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INTRODUCTION

A structured, practice-oriented, and research-informed educational resource
designed to support youth workers.

PURPOSE OF THE GUIDE

The Gamification Guide for Civic Activism represents the primary intellectual output
developed within the Word2Action Erasmus+ KA220 Youth project, co-funded by the
European Commission. It constitutes the result of several months of extensive work and
partner collaboration.

This guide is conceived as a structured, practice-oriented, and research-informed
educational resource designed to support youth workers in integrating gamification
techniques into digital media creation for civic engagement and media literacy.

Despite growing access to digital media, many young people struggle to critically evaluate
online information and often remain passive consumers rather than active contributors to
civic life. At the same time, youth workers need innovative and engaging methods to
address misinformation, strengthen media literacy, and encourage meaningful civic
participation in increasingly complex digital environments.

This Guide equips youth workers, educators and practitioners in the youth sector with
practical methods to integrate gamification into digital media creation. It transforms civic
activism into an engaging experience that resonates with young people. By bridging
theoretical knowledge and practical application, the resource supports non-formal
education environments where dynamic tools are needed to navigate the digital landscape.

It focuses on promoting active citizenship through digital storytelling, enhanced media
literacy, and participatory communication. Structured frameworks and tools strengthen
media literacy skills, enabling youth to discern information accurately and create
meaningful content for social change. The Guide covers video, blogging, podcasting, and
digital campaigns, offering specific activities for each format.

Civic engagement grows when youth participate in societal issues through immersive,
game-based mechanisms rewarding collaboration. This approach aligns with Erasmus+
priorities on inclusive youth participation and digital education. Youth workers can facilitate
participatory processes resonating with digital natives. The goal ensures sustainable
impact within youth work contexts without rigid curricula. Facilitators pick modules based
on group needs.

HOW TO USE THE GUIDE

The development of this Guide responds to the increasing need to strengthen young
people's digital resilience, critical thinking, and active participation in democratic
processes. In contemporary digital environments, civic discourse increasingly takes place
through videos, blogs, podcasts, and digital campaigns. At the same time, young people
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are frequently exposed to disinformation, emotionally manipulative narratives, and
algorithm-driven polarization, which can limit informed civic participation.

OPERATIONAL PHILOSOPHY: A MODULAR TOOLKIT

To ensure maximum usability and exploitation, this Guide is designed as a modular toolkit
for immediate application. Users do not need to follow the linear order; youth workers may
start with the Conceptual Background if their team needs foundational knowledge on civic
activism and media literacy or jump straight to the practical chapters (Video, Blogging,
Podcasting, Digital Campaigns) if ready to apply the activity.

In non-formal youth work settings, use the Activity Templates directly for clear objectives,
timing, and debriefing.

For training activities, combine conceptual introductions with practical exercises to balance
theory and practice.

For contextualized youth work, apply mechanics to local issues relevant to participants.

For community-based initiatives, utilize Chapter's mission-based models to mobilize action
around specific causes.

Facilitators of the learning must adapt activities to fit reality. For small groups, focus on
collaborative storytelling; for larger cohorts, competitive elements in digital campaigns may
be more suitable. Digital access and skills must be checked before starting; if participants
have limited technical experience, production requirements should be simplified to focus
on narrative. Always prioritize the debriefing section, as this is where learning solidifies.
The Guide supports experimentation, ensuring ethical gamification by focusing on civic
impact rather than just points.

METHODOLOGICAL FOUNDATION

The methodological foundation of the Guide is informed by five core pedagogical
frameworks, each directly linked to the practical design of the activities:

1. Experiential learning theory (Kolb)

This theory emphasizes learning through action and reflection, forming the core structure
of every Activity Template. Every experience is achieved through the creation of digital
media (videos, blogs, podcasts), while "Reflective observation" is mandated through the
mandatory debriefing questions included in every activity. This ensures that media creation
is not just technical practice, but a solidified learning process where participants analyze
their choices and impact.

2. Self-Determination theory (Deci & Ryan)

Highlighting intrinsic motivation through autonomy, competence, and relatedness, this
theory informs the Guide's modular design.

Autonomy is supported by allowing youth workers and youth to choose specific media
channels (e.g., podcasting vs. video) based on interest.

Competence is built through step-by-step instructions that scaffold skills from simple to
complex.

Relatedness is fostered by connecting digital creation to civic activism, helping young
people feel connected to their community and democratic processes.

3. Constructivist learning approaches
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Promoting active knowledge construction, this approach ensures that learners are not
passive consumers of information but active creators. The Guide promotes
experimentation, encouraging youth to construct their own understanding of civic issues by
producing content. This aligns with the instruction to adapt activities to fit reality, allowing
learners to build knowledge that is relevant to their specific local context and personal
experiences.

4. European key competences for lifelong learning

The Guide specifically targets Civic Competence and Digital Competence. Activities are
mapped to these standards to ensure transferability and recognition across borders. By
focusing on responsible digital content creation and active participation, the Guide
supports youth in becoming active and informed digital citizens, aligning directly with
Erasmus+ priorities in youth participation and digital education.

5. Media literacy and digital resilience frameworks

These frameworks underpin the ethical guidelines of the Guide. The content addresses the
impact of misinformation, algorithmic influence, and digital echo chambers. Crucially, the
Guide mandates ethical gamification, ensuring that game mechanics are used to enhance
civic impact rather than manipulate behavior. Facilitators are instructed to prioritize digital
safety and critical thinking, ensuring that resilience is built alongside technical skills.

Within this context, gamification is understood not as entertainment, but as a structured
pedagogical strategy that uses game elements (challenges, rewards, progression
systems, storytelling mechanics, etc.) to increase motivation, participation, and meaningful
learning outcomes.

The Guide aims to:
« Transform media literacy into an interactive and participatory process;

« Equip youth workers with structured methodologies to apply gamification ethically and
effectively in digital content creation;

» Foster creative, responsible, and democratic forms of civic activism among young
people.

The Guide is designed as a practical manual focused on applying gamification
strategies directly to:

* Video content

+ Blogging

+ Podcasting

» Digital campaigns

CIVIC AND DIGITAL ACTIVISM

Civic activism fuels social change through deliberate action because it moves beyond
feeling concerned to taking concrete steps addressing community challenges.
Understanding distinctions helps frame activities effectively: civic participation involves
engagement like voting or volunteering within existing systems, advocacy focuses on
speaking up for specific policies, while activism challenges existing structures to demand
systemic transformation. Recognizing these differences allows youth workers to adapt
goals to the group's readiness, ensuring activities match learning outcomes without
overwhelming participants. Digital activism reshapes how societies organize since online
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platforms provide tools for rapid mobilization where hashtags, petitions, and viral content
amplify voices historically unheard. Young people lead this shift by using TikTok for climate
awareness or Instagram for community support, demonstrating digital civic engagement in
real time. Yet speed often sacrifices depth because clicking share feels like action but
might not shift policy, while algorithms dictate visibility and create echo chambers limiting
diverse perspectives. Empowering young people requires more than technology access
since it demands responsible participation in democratic processes where youth learn to
navigate online spaces critically. They need skills to verify information and understand their
digital footprint because responsible engagement protects them from burnout and
misinformation while safety matters given that online backlash can be severe. Democracy
relies on informed citizens who act with intention. These principles serve as the Guide's
ethical compass because gamification should never reduce complex social crises to mere
play; instead, when youth grasp the gravity of an issue, game mechanics serve to sustain
their long-term commitment. Youth workers act as the vital link transforming "performative
clicks" into substantive offline change by focusing on daily actions. Design a mission where
posting a video is step one, but to earn the badge, participants must interview a neighbour
or attend a meeting. Debrief on online pressure versus street organizing and discuss safety
protocols before posting publicly. Gamified activities strengthen democratic values so
young people become active citizens, not just content creators, ensuring tangible impact
in their communities.

MEDIA LITERACY AND DIGITAL RESILIENCE

Media literacy goes beyond consuming information because it means understanding who
created content, why and how it spreads across networks. For youth workers, this skill is
vital since young people live online encountering news, opinions, and ads mixed together.
Distinguishing fact from manipulation protects them and builds confidence in navigating
digital spaces, which is crucial because without this foundation, civic activism risks
spreading harm unintentionally. Activism relies on trust, yet false information destroys that
trust quickly within communities. Misinformation threatens democratic processes as false
stories travel faster by exploiting emotions like fear. In civic contexts, fake news can
discredit movements, so educators must address this openly. Discuss recent examples of
viral falsehoods relevant to your group and show how verification tools work. Making fact-
checking a habit before sharing campaign material builds digital resilience against
manipulation campaigns targeting youth.

Algorithms shape what users see while platforms prioritize engagement over accuracy,
creating echo chambers where only similar views appear. This limits empathy and
understanding of opposing views, so break these bubbles intentionally within workshops.
Encourage following diverse voices outside their usual feed and analyze why posts appear
based on past clicks together. Understanding the code reduces its power over thoughts.

Responsible content creation is equally important given that youth are creators with
influence. Every post contributes to the information ecosystem, meaning ethical creation
involves checking sources before publishing and considering the impact of words on
vulnerable groups. Gamification can reward accuracy over speed, as badges for verified
sources encourage careful work rather than viral chasing. Critical thinking drives
meaningful online civic engagement since activism requires analyzing power structures
behind messages. Questions matter more than answers, such as asking who benefits from
this message. Facilitators should model this inquiry by pausing to question sources
together, verifying claims as a group, and using gamified quizzes to test verification skills.
This habit strengthens democratic participation ensuring resilient youth build healthier
communities.
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GAMIFICATION IN EDUCATION AND YOUTH WORK

Gamification applies game elements to non-game contexts because it motivates behavior
through structure and feedback loops, which differs from simply playing games for fun
during workshops. While game-based learning uses actual games to teach specific skills
directly, gamification adds engaging layers to existing tasks like creating videos or writing
blog posts, meaning you enhance the journey towards civic goals rather than replacing
content with play. Core mechanics such as missions, points, storytelling, challenges, and
rewards work together to boost engagement: missions break large tasks into clear steps,
points track progress visibly while offering immediate feedback, storytelling connects
actions to larger causes emotionally, challenges test skills safely allowing failure without
real-world cost, and rewards acknowledge effort which validates individual contribution.
These elements resonate with digital natives who respond naturally to feedback loops
inherent in social apps, transforming routine tasks into adventures worth pursuing together
as a team.

Pedagogically, this approach supports active learning within non-formal education since
participants learn by doing rather than listening passively to lectures, and seeing visual
progress builds confidence while sustaining motivation over long-term projects. Intrinsic
motivation grows when competence is recognized by peers, although extrinsic rewards like
badges should eventually lead to internal satisfaction because the ultimate goal is lasting
civic habit, not just collecting points temporarily.

Ethics matter deeply here because civic activism involves real stakes affecting
communities and policies, so you must avoid trivializing suffering for points or using
manipulation tactics common in commercial apps designed for addiction. Since mechanics
should empower participants rather than control behavior secretly, ensure inclusivity in
design from the start because not everyone competes comfortably, and some prefer
collaboration over public leaderboards which can cause stress. Focus on team
achievements to build solidarity while using mechanics to highlight shared values explicitly,
rewarding verification over speed and collaboration over individual glory. Youth workers
must monitor impact throughout activities and debrief on feelings related to rewards
openly, ensuring the focus remains on civic impact primarily because mechanics fade after
the project ends while impact remains in the community.

Before implementing any gamified activity, youth workers should take a moment to reflect
on the purpose, design, and potential impact of the experience. The following checklist can
help ensure that gamification remains aligned with educational goals, ethical principles,
and meaningful civic engagement:

Is the civic objective clear?

Does the activity develop media literacy?

Are game mechanics supporting learning rather than distracting from it?
Is participation inclusive?

