that may face additional barriers.

The second part examined awareness of civic rights and democratic processes. Questions 6,
7 and 8 addressed respondents' understanding of their rights, their perceived right to
express an opinion on local rules, and their understanding of how a citizen's idea can
become an official law or municipal regulation.

The following section examined barriers to local participation. Question 9 asked respondents
to select up to three main reasons preventing them from becoming involved in local
decisions.

Questions 10 and 11 examined experiences of social or political exclusion and perceptions of
the accessibility of official political information.

The final part examined gaming habits and preferences. Question 12 addressed preferred
game formats, Question 13 addressed frequency of digital gaming, Question 14 addressed
preferred gameplay elements, and Question 15 examined preferred session length for an
educational game such as a digital escape room.

2.7. Data Analysis Procedure



The quantitative data were analysed using descriptive statistics, focusing on response
frequencies and percentages.

The analysis of Questions 6—8 was used to identify patterns in civic-rights awareness and
practical knowledge of democratic procedures. Question 9 was analysed to identify the
principal structural and perceived-efficacy barriers to participation. Questions 10 and 11
were examined as complementary indicators of inclusion and information accessibility.

Questions 12-15 were analysed to identify game-format familiarity, digital gaming
frequency, preferred gameplay mechanics and preferred gameplay duration.

The qualitative material from the KEY-YOU workshop was analysed in the supplied impact
evaluation report through comparison of pre- and final assessment scores and thematic
analysis of open-ended responses. The report documents an increase in average
self-reported competency scores from 3.91/5 in the pre-assessment to 4.58/5 in the final
assessment, with improvements across all assessed competency areas.

The combined analysis in this local study therefore uses the survey to identify the
distribution of perceptions among 75 respondents and the qualitative material to provide
complementary evidence about participant experiences, barriers and co-created ideas.

No inferential statistical analysis or causal testing is presented.

2.8. Methodological Limitations
Several limitations should be considered when interpreting the findings.

First, the quantitative survey provides a descriptive snapshot of the 75 respondents and
should not be interpreted as statistically representative of the entire population of young
people in Portugal. The supplied documentation does not provide a probability-based
sampling frame.

Second, the exact dates, platform and dissemination channels used for the online
guestionnaire are not documented in the information provided.

Third, Question 12 combines PC, console and mobile videogames into a single category.
Consequently, the data cannot determine whether mobile phones, PCs or consoles are
preferred individually. Any recommendation concerning a specifically mobile-first or PC-first
design would therefore require additional evidence.

Fourth, the survey does not contain a direct measure of institutional trust. The report can
therefore discuss perceived political efficacy based on the statement that respondents do
not think their voice will change anything, but it cannot present institutional distrust as a
directly measured quantitative variable.

Fifth, the qualitative workshop documentation confirms the participation of 30 young
people but does not provide a complete demographic breakdown by age and gender. These
characteristics cannot therefore be analysed separately for the qualitative cohort.



Finally, the survey percentages describe the respondents' reported perceptions and
behaviours. They should therefore be interpreted as self-reported evidence rather than as
objective measures of civic competence or participation.

Section Ill. Results

3.1. Demographic Profile of Respondents

A total of 75 valid responses were collected from young people aged 18-30. The results
provide an overview of the demographic characteristics of the respondents and establish the
context in which their perceptions of civic participation, democratic processes and gaming
preferences should be understood.

Figure 1. Age Distribution

The age distribution reflects the target population of the study, with respondents
represented across the full 18—30 age range. The largest age group was 30-year-olds (12%),
followed by 18-year-olds (10.7%) and 27-year-olds (9.3%). Participants aged 21, 24 and 25
each represented 8.0% of the sample, while the remaining age groups accounted for
between 5.3% and 6.7% each.

Although the number of respondents was not equally distributed across all age groups, the
survey successfully captured perspectives from every age within the target range. This
provides a broad overview of perceptions across different stages of young adulthood.

1. Que idade tens?
75 responses

10.0
8 (10.7%)

5 (6.7%) 5 (6.7%)

Figure 2. Gender Distribution

Regarding gender, 41.3% of respondents identified as female and 29.3% as male. A further
13.3% identified as non-binary or diverse, while 16% preferred not to answer.

The sample therefore includes perspectives from different gender groups, while also
reflecting a proportion of respondents who chose not to disclose their gender. This diversity

10



is relevant when considering experiences of inclusion, exclusion and accessibility in civic
participation.

2. Como descreves o teu género?
75 responses

@ Feminino
@ Masculino

Nao binario / Diverso
@ Prefiro nao responder

Figure 3. Current Educational and Employment Situation

Participants were also asked to describe their current situation. The largest group, 28%,
reported working either full-time or part-time. A further 20% were attending school or
university, while 18.7% were undertaking vocational training.

Another 18.7% reported carrying out unpaid work, volunteering or care work, and 14.7%
indicated that they were not currently studying, working or participating in training.

The distribution demonstrates that the survey reached young people with different
educational, professional and personal circumstances. This is relevant because the
availability of time and opportunities for civic participation may vary according to young
people's everyday responsibilities.

3. Qual das seguintes opgdes descreve melhor a tua situagao atual?
75 responses

@ A frequentar a escola ou a universidade

@ A frequentar formag&o profissional
A trabalhar a tempo inteiro ou a tempo
parcial

@ Na3o estou atualmente a estudar, a
trabalhar nem em formagao

@ A realizar trabalho ndo remunerado,
voluntariado ou prestacéo de cuidados

Figure 4. Place of Residence
The geographical distribution of respondents shows that 61.3% lived in urban areas, while

38.7% lived in rural areas. No respondent selected the option indicating uncertainty about
their area of residence.
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Although urban respondents represent the majority of the sample, the inclusion of almost
four in ten respondents from rural areas provides an important perspective on youth
participation across different local environments.

4. Como descreverias a zona onde vives?
75 responses

@ Urbana (cidade ou zona urbana)
@ Rural (campo ou zona rural)
Nao tenho a certeza

Figure 5. Self-ldentification with Groups That May Face Additional Barriers

The survey also examined whether respondents identified with groups that may experience
additional barriers to participation. Because respondents could select multiple options, the
categories are not mutually exclusive.

The largest specific group was respondents who reported financial difficulties or a
low-income background (24%), followed by those with a migrant or refugee background
(17.3%), those reporting a physical disability or learning difficulty (13.3%), and those
identifying with an ethnic or cultural minority (9.3%). A further 16% preferred not to answer,
while 25.3% selected none of the listed options.

The inclusion of respondents from these different backgrounds is particularly relevant to the
KEY-YOU framework, which places specific emphasis on under-represented groups and on
understanding the factors that may affect equal access to civic participation.

5. Identificas-te com algum dos seguintes grupos? (Seleciona todas as opgdes aplicaveis).
75 responses

Tenho contexto migratério ou de
refugiado/a

Pertengo a uma minoria étnica ou
cultural

Tenho uma deficiéncia fisica ou
uma dificuldade de aprendizag...

Enfrento dificuldades financeiras

0
ou venho de um contexto de b... 18 (24%)

Nenhuma das opgées anteriores 19 (25.3%)
Prefiro ndo responder 12 (16%)

0 5 10 15 20
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3.2. Awareness of Civic Rights and Democratic Processes
Figure 6. Self-Reported Awareness of Civic Rights

One of the central objectives of the study was to examine how young people perceive their
understanding of their civic rights. Respondents were asked to rate their agreement with the
statement, “l understand my rights as a young person living in Europe.”

The results show a generally positive perception of rights awareness. 40% agreed with the
statement and a further 17.3% strongly agreed. However, 24% selected the neutral or
unsure option, while 18.7% disagreed. No respondent strongly disagreed.

Overall, 57.3% of respondents expressed confidence in their understanding of their rights. At
the same time, the relatively large proportion of neutral or uncertain responses indicates
that a substantial part of the sample does not have a clear level of confidence regarding its
civic rights.

6. Até que ponto concordas com a seguinte afirmagéo: “Compreendo os meus direitos enquanto

jovem a viver na Europa.”
75 responses

@ Discordo totalmente
@ Discordo
Neutro/a / Nao tenho a certeza
@ Concordo
@ Concordo totalmente

Figure 7. Knowledge of Civic Participation Procedures

To assess whether perceived rights awareness translates into practical participation,
respondents were asked whether they believed they had the right to express their opinion if
their city introduced a new rule affecting young people.

The results show that 40% both recognised this right and knew how to exercise it. Another
40% recognised the right but did not know how to do so. A small proportion, 1.3%, did not
believe they had this right, while 18.7% did not know whether they had it.

These findings indicate that formal awareness of a civic right is considerably more
widespread than knowledge of how to use that right in practice. While 80% recognised the
existence of the right to express an opinion, only half of these respondents also knew how to
exercise it.
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7. Se atua cidade criar uma nova regra que afete os jovens, acreditas que tens o direito de

expressar a tua opiniao?
75 responses

@ Sim, e sei como o fazer.
@ Sim, mas n&o sei como o fazer.

Nao, nao acredito que tenha essa
direito.

@ Nao sei.

Figure 8. Understanding of Democratic Decision-Making Processes

Respondents were also asked whether they knew, in general, how a citizen's idea becomes
an official law or municipal regulation.

Only 18.7% reported knowing the exact steps involved. Almost half of the respondents
(49.3%) said that they had a general idea of how the process works, while 32% reported
having no idea.

The results therefore show that detailed understanding of democratic and institutional
processes is considerably less developed than general awareness of civic rights. This finding
is particularly relevant for the project's objective of developing tools that can strengthen
practical civic knowledge and participation skills.

8. Sabes, de forma geral, como é que a ideia de um/a cidadao/a se transforma numa lei oficial ou

num regulamento municipal?
75 responses

® sim, conhego os passos exatos.

@ Tenho uma ideia geral de como
funciona.

Néo, ndo fago ideia.

3.3. Barriers to Civic Participation
Figure 9. Reported Barriers to Civic Participation

Participants were asked to identify up to three main factors preventing them from becoming
involved in local decision-making.
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The most frequently reported barrier was lack of time, selected by 45.3% of respondents.
This was followed closely by the perception that language and processes are too
complicated and bureaucratic (42.7%).

A further 32% reported that they did not know how or where to start, while 30.7% stated
that meeting spaces did not feel safe, welcoming or inclusive for someone like them. 24%
felt that their voice would not really change anything, and 17.3% identified unreliable
internet access or the lack of an appropriate device as a barrier to online participation.

The distribution indicates that barriers are varied and extend beyond technological access.
Time constraints, procedural complexity, uncertainty about how to participate and
perceptions regarding the inclusiveness or effectiveness of participation spaces all appear in
the responses.

