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"The European Commission's support for the
production of this publication does not constitute an
endorsement of the contents, which reflect the views

~w.__ Only of the authors, and the Commission cannot be
held responsible for any use which may be made of the
information contained therein."
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1.1 About the Project: Level Up -

Digital Gamification for Youth Workers

‘Level Up: Digital Gamification for

e YOUth Workers" is an Erasmus+ (KA153-

JU) mobility project comprising an

intensive 7-day training course and 2
travel days held in Balatonboglar,
Hungary. The initiative addresses the
crucial need for youth workers and
volunteers to upgrade their =
educational methodologies by
integrating digital skills and
gamification into non-formal learning
environments.

=

1.2 The Partnership

The project is built on years of solid
transnational cooperation between two civic
organizations with shared visions in community
building, ecology, and youth empowerment

1.3 Objectives and Target Groups
Key Objectives:

— 1.Building Digital & Game Design Competence:
Equipping youth workers with the skills to implement
modern software, platforms, and interactive game
mechanics in non-formal education.

2.Connecting Heritage and Green Awareness: Designing
blended outdoor-digital activities (such as geocaching
and interactive quests) that explore local history and
enviggnmental conservation.




1.1 A projektrél: Level Up — Digitalis ol

gamifikacié az ifjusagi munkaban -

é,,Level Up: Dl’{g,ltal Gamification for _§
outh Workers” egy Erasmus+ (KA153

YOU) mobilitasi projekt, amely egy 7

napos intenziv képzési kurzust és 2

utazasi napot foglalt magaban a

magyarorszagi Balatonboglaron. A

projekt célja az ifjusagi teruleten

dolgozd szakemberek és dnkéntesek

digitalis, valamint modszertani

kompetencidinak bdvitése a nem-

formalis oktatas eszkoztaran keresztul.

1.2 A partnerseg bemutatasa

A projekt a magyarorszagi és romaniai ifjusagi
kbzbsseégek szoros egyuttmuikodésenek
eredménye, amely korabbi sikeres Erasmus+
ifjusagi cserekre (pl. Hike & Sustain, Travel &
Babble) épulve lépett a szakmai képzés szintjére.

1.3 Célkitlzeések és célcsoportok
FO célkitlzesek:
1.Digitalis és gamifikacios kompetenciak fejlesztése:
Megismertetni az ifjusagi szakemberekkel azokat az
applikacidkat, platformokat és jatékmechanizmusokat,
amelyekkel a hagyomanyos fizikai tevéekenységek
digitalis elemekkel b&vithetdk.
2.Koérnyezettudatossag €és helyi torténelem integracioja:
Olyan élményalapu, kevert (digitalis-szabadtéri)
jatekok megalkotasa, amelyek 6sztonzik a helyi
kulturdlis 6rokségaés.az dkoldgiai értékek dezéset.
3.Inkluzio és hozzaf toseg biztosita
modszerek adaptalasata csokkel
figyelemkoncentracioval vagy .
teljesitményszorongassalkizds

alok bevonasara.



1.1 Despre proiect: Level Up - Gamificafe
digitala pentru lucratorii de tineret

,Level Up: Digital Gamification for Yo.uk
Workers” este un proiect de mobilitate =
Erasmus+ (KA153-YOU) ce a constat intr-un
curs intensiv de formare de 7 zile (plus 2 zile

de calatorie), desfasurat in Balatonboglar,
Ungaria. Scopul principal al proiectului este
consolidarea competentelor digitale si a
metodologiilor non-formale ale lucratorilor de
tineret si voluntarilor prin utilizarea

practicilor de gamificare (jocuri educative
interactive).

1.2 Prezentarea parteneriatului
Succesul proiectului se bazeaza pe cooperarea
transfrontaliera solida dintre doua asociatii
dedicate dezvoltarii comunitare si sprijinirii
tinerilor:

1.3 Obiective si grupuri tinta
Obiective specifice:
1.Dezvoltarea abilitatilor digitale si de game design:
Insusirea de céitre lucratorii de tineret a unor
platforme si instrumente software capabile sa
transforme activitatile educative in experiente
interactive.
2.Promovarea patrimoniului si a educatiei ecologice:
Crearea de jocuri mixte (digitale siin aer liber) ce
punjn valoare istoria locala si constientizarea
4 de mediu.
\sociate: Furniz

i care se

economice.