Have ethical risks been considered?

Is there a reflection and debriefing phase?

Is there a connection to real-world action?

When these principles are considered, gamification becomes more than a motivational
tool—it becomes a framework for meaningful participation, learning, and civic action. The
following chapters explore how these principles can be applied across different forms of
digital media creation. We begin with video content, one of the most powerful and
accessible tools for youth participation, storytelling, and civic engagement in today's digital
landscape.
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CHAPTER 1

GAMIFICATION IN

VIDEO CONTENT

Teaching young people to be citizens who use film to speak truth to power.

Introduction

Video has become the primary language of digital communication for young people. It is
no longer a specialized skill reserved for professionals; it is a daily tool for expression,
documentation, and connection. For youth workers, this shift presents both an opportunity
and a challenge. The opportunity lies in meeting young people where they are, using a
medium they understand and consume constantly. The challenge is moving them from
passive consumers to active creators who use video for civic purposes rather than just
entertainment. This chapter treats video production not as a technical exercise but as a
civic practice. The goal is not teaching youth to be filmmakers; but teaching them to be
citizens who use film to speak truth to power. The structure here combines technical
guidance with gamified motivation to keep engagement high throughout the production
process. Video projects can be intimidating. Participants often fear looking foolish on
camera or struggle with complex editing software. Gamification breaks these barriers
down. By turning the production process into a series of achievable missions, you reduce
anxiety and increase completion rates. This section prepares you to facilitate video
activities that are safe, ethical, and impactful. You will find guidance on managing group
dynamics, ensuring inclusive participation, and linking digital outputs to real-world
advocacy. The goal is tangible change, not just a polished final product.

Video Activism Ecosystem Cycle

Documentation

Implementing Capturing evidence
solutions to address of the issue
the issue @

2
228 Awareness
Organizing people to Informing the public
take action about the issue

Made with % Napkin
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The role of video in digital activism and civic engagement

Video acts as evidence and an emotional catalyst in modern activism. When a young
person records injustice, they create a record that is hard to deny. In civic engagement,
video bypasses traditional gatekeepers like mainstream media editors. A smartphone clip
can reach millions without permission. For youth workers, understanding this power means
teaching responsibility. Participants must know that uploading a video has consequences.
It can protect communities or expose them to risk. Digital activism relies on visibility. Video
provides that visibility through platforms like TikTok, Instagram Reels, and YouTube. These
algorithms favor high-engagement visual content. Teach them how to use hashtags
strategically, how to caption for accessibility, and how to structure hooks that retain viewer
attention. Civic engagement often stalls because issues feel abstract. Video makes them
concrete. Showing a flooded street speaks louder than reading statistics about climate
change. However, speed is a risk. Viral moments fade quickly. It is important to design
activities that encourage sustained campaigns rather than one-off posts. Use video to
document progress over time. Create series instead of singles. This builds a narrative arc
that keeps audiences engaged beyond the initial shock value. Ensure participants
understand the lifecycle of a civic video. It starts with planning, moves to production, and
ends with distribution and evaluation. Each stage offers learning opportunities about
power, audience, and impact.

Gamified Video Production

) )
Unproduced Published Video
Video

Research and Editing and peer Impactful and
Raw footage and storyboard review engaging content

I . &
\P*%‘Y%—/Z\’N;;—-m ------------- }<\ M‘Y%* Y

—

ideas
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The importance of video storytelling for youth participation

Storytelling is the engine of participation. Young people participate when they see
themselves in the story. Traditional civic messaging often feels distant or lecturing. Video
storytelling allows youth to frame issues through their own lenses. This ownership is critical
for sustained engagement. When a participant writes the script, they decide what matters.
This agency builds confidence. For youth workers, facilitators of the process, the task is
guiding narrative structure without controlling the message. Teach basic story arcs:
problem, action, solution. Help them identify the human element in policy issues. A video
about housing rights is stronger when it features a person facing eviction than when it lists
laws. Gamification supports this by rewarding narrative clarity. Create missions focused on
storyboarding before filming. Award points for identifying the core message clearly. This
prevents videos from becoming disjointed clips. Encourage diverse storytelling formats.
Not every video needs a talking head. Use stop motion, voiceovers, or silent storytelling to
include shy participants. Some youth may not want to show their faces. Respect this. Offer
alternatives like filming hands, shadows, or using animation. Inclusive storytelling ensures
everyone contributes. Discuss ethics deeply here. Who owns the story? If filming
community members, obtain consent. Explain release forms in simple language.
Storytelling must not exploit vulnerability for views. The goal is empowerment, not
extraction. When youth control the narrative, they build skills in persuasion and empathy
that transfer to offline organizing.

Provides resolution or a Grabs the viewer's
call to action attention

Shows the character's

attempts and struggles Builds the story and

explores the issue

Act 1: The
Problem

Resolution (45-
60s)

Concludes the story and
delivers the message

Story Arc
Structure for
Civic Videos

Introduces the character
and the issue
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The benefits of video creation for developing media literacy

Creating video is the fastest way to understand how the media manipulates. When
participants edit footage, they see how cutting changes meaning. They learn that music
sets mood and angles imply power dynamics. This deconstruction builds critical immunity
against misinformation. A youth worker can use production errors as teaching moments. If
a clip looks fake, discuss why. If lighting hides details, explain the effect. Media literacy is
not just spotting fake news; it is understanding construction. Video creation forces
participants to make choices about representation. Who is in the frame? Who is left out?
Why this angle? These questions mirror critical consumption habits. Gamify the literacy
aspect. Create challenges where participants must spot edited manipulations in existing
ads or news clips before making their own. Reward accurate sourcing. If they use stock
footage, require citation. This builds habits of integrity. Digital resilience grows when they
experience the pressure of creation. They understand that viral content often sacrifices
truth for emotion. This insight protects them when browsing feeds later. Facilitate debriefs
focusing on these choices. Ask why they chose a specific song. Ask how the edit changes
the viewer's feeling. This reflection turns technical skills into critical thinking. Media literacy
becomes a byproduct of creation, not a separate lecture. They learn by doing, which
retains knowledge longer. This skill set is essential for navigating the information
ecosystem responsibly.

Media Deconstruction Through Creation

Characteristic

Engagement Message Emotional Technical Viewer
Reception Response Choices Perception
As Consumer Passive viewing Accepting message Emotional reaction None Uninfluenced
Influencin Camera angle,
As Creator Active choices Shaping message ) g lighting, music, Influenced
perception . I
editing, framing
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Key competences required for video production

To run these activities, you do not have to be a professional director, but you need specific
facilitation skills. Technical competence is secondary to group management. You need to
know enough to troubleshoot basic issues like audio quality or file formats. Poor audio
ruins videos more than poor video. Teach participants to check sound levels before
recording. Familiarize yourself with free editing apps available on phones. Expensive
software is not a requirement but accessibility is what we are aiming for. Competences in
safety are relevant, starting to assess risks regarding location scouting and online
publishing. You need to know how to blur faces or hide locations if safety is compromised.
There is the requirement of knowing legal knowledge. Understand copyright basics
regarding music and images and guide participants to use royalty-free libraries that’s why
group dynamics competence is crucial. Video production can create hierarchy. The person
holding the camera might dominate and from time to time rotate roles explicitly. Ensure
everyone edits, scripts, and acts. Conflict resolution skills are needed when creative
visions clash. Use gamification to enforce collaboration. For example, award team points
rather than individual ones. Competence in feedback delivery is vital. Teach participants
how to give constructive critique. Use structured formats like "l like, | wish, | wonder." This
prevents personal attacks. Finally, competence in adaptation is key. Technology fails.
Batteries die. Files are corrupt. Have backup plans. Keep activities flexible so technical
glitches do not halt progress. Youth workers' calm and flexible approach can reduce
participants' anxiety when technical problems appear. Prepare thoroughly but remain
adaptable.

Project Management Skills

Risk assessment,
consent forms,
copyright, privacy

Basic filming, editing
apps, audio check,
file management.

protection.

Group .

I Adaptabilit
Facilitation P y

. Backup plans,
lRoIe rotatllon, _O ,‘ troubleshooting,

conflict resolution, Zg} flexible timing, low-
inclusive practices, - ‘33 tech alternati\;es.
feedback structures.
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Competences developed through video-based activities

Participants gain a wide range of skills beyond just filming. Technical digital skills are
obvious: editing, framing, lighting. However, soft skills are the real value. Communication
improves as they learn to convey messages concisely. A 60-second video requires precise
wording. Collaboration grows through production roles. They learn to trust others with their
vision. Critical thinking develops during the research phase. They must verify facts before
stating them in video. Civic competence increases as they connect personal stories to
systemic issues. They learn how policy affects real life. Emotional regulation is another
outcome. Performing on camera creates vulnerability. Handling feedback on public content
builds resilience. They learn to separate personal worth from view counts. This is crucial
for mental health in digital spaces. Leadership skills emerge when participants coordinate
shoots. They manage time and resources. Problem-solving happens constantly. Lighting
is bad? Move. Noise is loud? Wait. These micro-decisions build confidence. Media ethics
competence is deepened. They understand the weight of publishing content about others.
They learn consent and representation norms. These competences transfer to
employment and education. Video portfolios showcase skills to future employers. The
confidence gained from creating public content helps in interviews and presentations.
Facilitators should highlight these transferable skills during debriefs. Help participants
articulate what they learned beyond the video itself. This validates the effort and
encourages future civic action.

Foundations of Video Creation

Communication
Technical Skills

Proficiency in filming,
editing, and audio
production.

Crafting clear and
engaging messages
through visuals and

stories.

Emotional . .
. Critical Thinking
Intelligence
. Video Creation Ability to analyze
Resﬂlence,_empathy, and NS information and verify
self-regulation in creative cuvity sources.

processes.

Collaboration

Effective teamwork and
communication among
creators.

Understanding and
advocating for
community policies.
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The value of combining video production with gamification techniques

Video production is hard work. It requires patience and iteration. Motivation often drops
during the editing phase. Gamification sustains energy through these dips. By breaking
production into levels, you make progress visible. A mission to "complete the storyboard"
feels achievable compared to "make a video." Points provide immediate feedback on effort.
This is vital for youth accustomed to instant digital gratification. Rewards should align with
civic values. Do not reward views; reward accuracy. Do not reward drama; reward
collaboration. This ensures the gamification supports the mission rather than distorting it.
Storytelling mechanics within the game structure mirror the video content. If the video is
about a journey, the production process should feel like a journey. Use badges to mark
milestones. "Research Master," "Editor Pro," "Community Voice." These titles build identity.
Challenges create safe spaces for failure. If a shot fails, it is just a lost life in the game, not
a personal failure. This reduces anxiety. Leaderboards should be used carefully. Public
ranking can shame slower learners. Use team leaderboards instead. This fosters peer
support. Fast learners help slower ones to boost the team score. Gamification also
structures the following briefing session. Using tiered content to reveal reflective questions
can make the assessment engaging and part of the game. Gamified groups complete
projects more frequently and don't feel as much as they would without gamification, when
in reality they are, but they are motivated and produce higher-quality work because they
are deeply involved at every step. For youth workers, this means less dropout and greater
impact. In this way, the gamified elements support the process, while the final video
becomes a visible expression of the participants' civic voice. This combination turns a
workshop into a movement.

Gamification in Video Production

Post-production
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ideo storytelling for civic awareness and action

Imagine a group of young people encountering misinformation about freedom of
movement within the EU and the requirements for Erasmus+. This brief context is enough
for a youth group to create geolocated video challenges to debunk common myths. The
Actionbound app can be used for this activity, with participants following a "treasure hunt"
route through their neighborhood. Each location presents a false claim (e.g., "Erasmus is
only for university students" or "Erasmus+ programs cost €300 to participate"). The groups
must verify the information with official EU sources and record 30-second videos
debunking these myths at that location. After completing each location, they are awarded
"Fact Checker" badges; speed in research rewards efficiency. The app tracks progress in
a real-time leaderboard.