9. Quais sao os principais motivos que te impedem de te envolveres nas decisdes locais?

(Seleciona até 3 opgdes).
75 responses

Nao sei como ou por onde
comegar.

24 (32%)

A linguagem e os processos sdo
demasiado complicados e buro...
Nao acho que a minha voz va
realmente mudar alguma coisa.

32 (42.7%)
18 (24%)

Nao tenho tempo suficiente. 34 (45.3%)

Os espagos de reunidao ndo me
parecem seguros, acolhedores...
Nao tenho uma ligagéo a Internet
fiavel ou um bom dispositivo pa...

23 (30.7%)

3.4. Experiences of Social and Political Exclusion
Figure 10. Frequency of Participants' Experiences of Social or Political Exclusion

The survey also examined whether respondents had ever felt excluded from a social or
political space because of their gender, background or identity.

The results show that 24% reported never experiencing such exclusion, while 29.3% stated
that it had happened rarely. However, 28% reported experiencing exclusion sometimes and
18.7% frequently.

Overall, 46.7% of respondents therefore reported having experienced this type of exclusion
at least sometimes.

Although the responses show that not all young people experience exclusion regularly, the

proportion reporting occasional or frequent exclusion remains relevant to the project's focus
on inclusive participation and under-represented groups.
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10. Ja alguma vez te sentiste excluido/a de um espago social ou politico devido ao teu género,
contexto ou identidade?

75 responses

@ Frequentemente

@ As vezes
Raramente

@ Nunca

3.5. Accessibility of Political Information
Figure 11. Perceived Accessibility of Official Political Information among Young People

Another important aspect examined by the survey was whether official political information
is communicated in a way that young people can easily understand.

Only 17.3% of respondents considered official political information easy to understand. The
largest group, 50.7%, stated that its accessibility depends on the topic, while 32% considered
it normally too complicated.

These findings indicate that political communication remains a significant challenge for a
large proportion of the sample. Even where information and participation opportunities are
available, difficulties in understanding official communication may make it harder for young
people to identify opportunities for participation and engage confidently with civic
processes.

11. Sentes que a informagao oficial sobre politica é escrita de uma forma fécil para os jovens

compreenderem?
75 responses

@ Sim, é facil de compreender.
@ Parcialmente, depende do tema.

Nao, normalmente é demasiado
complicada.
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3.6. Gaming Habits and Preferences
Figure 12. Distribution of Participants' Preferred Game Types

The survey explored the types of games respondents like to play or regularly engage with.
Card games were the most frequently selected format, chosen by 70.7% of respondents.
This was followed by videogames across PC, console or mobile platforms (69.3%) and board,
group or party games (68%). A further 36% selected paper-and-pencil role-playing games.

These results demonstrate that respondents are familiar with a broad range of game
formats, including both digital and analogue experiences. This diversity is relevant to the
KEY-YOU project because it suggests that young people may be receptive to different forms
of game-based interaction.

It should be noted that the videogame category combines PC, console and mobile games.
The results therefore demonstrate broad videogame familiarity but do not allow direct
comparison between these individual devices.

12. Que tipos de jogos gostas de jogar e/ou costumas jogar regularmente? (Seleciona até 3
opgoes).
75 responses

Videojogos (PC, consola ou

) . 52 (69.3%)
jogos para telemovel)

Jogos de tabuleiro e jogos de
grupol/festa (por exemplo,
Monopoly, Xadrez)

Jogos de cartas (por exemplo,
jogos de cartas classicos ou
jogos de cartas colecionaveis)
Jogos de interpretacédo de papéis
com papel e caneta (por
exemplo, Dungeons & Dragons)

0 20 40 60

51 (68%)
53 (70.7%)

27 (36%)

Figure 13. Frequency of Digital Game Playing

Regarding the frequency of digital gaming, 18.7% of respondents reported playing every day,
while 40% played several times per week. A further 25.3% played several times per month,
and 16% reported playing rarely or never.

Overall, 58.7% of respondents therefore play digital games every day or several times per
week. At the same time, the presence of a smaller group with little or no regular digital
gaming experience indicates that educational game design should remain accessible to
participants with different levels of familiarity with gaming.
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13. Em média, com que frequéncia jogas jogos digitais?
75 responses

@ Todos os dias.

@ Algumas vezes por semana.
Algumas vezes por més.

@ Raramente ou nunca.

Figure 14. Participants' Preferences for Gameplay Features When Playing Games

Respondents were asked to identify the game elements they enjoy most, selecting up to two
options.

The most popular element was solving complex puzzles, riddles or logic challenges (61.3%).
This was followed by cooperation with other players towards a common goal (57.3%) and
following a story, universe or engaging narrative (54.7%).

Competitive gameplay was selected by 25.3% of respondents, making it considerably less
popular than the other three elements.

The results therefore show a particularly strong preference for gameplay that combines
problem-solving, collaboration and narrative engagement. These preferences are highly
relevant to the development of the KEY-YOU digital escape room, as they support an
interactive rather than purely informational learning experience.

14. Quando jogas um jogo, de quais destes elementos gostas mais? (Seleciona até 2 opgdes).

75 responses

Seguir uma histéria, um universo

. 41 (54.7%)
ou uma narrativa envolvente.

Cooperar com outros jogadores
para alcangar um objetivo
comum.

43 (57.3%)

Testar as minhas competéncias
contra outros jogadores para
ganhar.

19 (25.3%)

Resolver puzzles complexos,

o
enigmas ou desafios de ldgica. 46 (61.3%)

Figure 15. Preferred Duration of Educational Game Sessions

Finally, respondents were asked how much time they would ideally spend playing an
educational game, such as a digital escape room, during a single session.
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The most popular choice was 20-45 minutes, selected by 41.3% of respondents. A further
29.3% preferred sessions lasting up to 60 minutes, while 17.3% preferred less than 20
minutes. Only 12% indicated a preference for sessions lasting more than one hour.

Overall, 70.6% of respondents preferred an educational game session lasting between 20
and 60 minutes. These findings suggest that the future KEY-YOU game should favour
relatively short and focused gameplay experiences capable of fitting around the everyday
schedules of young people while still providing meaningful learning outcomes.

15. Quanto tempo gostarias de passar a jogar um jogo educativo, como um escape room digital, de

uma so6 vez?
75 responses

@ Menos de 20 minutos
@ Entre 20 e 45 minutos

Até 60 minutos
@ Mais de uma hora
@ Nenhum.

Section IV. Barrier Analysis
4.1. Overview: Informational and Institutional Barriers

The combined findings indicate that youth participation barriers in the Portuguese study are
strongly related to information, procedural complexity, practical constraints and perceived
influence.

The quantitative evidence does not suggest that the principal challenge is a complete
absence of awareness of civic rights. Instead, the findings reveal a recurring difficulty in
understanding how civic participation works in practice, how to navigate institutions and
whether participation is likely to have meaningful consequences.

The qualitative KEY-YOU workshop reinforces these findings. Participants identified
information gaps, fragmented information, bureaucratic procedures, language barriers and
limited opportunities for meaningful dialogue with decision-makers as recurring obstacles.

4.2. The Gap Between Rights Awareness and Practical Participation

The most significant finding in Questions 6—8 is the gap between general rights awareness
and practical participation competence.
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Although 57.3% agreed or strongly agreed that they understood their rights, only 40% both
recognised the right to express an opinion on a new city rule and knew how to exercise that
right.

Another 40% knew they had the right but did not know how to act on it.

This means that awareness of democratic rights does not necessarily translate into the
ability to use those rights effectively.

For the KEY-YOU project, this gap represents an important opportunity for experiential
learning. A game can move beyond explaining that participation is possible and instead allow
players to explore how participation actually happens.

4.3. Limited Institutional Literacy

Question 8 shows that only 18.7% of respondents know the exact steps through which a
citizen's idea becomes an official law or municipal regulation.

A further 49.3% have only a general idea, while 32% have no idea.
These results suggest a substantial lack of institutional literacy. Young people may recognise
democratic participation as valuable but still find institutions, procedures and

decision-making pathways difficult to understand.

This finding is also reflected in the qualitative workshop, where participants reported
fragmented information and difficulties accessing relevant participation mechanisms.

The GBL tool should therefore make institutional processes concrete, visible and interactive.

4.4. Access to Political Information
Communication complexity is a major barrier.

In Question 9, 42.7% identified complicated and bureaucratic language and processes as a
barrier to local participation.

In Question 11, 50.7% considered official political information only partially understandable
depending on the topic, while another 32% considered it normally too complicated.

Taken together, these findings indicate that access to information is not simply about
whether information exists. It is also about whether young people can understand, interpret

and use it.

The qualitative workshop similarly highlighted information that was fragmented, difficult to
locate or presented in language that was not sufficiently attractive to young people.
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4.5. Perceived Political Efficacy

The survey does not directly measure institutional trust. However, 24% of respondents
reported that they do not think their voice would really change anything.

This can be interpreted as a perceived-efficacy barrier: some young people do not expect
their participation to have a meaningful effect on outcomes.

The qualitative workshop provides complementary evidence, with participants describing a
sense of distance from decision-makers, frustration with slow institutional responses and
limited opportunities for dialogue.

The implication is important for GBL design: the game should not merely explain procedures
but should also help players experience the relationship between choices, participation and
outcomes.

4.6. Time Constraints and Practical Obstacles

Lack of time was the most frequently reported barrier, selected by 45.3% of respondents.
This finding is particularly relevant in a sample where young people have different
educational and employment responsibilities. The respondents included people in work,

education, vocational training, volunteering, care work and other circumstances.

The qualitative workshop similarly identified lack of time as a structural barrier to
participation.

This supports the development of flexible, modular and time-efficient learning experiences
that can be completed within a manageable session.
4.7. Exclusion Among Vulnerable Groups

The survey shows that 46.7% of respondents had at least sometimes felt excluded from a
social or political space because of gender, background or identity.

This finding is relevant to the project's inclusion focus and indicates that participation
environments should be designed not only to be accessible but also to feel safe, welcoming
and representative.

The survey included respondents with migrant or refugee backgrounds, ethnic or cultural

minority backgrounds, physical disabilities or learning difficulties, and financial difficulties or
low-income backgrounds.
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The qualitative workshop also intentionally involved young people from marginalised
communities, socio-economically vulnerable backgrounds and immigrant households,
providing a complementary perspective on the importance of inclusive participation.

4.8. Summary of Key Barriers

The principal barriers identified in the Portuguese study can be summarised as follows:

1. Limited practical knowledge: Young people may know that they have civic rights without
knowing how to exercise them.

2. Institutional complexity: Democratic and municipal procedures are not always easy to
understand.

3. Difficult communication: Political information is frequently perceived as complicated or
only partially understandable.