1.1 Despre proiect: Level Up — Gamificare
digitala pentru lucratorii de tineret

»Level Up: Digital Gamification for Youth
Warkers” este un proiect de mobilitate
KA153-YOU) ce a constat intr-un
siv de formare de 7 zile (plus 2 zile
orie), desfasurat in Balatonboglar,
rlar_Scopul principal al proiectului este
ompetentelor digitale si a
metodologi n-formale ale lucratorilor de P
tineret si voluntarilor prin utilizarea
practicilor de gamificare (jocuri educative

)&}ctive).

Prezentarea parteneriatului
esul proiectului se bazeaza pe cooperarea
sfrontaliera solida dintre doua asociatii

dedicate dezvoltarii comunitare si sprijinirii
tinerilor:

= ive si grupuri tinta
Oblectlve specifice:
1.Dezvoltarea abilitatilor digitale si de game design:
Insusirea de cétre lucratorii de tineret a unor
platforme si instrumente software capabile sa
transforme activitatile educative in experiente
interactive.
2.Promovarea patrimoniului si a educatiei ecologice:
Crearea de jocuri mixte (digitale si in aer liber) ce
punjn valoare istoria locala si constientizarea

accesibile pentru tine | care se u deficit
de atentie, anxietate sociald.s jere socio-
economice. '
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2. GAMIFICATION & INCLUSION IN YOUTH WORK

2.1 The Psychology of Gamification: Reducing Anxiety & Boosting Intrinsic

Mativation
tion is defined not as simply playing games, but as the integration
echanics and design dynamics into non-game contexts, such as
n rmal education. A large proportion of youth today experience

mmelevated levels of performance anxiety and social stress stemming from
itional educational expectations. In formal classrooms, errors are

frequently penalized, causing disengagement and low self-esteem.

Game-based psychology fundamentally transforms this learning

.

egvironment:

A’ieframing Failure as Growth: In gamified spaces, losing a round or
making a mistake is not an ultimate failure; it is simply a feedigack loop
inviting the player to try again (respawning). This instantly lowersh

anxi sholds.

(fr -of choice in pathways and actions), competence (visite
progress, mastery of levels), and relatedness (shared teamwork and

W siaboratio n).

Wack Loops: Instant feedback via badges, experience
points (XP), and progress bars activates dopamine pathways, keeping
attention sharp and learners actively engaged.

T
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2.2 Methodological Adaptation for Inclusion and Attention Deficits

Engaging young people with fewer opportunities—especially those dealing
with attention deficit disorders (ADHD), specific learning difficulties, or
omic marginalization—demands intentional pedagogical

. Gamified digital tools provide powerful pathways for inclusive

sts and Chunking: Breaking lengthy learning modules into
short, -minute distinct challenges keeps attention deficits from
triggering fatigue or withdrawal.

e Multimodal Sensory Engagement: Moving beyond heavy text by

)corporating audio cues, infographics, visual storytelling, and tactile
P

uzzles.
e Cooqperative vs. Competitive Mechanics: Prioritizing team qugsts and
collective scoring over individual rivalries ensures that marginalfz

self- youth feel valued without fear of being ranked las
e A tribution Portals: Utilizing tools like Mentimetg#l
al nts to share opinions, questions, or ideas )
dis he fear of public speaking. :




2.3 Digital Ethics, Data Privacy (GDPR), and Online Well-being

Harnessing digital innovation requires strict safeguarding measures. In
youth work practice, digital tools must be implemented with strict ethical
standards:

mpliance and Data Minimization: Facilitators should favor

I'platforms that do not collect personally identifiable data (such as

one numbers or birthdates) from minors, utilizing PIN-based or guest

i S instead. |

e Digita nd Accessibility: Never assume universal ownership of o
high-end smartphones or data packages. Activities should be designed
around shared group devices, peer lending, or organization-provided

I _(dware.
creen-Time Balance: Digital screens serve as catalysts, not

replacements for human interaction. Screen-based tasks $
be paired with physical exploration, active dialogue, and direct€
conneetion with nature and heritage.