Participation strategies: The videos include QR codes that link to verified sources. Viewers
scan the codes to access a "Myth or Fact" quiz. Correct answers unlock additional content
about real opportunities in the EU. The "Share Your Story" activity or challenge invites
participants and other viewers to post their own EU mobility experiences using the
campaign hashtag.

Expected results: Participants improve their digital literacy by distinguishing reliable EU
sources from misinformation. This location-based format connects abstract EU values with
physical community spaces. Audience interaction generates a ripple effect of verified
information. In this way, both local youth organizations and educational institutions adopt
the Actionbound initiative, extending civic education and increasing its impact beyond the
initial target group.

LEARNING BY DOING - ACTIVITY PROPOSAL
EU Myth Busters: Geo-Location Challenge

ELEMENT DETAILS

Duration 2 sessions of 2.5 hours each
Group size 10-20 participants (teams of 3-4)
OBJECTIVES

* Identify and debunk common misinformation about EU history, values, or opportunities
» Create short fact-checking videos at relevant community locations

» Use Actionbound app to design and navigate gamified civic trails

« Strengthen skills in source verification and digital advocacy

TARGETED COMPETENCES

Digital literacy: identifying credible EU sources, detecting fake news

Technical: Actionbound app usage, smartphone video recording, QR code generation
Civic knowledge: EU values, Erasmus+ opportunities, freedom of movement rights
Critical thinking: fact-checking methodology, bias detection, evidence evaluation

Communication: translating complex information into accessible messages
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MATERIALS

Smartphones with Actionbound app installed (free for participants)

Internet access for research (EU official websites: europa.eu, ec.europa.eu)

Portable phone chargers/power banks

Notebook for brainstorming (digital or paper)

Access to free QR code generator (QRCode Monkey or similar)

Consent forms for filming in public spaces

PREPARATION

Facilitator creates a test Actionbound account and sample bound

» Identify 4-5 safe, accessible public locations relevant to EU themes (community
centers, libraries, schools, public squares)

Prepare a list of common EU myths (e.g., "EU funding only benefits rich countries,"
"Brexit means no UK-EU youth exchanges")

Bookmark verified sources: Europa.eu, European Youth Portal, Erasmus+ database

Test internet connectivity at each location

» Create a shared WhatsApp/Telegram group for team coordination

IMPLEMENTATION (INSTRUCTIONS, METHODOLOGY AND TIMING)

Session 1: Myth Detection & Trail Design (150 min)

0-30 min: Introduction to EU misinformation; present 3 real examples of fake news about
EU opportunities

30-70 min: Teams receive one myth each; research phase using only official EU sources
to find counter-evidence

70-100 min: Script writing: craft a 30-second debunking video (hook, false claim, verified
fact, source citation)

100-130 min: Actionbound tutorial: facilitator demonstrates creating bounds, adding
missions, setting badges

130-150 min: Teams plan their route: assign locations to each myth, sketch the trail map
Between sessions (independent work):
Teams film their debunking videos at assigned locations (30-45 min each)

Upload videos to Actionbound; set up badge system (e.g., "Truth Seeker" for completion,
"Speed Detective" for fast verification, "Source Master" for citing 3+ official references)

Generate QR codes linking to source pages
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Session 2: Trail Testing & Launch (150 min)

0-60 min: Teams swap devices and complete each other's Actionbound trails; take notes
on usability and clarity

60-90 min: Bug-fix session: adjust confusing instructions, improve video audio, clarify
badge criteria

90-120 min: Audience engagement setup: create "Myth or Fact" quiz questions within
Actionbound; link QR codes to bonus content

120-140 min: Public launch: publish bounds; share QR codes in community spaces;
invite peers to participate

140-150 min: Initial reflection: What was hardest about verifying EU information? How
did gamification affect motivation?

DEBRIEFING AND EVALUATION

Impact metrics: Track how many people completed the Actionbound trail; review quiz
answer accuracy

Skill assessment: "Before this activity, | could identify fake news about EU opportunities"
(1-5 scale, before/after)

Group discussion: "Which myths were hardest to debunk? Why do you think these false
beliefs persist?"

App reflection: "Did earning badges motivate you to complete tasks? Did competition
help or distract from learning?"

Transfer question: "How could you adapt this method for other topics (climate
misinformation, health fake news)?"

Source evaluation: Participants share one credible EU source they discovered and
explain why it's trustworthy

Sustainability planning: "Who could continue this trail after the project ends? How can
we update it when new myths emerge?"

Celebrate achievements: Award digital certificates; share best videos on European
Youth Portal or partner social media

CLOSING THOUGHTS

While video enables young people to capture attention through powerful visual storytelling,
not every civic message requires a camera. Some ideas need space for deeper reflection,
critical analysis, and personal expression. Blogging offers young people an opportunity to
slow down, explore issues in greater depth, and develop their own voice as civic actors.
The next chapter explores how youth workers can use gamified blogging to transform
written content into interactive experiences that encourage reflection, participation, and
meaningful civic engagement.
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CHAPTER 2

GAMIFICATION IN

BLOGGING

Transforming written content into interactive experiencesthat encourage reflection,participation,
and meaningful civicengagement.

INTRODUCTION

In contemporary digital environments, blogging has evolved into a powerful medium for
communication, learning, and civic engagement. It enables individuals and communities to
share personal and professional experiences, as well as to address diverse topics such as
education, politics, science, fundraising, and social issues. The motivations behind
blogging range from personal expression and knowledge sharing to raising awareness and
mobilising communities around civic causes. For young people, blogs can be more than
simple online diaries; they can become spaces where opinions are shaped, experiences
are shared, and communities are mobilised around social causes.

With the rapid expansion of digital content—now exceeding hundreds of millions of blogs
worldwide—a key challenge emerges for youth workers: how can young people be
meaningfully engaged in civic topics when content consumption is often passive and
fragmented?

One effective response to this challenge is the integration of gamification into blogging
activities facilitated by youth workers. Gamification transforms traditional written content
into interactive and participatory experiences by integrating elements such as storytelling,
challenges, progression systems, missions, and feedback loops. The goal is not to turn
blogs into games, but to use game-thinking to sustain motivation, encourage participation,
and support meaningful learning.

Gamified blogging combines storytelling, game mechanics, and user interaction to create
dynamic learning environments that enhance motivation, sustain attention, and promote
meaningful learning outcomes. It supports the development of media literacy, critical
thinking, creativity, and civic participation while making digital learning more engaging and
accessible for young people. Young people are not only learning how to write online; they
are learning how to use digital spaces responsibly to raise awareness, influence
communities, and advocate for change.

GAMIFICATION AS A PEDAGOGICAL APPROACH

Gamification is widely defined in academic literature as the application of game design
elements in non-game contexts to enhance engagement and motivation. Unlike game-
based learning, which uses complete games as educational tools, gamification integrates
selected elements—such as points, badges, leaderboards, and quests—into existing
activities.
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Research indicates that gamified environments can positively influence motivation,
engagement, and knowledge retention. According to the Theory of Gamified Learning,
these effects occur not because game elements directly improve learning, but because
they influence learner behaviour, attitudes, and persistence.

A key framework for understanding gamification is the Octalysis Framework, developed by
Yu-kai Chou. This model identifies eight core motivational drivers:

Motivators for Engagement

Epic Meaning

Motivation through
progress, achievement,
and mastery

Engagement driven by
contributing to a larger
purpose

Ownership

Emotional investment
through control over
content

Opportunities for
experimentation and
immediate responses

Social Influence Scarcity

Desire for limited or
time-based content

Interaction,
collaboration, and peer
engagement

Unpredictability

Sustained engagement Motivation to maintain
through surprises and progress
evolving narratives

Made with % Napkin

1. Epic meaning and calling — engagement driven by contributing to a larger purpose
(e.g. addressing civic issues through blogging). Young people are motivated when they
feel part of something larger than themselves.

2. Development and accomplishment — motivation through progress, achievement, and
mastery (e.g. completing blog challenges or levels). Completing challenges, unlocking
new content, or publishing a finished blog entry gives young people a sense of
achievement and mastery.

3. Empowerment of creativity and feedback — opportunities for experimentation and
receiving immediate responses. Young people engage more deeply when they are
encouraged to experiment creatively and receive immediate feedback. Blogging allows
participants to develop personal narratives, explore different perspectives, and respond
to comments or interactive tasks.
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4. Ownership and possession — emotional investment through control over content or
personal contributions. Participants become more emotionally invested when they feel
ownership over their work. Personal blogs, customised content, or collaborative
storytelling projects increase responsibility and commitment to the learning process.

5. Social influence and relatedness — interaction, collaboration, and peer engagement.
Peer interaction is central in youth work. Gamified blogs can encourage collaboration
through shared missions, discussion prompts, or peer feedback activities. Young
people often remain engaged because of the social experience, not only the content
itself.

6. Scarcity and impatience — desire for limited or time-based content (e.g. unlocking
blog sections). Limited-time missions, staged content release, or weekly challenges
can sustain attention and curiosity. These mechanics encourage participants to return
regularly and remain involved in ongoing activities.

7. Unpredictability and curiosity — sustained engagement through surprises and
evolving narratives. Young people are naturally drawn to discovery and surprise.
Narrative branching, hidden information, or unexpected story developments can
transform blogging from static reading into an interactive experience.

8. Loss and avoidance — motivation to maintain progress (e.g. activity streaks).
Progress-tracking systems, activity streaks, or ongoing collaborative projects
encourage consistency and long-term participation. Participants become motivated to
maintain their involvement rather than lose accumulated progress.

For gamification to be effective, youth workers must move beyond superficial rewards and
focus on meaningful participation. The most successful gamified blogging environments
are built around three key structural elements:

* Progress: visual indicators such as levels, stages, or completion markers
* Interaction: active participation through comments, tasks, or collaborative activities
* Feedback: immediate and meaningful responses to user actions

Together, these elements create engagement loops where participants move continuously
through cycles of trigger, action, reward, and investment. In blogging, this may involve
reading a civic story, responding to a challenge, receiving feedback, and contributing
further content. For youth workers, these loops help sustain motivation and transform
blogging into an ongoing participatory learning experience rather than a one-time activity.

THE IMPORTANCE OF STORYTELLING IN BLOGGING FOR YOUTH PARTICIPATION

Storytelling is one of the most powerful tools for civic engagement because people connect
emotionally to stories before they connect intellectually to facts. Young people are more
likely to participate in civic discussions when they can relate personally to the experiences
being presented. For youth workers, storytelling creates opportunities to transform abstract
social issues into relatable and human experiences.

Traditional civic education often relies heavily on information delivery. However,
information alone rarely creates emotional investment or sustained participation.
Interactive storytelling changes this dynamic by placing young people inside the narrative
rather than positioning them as passive readers. Instead of simply reading about a social
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issue, participants are invited to reflect, make decisions, solve problems, or imagine
consequences.

Interactive storytelling aligns closely with experiential and constructivist learning theories,
where knowledge is developed through participation, reflection, and personal experience.
Young people learn more effectively when they actively engage with content rather than
simply receive it. In gamified blogging, storytelling becomes a tool for participation,
empathy, and critical thinking.

TYPES OF STORYTELLING IN BLOGS

Scenario-based, Mission based, Progressive

Which storytelling approach should be used?

Scenario-based Ql?zzg Mission-based

Motivates action through meaningful
goals and values.

Encourages empathy and decision-
making by placing readers in realistic
situations.

Progressive

Maintains engagement through
continuity and anticipation over time.