4. Time constraints: Lack of time is the most frequently reported participation barrier.

5. Perceived limited influence: A significant minority question whether their participation
can make a difference.

6. Inclusion concerns: A substantial proportion of respondents have experienced exclusion
linked to gender, background or identity.

7. Digital access: A smaller but still relevant proportion experience difficulties related to
internet access or suitable devices.

These findings suggest that effective civic education should prioritise practical civic
competence, accessible communication, institutional literacy, confidence and meaningful

participation opportunities, rather than focusing exclusively on increasing awareness of
democratic values.

Section V. Gaming Preferences

5.1. Familiarity and Comfort with Gaming

The survey demonstrates that gaming is highly familiar among the respondents.

Nearly seven in ten respondents selected videogames, card games or board/group games
among the types of games they like or regularly play. In particular, 69.3% selected

videogames, 70.7% selected card games, and 68% selected board/group games.

Digital gaming is also part of the routine of a majority of respondents: 58.7% play digital
games every day or several times a week.
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These results support the use of GBL as a potentially accessible educational format. At the
same time, the 16% who rarely or never play digital games demonstrate the importance of
keeping the educational game intuitive and accessible to people with different levels of
gaming experience.

5.2. Diversity of Game Format Preferences

The results indicate that respondents engage with multiple gaming formats rather than
relying exclusively on digital games.

Card and board/group games are nearly as common in the sample as videogames, while 36%
also selected paper-and-pencil role-playing games.

This diversity is particularly relevant for KEY-YOU because the project includes both a digital
escape-room experience and a physical card-based component.

The findings therefore support a complementary approach in which digital interaction can
be combined with elements that encourage social exchange, discussion, cooperation and
practical decision-making.

It should also be noted that Question 12 groups PC, console and mobile under the same
videogame category. The survey therefore confirms broad videogame familiarity but cannot
identify which digital device is preferred.

5.3. Preferred Session Duration

The most popular educational-game duration was 20-45 minutes, selected by 41.3% of
respondents.

A further 29.3% preferred sessions of up to 60 minutes, while 17.3% preferred less than 20
minutes and 12% preferred more than one hour.

Overall, 70.6% selected a duration between 20 and 60 minutes.

This supports a modular design in which participants can complete a meaningful mission or
chapter within a relatively short period while still contributing to a larger narrative.

5.4. Preferred Gameplay Mechanics

The strongest preference was for puzzles, riddles and logic challenges (61.3%).

This was followed by cooperation (57.3%) and narrative engagement (54.7%).
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Only 25.3% selected competition against other players.

The results therefore point towards a game design centred on problem-solving,
collaboration and storytelling, with competition used as a secondary rather than dominant
mechanic.

These findings also align well with the qualitative workshop, where participants identified
simulations, role-plays, escape rooms, debates, quizzes and collaborative challenges as
particularly effective and engaging learning methods.

5.5. Implications for Experiential Learning Design

The gaming findings strongly support an experiential learning approach.

Puzzles can transform civic knowledge into practical challenges.

Cooperation can reproduce aspects of democratic participation such as discussion,
negotiation and collective problem-solving.

Narrative can make abstract institutional processes more concrete by placing players in
realistic situations involving young people and community issues.

The qualitative workshop further strengthens this approach. Participants worked
collaboratively on themes including Democracy and Youth Participation, Fact-Checking and
Media Literacy, Digital Rights, Sustainability and Community Action, Communication and
Advocacy, and Digital Solutions for Social Impact.

The GBL experience should therefore encourage players to explore, decide, collaborate, test

alternatives and observe consequences, rather than relying primarily on passive information
delivery.

Section VI. Recommendations for the Design of the KEY-YOU Game

6.1. Emphasis on Practical Civic Participation

The game should place practical civic participation at the centre of the learning experience.
The survey shows that many respondents recognise the existence of civic rights but do not
know how to use them. The game should therefore help players understand concrete
participation pathways rather than simply presenting information about rights.

Gameplay can introduce practical scenarios involving issues such as expressing an opinion,

identifying the appropriate institution, preparing a proposal, participating in a consultation
or understanding what happens after a civic request is submitted.
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The key objective should be to help players move from “I know | have the right” to “l know
what | can do.”
6.2. Realistic Institutional Simulations

The low level of institutional literacy identified in Question 8 supports the inclusion of
realistic institutional simulations.

The game can represent municipal and civic processes through simplified but plausible
scenarios. Players could explore the roles of different actors involved in decision-making and

understand how proposals, consultations and public decisions develop.

The qualitative KEY-YOU work also included simulations and role-plays, suggesting that this
experiential approach is consistent with the learning methods already used in the project.

The game should not attempt to reproduce bureaucracy in all its complexity. Instead, it
should make the logic of the process visible and understandable.
6.3. Narrative-Driven Civic Dilemmas

A narrative structure is recommended because 54.7% of respondents selected following a
story, universe or engaging narrative as a preferred game element.

The narrative could follow a fictional young person or group of young people attempting to
respond to a problem affecting their community.

Players could encounter decisions involving competing priorities, different perspectives,
limited resources or institutional procedures.

The purpose would not be to teach that there is always a single correct answer. Instead, the
game should demonstrate how civic decisions involve evaluating information, discussing
alternatives, considering consequences and working with others.

6.4. Modular, Session-Length-Appropriate Content

Because 45.3% of respondents identify lack of time as a participation barrier and 41.3%
prefer a 20-45 minute educational gaming session, gameplay should be structured in

manageable modules.

Each chapter or mission should provide a meaningful objective that can be completed within
a single session.

At the same time, individual missions can contribute to an overarching narrative so that the
overall experience remains coherent.
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This modular structure would make the game suitable for youth work sessions, educational
activities and individual use.

6.5. Interactive Mechanics and Replayability

The strongest gameplay preference is puzzle-solving, selected by 61.3% of respondents,
followed by cooperation at 57.3%.

The game should therefore incorporate interactive challenges in which participants:

solve civic or information-related puzzles;

connect evidence and identify relevant institutions;
collaborate to combine different pieces of information;
make decisions and observe consequences;

revisit scenarios and explore alternative outcomes.

Narrative branching and multiple pathways can support replayability where appropriate,
provided that these features remain connected to the educational objectives.

Competition should not be the central mechanic, given that only 25.3% selected competitive
play.

6.6. Accessibility and Plain-Language Design
Accessible communication should be a central design principle.

The survey shows that 42.7% identify complicated language and bureaucratic processes as a
barrier, while 32% consider official political information normally too complicated and
another 50.7% consider it only partially understandable depending on the topic.

The game should therefore use:

clear and concise language;

explanations of institutional concepts in plain terms;

short text sections rather than unnecessarily long instructions;
intuitive navigation;

clear visual cues;

practical examples linked to realistic situations.

The objective should be to demonstrate that civic participation can be understandable
regardless of previous knowledge of political or institutional terminology.
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6.7. Inclusive Representation

The game should represent young people from diverse social, cultural, educational and
economic backgrounds.

This recommendation is supported by both the survey and the qualitative workshop.

The survey includes respondents with migrant or refugee backgrounds, minority
backgrounds, disabilities or learning difficulties, and low-income or financial difficulties.
Furthermore, 46.7% reported that they had at least sometimes experienced exclusion from a
social or political space because of gender, background or identity.

The qualitative KEY-YOU workshop intentionally included marginalised, socio-economically
vulnerable and immigrant-background young people and used co-creation to ensure that
their experiences informed the development of future tools.

Inclusive representation should therefore extend beyond character diversity. The game
should also consider different levels of prior knowledge, different levels of gaming
experience, and different ways of engaging with learning content.

Section VII. Conclusion

This local study provides a detailed picture of how the surveyed group of young people aged
18-30 perceive civic participation, democratic processes and game-based learning in the
Portuguese context.

The findings indicate that young people are not necessarily disengaged from civic life
because they lack awareness of democratic rights. Instead, a substantial gap exists between
knowing that rights exist and knowing how to exercise them in practice.

While 57.3% of respondents agree or strongly agree that they understand their rights as
young people living in Europe, only 40% both recognise the right to express an opinion on a
new city rule and know how to exercise that right. Institutional literacy is weaker still, with
only 18.7% reporting knowledge of the exact steps through which a citizen's idea becomes
an official law or municipal regulation.

Participation barriers are predominantly practical, informational and perceptual. Lack of
time is the most frequently reported barrier (45.3%), followed by bureaucratic language and
processes (42.7%) and uncertainty about where or how to begin (32%). In addition, 24% do
not believe their voice would really change anything.

These quantitative findings correspond closely with the qualitative KEY-YOU workshop in
Braga, where participants identified information gaps, bureaucratic procedures, language
barriers, time constraints, limited youth-friendly participation opportunities and perceived
distance from decision-makers. The workshop also generated concrete ideas around digital
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voting, fact-checking, transparency, youth consultation, mentorship and direct connections
between young people and policymakers.

The gaming findings demonstrate strong potential for a GBL response. Respondents are
familiar with both digital and analogue games, with card games, videogames and
board/group games all selected by around seven in ten participants. Puzzle-solving,
cooperation and narrative were the three most popular gameplay elements, while a large
majority preferred educational-game sessions lasting between 20 and 60 minutes.

These findings provide a clear direction for the development of the KEY-YOU game. The
strongest design approach is one that combines practical civic participation, realistic
institutional simulations, narrative-driven scenarios, collaborative problem-solving,
plain-language information, modular gameplay and inclusive representation.

The future game should therefore not simply teach young people about democracy. It
should allow them to experience how civic participation works, understand where to start,
navigate institutional processes, collaborate with others, evaluate information and observe
the consequences of their decisions.

In this sense, the KEY-YOU game can address the central challenge identified by the local
study: reducing the distance between civic awareness and civic action.

28



Referéncias

Council of the European Union. (2018). Resolution of the Council of the representatives of
the Governments of the Member States meeting within the Council on the framework for

European Commission. (2024, May 13). New Eurobarometer survey shows young people's
active participation in civic and democratic life ahead of the upcoming European elections.
European Commission.

European Commission. (n.d.). EU Youth Strategy. European Youth Portal. Retrieved August
20, 2026, from https://youth.europa.eu/strategy/

European cooperation in the youth field: The European Union Youth Strategy 2019-2027.
Official Journal of the European Union, C 456, 1-22.

FAJUB. (2026). Final Impact Evaluation Report: KEY-YOU Think-Tank in Portugal. KEY-YOU
project.

Federation of Youth Associations of Braga [FAJUB]. (2026). KEY-YOU — Creative Knowledge &
Diversity-oriented Engagement for Youth UNLOCKED Participation. https://fajub.pt/keyyou/

Fundacdo Calouste Gulbenkian. (2022). A participagdo politica da juventude em Portugal.
Fundacdo Calouste Gulbenkian.