- g I



2. FEJEZET: GAMIFIKACIO ES INKLUZIO AZ IFJUSAGI MUNKABAN

2.1 A jatékositas pszichologiaja: szorongascsokkentés és belsé motivacio
A gamifikacio (jatékositas) nem egyszerien jatékok jatszasat jelenti, hanem a
ezesi elemek es mechanizmusok alkalmazasat nem-jatekos
ben, peldaul a nem-formalis oktatasban. A mai fiatalok jelent8s
Uzd az iskolai vagy tarsadalmi elvarasokbdl fakado teljesitmény- és
Beszocialis szorongassal. A hagyomanyos tanulasi kornyezetben a hiba
Wrckéntjelenik meg, ami elidegenedéshez vagy passzivitashoz

vezet. : :

A jatékok pszicholégiaja alapvetéen irja at ezt a dinamikat:

e A hiba mint természetes visszacsatolas: Egy jatékositott kornyezetben a
pvesztes” nem személyes kudarc, hanem egy ujabb probalkozasra
Aszténzc’i tapasztalat (ujraprobalkozas / respawn). Ez azonnal csokkenti a
szorongast. b
* Belsé motivacio felébresztése (Ondeterminacios elmélet): A garmifi

h3 et6 pszicholdgiai sziikségletre épit: az autondmiara
J alaszt utat vagy dontest), a kompetenciara (lathgit
fe ek elérése) és a kapcsolddasra (egyuttmiikodés ar®
cs sakkal). |
e Azonnali visszacsatolas: A pontok, jelvények és szintlépések valds idejl
yujtanak, ami fenntartja a dopaminszintet és a részvételi




2.2 Modszertani adaptacio sajatos nevelési igények és figyelemhiany esetén

A kevesebb lehetdséggel rendelkezd, illetve figyelemkoncentracios

nehézsegekkel (ADHD), tanulasi nehézségekkel vagy kulturalis és gazdasagi

kal élé fiatalok bevonasa kuldnleges pedagdgiai megkozelitést

digitalis eszkozokkel tamogatott gamifikacio az alabbi adaptacios

t akkal teszi inkluzivva a foglalkozasokat:

‘_M&o kildetések (Chunking modszer): A hosszabb, monoton feladatokat
(0} es interaktiv kihivasokra bontjuk. Ez megel6zi a mentalis

‘es segiti a fokusz fenntartasat.

kimeru

* TObbcsatornas ingerek (Multimodalis tanulas): A pusztan szoveges
magyarazatok helyett audiovizualis elemek, kepek, animaciok, hangok és

digitalis kartyak kombinaciodjat alkalmazzuk.
ooperativ jatékmechanizmusok: A rombold verseny helyett a kdzos




2.3 Digitalis biztonsag, adatvédelem (GDPR) és jollét az ifjusagi munkaban

Bar a digitalis eszk6zdk hatalmas lehetdséget jelentenek, alkalmazasuk

felelésseggel jar. Az ifjusagi munka soran kiemelt prioritas a fiatalok

aga es mentalis egyensulya:

’R es adatminimalizalas: Az ifjusagi foglalkozasokon olyan

pplikaciokat és platformokat részesitunk elényben, amelyek nem

kO vetelik meg a fiatalok személyes adatainak (pl. teljes név, e-mail cim,

- fonszam) megadasat, vagy lehetdve teszik a vendégként / PIN-kéddal
tortéeno belépest (pl. Kahoot, Slido, Actionbound).

e Eszkdz-hozzaferés és egyenléseg: Nem feltételezzuk, hogy minden fiatal
sajat modern okostelefonnal vagy mobilnettel rendelkezik. A feladatokat
Kiscsoportos munkara tervezzuk, ahol csoportonként egyetlen eszkdz is

’élegendé, vagy a szervez6k biztositanak kélcsondzhetd eszkdzoket.