Made with Z Napkin

By integrating these approaches, blogs can create emotionally engaging and participatory
learning experiences that strengthen civic awareness and involvement.

GAMIFIED BLOG STRUCTURES AND ENGAGEMENT MECHANISMS

Gamified blogs approach blogging differently. They transform the reading experience into
an interactive journey where participation becomes part of the learning process. For youth
workers, this shift is important because civic education requires more than information
delivery. Young people need opportunities to interact, reflect, make decisions, and connect
digital experiences with real-world action.

This approach reflects an experience-design model rather than a simple content-delivery
model. The blog becomes a space where engagement is intentionally created through
progression, curiosity, feedback, and interaction.

KEY STRUCTURAL ELEMENTS

* Progression systems: content unlocked step-by-step. Progression systems help
young people visualise advancement and maintain motivation.

* Levels or stages: structured complexity and learning progression. Organising blog
content into stages creates structure and clarity.

* Embedded tasks or missions: guiding users through active participation. Missions
transform reading into active participation. Instead of simply consuming information,
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participants are invited to reflect, answer questions, complete small civic actions, or
contribute ideas.

Feedback mechanisms: immediate responses to user input. Immediate feedback
sustains engagement and helps participants understand the impact of their action.

For youth workers, these mechanisms are especially valuable because they maintain
participation throughout the activity. Blogging becomes less about producing a perfect final
text and more about continuous engagement, experimentation, and reflection.

READER ENGAGEMENT MECHANISMS

Quizzes support knowledge testing, reflection, and media literacy development. They
encourage active recall, critical thinking, and evaluation of information sources.

Challenges and missions extend learning beyond the digital environment by encouraging
real-life action, such as community participation or critical evaluation of information. They
strengthen the connection between knowledge and behaviour.

Scavenger hunts can be integrated into blog activities by inviting young people to search
for clues, information, or resources hidden throughout a series of blog posts or linked
materials. Each clue can lead participants to a new task, question, or civic challenge. For
example, a blog focused on environmental sustainability may include clues related to
recycling practices, local environmental initiatives, or waste reduction strategies.
Participants collect information, solve challenges, and gradually uncover practical
solutions to environmental problems.

Gymkhanas (challenge circuits) provide a more structured sequence of tasks that
combine creativity, teamwork, research, and action. Participants complete a series of
challenges inspired by the blog content, either individually or in teams. For example, a civic
participation gymkhana can require participants to identify local community issues,
interview residents, analyse information sources, document findings through photos or
videos, and propose solutions. Progress can be recognised through points, badges, levels,
or completion milestones.

Active participation

Gamified blogs promote continuous user involvement through decision-making,
discussion, and content creation. This reflects social constructivist learning, where
knowledge is co-created through interaction.

APPLICATION TO CIVIC TOPICS

Gamified blogs can address civic issues such as environmental protection, human rights,
or political participation. For example:

« environmental blogs may include missions to reduce waste or track impact;

« political literacy blogs may include decision-making scenarios or misinformation
challenges;

+ media literacy blogs may include interactive fact-checking activities, source evaluation
quizzes, or challenges where readers identify biased, manipulative, or misleading
content in digital media.
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Through these mechanisms, blogs move from information delivery to meaningful civic
engagement.

THE ROLE OF BLOGGING IN DIGITAL ACTIVISM AND CIVIC ENGAGEMENT

In the Web 2.0 era, blogging has evolved from personal online journaling into a powerful
tool for civic participation and digital activism. For young people, blogs provide accessible
spaces to express opinions, document experiences, raise awareness, and participate in
public dialogue without relying on traditional media institutions.

For youth workers, blogging offers an opportunity to support youth participation in
democratic life through digital expression. Many young people already communicate online
daily, but they may not always recognise their potential to use these spaces for civic
engagement. Blogging activities help transform digital communication into civic action.

The long-form nature of blogging is particularly valuable in this context because it allows
space for complexity and nuance. Unlike short social media posts, blogs enable young
people to explain ideas in depth, provide context, and explore multiple perspectives. This
is especially important for topics such as:

« environmental sustainability;

+ social inclusion and diversity;

« human rights and equality;

* media manipulation and misinformation;

» democratic participation and youth representation.

When young people publish content about issues affecting their communities, they begin
to see themselves as contributors to public discourse rather than passive observers. This
sense of ownership and participation is central to civic engagement

THE BENEFITS OF BLOGGING FOR DEVELOPING MEDIA LITERACY

Media literacy is one of the most important competences young people need in
contemporary digital societies. Every day, they navigate large volumes of online
information, including news, advertisements, social media content, influencer messaging,
and user-generated media. In this environment, the ability to critically analyse, evaluate,
and create digital content responsibly becomes essential.

Gamified blogging contributes to media literacy skills development by:
* encouraging critical evaluation of information

» supporting active engagement with content

» developing digital content creation skills

* raising awareness of bias, manipulation, and misinformation

Gamified blogging supports digital resilience. Participants become more confident
navigating online environments, more critical in evaluating information, and more
responsible in creating and sharing content. These competences are essential not only for
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digital participation, but also for active citizenship and democratic engagement in
contemporary society.

CHAPTER CONCLUSIONS

Gamification in blogging is an innovative and effective approach to digital communication,
transforming traditional blogs into interactive and participatory learning environments for
young people. This transformation is achieved through the integration of storytelling, game
mechanics, progression systems, quizzes, challenges, and feedback loops. Gamified
blogs engage young users, keep them motivated, and support long-term participation in
youth work and civic learning contexts.

Throughout this chapter, it is observed that gamified blogs reveal significant pedagogical
value and can support experiential learning, critical thinking, and active civic participation
among young people. For youth workers, these methods provide accessible and engaging
tools for facilitating participation, reflection, and digital engagement. The integration of
frameworks such as Yu-kai Chou’s Octalysis Model highlights the importance of
understanding psychological motivation in order to create meaningful and sustainable
engagement.

Interactive storytelling further strengthens this process by placing young readers and
participants at the center of the learning experience. Scenario-based, mission-based, and
progressive storytelling approaches encourage empathy, reflection, and personal
connection to civic and social issues. As a result, young people move beyond passive
content consumption and become active participants in dialogue, problem-solving, and
community-oriented action.

Moreover, young people develop media literacy competencies that are essential in
contemporary society, where the digital sphere is highly prominent and information
overload is widespread. Through youth work activities based on gamified blogging,
participants strengthen their ability to critically evaluate information, engage responsibly
online, and create meaningful digital content. However, ethical considerations remain
fundamental in the design of gamified blogs, and educational, youth work, and civic
objectives must remain at the center of the process.

PRACTICAL APPLICATION
Environmental storytelling through gamified blogging

The practical example below illustrates how gamified blogging can be used by youth
workers to raise awareness among young people about civic education topics, such as
environmental responsibility in our example, through storytelling and simple interactive
elements. By combining narrative immersion with reflection and participation, the blog
encourages readers to connect personal behaviour with broader environmental impact.

Title: “The day the forest started speaking back”
You didn’t plan to think about anything important that day.

It was just a walk. A quiet escape from noise, notifications, and responsibilities. The kind of
walk where you let your thoughts drift and your eyes follow the light through the trees and
nature.

At the entrance to the park, everything seemed ordinary. The air felt fresh. The path
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stretched calmly ahead. Someone passed by jogging, headphones on. Another person
walked a dog.

Nothing unusual. At least, not at first.
As you walk deeper into the park, small details begin to shift.

At the edge of the path, something catches your eye. A plastic bottle, slightly crushed, half-
hidden under dry leaves. A few steps later, a candy wrapper. Then another.

The path

You keep walking. At some point, you start noticing them everywhere.
Not enough to stop you—but enough that you can’t unsee them anymore.
And then, a thought appears, almost like it doesn’t belong to you:

How many pieces have you already passed?

Before continuing, pause for a moment:

How many pieces of litter does a person typically pass in a 10-minute walk in a polluted
urban park?

* A)lLessthan5

* B)Around 10-20

* C) More than 50

(Keep your answer in mind. You'll find out soon.)

The shift

The deeper you go, the quieter it becomes. But it’s not the peaceful kind of quiet anymore.
It's the kind that makes you aware of everything. A plastic bag is caught high in the
branches of a tree, moving slightly with the wind. For a second, it looks like it belongs

there—until it doesn't.

Near a small stream, the water slows down around objects that shouldn’t be there. Bottles.
Packaging. Fragments of things that once had a purpose somewhere else.

Nothing dramatic happens. And yet, everything feels different.
You start to realize something uncomfortable:
the forest hasn’t changed — you have.

You are noticing.
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The answer

At the end of the path, there is a simple wooden sign. No bright colors. No dramatic
message. Just a few lines:

* Most people pass over 50 pieces of litter in just 10 minutes without realizing it.
* A plastic bottle can take up to 450 years to decompose.
* Around 80% of pollution in natural areas comes from everyday human activity.

You look back at the path you just walked. It's the same path. But it doesn’t feel the same
anymore.

Reflection

On your way back, you walk slower. Not because you have to—but because now you see
things you didn’t notice before.

A wrapper near a tree root. A bottle pressed into the soil. A cigarette butt near the bench
where someone probably sat for five minutes—and left something behind for years.

Nothing about the forest is asking for attention. It simply reflects what is left in it. And maybe
that’s the point. Not that the forest suddenly started speaking— but that, for the first time,
you started listening and you are ready to act.

Mission to be completed

During your next walk—whether in a park, a forest, your neighbourhood, or on your way to
school or work—Ilook for three examples of environmental neglect.

They might be litter left on the ground, overflowing bins, damaged green spaces, or signs
of pollution that people pass by every day without noticing.

Take a moment to observe them carefully.

Then write a short blog reflection (150—-200 words) answering these questions:
* What did you notice?

*  Why do you think these issues exist?

* How do they affect the community or the environment?

* What is one action that citizens, local authorities, or community groups could take to
improve the situation?

Looking forward to your completed mission.
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LEARNING BY DOING — ACTIVITY PROPOSAL

The Nature Speaks

ELEMENT DETAILS
Duration 90 minutes
Group size 10-20participants

OBJECTIVES

To develop awareness of environmental responsibility through storytelling and
reflection.

To enhance participants’ ability to critically engage with civic topics using gamified
content.

To support the creation of interactive blog content addressing environmental issues.

TARGETED COMPETENCES

Media literacy and critical thinking
Civic engagement and environmental awareness
Digital storytelling and content creation

Creativity and reflective thinking

MATERIALS

Printed versions of the blog story “The Day the Forest Started Speaking Back”
Envelopes with the puzzle

Flipchart or whiteboard

Markers and pens

Paper or digital devices (phones/laptops)

Sticky notes

PREPARATION

The facilitator prepares the envelopes with the puzzle, prints the blog story for each group.
Prepare the space for group discussion and ensure all materials are available. Optionally,
prepare examples of blogs or blogging platforms for inspiration.
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IMPLEMENTATION (INSTRUCTIONS, METHODOLOGY AND TIMING)

1. Introduction (10 minutes) -

The facilitator introduces the topic of environmental responsibility and explains that
participants will explore how storytelling and gamification can raise awareness and
encourage action. The facilitator briefly explains the concept of gamified blogging.

2. Reading the story (20 minutes)

Participants are divided into small groups and invited to complete a short discovery task.
Each group must find a hidden envelope placed somewhere in the activity space. The
envelope contains a simple puzzle and a copy of the blog story, “The Day the Forest
Started Speaking Back.”

3. After finding and opening their envelope, each group reads the blog story. The
facilitator invites participants to pay attention to the emotions evoked by the narrative, the
key messages about environmental responsibility, and the interactive elements included in
the story (the quiz and the truth reveal). Participants are encouraged to reflect on how the
story connects everyday behaviours to their impact on nature and the wider community.
Reflection in groups (10 minutes) Participants discuss in pairs:

« What did you feel while reading the story?