KEY-YOU Project. (2026). KEY-YOU: Creative Knowledge & Diversity-oriented Engagement for
Youth UNLOCKED Participation. https://key-you.eu/

Governo da Republica Portuguesa. (2022, August 11). Aprovado Il Plano Nacional para a
Juventude. https://portugal.gov.pt/

OECD. (2025). Exploring new frontiers in citizen participation in the policy cycle. OECD
Publishing. https://doi.org/10.1787/77f5098c-en

29


https://youth.europa.eu/strategy/?utm_source=chatgpt.com
https://fajub.pt/keyyou/?utm_source=chatgpt.com
https://key-you.eu/?utm_source=chatgpt.com
https://portugal.gov.pt/
https://doi.org/10.1787/77f5098c-en

AN Co-funded by

*

1*“* the European Union

Disclaimer: Funded by the European Union. Views and opinions expressed are however
those of the author(s) only and do not necessarily reflect those of the European Union or
the European Education and Culture Executive Agency (EACEA). Neither the European
Union nor EACEA can be held responsible for them.

This work is licensed under Creative Commons Attribution-NonCommercial-ShareAlike
4.0 International. To view a copy of this license, visit
https://creativecommons.org/licenses/by-nc-sa/4.0

©0Rle

30


https://creativecommons.org/licenses/by-nc-sa/4.0/

LAvOoD B/‘

Co-funded by 7)
the European Union 0 B[]TER KEY-YOU

KEY-YOU: Porocilo o

lokalni raziskavi —
Slovenija (Rezultat R3)

Naslov projekta: Ustvarjalno znanje in k raznolikosti
usmerjeno vkljuéevanje mladih v sodelovanje v
okviru projekta UNLOCKED

Delovni paket: WP2 — Teoreticni okvir

Regija: Novo mesto, Slovenija

Partner: Zavod Boter

Datum: 6. julij 2026

Financirano s strani Evropske unije. IzraZzena stali$¢a in mnenja so izklju¢no stalis¢a in mnenja avtorja(-ev)
ter ne odraZzajo nujno stalis¢ in mnenj Evropske unije ali Evropske izvrsilne agencije za izobraZevanje in
kulturo (EACEA). Niti Evropska unija niti EACEA ne prevzemata odgovornosti zanje.



R Co-funded by 1AV0D Q"
B the European Union O B[]TER KEY-

Vsebina
o Td Y Tl B ULV o e [ a W e To 1V 72=) ] PSPPSR 4
1.1. Cilji: Zakaj je vklju€¢evanje mIadih V SIOVENI|i ....cccvieiiiciiie i e s s e e eans 4
1.2. Povzetek: Pregled KIJUCNTh UGOTOVITEV.....ccivcuiiii et sre e s e s snraee e eans 4
Poglavje Il: Zasnova raziskave in MetodolOgija........ccucuiiiieiiiieii e e e e e e 5
2.1. Ciljna skupina in parametri VZOIrCENJa....c..uiiiecieeeeceiiee ettt e et e e et e e e etr e e e e e e e e esnaae e e sensaeeeesnsaaeeeanneneeas 5
2.2. Kombinacija metod zbiranja podatkov ... 5
Poglavje lll: Analiza izhodiSENEEA ZNANJA ..ic.uiiiiiiiiiiie ittt sae e e e s bbe e e e s abeeesssbeeeeenrees 6
3.1. Ozavescenost o pravnih pravicah in »" 0Va V ZaUpPanjU.......cceccveeeiiiiieeeciieee e eetee e eree e e ivee e e 6
3.2. Razumevanje zakonodajnega POSLOPKA ......eeeiiriiieiiiee e e ee e et e e e e e e earae e e e anes 6
ERC RN F g T A Tale foF oY o aTo 1 d 1o} {o] o s o F- Lol | [P RP 6
IV. poglavje: : ANAliza ZazNaNih OVl ........ooiiiiiiicc e e e e s bee e e s abee e e s nbeeeeenrees 7
4.1. Glavne tocke druzbenih trenj: Strukturne in PSiNOIOSKe......cccovuiiiiiciiie e 7
4.2. Vpogled v ranljive skuping in izKlJUCEVAN]E.......c.uuii i et 7
Poglavje V: na analiza preferenc iger Na sre€o iN GBL .......cuviiiiiiii et 8
5.1. DOStopNOost Strojne Opreme frEKVENCA........uii ittt e tee e e et ee e e e abe e e e eenbaee e ennes 8
5.2. Ocena osnovnega mehanizmakKaj pritegne igralCe? ......ooouiiiiiiiiiiiiiiee e 8
5.3. Zelena trajanje izobraZeVvalnih iGEr GBL.........ccouvueuiiiveeeeeeeeeeeeeeceeeeeeeeseesses s sttt assesesesesesesenas 8
Poglavje VI Priporodila za stratesSko oblikovanje igre »: ... e e 9
6.1. Sest poti drzavljanske udelezbepoglobljen vpogled v skupaj ustvarjene vsebine .........c.cccovveerevruennnee. 9
6.2. Prakti¢ne funkcije orodij KEY-YOU .......ccocciiiiiiiieeiciiee e cetiee e estee e eseee s s stte e s sbae e s s eabae e s ssabaee s ssnbaeessnnees 10
Poglavje VII: Zaklju€ek in naslednji KOraKi ........cccueeiiiiiei et e e e 11
Poglavje VIII: : RazSirjena narativna analiza in Studije primeroV ........ccccceeeceeiiciee e 12
8.1. Poglobljena analiza: Socioloski profil mladih iz kampanje »"Unheardv Novem mestu ....................... 12
8.2. Primer studije: Logika kampanje »Influencers for Change" ... 12
8.3. Vloga »igralnega zaupanja« pri premagovanju sistemskega cinizma........cccceecveeieicieeeccciee e 12
8.4. Tehnicna vklju€enost: premostitev digitalnega razkoraka ........ccccoocveiiiiii i, 13
8.5. Koncna strateska sinteza: Od podatkov do UKFEPOV .........eeiiiiiiii i 13
Poglavje IX: Podrobni pedagoski okvir za 6 poti drzavljanske VZE0jJe .......cccueeeiccieiieciiie et 14
9.1. Pot 1: Digitalni detektivi— Osnove kriticnega razmisljanja .......ccccoccviiieciiie e 14
9.2. Pot 2: Eti¢ni hekerji— Razkrivanje skrivnosti digitalne varnosti ..........cccccveviiiiiei e 14
9.3. Pot 3: Zeleni inovatorji— Zagovarjanje interesov na podlagi podatkov ..........ccccceeveiieiiiiciee e, 15
9.4. Pot 4: Medijska pismenost — Razkrivanje pristranskosti in skritih namenov.........ccccccoecciiiiieneiinnis 15
9.5. Pot 5: VplivneZi za spremembe — MoC MODbIlizacije.......cccuerieeiiiiiciee e 15
9.6. Pot 6: Mladi podjetniki— Druzbene inovacije V Praksi .......cccccccieiieeiiie et 16
Poglavje X: Strateski nacrt za izvedbo Projekta ... 17

Financirano s strani Evropske unije. IzraZzena stali$¢a in mnenja so izklju¢no stalis¢a in mnenja avtorja(-ev)
ter ne odraZzajo nujno stalis¢ in mnenj Evropske unije ali Evropske izvrsilne agencije za izobraZevanje in
kulturo (EACEA). Niti Evropska unija niti EACEA ne prevzemata odgovornosti zanje.



Co-funded by 1AV0D Q)
the European Union O B[]TER KEY-YOU

Poglavje XI: Analiza vpliva :prinodnji ODELi........uuiiviiieeeee e e e 18
11.1. Merjenje uspesnosti: klju¢ni kazalniki uspesnosti (KPI) za orodja KEY-YOU........ccccccovvevveeecrerecvennnne 18
11.2. Vloga mladinskih delavcev kot posrednikoV..........ccociiiiieiiiii e e 18
11.3. Razsiritev slovenskega Modela PO VSEJ EU .....cccuuiiiiiiiiieiciieeeeceee ettt e e s nre e e s naee s 18
N 2 | U ol L=l =V a1 1 1 Lo | TSP 18

Financirano s strani Evropske unije. IzraZzena stali$¢a in mnenja so izklju¢no stalis¢a in mnenja avtorja(-ev)
ter ne odraZzajo nujno stalis¢ in mnenj Evropske unije ali Evropske izvrsilne agencije za izobraZevanje in
kulturo (EACEA). Niti Evropska unija niti EACEA ne prevzemata odgovornosti zanje.



R Co-funded by 1AV0D Q"
B the European Union O B[]TER KEY-

Poglavje |: Uvod in povzetek

1.1. Cilji: Zakaj je vkljuCevanje mladih v Sloveniji pomembno

V sodobnem druzbenopoliticnem okolju Slovenije, zlasti v regiji Novo mesto, je vklju¢evanje mladih v
drzavljanske in demokrati¢ne procese postalo izredno pomembno. Ker se Evropska unija sooca z vse
vecjimi izzivi na podrocju socialne kohezije, digitalne dezinformacije in politi¢ne polarizacije, je
»demokratic¢ni primanjkljaj« med mladimi izrazitejsi kot kdaj koli prej. Ta lokalna studija, izvedena v
okviru projekta KEY-YOU, si prizadeva razcleniti temeljne vzroke za apatijo mladih in opredeliti
konkretne ovire, ki mladim drzavljanom — zlasti tistim iz ranljivih in premalo zastopanih okolij —
preprecujejo, da bi prevzeli aktivno vlogo v svojih skupnostih.

Motivacija za to Studijo izhaja iz ugotovitve, da so mladi sicer »digitalni domorodci«, vendar je
njihova spletna aktivnost pogosto omejena na pasivno porabo vsebin, namesto da bi se aktivno
zavzemali za dolocene zadeve. V Sloveniji prehod s tradicionalnih oblik sodelovanja na digitalno
drzavljansko udejstvovanje ovirata pomanjkanje jasnih poti in splosno obcutje institucionalne
oddaljenosti. Ta Studija skusSa zapolniti to vrzel z uporabo ucenja prek iger (GBL) kot metodoloskega
orodja za demistifikacijo politi¢nih procesov in opolnomocenje mladih s spretnostmi kriticnega
razmisljanja, potrebnimi za orientacijo v sodobnem informacijskem okolju.

1.2. Povzetek: Pregled kljunih ugotovitev

To porocilo zdruZuje podatke iz dveh glavnih virov: dvodnevnega kvalitativnega »think tanka«, v
katerem je sodelovalo 25 udeleZenceyv, in kvantitativne raziskave med 76 mladimi v starosti od 18 do
30 let. Ugotovitve kaZejo zapleteno sliko vklju¢evanja mladih v Sloveniji. Ceprav obstaja mo¢na
skrita Zelja po sodelovanju — vec kot 65 % anketirancev meni, da imajo pravico izraziti svoje mnenje
o lokalnih zadevah —, obstaja znatna »vrzel med znanjem in dejanjem«. Vecina mladih (66 %) navaja,
da ne ve, kako to pravico dejansko uveljaviti.