* Kepernydidd-egyensuly és mozgas: A digitalis eszkoz a projeki

filozéfiajaban csupan eszkdéz, nem végcel. A képernyc’ihasznél otimifdig
kU 3dezessel, fizikai sétaval, parbeszéddel és természetj b
L kombinaljuk. ’

7
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2: GAMIFICAREA SI INCLUZIUNEA IN LUCRUL DE TINERET

2.1 Psihologia gamificarii: reducerea anxietatii si stimularea motivatiei

intrinseci

a nu inseamna simpla joaca, ci utilizarea mecanismelor, dinamicii

lor de design de joc in contexte non-formale si educationale.

eri se confrunta in prezent cu un nivel ridicat de anxietate sociala si
rformanta cauzat de metodele formale de invatare. in mod traditional,
sociata cu sanctiunea sau esecul, ceea ce duce adesea la
demotivare siizolare. - g
Psihologia jocurilor transforma radical aceasta perspectiva:

* Esecul privit ca oportunitate de invatare: intr-un mediu gamificat, o

eseala nu este o sentinta, ci o etapa fireasca ce invita la o noua
Incercare (,restart / respawn”). Aceasta abordare elimina presiunea

psihologica si teama de judecata.

timentul clar de progres si depasire a provocagite
rul in echipa).
diat: Recompensele vizuale, punctele si avansared®
niveluri ofera o confirmare instantanee a efortului depus, mentinand vie

R dsphatentia. RE—— e




2.2 Adaptarea metodologica pentru tineri cu oportunitati reduse si deficit
‘.de atentie

Lucrul cu tinerii proveniti din medii vulnerabile sau cu cei care prezinta

I de concentrare (ADHD), anxietate sau bariere socio-economice
trategii didactice flexibile:

cro-misiuni (Segmentarea sarcinilor): Impartirea activitatilor
. COmplexe in provocari scurte de 5-10 minute previne oboseala mintala

Wazé mentinerea concentrarii.
 Invitare multisenzoriala: inlocuirea blocurilor mari de text prin j

infografice, indicii audio, imagini interactive si chestionare vizuale.
* Mecanici bazate pe cooperare: inlocuirea competitiei agresive cu
gprovocari de echipa, unde succesul depinde de contributia unica a
Aecérui membru, indiferent de abilitatile sale initiale.
* Interactiune anonima: Instrumentele precum Mentimeter samSlido
permit exprimarea opiniilor fara expunere publica, protejénd- ;) .
-




2.3 Etica digitala, protectia datelor (GDPR) si starea de bine
Integrarea tehnologiei in sectorul de tineret presupune responsabilitate si
respectarea stricta a normelor de siguranta:

*' Conformitate GDPR si minimizarea datelor: Utilizarea cu precadere a

tiillor care permit accesul pe baza de cod PIN sau mod oaspete,
solicita crearea de conturi individuale sau colectarea datelor cu

acter personal ale tinerilor.

et EChitate digitala si accesibilitate: Evitarea excluderii tinerilor care nu

Wfoane performante sau conexiune la internet. Sarcinile se
realizeaza in echipe mici pe un singur dispozitivcomun sau prin
echipamente puse la dispozitie de organizatori.

e Echilibrul dintre ecran si realitate: Tehnologia este un facilitator, nu un
cop in sine. Fiecare secventa pe ecran trebuie ancorata in miscare in

S
’éer liber, descoperirea naturii, explorarea monumentelor istorice si
dialog uman autentic. B ™

- L /,_,,_"
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3: DIGITAL TOOLKIT & APPS

3.1 Real-time Engagement, Quizzing & Polling
Kahoot!

: Fast-paced, music-driven competitive quiz challenges.
tps://kahoot.com (App: Google Play / App Store)
y-Step Flow:

- Facilitator displays questions and color options on the main screen.
avigate to kahoot.it on mobile, entering the Game PIN and d
nic T -

c.Questions runon a timer; players tap the corresponding color
shapes.

/Real—time podium and scoreboards update after each question.



https://kahoot.com/
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Mentimeter

e Purpose: Anonymous word clouds, pulse checks, and anxiety-free
sharing.
: https://www.mentimeter.com

-Step Flow:

_Facilitator opens a slide (e.g., "Describe nature in one word").
s_artlmpants visit menti.com and type the entry code.

ipants input 1-3 responses anonymously.

nic word cloud forms in real-time on the shared display. E

d.A



https://www.mentimeter.com/

2 Geolocation & Outdoor Quests
A’étionbound

e Purpose: Outdoor treasure hunts, GPS navigation tasks, and multimedia

ttps://actionbound.com (App: Google Play / App Store)
-Step Flow:

a.Youth worker creates the trail ("Bound") on the web manager with

pins and tasks.
: ad the Actionbound app and scan the starting QR

code.

c.The app directs teams to coordinates where they complete
_photo/video tasks, solve riddles, and scan target codes.

e

The platform compiles final scores and photo albums automatically
upon completion.