« What message stayed with you the most?

» Did the quiz influence your thinking or awareness?

Each pair writes 2—3 key reflections on sticky notes.

4. Group discussion (10 minutes)

The facilitator collects reflections and clusters them on a board.

The discussion focuses on:

« Why storytelling is effective in raising awareness

* How simple interaction (quiz/truth) influences engagement

* The connection between personal behavior and environmental impact

5. Creation task — Gamified blog idea (30 minutes)

Participants will work in the same groups and become "Eco story teams." Their mission
is to design a concept for a gamified blog post that inspires young people to take action on
an environmental issue.

Each team receives a Mission Card containing one environmental topic (e.g., waste
reduction, recycling, pollution, biodiversity, water conservation).

To complete the mission, teams must create a blog concept that includes:
» Ashort story concept (2—3 sentences)

* One interactive element (e.g., quiz, reflection question, challenge, mission, scavenger
hunt clue)
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+ Aclear environmental message or call to action

Teams write their ideas on paper or a digital device. At the end of the mission, each group
prepares a short presentation to showcase their concept.

The facilitator acts as the "Mission coordinator," encouraging creativity, collaboration, and
active participation rather than competition. The aim is to help participants experience how
storytelling and simple gamification techniques can transform a traditional blog into an
engaging tool for environmental awareness and civic action.

6. Presentation (10 minutes)

Each group presents its blog concept in a short 2-minute pitch, explaining:

+ the story idea

+ the interactive element

» the key environmental message or call to action

After all presentations, participants take part in a Community Vote. Each participant
receives one vote and is invited to select the blog concept they find most creative,
engaging, and likely to inspire environmental action.

Participants cannot vote for their own team's project.

The facilitator counts the votes and announces the "Most creative blog". The winning
team receives a symbolic recognition, such as a creative badge/sticker.

DEBRIEFING AND EVALUATION

The facilitator leads reflection using guiding questions:

* What did you learn about environmental responsibility through this activity?

How can storytelling influence people’s behavior?

What makes a blog engaging and interactive?
* How can you apply these methods in your own work or community?

Participants are invited to share one action they can take in their daily lives related to waste
reduction. The facilitator concludes by reinforcing the connection between awareness,
storytelling, and civic action, highlighting how small behavioral changes can contribute to
a larger environmental impact.

CLOSING THOUGHTS

Blogs allow young people to share ideas through written narratives, but civic storytelling
can also be communicated through another powerful medium: voice. Podcasts create
space for dialogue, personal testimony, and discussion, allowing participants to engage
audiences in a more intimate and conversational way. Building on the storytelling principles
explored in this chapter, the next section examines how gamification can enhance podcast
creation and help young people develop communication skills, media literacy, and civic
awareness through audio content.
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CHAPTER 3

GAMIFICATION IN

PODCASTING

Moving podcasts from passive listening to interactive,participatory experiencesthat support
civic awareness,decision-making,and community dialogue.

INTRODUCTION

Digital media has become a central part of young people’s everyday lives, shaping how
they communicate, learn, and engage with the world around them. Because of this, youth
work has been gradually adapting by incorporating different digital tools and platforms into
its practice. One format that has gained increasing attention in recent years is podcasting.
Podcasts are easy to access, relatively simple to create, and already popular among young
audiences, which makes them a valuable tool for youth work and non-formal learning.
Podcasts allow young people to listen whenever and wherever it suits them, supporting
autonomy and self-paced learning. At the same time, their conversational and storytelling
style can make even complex topics feel more understandable and relatable. Research
suggests that podcasts can support both engagement and learning, particularly when they
are used as part of a wider educational approach rather than on their own. Another
important advantage of podcasting is that young people are not only listeners but can also
become creators. Producing podcasts gives them the opportunity to develop a range of
skills, including communication, critical thinking, digital literacy, and teamwork. It also
creates space for young voices to be heard, allowing them to share their opinions and
experiences. This strongly reflects key values of youth work, such as participation,
empowerment, and inclusion.

At the same time, podcasts are not without limitations. One of the main challenges is that
listening can easily become a passive activity. If there is no interaction or guidance, young
people may not engage deeply with the content. This can reduce the overall impact of
podcasts, especially in non-formal learning environments where active participation is
essential. To respond to this challenge, increasing attention has been given to the concept
of gamification. Gamification involves using game-like elements, such as challenges,
levels, points, or rewards, in non-game contexts to make activities more engaging. In
educational settings, it has been shown to increase motivation and encourage more active
participation.

When combined with podcasting, gamification offers interesting possibilities. For example,
listeners might be invited to complete tasks, answer questions, or reflect on content as they
progress through episodes. They might also receive some form of feedback or recognition
for their participation. In this way, listening becomes more than just a passive activity, it
becomes something interactive and engaging. This is particularly important in youth work,
where participation and involvement are key goals. This chapter explores how podcasts
can be used in youth work, with a particular focus on the role of gamification. It looks at how
combining these two approaches can support engagement, learning, and participation
among young people, and considers how podcasts can move from being simply a listening
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tool to becoming a more interactive and meaningful experience.
GAMIFIED PODCASTING: CONCEPTUAL FOUNDATIONS
* Narrative structures in Podcasting

Combining podcasting with gamification opens up new ways of thinking about how audio
content can be designed and experienced. Rather than treating podcasts as something
people simply listen to, they can be shaped into formats that encourage active
involvement.

» Gamified audio storytelling

One of the most interesting approaches is gamified audio storytelling. In this format,
podcasts are structured more like interactive stories, where elements of narrative and
gameplay are combined. Instead of following a fixed storyline, listeners may be invited to
think about choices, predict outcomes, or influence what happens next. This makes the
experience more immersive and personal, as listeners feel more connected to the story
and its development. It also encourages them to pay closer attention, since their
involvement has an impact on how the narrative unfolds.

* Episodic narrative progression

Another important concept is episodic narrative progression. This means that a podcast is
designed as a sequence of connected episodes that gradually build on each other. Similar
to levels in a game or chapters in a story, each episode represents a step forward. This
structure can create a sense of anticipation and continuity, encouraging listeners to return
and follow the development over time. It also allows for more complex topics to be explored
in stages, making them easier to understand and more interesting.

PARTICIPATION AND INTERACTIVITY IN PODCASTING
» Listener participation and voting mechanisms

Closely connected to this is the idea of listener participation and voting mechanisms.
These allow audiences to actively contribute to the direction of a podcast. For example,
listeners might vote on how a story should continue, which topic should be explored in the
next episode, or how a particular issue should be approached. This kind of participation
helps build a sense of community and shared ownership. Instead of being passive
consumers, young people become part of the process, which can increase both motivation
and engagement.

* Interactive audio engagement strategies

In addition, podcasts can include different interactive audio engagement strategies to
make listening more active. These might involve asking questions during the episode,
encouraging reflection, or linking the content to small tasks or activities outside the
podcast. For example, listeners might be invited to think about their own opinions, discuss
topics with others, or respond through online platforms. Even simple elements like pauses
for reflection or prompts for action can make a significant difference in how deeply listeners
engage with the content.
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e Tool for civic awareness and discussion

Finally, podcasts can also serve as a powerful tool for civic awareness and discussion,
especially when combined with these interactive elements. They provide a space where
social issues, community topics, and different perspectives can be explored in an
accessible and relatable way. When young people are invited to participate, through
storytelling, voting, or discussion, they are more likely to reflect on these issues and form
their own opinions. In this way, podcasts can support not only learning but also active
citizenship, encouraging young people to engage with the world around them.

Overall, these approaches show how podcasting can move beyond a purely informational
format and become a more dynamic and participatory experience. By integrating
storytelling, interaction, and progression, podcasts can better support the goals of youth
work, particularly in terms of engagement, inclusion, and active participation.

GAMIFIED PODCASTING: CONCEPTUAL FOUNDATIONS

Integrating storytelling, interaction and progressionto empoweryoung people

GAMIFIED PODCASTING

Combining podcasting with gamification to create
engaging, participatory and meaningful experiences.
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To better understand how gamified podcasting can be applied in practice, the following
example presents a structured activity designed for youth work. The activity combines
storytelling, participation, and interactive elements to support engagement and civic
awareness among young people. Combining multiple elements such as storytelling,
participation, and progression is common in gamified design. Rather than functioning as
separate approaches, these elements work together to create a coherent experience that
supports both participation and learning.

The example is based on a podcast series titled “Your Voice — Your Story”, which focuses
on social and community issues relevant to young people. The podcast is designed not
only as content to be listened to, but as an interactive experience in which listeners actively
participate.

The structure of the podcast follows an episodic format, where each episode focuses on a
different real-life situation relevant to young people. Instead of developing one continuous
storyline, each episode presents a new scenario, such as online bullying, peer pressure,
or social inclusion, allowing listeners to engage with a variety of topics over time. Within
each episode, a short narrative is used to introduce the situation, followed by a decision
point that encourages listener participation. This approach maintains continuity at the level
of format and engagement, rather than through a single ongoing story, and supports
sustained interest by offering diverse but relatable experiences.

A key element of the activity is gamified audio storytelling. At certain points in each
episode, the narrative pauses and presents a dilemma or decision based on a realistic
situation experienced by the guest. For instance, the main character may need to decide
whether to respond to online bullying or remain silent. These moments are designed to
prompt reflection and encourage listener involvement, as the audience is invited to
consider possible actions and their consequences before making a decision. An important
consideration when designing interactive podcasts is the ethical framing of choices.
Decision points should not present harmful or illegal responses as equally valid options.
Instead, all choices offered to listeners should reflect constructive and responsible ways of
addressing the situation. When listeners propose problematic solutions, facilitators have a
responsibility to acknowledge the underlying emotions, explain potential consequences,
and guide the discussion toward safer alternatives. In this way, the podcast not only
engages young people but also supports their development as responsible decision-
makers.

To support this, listener participation and reflection tools are introduced. After each
episode, listeners are invited to vote on what should happen next. This can be done
through simple tools such as online polls or social media platforms. The outcome of the
vote is presented at the end of the episode, which encourages reflection on the
consequences of different choices. In this way, listeners actively engage with the narrative
and reflect on its possible outcomes.

In addition, the podcast incorporates interactive audio engagement strategies. During
episodes, listeners are asked reflective questions, such as how they would respond to a
particular situation or what solutions they would propose. These prompts can be
considered individually or shared through online platforms. Small tasks can also be
included, for example encouraging listeners to observe an issue in their local community
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or discuss it with peers before the next episode.

The overall purpose of the activity is to use podcasting as a tool for civic awareness and
discussion. By engaging with real-life topics through storytelling and interaction, young
people are encouraged to think critically, express their opinions, and consider different
perspectives. The combination of narrative, participation, and gamification helps create a
safe and engaging environment for discussing social issues.

LEARNING BY DOING - ACTIVITY PROPOSAL

“YOUR VOICE, YOUR STORY” — EPISODE 1: SPEAK UP OR STAY SILENT?