Med glavnimi ugotovljenimi ovirami sta sistemski cinizem — 48 % anketirancev namre¢ meni, da
njihov glas »ne bo niesar spremenil« — ter zaznana zapletenost birokratskega jezika.

Z vidika igranja iger podatki kazejo moc¢no naklonjenost do sodelovalnih in na pripovednih elementih
temeljecih izkusenj. UdeleZenci so dali prednost igram, ki omogocajo timsko delo (56 %) in reSevanje
zapletenih ugank (34 %), kar kaze, da bi morala prihajajoca digitalna soba pobega KEY-YOU dati
prednost mehanizmom sodelovanja pred individualnim tekmovanjem. V naslednjih poglavjih je
podana podrobna analiza teh ugotovitev ter konkretna strateSka priporocila za razvoj izobrazevalnih
orodij v okviru projekta.
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Poglavje Il: Zasnova raziskave in metodologija

2.1. Ciljna skupina in parametri vzorcenja

Ciljna skupina te Studije so bili mladi v starosti od 18 do 30 let, s posebnim poudarkom na tistih iz
ranljivih skupin. Strategija pridobivanja udeleZencev je bila zasnovana tako, da so bili prednostno
obravnavani »neusliSani glasovi« regije.
¢ Kvantitativno vzorcenje: Uspesno smo zbrali 76 veljavnih odgovorov na anketo.
Demografska raz¢lenitev kaze raznoliko vzoréno skupino:

o Starostna porazdelitev: Najvecja skupina je bila stara 18 let (16 %), sledila pa
je uravnoteZena porazdelitev v starostnem razponu od 19 do 30 let.

o Razmerje med spoloma: 54 % moskih, 43 % Zensk in 3 %
nebinarnosti/raznolikosti, kar ustreza ciljem projekta glede uravnoteZenega
razmerja med spoloma.

o Geografski kontekst: 54 % anketirancev Zivi na podeZelju, 46 % pa v mestnih
okoljih, kar omogoca celovit vpogled v izzive tako na podezelju kot v mestih.

o Podtematski poudarek na vkljuéevanju: Pomembno je, da se je 43 %
anketirancev opredelilo kot osebe z migracijskim ali begunskim ozadjem, 17 % pa
pripada etnicni ali kulturni manjsini. Poleg tega je 13 % porocalo o finan¢nih
teZavah, 13 % pa se je opredelilo kot osebe v poloZaju NEET (ki niso vklju¢ene v
izobraZevanje, zaposlitev ali usposabljanje).

2.2. Kombinacija metod zbiranja podatkov

Za zagotovitev statisticne Sirine in kvalitativne globine je bil uporabljen ve¢metodoloski
pristop:

1 Koli¢insko orodje: Prek lokalnih mladinskih mreZz, druzbenih omreZij in skupnostnih centrov je
bil razposlan standardiziran digitalni vprasalnik. Vprasalnik je zajemal izhodis¢no znanje,
zaznane ovire in preference glede iger.

2 Kvalitativna integracija: Ugotovitve so bile zbrane med dvodnevnim lokalnim »Think
Tankomg, ki je potekal v Novem mestu. Pri tem dogodku je bil uporabljen participativni
model soustvarjanja, v katerem je 25 mladih delovalo kot »oblikovalci« in ne le kot
»udeleZenci«. Razvili so Sest oblik »Civic Pathway, ki so opredelile zgodbe in
mehanizme za rezultate projekta.

3 Primerjalna analiza: Med delavnico »Think Tank« smo uporabili metodologijo predhodne in
naknadne evalvacije, da bi izmerili neposreden vpliv igrifikiranih izobrazevalnih modulov na
samozavest in znanje udeleZencev.
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kulturo (EACEA). Niti Evropska unija niti EACEA ne prevzemata odgovornosti zanje.
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Poglavje lll: Analiza izhodiSCnega znanja

3.1. Ozavescenost o pravicah in »vrzel v zaupanju«

Rezultati raziskave kaZzejo na izrazit kontrast med teoreti¢nimi pravicami in prakti¢énim znanjem.
Na vprasanje, ali poznajo svoje pravice kot mladi, ki Zivijo v Evropi, je bila povpreé¢na ocena znanja
zmerna, vendar je kvalitativna nadaljnja analiza razkrila globlje negotovosti.

Kar 66 % anketirancev meni, da imajo pravico izraziti mnenje o lokalnih predpisih, ki zadevajo
mlade, vendar so izrecno navedli, da »ne vedo, kako to storiti«. To kaZe, da ovira za sodelovanje
ni pomanjkanje zanimanja ali pomanjkanje pravic, temvec¢ pomanjkanje poznavanja postopkov.
Le 17 % anketirancev je bilo prepricanih, da imajo pravico in da poznajo korake za njeno
uveljavljanje. Ta »vrzel v samozavesti« je glavni cilj digitalne sobe pobega KEY-YOU.

3.2. Razumevanje zakonodajnega postopka

Tudi znanje o tem, kako predlog drzavljana postane uradni zakon ali predpis, je razdrobljeno.

¢ 63 % anketirancev ima le »priblizno predstavo« o tem, kako poteka ta postopek. ¢
22 % jih je priznalo, da sploh »nimajo pojmac.
e Le15% je trdilo, da pozna natanéne korake.

To pomanjkanje strukturnega znanja prispeva k ob¢utku institucionalne oddaljenosti. Ce se proces
sprejemanja zakonov obravnava kot »¢rna skrinjica«, je manj verjetno, da bodo mladi poskusali
vplivati nanj. Rezultati raziskave Think Tank so pokazali, da se lahko raven znanja poveca za skoraj
90 %, Ce se ti procesi razjasnijo s pomocjo igranja vlog (npr. simulacija »Pot moci«). Zato se morajo
izobrazevalne vsebine osredotoditi na razélenitev teh zapletenih procesov »¢rne skrinjice« na
majhne, obvladljive in »igralne« korake.

3.3. Jasnost in dostopnost informacij

Studija je preucila tudi, kako mladi dojemajo uradne politi¢ne informacije. Kar 72 % anketirancev
meni, da so uradne informacije le »delno razumljive«, kar je v veliki meri odvisno od teme. 13 % jih
meni, da so »ponavadi prevec zapletene«. To potrjuje ugotovitev, da birokratski jezik, ki ga
uporabljajo institucije, deluje kot ovira, ki izklju€uje tiste brez specializirane izobrazbe ali visoke
digitalne pismenosti. Da bi projekt vkljuceval mlade, ki niso vkljuceni v izobrazevanje, zaposlovanje
ali usposabljanje (NEET), ter mlade z manj priloZnostmi , mora sprejeti pristop »preprostega jezika«
ter z uporabo vizualnih in interaktivnih elementov premostiti te jezikovne ovire.

Financirano s strani Evropske unije. IzraZzena stali$¢a in mnenja so izklju¢no stalis¢a in mnenja avtorja(-ev)
ter ne odraZzajo nujno stalis¢ in mnenj Evropske unije ali Evropske izvrsilne agencije za izobraZevanje in
kulturo (EACEA). Niti Evropska unija niti EACEA ne prevzemata odgovornosti zanje.
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IV. poglavje: Analiza zaznanih ovir

4.1. Glavne toCke trenja v drzavljanski udelezbi: strukturne in psiholoske

Analiza ovir za sodelovanje kazZe, da so ovire v enaki meri psiholoske kot strukturne. Anketirance
smo prosili, naj navedejo tri glavne razloge, ki jih odvracajo od sodelovanja pri lokalnem odloc¢aniju.

e Sistemski cinizem (49 % anketirancev): Najpogosteje naveden razlog je bilo prepri¢anje, da
»moje mnenje v resnici ne bo nic¢esar spremenilo«. To odraZa globoko zakoreninjeno
nezaupanje v institucije in obcutek nemoci. Med mladimi iz ranljivih okolij je ta cinizem
pogosto zascitni mehanizem proti ponavljajoc¢im se izkusnjam, ko jih ignorirajo ali
marginalizirajo. To »psiholosko oviro« je najteZje premagati, zato mora projekt prikazati
»majhne zmage« — pokazati, kako lahko tudi sodelovanje v majhnem obsegu pripelje do
oprijemljivih sprememb.

e Birokratska zapletenost (38 % anketirancev): Druga pomembna ovira je mnenje, da so »jezik
in postopki prevec zapleteni in birokratski«. Ta strukturna ovira je neposredno povezana z
»informacijsko asimetrijo«, ki je bila ugotovljena med delom v okviru Think Tanka. Ko so
pravila sodelovanja napisana tako, da je za njihovo razumevanje potrebna diplomo iz prava,
to mladim sporoca, da ta prostor ni namenjen njim.

e Pomanjkanje vstopnih tock (36 % anketirancev): PrecejSen delez mladih preprosto »ne ve,
kako ali kje naj zacne«. To pomanjkanje vescin »drZavljanske orientacije« je ponavljajoca se
tema skozi celotno raziskavo. To kaZe, da projekt KEY-YOU ne bi smel zgolj zagotavljati
informacij, ampak bi moral delovati kot »zemljevid« ali »GPS« za drZavljansko udejstvovanje.

4.2. Ugotovitve o ranljivih skupinah in izklju¢enosti

Studija se je osredotocila zlasti na izku$nje izklju¢enosti. 67 % anketirancev je navedlo, da se vsaj
»vc€asih« pocutijo izklju€eni iz druzbenih ali politiénih prostorov zaradi svojega spola, porekla ali
identitete, 22 % pa jih je navedlo, da se tako pocutijo »pogosto«.

Kvalitativne povratne informacije udeleZzencev delovne skupine, od katerih mnogi prihajajo iz
migrantskih okolij ali iz okolij z nizkimi dohodki, so poudarile, da se v svojih mestih pogosto pocutijo
kot »gostje« in ne kot deleZzniki. Eden od udeleZencev je opozoril, da »se zdi, da so uradna sre¢anja
namenjena ljudem, ki Ze imajo mo¢, ne pa nam«. Ta obcutek »izklju¢enosti« je kljuéna ovira, ki jo
mora vklju€ujo¢a zasnova projekta odpraviti z ustvarjanjem »varnih prostorov« za sodelovanje, ki so
prijazni in neosodljivi.

Financirano s strani Evropske unije. IzraZzena stali$¢a in mnenja so izklju¢no stalis¢a in mnenja avtorja(-ev)
ter ne odraZzajo nujno stalis¢ in mnenj Evropske unije ali Evropske izvrsilne agencije za izobraZevanje in
kulturo (EACEA). Niti Evropska unija niti EACEA ne prevzemata odgovornosti zanje.
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Poglavje V: Analiza preferenc na podrocju iger in GBL

5.1. Dostopnost strojne opreme in pogostost uporabe

Da bi zagotovili dostopnost digitalne sobe za pobeg, smo analizirali navade ciljne skupine pri uporabi
strojne opreme.

e 55 % anketirancev igra videoigre na racunalnikih, igralnih konzolah ali mobilnih napravah.
e 50 % jih igra veckrat na teden, 16 % pa vsak dan.

e Tavisoka raven »igralne pismenosti« je prednost, vendar pomeni tudi, da imajo mladi visoka
pri¢akovanja glede kakovosti in »obcutka« pri uporabi digitalnih orodij.

Pomembno je, da 57 % anketirancev redno igra tudi namizne igre ali druzabne igre, 47 % pa igra
igre s kartami. To kaZe, da je dvojni pristop projekta (digitalna soba pobega + fizicne kartice)
popolnoma usklajen z obstojecimi navadami slovenske mladine. Orodja morajo biti »pripravljena
na hibridno uporabo«, kar omogoca prehod med digitalnim in analognim igranjem.

5.2. Ocena osnovnega mehanizma: Kaj pritegne igralce?

V anketi smo udeleZence vprasali, kateri elementi jim v igri najbolj ugajajo. Rezultati ponujajo jasen
nacrt za oblikovanje igre KEY-YOU:

e Sodelovanje (57 %): Najbolj priljubljen element je »sodelovanje z drugimi igralci za
dosego skupnega cilja«. To je kljuéna ugotovitev, saj kaze, da Escape Room ne bi smel biti
samostojna izku$nja, temvec ekipni izziv, ki odraza sodelovalno naravo drzavljanskega
delovanja.

e Pripoved in zgodba (34 %): Visoko so cenili »zanimivo zgodbo ali mitologijo«. Mladi si
Zelijo potopiti v svet, ki se zdi resnicen in pomemben.

e Logicni izzivi (34 %): »ReSevanje zapletenih ugank ali logi¢nih izzivov« je enako
pomembno. Igra mora biti intelektualno spodbudna, ne pa le izobraZzevalno orodje, pri
katerem je treba le »klikati naprej«.

e Tekmovanje (33 %): Ceprav je nekoliko manj priljubljeno kot sodelovanje, znatno $tevilo
mladih Se vedno uZiva v preizkusanju svojih sposobnosti v primerjavi z drugimi.

5.3. Zelena trajanje izobraZevalnih iger GBL

Na vprasanje, koliko ¢asa bi radi v enem zamahu porabili za izobraZevalno igro, kot je digitalna
soba za pobeg, je bil konsenz jasen:

o 34 % jeraje izbralo do 60 minut.

o 32 % je rajeizbralo 20 do 45 minut.

e Samo 20 % je bilo pripravljenih porabiti vec kot eno uro.

Ti podatki kaZejo, da mora biti soba za pobeg KEY-YOU zasnovana modularno. Pomembno
»poglavje« ali »stopnjo« bi moralo biti mogoce zakljuditi v 30—45 minutah, kar jo naredi primerno za
uporabo v Solah ali mladinskih centrih, kjer je ¢as pogosto omejen.

Financirano s strani Evropske unije. IzraZzena stali$¢a in mnenja so izklju¢no stalis¢a in mnenja avtorja(-ev)
ter ne odraZzajo nujno stalis¢ in mnenj Evropske unije ali Evropske izvrsilne agencije za izobraZevanje in
kulturo (EACEA). Niti Evropska unija niti EACEA ne prevzemata odgovornosti zanje.
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Poglavje VI: Priporocila za stratesko oblikovanje

6.1. Sest poti drzavljanske vzgoje: poglobljen vpogled v skupaj ustvarjene vsebine

Najbolj dragocen rezultat kvalitativne faze je bil razvoj Sestih »drzavljanskih poti«. To niso le ideje
za igre; gre za na dokazih temeljece okvire, ki so jih ustvarili mladi za mlade. Vsaka pot obravnava
doloc¢eno »prednostno vrzel«, ki je bila ugotovljena v podatkih ankete.

Pot 1: Digitalni detektivi (razkrivanje laznih novic)

® lzziv: Mladostnik naleti na viralni prispevek, v katerem se trdi, da je nova direktiva EU
prepovedala spletne igre. Prispevek je zasnovan tako, da sproZi jezo in strah.

¢ Logika: Igralci morajo uporabiti »digitalni komplet orodij«, ki vsebuje iskanje po podobah,
spletno stran za preverjanje dejstev in bazo uradnih dokumentov EU.

¢ Pedagoski cilj: Preoblikovati mlade iz pasivnih porabnikov »informacijskega hrupa« v
aktivne preveritelje dejstev. To se navezuje na 37,5-odstotno izboljSanje kriticnega
razmisljanja, ki je bilo opazno med delovanjem Think Tanka.

¢ Vkljucitev kartic: Kartica, osredotocena na »povratno iskanje slik« kot prvi korak pri
vizualnem preverjanju.

Pot 2: Eticni hekerji (zascita digitalne identitete)

¢ lzziv: Napad na digitalno identiteto izmisljenega lika. UdeleZzenci morajo odpraviti
varnostne luknje in preprediti krajo podatkov.

¢ Logika: Uganke simulirajo dvofaktorsko avtentifikacijo (2FA), preverjanje moci gesla in
prepoznavanje povezav za lazno pridobivanje podatkov.

e Pedagoski cilj: Razjasniti kibernetsko varnost in odpraviti »strah pred tehnologijo«. To
obravnava potrebo po digitalni odpornosti, opredeljeno v poglavju 4.4 porocila Think
Tank.

¢ Vkljucitev kartic: Kartica za vlogo »eti¢nega hekerja, ki poudarja pravico do zasebnosti kot
privzeto nastavitev.

Pot 3: Zeleni inovatorji (spopadanje z okoljskimi izzivi)

e lzziv: ReSevanje lokalne krize onesnaZenja (npr. onesnazenje reke) v omejenem ¢asovnem
okviru.

¢ Logika: Analiza podatkov iz grafikonov in tabel za ugotavljanje virov onesnaZevanja ter
izbira trajnostnih resitev.

e Pedagoski cilj: Prikazati, kako je analiza podatkov lahko orodje za zagovarjanje
okolja. Premosti vrzel med lokalnimi problemi in politi¢nimi reSitvami.

¢ Vkljucitev kartic: Kartica z naslovom »Analiza Zivljenjskega cikla«, ki mlade spodbuja k
razmisljanju o poti, ki jo prehodijo izdelki.

Pot 4: Medijska pismenost (kriticna analiza informacij)

e lzziv: Razpletanje zapletene medijske zgodbe, v kateri se dejstva mesajo z
napacnimi informacijami in pristranskostjo.

¢ Logika: Analiza vec virov (videoposnetkov, ¢lankov, objav) za prepoznavanje
manipulativnih tehnik in pisanje objektivhega porocila.

¢ Pedagoski cilj: Razvijati ves¢ine »nevtralnega porocanja« in sposobnost prepoznavanja
skritih namenov.

Financirano s strani Evropske unije. IzraZzena stali$¢a in mnenja so izklju¢no stalis¢a in mnenja avtorja(-ev)
ter ne odraZzajo nujno stalis¢ in mnenj Evropske unije ali Evropske izvrsilne agencije za izobraZevanje in
kulturo (EACEA). Niti Evropska unija niti EACEA ne prevzemata odgovornosti zanje.
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Vkljucitev kartic: Kartica za vlogo »analitika medijske pismenosti«, ki poudarja pravilno do
preverjenih informacij.

Pot 5: Vplivnezi za spremembe (aktivno zagovarjanje)

lzziv: Zacetek uspesne kampanje za vklju¢evanje mladih kljub apatiji javnosti.

Logika: Razsifriranje Sifriranih sporocil s pomocjo tematskih emojijev za pridobivanje
podpornikov in nasvetov »strokovnjakov«.

Pedagoski cilj: Prikazati mo¢ mobilizacije in komunikacije med vrstniki.

Vkljucitev kartic: Kartica z »spodbudami za ukrepanje, ki igralcem ponuja mini izziv, ki ga
morajo izvesti v resni¢nem Zivljenju.

Pot 6: Mladi podjetniki (druzbene inovacije)

lzziv: Razviti in predstaviti prototip za resitev druzbenega problema (npr. osamljenost
med starejSimi).

Logika: Optimizacija proracuna, opredelitev ciljne skupine in oblikovanje vrednostne
ponudbe.

Pedagoski cilj: Poucevanje razmisljanja v okviru »Business Model Canvas« kot nacina za
reSevanje problemov v skupnosti.

Vkljucitev kartic: Kartica o »dilemah, kot je na primer uravnoteZenje druzbenega vpliva in
financne trajnosti.

6.2. Funkcije orodij KEY-YOU, ki omogocajo ukrepanje

Na podlagi sinteze vseh podatkov so za uspeh rezultatov projekta obvezne naslednje funkcije:

Vmesnik v »preprostem jeziku«: Da bi premagali oviro birokratske zapletenosti, mora
vmesnik igre uporabljati preprost, neposreden jezik. Tehni¢ne izraze je treba pojasniti s
pomocjo namigov ob preletu z misko ali interaktivnih slovarjev.

Optimizacija za mobilne naprave: Glede na to, da mnogi mladostniki iz prikrajsSanih okolij
uporabljajo starejSe mobilne naprave in imajo morda omejene podatkovne pakete, mora biti
»Digital Escape Room« nezahteven glede virov in sposoben delovati tudi na povezavah z
nizko pasovno Sirino.

Okolje, v katerem je »v redu, Ce se zmotis«: Igra mora igralcem omogocati, da delajo
napake in se iz njih ucijo, brez zaslonov »Game Over, ki odvracajo od sodelovanja. To je
kljutnega pomena za krepitev samozavesti med mladimi, ki se poCutijo prezrte ali izkljuene.
Povezava z resnicnim svetom: Vsaka uganka, reSena v igri, naj ima »povezavo z resni¢nim
svetom«. Na primer, po resitvi uganke o lokalnih zakonih naj igra ponudi povezavo do
dejanske spletne strani lokalnega mladinskega sveta v Sloveniji.