ELEMENT DETAILS
Duration 60 minutes
Group size Production team: 2 or 3 people / Audience: unlimited (listeners)

OBJECTIVES

* To raise awareness about bullying, especially in digital environments

+ To engage listeners through interactive storytelling

+ To encourage reflection on personal responsibility and bystander behaviour

» To introduce decision-based participation within a podcast format

TARGETED COMPETENCES

Critical thinking

Social awareness

Decision-making skills

Civic awareness and responsibility

Active listening
» Digital participation and media engagement

MATERIALS

* Smartphone or recording device

External microphone (optional, for better sound quality)

Headphones

Audio recording/editing software (e.g., Anchor, Audacity, GarageBand)

Internet access

Laptop or tablet (optional, for editing and publishing)
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* Online platform for listener voting (e.g., Instagram, website poll)

PREPARATION

Develop a short script or outline for the episode (storyline, key moments, decision
point)

Define roles (host and guest/Alex) and prepare guiding questions

* Prepare the bullying scenario and realistic dialogue elements

« Set up and test recording equipment (microphone, phone, recording software)
» Prepare and set up the voting platform (e.g., Instagram poll, website form)

+ Identify and prepare information about support services (e.g., counsellors, helplines,
organisations)

« Plan timing of segments (story, reflection, decision point, insight)

IMPLEMENTATION (INSTRUCTIONS, METHODOLOGY AND TIMING)

0-5 min, Opening
The podcast host introduces the episode and topic (bullying):
“Today we’re talking about situations many people experience but rarely talk about openly.”

The host introduces Alex as a guest who recently witnessed online bullying among
classmates. The podcast host introduces the episode as a “choose your story” podcast,
where listeners actively shape the direction of the episode through their decisions. The
host explains that at the end of each audio clip, listeners will be presented with different
options. They must choose one option and then follow the consequences of that
decision.

Alex begins sharing:

‘It happened a few days ago. | was scrolling through my phone and saw a post from
someone in my class. A classmate was being mocked in the comments. Some people
were laughing, others were adding more insults.”

Prompt:
“What would you do in that moment?”

Before continuing the story, listeners are invited to make their first decision. The host
explains that there is no perfect answer and that each option may lead to different
consequences. Listeners are encouraged to choose the response they believe is the
most appropriate and cast their vote through the designated platform.

"Now it's your decision. Vote for the response you believe is the most appropriate." The
voting remains open while the discussion continues and the results are revealed later
in the episode.

A. Comment publicly
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B. Message the person privately

C. Report the post

D. Stay silent

5-15 min, Story introduction

Alex continues describing the situation in a personal and reflective way.
The host supports with a few guiding questions:
“What made you stop and pay attention?”

“What were you thinking at that moment?”

Alex explains hesitation and uncertainty.

Key statement:

“It's easy to stay silent when everyone else is.”
15-30 min, Story development

The situation escalates (both online and in school):
more negative comments appear

no one intervenes

social pressure increases

The host deepens reflection with limited questions:
“Did you feel responsible to react?”

“What made it difficult to step in?”

30-35 min, First results and guided reflection

“Earlier in the episode, we asked what you would do in Alex’s situation. Most listeners
chose to [message the person privately / report the post / comment publicly / stay
silent], while fewer chose the other options. This already tells us something important:
people often want to help, but they may choose different ways to do it. Let’s explore why
these choices matter.”

The host then addresses the situation by explaining that different responses can have
different consequences. A private message may offer emotional support, reporting the
post can create formal protection, and a calm public comment can interrupt harmful
behaviour. However, aggressive responses or public shaming can escalate the
situation. The host emphasizes that the goal is not only to react, but to respond in a way
that supports the person being targeted and keeps everyone as safe as possible.

The host addresses listeners directly:
“Take a moment. Imagine you’re in Alex’s position.”

(Short pause for reflection)
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35-40 min, Decision point

The host summarizes the dilemma and emphasizes that, before voting, listeners should
consider that the way we respond matters. Reacting with aggression or public shaming
might feel justified in the moment, but it can escalate the situation and may even have
legal consequences. There are ways to stand up for someone without putting yourself
or others at risk.

A. Alex sends a private message of support to the person being bullied;

B. Alex reports the post to the platform and informs a trusted adult;

C. Alex publicly comments asking others to stop, without attacking anyone;
D. Alex stays silent but feels conflicted.

Listeners are given time to reflect on the possible consequences of each option and cast
their vote through the designated online platform.

Prompt:

“Which option would you choose, and why?”

40-45 min, Listener participation and voting

Call to action:

“Now it’s your decision. Vote and decide what happens next.”
(Listeners are directed to a voting platform)

45-50 min, Insight segment

The host reflects:

“Situations like this often continue because no one interrupts them. Even small actions can
make a difference.”

Alex adds a short personal reflection.
50-60 min, Conclusion and transition to new topic (next episode)
The host presents the voting results:

“We asked you what Alex should do and here’s what you decided. Most of you chose
(Option A or Option B).”

The host reflects on the meaning of the decision:

“What matters is not just the choice itself, but what it says about how we respond in
situations like this. Speaking up or staying silent both have consequences.”

“Even if it feels uncomfortable, choosing to support someone who is being targeted is the
more responsible action.”

The story is clearly closed.

Transition to next episode (new topic)
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“In our next episode, we’ll move to a different situation, one that many young people also
face, but often don’t talk about openly.”

“We’ll explore what happens when group pressure starts to influence your decisions, and
how easy it is to go along with something you’re not comfortable with.”

Final closing:
“Until then, think about the choices you make and the impact they can have.”

*During the episode, the host introduces available support options at appropriate
moments, such as school counsellors, support organisations, helplines, and other
resources where young people can seek help or information in cases of bullying or
distress.

Listeners are encouraged to reflect individually on the scenario and their decision.
Reflection questions may include:

* What influenced your decision?

* Would you act the same way in real life?

* What impact can your choice have on others?

Feedback is collected through:

* voting results,

« comments or messages on the platform,

Evaluation focuses on:

» level of listener participation (number of votes/interactions),

+ quality of engagement (comments, reflections, discussions),

» relevance and understanding of the topic (bullying awareness).
The results are used to:

» assess the effectiveness of the episode,

» improve future podcast content and structure,

 identify topics of interest for upcoming episodes.

CLOSING THOUGHTS

Video, blogging, and podcasting each provide valuable opportunities for young people to
create meaningful civic content. However, real social impact often requires connecting
these individual outputs into broader communication strategies. Digital campaigns bring
together multiple media formats and transform isolated messages into coordinated actions
capable of reaching wider audiences and mobilising communities. The next chapter
explores how youth workers can use gamification to design engaging digital campaigns
that encourage participation, collaboration, and civic action.
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CHAPTER 4

GAMIFICATION AND DIGITAL CAMPAIGNS

IN YOUTH WORK

Civic participation, missions,community challenges, and digital storytelling —transforming
isolated content into coordinated civic action.

CIVIC PARTICIPATION, MISSIONS, COMMUNITY CHALLENGES AND DIGITAL
STORYTELLING

INTRODUCTION: THE ROLE OF GAMIFICATION IN CONTEMPORARY YOUTH WORK

Today youth work is developing in an environment where online and offline participation
are becoming more and more interconnected(UNICEF, 2020). Digital spaces are not only
communication channels, but also places to express opinions, build communities and
engage with social issues(Council of Europe, 2019).

Nowadays young people choose more flexible and network-based forms of engagement,
such as creating and sharing content, joining campaigns, volunteering or taking part in
digital activism(UNICEF, 2020). In such context, gamification can be a useful educational
and participatory approach (Deterding et al., 2011; Kapp, 2012).

In youth work, it should not be seen as “playing games”, but as the purposeful use of game
elements in non-game contexts to make participation more engaging, structured and
accessible (Deterding et al., 2011).

Missions, challenges, feedback, progress indicators and recognition can help young
people understand complex social issues through smaller, clearer and more achievable
steps (Kapp, 2012).

Gamification is particularly relevant for civic and digital campaigns because it connects
motivation, action, feedback and reflection (Werbach & Hunter, 2012).

It can help young people develop civic awareness, digital competences, critical thinking,
cooperation and a stronger sense of belonging (Council of Europe, 2019).

It can also create entry points for young people with different levels of confidence,
experience or access to participation. At the same time, a gamified civic campaign should
not be reduced to visibility, competition or online reactions. Its value is in its educational
design:

it should help young people move from interest to action, from individual expression to
collective engagement, and from digital participation to meaningful impact in their
communities.
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APPLYING GAME MECHANICS IN CIVIC CAMPAIGNS

Applying game mechanics in civic campaigns means structuring participation through clear
steps, missions, roles and feedback (Kapp, 2012). This is not turning activism into a game
but rather it helps young people stay engaged and understand their progress (Deterding et
al., 2011).

Research on digital civic participation shows that young people often engage with social
issues through creative, expressive and network-based forms of participation and much
less through traditional institutional channels (UNICEF, 2020). In this context, game
mechanics can make participation more accessible, interactive and motivating (Kapp,
2012).

In practice, gamified civic campaigns often include: missions and challenges; sequential
stages; team roles; visual progress indicators; short feedback loops; time-based
tasks(Werbach & Hunter, 2012).

Using these elements complex social issues can be turned into smaller and more
manageable actions. From a youth work perspective, gamification is closely linked to
facilitating learning. Young people learn through action, reflection and collaboration(Kolb,
1984).

Short discussions after missions, feedback sessions or group reflections help the better
understanding of both - the issue and their own learning process (Kolb, 1984).
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One practical example is the educational package “Mission 21st Century” developed by
Association “ProBudnik” for young people aged 15-19. It includes individual and group
missions related to creativity, critical thinking, communication and problem solving. An
example - one mission on critical thinking invites participants to analyse fake news
circulating on social media by exploring who created it; why it seems believable; who
benefits from it; how it can be verified or challenged.

Cooperative approaches are usually more effective than competitive ones in civic

campaigns (Deci & Ryan, 2000). Shared missions, collective goals and teamwork create a
more inclusive and encourage solidarity, responsibility and active participation (Deci &
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Ryan, 2000). One example of a gamified participation model is: “see — name — suggest —
act”

Participants:

-_—

. identify a community problem;

N

define and explain it;

3. propose realistic solutions;

4. take concrete action.

Each stage can include a role, mission or form of recognition such as:
+ storyteller;

» solution coordinator;

« community ambassador;

« presenting ideas to local stakeholders.

In practice, game mechanics support four main functions:
» structuring participation into clear steps;

« motivating participants through visible progress;

* building teamwork and community;

« encouraging reflection and learning.

These functions often overlap within the same activity or mission. The role of the youth
worker is to support the process by helping participants choose appropriate tools, reflect
on their experience and connect individual actions with broader social impact.

Mission-based participation models

Mission-based participation models prove to be very suitable for youth work because they
follow the principles of non-formal learning (SALTO-YOUTH, 2023). Asking young people
to “get involved” in a broad social issue is not as effective as when participation is
structured through smaller, connected and meaningful missions. This helps them move
step by step from awareness to action and impact (Freire, 1970). A mission-based
campaign usually includes four types of missions:

* Awareness missions — understanding a problem through observation, research or
mapping the environment;

« Expression missions — creating content such as videos, podcasts, photos or messages
connected to the issue;

* Interaction missions — engaging with other people through interviews, discussions,
surveys or dialogue;
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« Action missions — implementing concrete initiatives, advocacy activities or community
actions.

This structure helps participants progress from learning about a problem to taking action.
Mission-based models are very flexible and inclusive. Some young people may prefer
lighter tasks such as observation or content creation. Others may take more active roles in
organizing activities or communicating with institutions. In this way, participation becomes
more accessible for young people with different levels of confidence, motivation or
experience. It is important for youth workers that each mission is clearly structured and
connected to a realistic and meaningful objective. A well-designed mission should be
achievable within an appropriate timeframe, lead to a visible result and create opportunities
for learning, reflection and active participation. When missions are too vague or too
complex, participants may lose motivation or feel out of the process. When tasks are clear
and manageable, young people understand better their role, experience progress and see
the connection between their individual contribution and the wider social impact. For
example, a campaign on accessible urban environments could include four missions:

1. mapping inaccessible public spaces;

2. collecting personal stories;

3. creating a visual campaign;

4. presenting recommendations to local authorities.

This type of structure enables participants to see the connection between individual tasks
and broader social impact.