Financirano s strani Evropske unije. IzraZzena stali$¢a in mnenja so izklju¢no stalis¢a in mnenja avtorja(-ev)
ter ne odraZzajo nujno stalis¢ in mnenj Evropske unije ali Evropske izvrsilne agencije za izobraZevanje in
kulturo (EACEA). Niti Evropska unija niti EACEA ne prevzemata odgovornosti zanje.
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VII. poglavje: ZakljuCek in naslednji koraki

Lokalna studija v Sloveniji potrjuje, da je »demokrati¢ni primanjkljaj« sicer resni¢en, vendar ga ne povzroca
apatija mladih. Nasprotno, je posledica sistemskih ovir, birokratskega jezika in pomanjkanja jasnih poti za
sodelovanje. Osredotocenost projekta KEY-YOU na ucenje prek iger je zelo ucinkovita strategija za
premagovanje teh ovir. S preoblikovanjem zapletenih drzavljanskih procesov v sodelovalne, na zgodbah
temeljece uganke lahko mladim ponudimo »drzavljanski GPS«, ki ga potrebujejo za orientacijo in vpliv na
svoje skupnosti.

Naslednja faza projekta bi se morala osredotociti na tehni¢no izvedbo 6 poti drZavljanske udelezbe,
opredeljenih v tem porocilu. Z ohranjanjem vkljuujoéega, soustvarjalnega duha raziskovalne
skupine in s tem, da zasnovo utemeljimo na statisti¢nih podatkih 76 anketirancev, lahko
zagotovimo, da bodo konéna orodja za mlade v Sloveniji in Evropi ne le izobrazevalna, temvec tudi
resni¢no transformativna.

Financirano s strani Evropske unije. IzraZzena stali$¢a in mnenja so izklju¢no stalis¢a in mnenja avtorja(-ev)
ter ne odraZzajo nujno stalis¢ in mnenj Evropske unije ali Evropske izvrsilne agencije za izobraZevanje in
kulturo (EACEA). Niti Evropska unija niti EACEA ne prevzemata odgovornosti zanje.



R Co-funded by 1AV0D Q*‘
B the European Union O B[]TER KEY-

Poglavje VIII: RazSirjena narativna analiza in Studije primerov

8.1. Poglobljena analiza: Socioloski profil »neusliSanih« mladih v Novem mestu

Da bi resni¢no razumeli ovire, opredeljene v poglavju IV, moramo podrobneje preuditi Zivljenjske
izkusnje 43 % nasih anketirancev, ki prihajajo iz migrantskih ali begunskih okolij. V Novem mestu
integracijo teh mladih pogosto ovirajo t. i. »nevidne meje«. To niso fizi¢ni zidovi, temvec jezikovne
in druzbene ovire, zaradi katerih se javne institucije zdijo nedostopne.

Med razpravami v okviru Think Tanka se je kot ponavljajo¢a tema pojavil »jezik moci«. UdeleZzenci so
opozorili, da se jim strokovni slovenski jezik, uporabljen v obcinskih dokumentih, zdi kot tuji jezik,
tudi ko govorijo slovensko. To ustvarja psiholosko oviro, zaradi katere mladi menijo, da jim
primanjkuje »kulturnega kapitala« za sodelovanje. Na primer, mladostnik iz priseljenske druZine bi
morda Zelel predlagati izboljSave v lokalnem parku, vendar ga od tega odvraca formalna zahteva, da
mora »tematskemu odboru« predloziti »strukturiran predlog«.

Projekt KEY-YOU to resuje s »prevajanjem moci«. Nas$ pristop GBL ne le poenostavlja jezik, temvec
birokratski Zargon nadomesca z intuitivnimi igralnimi mehaniki. Namesto »oddaje predloga« igralec
»opravlja nalogo«. Ta sprememba terminologije zmanjsa obcutek tveganja in mladim omogoca, da
vadijo drzavljanske vescine v okolju, kjer je »varnostno sprejemljivo, da se ne uspex.

8.2. Primer iz prakse: Logika kampanje »Influencers for Change«

Eden najbolj inovativnih pristopov, ki so jih razvili, je bila kampanja »Influencers for Change«. Ta
skupina je ugotovila, da je za mnoge mlade »politika« umazana beseda, »vpliv« pa zaZelen cilj.
Predlagali so scenarij, v katerem se mora igralec spopasti z valom »dezinformacij o apatiji« —idejo,
da se »nikoli ni¢ ne spremeni«.

Zgodbeni lok: Igralec zacne kot lokalni mladostnik z majhnim Stevilom sledilcev na druzbenih
omrezjih. Postane prica lokalnemu problemu (npr. zaprtju mladinskega centra) in se mora odlociti,
kako bo reagiral.

e 1. stopnja: Zbiranje dokazov. Igralec mora razlikovati med govoricami in dejstvi (povezava s
potjo »Medijska pismenost«).

e 2. stopnja: Oblikovanje zaveznistev. Igralec mora identificirati »strokovnjake«
(mladinske delavce, obcinske uradnike) in jih prepricati, da podprejo zadevo.

e 3. faza: Mobilizacija. Igralec uporabi tematske emojije, da oblikuje sporocila, ki bodo
pritegnila razli¢ne skupine vrstnikov (NEET-ovce, Studente, mlade s podezelja).

Ta pot je neposreden odziv na ugotovitev ankete, da 36 % mladih »ne ve, kje naj za¢ne«. S tem, da
kampanjo razéleni na te faze, igra ponuja prilagodljiv model za aktivizem v resni¢cnem svetu. U¢i, da
vpliv ni povezan z »vsecki«, ampak s stratesko uporabo preverjenih informacij in kolektivnim
delovanjem.

8.3. Vloga »igralnega zaupanja« pri premagovanju sistemskega cinizma

Kot je navedeno v poglavju 4.1, 49 % mladih trpi zaradi sistemati¢nega cinizma. Da bi se temu
zoperstavili, mora soba pobega KEY-YOU vkljuciti mehanizem, ki ga imenujemo »vidni vpliv«. V
tradicionalnem izobraZevanju je »rezultat« ucenja ocena. V naSem modelu GBL pa mora biti rezultat
vidna sprememba v igralnem svetu.

Na primer, v poti »Zeleni inovatorji« naj bi se, e igralec uspesno resi uganko o onesnazenju rek,
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virtualna reka spremenila iz rjave v modro. Ta takojsnja vizualna povratna informacija je mocno
psiholosko orodje. Preprecuje obcutek, da »moj glas ni€esar ne spremeni«. Z doZivljanjem uspeha v
virtualnem svetu gradimo »drzavljansko samoucinkovitost«, ki jo mladi potrebujejo, da se lotijo
podobnih dejanj v resni¢nem svetu.

8.4. Tehni¢na vkljucenost: premostitev digitalnega razkoraka

Ceprav je 55 % nasih anketirancev rednih igralcev, ne smemo spregledati tistih 45 %, ki niso, niti
tistih, ki nimajo vrhunske strojne opreme. Nasa tehnic¢na priporocila (poglavje 6.2) poudarjajo
»optimizacijo za nizko pasovno Sirino«.

V slovenskem kontekstu se mladi na podezelju (54 % naSega vzorca) pogosto soocajo z nestabilnimi
hitrostmi interneta. Ce »Digital Escape Room« zahteva prenos 5 GB podatkov ali visokohitrostno
povezavo, dejansko ponovno ustvarjamo ovire, ki jih Zelimo odpraviti. Nas$ pristop mora biti »\Web-
First« in »Asset-Light«, kar zagotavlja, da ima mladostnik s pet let starim pametnim telefonom v
oddaljeni vasi blizu Novega mesta enako kakovostno izkusnjo kot Student v prestolnici.

8.5. Koncna strateska sinteza: od podatkov do ukrepov

Ta 15-stranska analiza dokazuje, da projekt KEY-YOU ne razvija le igre, temvec gradi novo
»drzavljansko infrastrukturo«. Podatki, ki smo jih pridobili od 76 anketirancev in 25 udelezencev
delovne skupine, kazejo na jasno potrebo po spremembah. Mladi v Sloveniji so pripravljeni
sodelovati, vendar ¢akajo na jezik in platformo, ki jima bosta blizu.

To platformo zagotavljajo 6 drzavljanskih poti. So »nkompas«, ki bo usmerjal potek projekta v
naslednjih dveh letih. Z osredotocanjem na sodelovanje, globino pripovedi in tehni¢no vklju¢enost
bomo zagotovili, da bo »odprta udelezba«, obljubljena v naslovu projekta, postala resni¢nost za
mlade v Sloveniji in celotni Evropski uniji.
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Poglavje IX: Podrobni pedagoski okvir za 6 poti drzavljanske vzgoje

Da bi zagotovili ustrezno poglobljenost in obseg porocila, ta poglavje vsebuje iz¢rpno razélenitev
pedagoskih temeljev in operativnih mehanizmov za vsako od Sestih skupaj oblikovanih poti. Ti opisi
sluzijo kot »tehnic¢na priloga« za razvijalce projekta in mladinske delavce.

9.1. Pot 1: Digitalni detektivi — Mehanizmi kriticnega razmisljanja

Program »Digitalni detektivi« je zasnovan za boj proti »informacijskemu Sumu, ki je bil v poglavju
4.1 opredeljen kot glavna ovira.

Pedagoski okvir: Skupina je predlagala model »ucenja na podlagi odkrivanja«. Namesto da bi
igralcu povedali, da je neka novica lazna, igra mu ponuja orodja, s katerimi to lahko odkrije sam. S
tem se gradi »epistemic¢na agencija« — zaupanje v lastno sposobnost razlikovanja med resnico in
lazjo.

Delovanje igre:

¢ Orodje »Lupa«: To predstavlja iskanje po sliki. Igralci morajo to ikono povledi ¢ez slike v
virtualnem toku druzbenih omreiij. Ce je slika »ponovno uporabljenac iz starega
dogodka, igra oznaci njen izvirni vir.

¢ »Merilnik vira«: vizualni indikator, ki spreminja barvo glede na verodostojnost analizirane
spletne strani.

¢ Logi¢na uganka: lzziv »Povezi pike«, pri katerem morajo igralci povezati
senzacionalisti¢ni naslov z njegovim virom financiranja (npr. anonimno lobisti¢no
skupino).

9.2. Pot 2: Eti¢ni hekerji — razkrivanje skrivnosti digitalne varnosti

Ta pot obravnava 25-odstotno izboljSanje ozavescenosti o digitalni varnosti, ki je bilo ugotovljeno
med delom miselnega trga.

Pedagoski okvir: Osrednji koncept je »Okrepitev skozi znanje«. S prevzemom vloge »eticnega
hekerja« se mladi iz potencialnih Zrtev preoblikujejo v zascitnike lastnega digitalnega prostora.

Operativni mehanizmi:

e »Firewall Builder«: Uganka, v kateri morajo igralci sestaviti mo¢no geslo z uporabo
razli¢nih »gradnikov« (simbolov, Stevilk, velikih in malih ¢rk). Igra v realnem casu prikazuje,
koliko ¢asa bi bilo potrebno za razvozlavo gesla.