Mission-based participation models are effective because they combine active learning,
reflection, teamwork, responsibility, democratic participation(Kolb, 1984; Freire, 1970).
They do not focus only on the results but they create a process in which young people build
confidence, develop competences and experience participation as something meaningful

and achievable.

*_ACTION MISSION

Concrete initiatives, advocacy and
proposals to institutions aimed at
achieving visible change.

*~~_INTERACTION MISSION

Involvingthe community through surveys,
interviews and public debate to share
ideas.

*~_EXPRESSION MISSION

Formulating personal engagement by
creating text, video or other digital
content.

*~_AWARENESS MISSION

Collecting data and critically "reading"the
enviroment to understand a specific social
issue.

Gamification Guide for Civic Activism - Word2Action - -Erasmus+ 2025-1-RO01-KA220-YOU-000362895 44



COMMUNITY CHALLENGES

Community challenges help transform individual participation into collective civic
action(UNICEF, 2020). They connect online and real community engagement and
encourage young people to work together on issues that affect their daily lives. Digital
participation is much more meaningful when it leads to interaction in real life, dialogue and
concrete actions(Council of Europe, 2019). What makes a community challenge
successful is its focus on a clear and realistic local issue. It must include an achievable goal
and create a visible connection between individual contributions and the final result. To be
effective, challenges must be simple, time-limited and closely connected to the
experiences of young people. Examples may include mapping unsafe public spaces,
creating campaigns against disinformation or promoting safe spaces in schools and
communities. Community challenges are beneficial for the development of communication,
teamwork, coordination and decision-making skills. The youth worker should only guide
and support the process without giving ready solutions. Participants should be able to
make their own decisions, test ideas and reflect on their experience. Practice shows that
smaller and well-structured challenges are often more effective than large and ambitious
initiatives. Clear goals and visible results keep participants motivated with a stronger sense
of impact and responsibility.

One practical example is a “48 Hours for the Neighbourhood” challenge, where teams
identify a local problem, collect opinions, create a public message and develop a proposal
for action within a limited timeframe. This type of activity combines learning, participation
and advocacy and at the same time helps young people better understand their role in the
community.

The value of community challenges is not measured only by visibility, but by their
relevance, applicability and ability to create meaningful participation and real local impact.

REWARD SYSTEMS AND ENGAGEMENT LOOPS

One of the most visible elements of gamification are reward systems but they should be
used carefully when it comes to youth work. The idea is not simply to “reward participation”,
but to make progress visible, encourage reflection and support continued engagement.
Used only as external motivation, rewards can make participation mechanical and
disconnected from the real goal of the activity(Deci & Ryan, 2000). In civic campaigns,
rewards are most effective when they recognize contribution, cooperation and learning.
Recognition may be symbolic - such as badges or statuses, social recognition through
sharing achievements and stories, or developmental opportunities such as new roles,
training or participation in meetings and events. Special attention should be paid to the
engagement cycle as an important element of the gamified participation: participants
receive a task, take action, receive feedback and move to the next step(Kapp, 2012).
When this process is clear and consistent, it keeps motivation up and creates a sense of
progress and involvement. It is important that reward systems support cooperation rather
than competition in youth work. Collective achievements and shared goals are often more
meaningful than individual rankings. Recognition should also point out the less visible
contributions such as teamwork, coordination, moderation or supporting others in the
process. Reward systems should always be ethical and inclusive. Youth workers should
keep in mind and consider issues such as visibility, consent, online safety and data
protection, especially in digital campaigns. Thus, rewards are not simply motivational tools,
but part of creating meaningful, responsible and sustainable participation.
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DIGITAL STORYTELLING FOR ADVOCACY AND CIVIC MOBILISATION

Another powerful tool for advocacy and civic participation is digital storytelling (Lambert,
2013). It transforms social issues into personal and relatable experiences. Young people
can express opinions, share experiences and make complex topics understandable for
wider audiences through videos, podcasts, photo stories, visual diaries or social media
content. In youth work, storytelling is more than a communication technique when we talk
about youth work. It gives opportunities for participation, creativity and self-expression,
especially for young people who may not feel confident in more traditional forms of
engagement. Participants can connect personal experiences with broader social issues
and encourage dialogue and action through creating and sharing stories. Strong digital
stories usually have a clear message; a specific audience; a personal or community
perspective; a call for reflection or action.

Youth workers can support participants by encouraging them to reflect on questions such
as:

* What do we want to communicate?

* Who is the audience?

* Why does this issue matter?

» How can this story encourage action or discussion?

Ethical approach is very important when applying digital storytelling, especially when
sensitive topics are involved such as discrimination, violence or mental health (UNICEF
Bulgaria & AEJ Bulgaria, 2021). It is important keep in mind the aspects of privacy,
consent, anonymity and the possible risks connected to public visibility. In some cases
indirect storytelling formats could be more appropriate and safe such as illustrations,
fictional characters, collective narratives or anonymous quotes.

The youth worker should support the technical process and help participants create
respectful, meaningful and responsible messages. An good example could be a campaign
on safe digital spaces using anonymous stories, illustrated experiences or collective
messages to raise awareness while protecting participants’ wellbeing.

Digital storytelling involves participation, creativity and advocacy. It also helps turn abstract
social issues into human experiences and creates space for diverse voices, empathy and
meaningful civic engagement.

GOOD EXAMPLES/PRACTICES BASED ON THE SALTO COMPETENCE MODEL:
WHAT COMPETENCES DOES A GAMIFIED CIVIC CAMPAIGN REQUIRE?

The SALTO competence model highlights several key competences that are particularly
important for youth workers implementing gamified civic campaigns. These competences
should not be understood separately, but as interconnected areas that support meaningful
participation, learning and social impact (SALTO-YOUTH, 2023).
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FACILITATIVE LEARNING

Supporting young people in identifying their
educational needs. The youth worker helps the
participant move from simply aquiring knowlege to
deeper reflection and creating personal content on
civic topics.

Building alogical sequence of missions with clear

goals. Through gamifications and personalizes

pathways young people are guided toward concrete
actions and experimental learning.

RECOURCE MANAGEMENT

Effective planning of time, people and digital

platforms. Managing human recourses (mentors,

volunteers) and technical tools is key to successful
campaignimplementation.

TEAMWWORK

Encouraging shared responsibility and collective

progress. The ability to work in acollaborative team

where each member hasaclear role and contributes
to the common goal.

MEANINGFUL COMMUNICATION
AND DIGITAL STORYTELLING

Translating complex social topics into a language
that is understandable for youngpeople.

INTERCULTURAL
SENSITIVITY

Preventing stigmatization and respecting
differences.

NETIWORKING AND
ADVOCACY

Building connections between young
peopleandlocalinstitutions.

07

EVALUATION AND
MONITORING

Measuring quantitative results and qualitative
changes. Using digital tools to track engagement
and the impact of campaings.

CIVIC ENGAGEMENT

Stimulating critical thinking and an active
role in the community.
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FACILITATING LEARNING

In gamified campaigns, youth workers guide young people in learning through action,
reflection and participation. They should encourage deep engagement, help participants
relate personal experiences with social issues and create good environment for reflection
and motivation. For example, a participant who only “likes” or shares content online can
take a step further and become involved in creating content, joining discussions or
organizing small community actions.

DESIGNING PROGRAMMES

Gamified campaigns need to have clear structure, realistic goals and a meaningful learning
process. Youth workers should understand what participants’ needs are and design
activities that involve participation, learning and social impact. This means focusing first on
the social issue and the desired change, and then selecting appropriate digital tools,
missions and activities to support the process.

RESOURCE MANAGEMENT

Resource management includes planning time, roles, digital tools and available support in
a realistic and accessible way. Youth workers should make sure that activities are
manageable, inclusive and adapted to participants’ capacities. For example, participants
may take different roles in a campaign such as content creators, coordinators or
facilitators. The youth worker should monitor the progress and support the process when
needed.

TEAMWORK

Gamified civic campaigns often rely on collaboration and shared responsibility. Youth
workers encourage teamwork and create an environment of trust, communication and
collective problem-solving. Working in small teams on different missions gives way to
cooperation, exchange of ideas and joint decision-making and at the same time diminishes
individual competition.

MEANINGFUL COMMUNICATION AND DIGITAL STORYTELLING

Youth workers also support participants in meaningful and responsible communication.
This means adapting messages to different audiences, choosing appropriate digital
formats and encouraging ethical storytelling. For example, campaigns on mental health or
online safety may use anonymous stories, illustrations or collective narratives to raise
awareness while protecting participants’ wellbeing and privacy.

INTERCULTURAL SENSITIVITY

Sensitive social issues related to identity, discrimination or exclusion are often the involved
in the gamified campaigns. Youth workers need to create inclusive spaces that respect
different experiences and perspectives. This means that respectful communication should
be encouraged in every aspect, stereotypes should be avoided and participants should be
reminded to reflect on the impact of language, images and public messages.

NETWORKING AND ADVOCACY

Gamified campaigns can help young people build their network with local organizations,
institutions and communities. Youth workers help participants in presenting ideas,
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communicating with stakeholders and taking part in local dialogue and advocacy
processes. For example, participants may interview local representatives, prepare
proposals or organize community discussions connected to a specific social issue.

ASSESSING AND EVALUATING

Evaluation is of great importance for a effective learning process. Youth workers have to
encourage participants to reflect on what they learned, what challenges they experienced
and what impact their actions had. Evaluation may take the forms of reflection sessions,
group discussions, surveys or simple feedback tools used throughout the campaign
process.

CIVIC ENGAGEMENT

The highest purpose of creating a gamified civic campaign is to encourage active and
meaningful participation in community life. Youth workers help young people identify local
issues, express opinions, develop solutions and take action in such ways that feel more
confident, responsible and taking real part in a democratic society.
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PRACTICAL APPLICATION
Designing civic campaigns through gamified participation

CASE STUDY : “URBAN HEROES” — AN ENVIRONMENTAL CAMPAIGN WITH
MISSIONS FOR LOCAL ACTION

Context. A youth organisation works with a group of young people aged 16-20 in a
medium-sized city where the issue of waste is perceived as important, but distant from the
possibility of personal contribution.

Objective. To translate the environmental problem into concrete local actions and build a
sense of personal and social responsibility.

Campaign design. The campaign is structured into four sequential missions:

Mission 1: “Discover the problem” - Participants document three problematic spots in the
neighbourhood, for example polluted spaces or a lack of waste bins. This is followed by a
short group reflection focused on the difference between an individual and a systemic
problem.

Mission 2: “Tell what you see”- Teams create short content, such as reels or photo stories.
Clear rules are introduced: people are not published without consent, and the language
used is solution-oriented.

Mission 3: “Challenge the neighbourhood”- Small initiatives are implemented — cleaning
activities, a map of problems, a meeting with the administration or visual proposals for
solutions.

Mission 4: “Show the change”- A digital “before/after” story is created, including results,
difficulties and next steps.

The campaign combines missions, storytelling and real action, with the main transition
being from observation to intervention — taking action and achieving change with a visible
result.

How to apply it in another context - The model can be adapted to different topics, such as
safety or accessibility, while preserving the four-step logic and aligning it with the local
context.

Competence value. Facilitating learning, Designing programmes, Networking and
advocating, Assessing and evaluating and Being civically engaged are developed.

LEARNING BY DOING - ACTIVITY PROPOSAL

DESIGN OF A GAMIFIED DIGITAL CAMPAIGN “FROM CAUSE TO MISSION”

ELEMENT DETAILS

Duration: 240 minutes

Group size: 20 young people - (applicable also for the training of
youth workers), divided into 4 teams of 5 participants each.
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OBJECTIVES

Development of young people’s skills to independently structure a gamified digital
campaign containing game mechanics, a social issue, digital storytelling and measurable
social impact.