¢ Simulacija laznega ribarjenja: virtualni predal za prejete e-poste, v katerem morajo igralci
,oznaciti“ sumljiva e-postna sporocila. Vsaka pravilna oznacitev razkrije pojasnilo ,,rdece
zastavice” (npr. ,,Neustrezna URL-naslov”, ,Nujni/grozeci jezik”).

e Postopek 2FA: Casovno omejen izziv, v katerem morajo igralci sinhronizirati kodo iz
virtualne »aplikacije za avtentifikacijo«, da odklenejo varno bazo podatkov.
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9.3. Pot 3: Zeleni inovatorji — zagovarjanje interesov na podlagi podatkov

Ta pot se osredotoca na dilemo »gospodarska rast proti ekologiji«, ki je bila opredeljena v obrazcih
za soustvarjanje.

Pedagoski okvir: Okvir temelji na »sistemskem razmisljanju«. U¢i, da so lokalna okoljska vprasanja
del SirSega gospodarskega in druzbenega sistema.

Operativni mehanizmi:

¢ »Impact Analyzer«: orodje, v katerega igralci vnesejo razlicne spremenljivke (npr. »Gradnja
nove tovarne« proti »Ureditev skupnostnega vrta«) in si ogledajo predvideni vpliv na
lokalno kakovost zraka in zaposlovanje v obdobju 10 let.

e Uganka o upravljanju virov: lzziv v slogu igre »Tetris«, pri katerem morajo igralci v
omejen obdinski proracun vkljuditi trajnostno infrastrukturo (soncne celice, zabojnike za
recikliranje).

¢ Oblikovalec »Pitch Deck«: Zaklju€na aktivnost, v kateri igralci izberejo najbolj prepricljive
podatke, ki jih bodo predstavili virtualnemu »mestnemu svetu«.

9.4. Pot 4: Medijska pismenost — razkrivanje pristranskosti in agende

Ta pot je namenjena 72 % mladih, ki uradne informacije ocenjujejo kot le »delno
razumljive«.

Pedagoski okvir: Poudarek je na »kriti¢ni analizi diskurza«. Mladino uci, da gleda onkraj povrsinske
ravni medijskih sporocil in prepozna skrite strukture moci ter pristranskosti.

Operativni mehanizmi:
e »Bias Scanner«: virtualna leca, ki ob premikanju po novicarskem ¢lanku oznaci »loaded
words« (pridevniki, namenjeni sprozanju Custev).

¢ »Chronology Board«: uganka, v kateri morajo igralci razdrobljene informacije preurediti v
objektivni ¢asovni pregled in pri tem izlocCiti »informacijski Sum«.

¢ Naloga preverjanja virov: Serija »mini misij«, v katerih morajo igralci poiskati izvirno
sporocilo za javnost o senzacionalisti¢ni novici, da bi ugotovili, kaj se je »izgubilo v
prevodu«.

9.5. Pot 5: Vplivnezi za spremembe — Mo¢ mobilizacije

Ta pot neposredno nasprotuje »sistemskemu cinizmu, ki prizadene skoraj polovico mladih.

Pedagoski okvir: Okvir je »teorija druzbenega delovanja«. Nudi podrobna navodila, kako preiti od
individualne zaskrbljenosti k skupnemu ukrepanju.

Operativni mehanizmi:

¢ »Emoji Coder«: uganka za Sifriranje in desifriranje, v kateri igralci uporabljajo tematske
emojije za varno komunikacijo s svojo »aktivisti¢no celico«.

¢ »Zemljevid podpornikov«: vizualna predstavitev skupnosti. Igralci morajo »odkleniti«
razli¢ne demografske skupine (npr. »Sportni klub«, »Center za starej$e«) tako, da svoja
sporocila prilagodijo njihovim specifi¢cnim interesom.

¢ »Virtualna obcinska dvorana«: zaklju¢na simulacija, v kateri morajo igralci odgovarjati na
vprasanja skepticnih drZzavljanov in »strokovnjakov«, da si pridobijo podporo za svojo
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kampanijo.

9.6. Pot 6: Mladi podjetniki — druzbena inovativnost v praksi

Ta pot uci, da je podjetnistvo lahko sredstvo za drzavljansko udelezbo in druzbene spremembe.

Pedagoski okvir: Metodologija »Lean Startup«, prilagojena za doseganje druzbenega ucinka.
Poudarja hitro izdelavo prototipov in »poslusanje stranke« (skupnosti).

Operativni mehanizmi:

¢ Orodje za izdelavo »zemljevida empatije«: Puzzle, v katerem morajo igralci povezati
»teZave skupnosti« (npr. »osamljenost«) z »inovativnimi resitvami« (npr. »medgeneracijska
jutranja kava«).

e lzziv optimizacije proracuna: Logi¢na uganka, v kateri morajo igralci omejena »zacetna
sredstva« dodeliti najbolj vplivnim delom svojega poslovnega nacrta.

e »Predstavitev za vlagatelje«: Narativni izziv, v katerem morajo igralci izbrati prave »klju¢ne
tocke«, da prepricajo virtualne vlagatelje, da je njihovo socialno podjetje vplivno in
trajnostno.
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Poglavje X: Strateski nacCrt za izvedbo projekta

Podatki in opisi, predstavljeni v tem 15-stranskem porocilu, zagotavljajo celovit nacrt za naslednje
faze projekta KEY-YOU.

Faza 1: Digitalni razvoj (WP2) Sest drZavljanskih poti je treba prenesti v funkcionalne »dokumente o
zasnovi igre« (GDD). Poudarek mora ostati na sodelovalnem igranju in dostopnosti tudi pri nizki
pasovni Sirini.

Faza 2: Analogni izhod (WP3) Vsebino »Flashcard«, opredeljeno v poglavju 6.1, je treba vkljuditi v
visokokakovosten komplet vizualnih kartic. Te kartice bodo sluzile kot »most« med digitalno igro in
razpravo v resnicnem svetu.

Faza 3: Pilotno testiranje in validacija Orodja je treba preizkusiti na isti demografski skupini, ki je
bila opredeljena v nasi raziskavi (mladi, ki niso vkljuceni v izobraZevanje, zaposlovanje ali
usposabljanje (NEET), migranti, mladi s podezZelja). Njihove povratne informacije bodo predstavljale
koncno »validacijo« nasega pristopa GBL.

Sklepno lahko re¢emo, da je lokalna Studija v Sloveniji presegla zgolj zbiranje podatkov. Ustvarila
je »Nacrt za vkljuevanje, ki temelji na dejanskih potrebah in mnenjih mladih iz Novega mesta.
Slednje bo projekt KEY-YOU zagotovil, da »Odprta udelezba« ne bo le slogan, temvec resni¢na
realnost za naslednjo generacijo evropskih drzavljanov.
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Poglavje XI: Analiza uCinka in prihodniji izgledi

11.1. Merjenje uspesnosti: kljucni kazalniki uspesnosti (KPI) za orodja KEY-YOU

Da bi zagotovili ucinkovitost orodij, razvitih na podlagi te studije, moramo dolociti jasne klju¢ne
kazalnike uspesnosti (KPI), ki odrazajo potrebe nase ciljne skupine v Sloveniji.

¢ KPI 1: Povecanje »drzavljanske samoucinkovitosti«: Po igranju pobegne sobe KEY-YOU naj
bi vsaj 75 % udeleZencev porocalo o visji stopnji zaupanja v svojo sposobnost
prepoznavanja in navezovanja stikov z lokalnimi nosilci odlo¢anja.

¢ KPI 2: Obvladovanje orodij za preverjanje dejstev: 80 % igralcev naj bi bilo sposobnih
uspesno uporabljati orodje za povratno iskanje slik in preverjanje virov znotraj igralnega
okolja.

¢ KPI 3: Vklju¢evanje ranljivih skupin: Najmanj 50 % udelezencev pilotnega testiranja v
Sloveniji mora prihajati iz skupin z manj priloZznostmi, opredeljenih v tocki 2.1 (NEET,
migranti, osebe z nizkimi dohodki).

¢ KPI 4: Medsebojni prenos znanja: Kartice morajo omogociti vsaj 20 minut plodne skupinske
razprave na sejo, kar se meri med opazovanji pilotnega projekta.

11.2. Vloga mladinskih delavcev kot moderatorjev

Klju¢na ugotovitev delovne skupine je bila pomembnost »¢loveskega mostu«. Ceprav so digitalna
orodja mocna, je njihov ucinek najvedji, kadar jih vodi zaupanja vreden mladinski delavec. V Sloveniji,
kjer je nezaupanje v institucije visoko (49 %), mladinski delavec deluje kot »potrjevalec« informacij, ki
jih igra ponuja.

Projekt KEY-YOU mora zato zagotoviti »vodnik za moderatorje«, ki bo mladinskim delavcem
pomagal pri vodenju zahtevnih pogovorov, ki se lahko pojavijo med igro, kot so razprave o
diskriminaciji, izklju€evanju ali politi¢ni polarizaciji. Vodnik naj poudarja tehnike »aktivnega
poslusanja« in »neformalnega izobrazevanja«, ki mladim omogocajo, da sami najdejo svoje
odgovore.

11.3. Razsiritev slovenskega modela po vsej EU

Metodologija, uporabljena v tej lokalni Studiji — ki zdruZuje poglobljeno kvalitativno soustvarjanje s
Sirokimi kvantitativnimi podatki iz raziskave — sluZi kot model za druge partnerje v konzorciju KEY-
YOU. »Model Novo mesto« dokazuje, da lahko z vklju¢evanjem mladih kot »oblikovalcev« Ze od
prvega dne ustvarimo orodja, ki niso le pedagosko utemeljena, temvec tudi kulturno relevantna in
zelo privlaéna.

Ko bo projekt preSel v mednarodno fazo, bodo spoznanja iz Slovenije prispevala k »okviru na ravni
EU« (rezultat R3) in tako zagotovila, da bodo kon¢ni rezultati projekta KEY-YOU dovolj trdni, da
bodo zadovoljili raznolike potrebe mladih po vsej Evropski uniji.

11.4. Zaklju€ne razmisljanja

Ta obseZna Studija je vec kot le zahteva projekta; je dokaz potenciala mladih v Sloveniji. Kljub oviram,
kot so cinizem, zapletenost in izklju¢enost, so mladi, s katerimi smo sodelovali, pokazali neverjetno
sposobnost za inovativnost, sodelovanje in kriticno misljenje. Projekt KEY-YOU ima zdaj odgovornost,
da pocasti njihove prispevke z razvojem orodij, ki bodo resni¢no »odklenila« njihovo sodelovanje in
jim zagotovila glas, ki si ga zasluzijo v prihodnosti Evrope.
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