TARGETED COMPETENCES

« Formulating a clear social cause;

Creating 4-5 missions for implementing the cause;

Designing an ethical storytelling strategy;

Selecting a system for feedback and recognition/reward;

Defining impact indicators.

MATERIALS

Working materials package 1:

« 1 flipchart sheet, markers in different colours
Working materials package 2:

* 5 sheets with pre-prepared mission description tables

PREPARATION
Working spaces:

For the implementation of the activity, it is necessary to provide comfortable working
spaces for the entire group and additionally 4 working spaces for the teams, which must
be separate and soundproof (the teams cannot work in the same room, even if it is large!).

For the participants:

Participants are given a preliminary task to research a specific community and explore the
needs of its members, and based on the collected data to formulate a topic (problem for
which a solution will be sought).

IMPLEMENTATION (INSTRUCTIONS, METHODOLOGY AND TIMING)

(10 minutes) The youth worker (facilitator) creates a simulation environment for the
development of a gamified campaign in which the participants will work for 240 minutes —
presentation of the objective, expected results and working methods. The youth worker
must ensure that all participants understand the presented information and what is
expected to follow. The teams may be structured in advance or formed randomly at this
stage through a tool chosen by the youth worker and according to the number of teams to
be created — 4 teams of 5 participants each.

(20 minutes) Selection of a social issue and formulation of the problem.

The working process begins with sharing information from the preliminary task —

Gamification Guide for Civic Activism - Word2Action - -Erasmus+ 2025-1-RO01-KA220-YOU-000362895 51



proposals of topics on which the teams may work. This is followed by the selection of a
topic, which must be achieved through consensus among all participants. Voting is not
allowed as a decision-making tool. The task is completed when all 4 teams have selected
a topic and formulated a problem.

(20 minutes) Participant and community profile

The teams create a profile of the target young person toward whom the campaign is
directed. For this purpose, each team receives working materials package 1, on which they
draw the outline of a human body — a young person from the target group. After a short
discussion, the teams write down the characteristics of the persona and may be supported
through the following questions: What does the person look like? What does the person do
in their free time? What are their interests? What would motivate them? What are the
barriers to their participation? What digital behaviour do they have? How much time do
they spend online? Which online platforms do they use? Where and how can they be
reached? What would attract their attention? etc.

The task is completed with the finalisation of the drawing and description.
(60 minutes) Mission design

Each team receives working materials package 2 and it has to create at least four
sequential and logically connected missions on the selected topic:

* mission for understanding the problem;
* mission for content creation;

* mission for action within the community;
* mission for evaluation.

The missions must contain at least the following elements: objective (what the participant
should achieve — clear, concrete and achievable), rationale/context (why this mission and
how it fits within the overall campaign), hero (description of the role — for example: youth
leader, researcher, activist, etc.), other participants (yes/no, if yes — what are their roles),
helper (someone or something that helps — expert, resource, tool), obstacle (what makes
the mission difficult — lack of information or disinformation, lack of time, fear of speaking
in front of people, social pressure, etc.), magic element (what makes the mission
interesting — hidden tool for overcoming the obstacle, bonus task with an additional
reward providing an advantage, etc.), action (implementation of the mission through
appropriate activities — photographs, interviews, meetings, etc.), feedback (how the
participant understands that they are doing well — meeting with a mentor, reaction from
the community, etc.), reward/recognition (what they receive), unlocking mechanism (how
they proceed to the next mission), reflection (what they learned — new knowledge and
skills).

(40 minutes) Digital story and ethical filter

After creating the missions, the teams proceed to the description of a digital story that
presents their message. Each team selects and briefly describes an appropriate format
according to its style and communication objective — for example a short video (reel),
meme series, mini-podcast, interactive map, visual diary or photo story — what it
represents, what information it contains, which tool is used, who the participants are, what
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their roles are, what messages they communicate, etc.

The idea then passes through an ethical filter:

Is there a risk of stigmatisation or misrepresentation of individuals or groups?
Is there a need for anonymity?

Has informed consent been ensured for all participants?

Who benefits from the visibility of this story and who carries the potential risk? Is there a
risk of exploitation by an external actor and how can this be avoided?

How would the principle of the “best interest of the participant” be applied in this specific
case?

The task is completed when all teams have described a digital story and completed the
“ethical filter”.

(20 minutes) Success indicators

At this stage, participants move from content creation toward understanding the impact of
their campaign. The objective is for the teams to determine how they will recognise
whether their actions are successful and what change has been achieved.

Each team develops two types of indicators reflecting both the level of participation and the
real impact of the campaign.

The first type are engagement indicators, which show the level of involvement in the
process. These may include the number of participants, completed missions, created
content, interactions in digital environments and established partnerships.

The second type are impact indicators, which focus on deeper change. These reflect what
participants have learned, whether there has been a change in attitudes, whether more
active participation in the community has been achieved, whether dialogue with institutions
has been created and whether there are follow-up actions after the end of the campaign.

Through this process, participants begin to understand the difference between visibility and
impact and develop skills for evaluating their own initiatives not only according to activity
levels, but according to their real contribution to the community.

(40 minutes) Presentation of the products developed by the teams

Each team has 5 minutes to present the developed gamified campaign to the other
participants. After each presentation, the remaining participants also have 5 minutes to ask
questions for clarification and provide feedback.

The feedback may be structured through the “Sandwich” technique:
What did | like?/What are the strengths of the campaign?
What would | change?/What are the weaknesses?

What potential for further development does the campaign have?/Which elements ensure
success?
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The youth worker may also use another feedback tool of their choice.
Role of the youth worker (facilitator)

The facilitator ensures that the process remains within the logic of non-formal learning and
civic empowerment.

DEBRIEFING AND EVALUATION

(30 minutes) The debriefing aims to help participants reflect on the experience, share
insights and recognise what they have learned. This stage is an important part of the
process because it transforms action into learning and connects the experience with real
life. The following example questions are asked to the group in order to support the
learning process:

What new things did you learn from your participation today?
What was the most interesting or surprising part for you?
Do you feel that this is your idea and your process? How did you make it “yours”?

Did everyone have a chance to participate and express an opinion? Whose voice could still
be heard?

How do you understand that what you are doing has meaning and real impact?

What changed — in you, in the group or around you?

Is there anything that could hurt someone or place them in an uncomfortable situation?
How can we present the issue in a respectful and honest way toward everyone?

The evaluation focuses on changes in the participants’ knowledge, attitudes and
confidence, as well as on their understanding of the topic on which they worked. The
evaluation may be carried out through discussion or a survey at the discretion of the youth
worker (facilitator). The debriefing and evaluation also have another important function —
to encourage participants to make a connection between the “game” and real life, so that
they begin to see themselves as people who can think, act and influence the environment
around them and their community.

PRACTICAL GUIDELINES FOR YOUTH WORKERS

To make a successful gamified campaign in youth work it must rely on several key
principles that guide both the design and implementation of the process. First, the
campaign should start with a real social problem, not a chosen tool. In practice, this means
that the first question is “What problem do we want to address and why is it important for
young people?” The tools follow the goal, rather than defining it. When the process starts
with technology, there is a risk that participation will remain superficial. Second, it is
important to ensure a low but meaningful threshold for participation. The first mission
should be easy to implement, clearly formulated and provide a visible result to engage
participants. At the same time, it should contain an element of learning or reflection that
connects to the problem and prepares participants for the next steps. Third, participation
should be understood as a spectrum, not a binary state. Thus is creating am inclusive
environment in which each participant can find their place and pace of engagement.
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Fourth, the ethical design of the process is essential. This is particularly important when
working with personal stories, sensitive topics or young people in vulnerable situations.
This means thinking through issues such as informed consent, level of public visibility, data
protection and the right to opt out beforehand. The principles of avoiding stigmatisation and
acting in the best interests of participants are fundamental principles of quality youth work.
Fifth, the focus should stay on the real impact on the community and not online visibility.
Indicators such as the number of views, reactions or shares may be useful, but they are
not sufficient to demonstrate real change. It is also important to consider at the planning
stage how participation will lead to action - for example, dialogue with institutions, a specific
initiative or change in the local environment. In summary, a gamified campaign combines
a clearly defined goal, accessible participation, diverse roles, an ethical approach and an
orientation towards real results. This balance allows participation to be both engaging,
meaningful and sustainable.

CONCLUSION

Gamification has significant potential in youth work when used as a conscious method for
structuring participation, empowerment and learning (Kapp, 2012; Deterding et al., 2011).
In the context of civic campaigns, it supports the transition from interest to action, from
individual expression to collective mobilization and from visibility to real impact. Practice
shows that this potential is realized when gamification is built as a consistent process - with
clear missions, understandable logic of participation, timely feedback and real
opportunities for action. When these elements are connected, participation becomes
sustainable and acquires meaning for both the individual participant and the community. At
the same time, this approach places high demands on the youth worker - not only as a
facilitator, but also as a process designer. The SALTO competence model provides a
professional framework for this (SALTO-YOUTH, 2023). It puts focus on the need for
competences related to facilitating learning, designing coherent programs, meaningful
communication, working in an intercultural environment, building partnerships and
evaluating impact. In this sense, a gamified campaign is not limited to creative formats or
digital tools, but requires a conscious balance between engagement, learning, and social
impact. Its most valuable contribution is its ability to transform participation into an
experience of meaning — a process in which young people do not just participate, but begin
to perceive themselves as active citizens.

Digital campaigns represent the point where storytelling, media literacy, creativity, and civic
participation converge. They demonstrate how young people can move beyond content
creation and become active contributors to social change. Yet the true value of gamification
does not lie in any single tool or format. It lies in its ability to create engaging pathways that
help young people learn, participate, collaborate, and act. The concluding section of this
Guide brings together the key lessons from all chapters and reflects on the role of youth
workers in supporting meaningful civic engagement in an increasingly digital world.
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CONCLUSIONS

rticipate,

The digital world has transformed the way young people learn, communicate, participate,
and advocate for change. Civic engagement no longer happens only in community
meetings, schools, or public spaces; it increasingly takes place through videos, blogs,
podcasts, social media, and digital campaigns. For youth workers, this reality creates both
a responsibility and an opportunity: to help young people navigate digital environments
critically, ethically, and actively.

This Guide has explored how gamification can strengthen that process. Across video
production, blogging, podcasting, and digital campaigns, gamification has been presented
not as entertainment for its own sake, but as a pedagogical strategy that supports
participation, motivation, reflection, and action. When applied thoughtfully, game
mechanics help transform complex civic issues into accessible learning journeys, enabling
young people to move from passive consumption to active contribution.

At the heart of every chapter lies the same principle: meaningful participation. The purpose
of gamification is not to collect points, earn badges, or compete for rewards. Its real value
lies in creating opportunities for young people to explore social issues, develop media
literacy, collaborate with others, express their voices, and contribute to positive change in
their communities.

For youth workers, the challenge is to design experiences where engagement serves
learning and learning serves action. This requires balancing creativity with ethics, digital
innovation with critical thinking, and motivation with genuine civic purpose. The most
successful activities are those where game mechanics gradually disappear into the
background while confidence, competence, and community impact remain.

The future of civic activism will increasingly depend on digitally resilient young people who
can recognize misinformation, create responsible content, communicate across
differences, and participate in democratic life. By equipping youth workers with practical
tools, adaptable methodologies, and inspiring examples, this Guide aims to support that
future.

Gamification is not about making activism feel like a game. It is about making participation
more accessible, learning more engaging, and civic action more achievable. When young
people are empowered to tell stories, question information, collaborate with others, and act
on issues that matter to them, they do more than complete activities—they begin to see
themselves as active citizens capable of shaping their communities and contributing to a
more democratic, inclusive, and resilient society.
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