(13,
1"

111111
11111


https://actionbound.com/

’ClueKeeper
e Purpose: Outdoor digital escape games and puzzle trail execution.
o  https://www.cluekeeper.com (App: Google Play / App Store)
-Step Flow:
Icipants install the app and enter the hunt code.
b.The app issues clue #1 linked to a physical local landmark.
he team examines physical clues and inputs the secret password

d.A correct answer unlocks coordinates and story snippets for the

next station.



https://www.cluekeeper.com/

ose: Silent Q&A streams and crowd-sourced discussion points

¢ Access: https:/www.slido.com

. Stép-by-Step Flow:
ator creates a session event code.

b Participants join via sli.do and submit thoughts or questions without

displaying names.

c.The group upvotes favorite questions to prioritize group discussion

2
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https://www.slido.com/

3.3 Role-Play, Flashcards & Visual Media

Classcraft

e: RPG-style classroom and behavior gamification for team
n.
ess: https://www.classcraft.com
ep-by-Step Flow:
3 pick character classes: Warrior, Healer, or Mage.
take on non=formal community quests (e.g., zero-waste

actions).
i- c.Cooperative accomplishments grant XP and unlock special powers

- to support team members.



https://www.google.com/search?q=https://www.classcraft.com

_Quizlet

e Purpose: Interactive flashcard decks and cooperative team sprints.
* Access: https://quizlet.com
y-Step Flow:
ilitator creates term/image decks (e.g., local biodiversity terms).
-Facilitator launches Quizlet Live; participants are assigned to
. random mixed groups.
S ciAllteam members see the question, but only one member holds the
correct answer on their screen.
d.Teams must talk aloud to verify who holds the match before

I—- submitting.
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https://quizlet.com/

3. FEJEZET: DIGITALIS ESZKOZTAR ES ALKALMAZASOK

3.1 Interakcid, szavazas és kvizek
Kahoot!

): Gyors, porgods, zenes kvizversenyek.

oseg: https://kahoot.com (App: Google Play / App Store)
menet lepésrdl lépésre:

.A tréner kivetiti a kerdést és a 4 szinkédot a nagy kepernyoére.

lok felmennek a kahoot.it oldalra a telefonjukon, megadjak a

= . .. ‘
Pl és a becenevuket.

c.A kérdes elindul; a jatekosok a helyesnek vélt szinre kattintanak.
«d.Minden kérdeés utan ranglista jelenik meg; a végén dobogds unneplés
’-- zérja a fordulét.
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https://kahoot.com/

_Mentimeter

* Mire jo: Anonim véleménygydujtes, szofelh6k keészitese és azonnali
“hangulatjelentés szorongas nelkul.

0seg: https:/www.mentimeter.com

net lépésrél lépésre:

tréner feltesz egy kérdést a kivetitdn (pl. ,Milyen érzés most
szamodra a természetben lenni?”).

vOk belépnek a menti.com cimen a 8 jegyl szammal.
c.Beir 26t vagy ertékelnek egy skalan.

d.A valaszok azonnal, élében animalédnak a képernydn szofelhbkent

' ‘vagy grafikakent.



https://www.mentimeter.com/

_Slido

* Mire jo: Csendes kérdeés-valasz (Q&A) szekcidk és szavazasok gatlasok
feloldasara.

toseg: https://www.slido.com

enet lépésrol [épésre:

.Afacilitator létrehoz egy eseménykddot.

M fiatalok a sli.do oldalon névtelenul bekuldik kérdéseiket és

lataikat.

c.A tobbiek ,lajkolhatjak” egymés kérdéseit, igy a legfontosabb témak
kerulnek a lista élere.

4
.*—
-Er_asm_us+ i,

*
*

LEVEL UP:

Digital Gamification'
for Youth Workers



https://www.slido.com/

3.2 Helyalapu és kultéri felfedezés

Actionbound

e Mire j4: Kultéri kincskeresd kuldetések, GPS-pontokhoz és feladatokhoz
interaktiv tandsveények.

toseg: https://actionbound.com (App: Google Play / App Store)
ekmenet lépésrdl lépésre:

2. A tréner a webes feluleten 0sszerak egy ,,Bound”-ot (GPS-

Wnéték, QR-kédok, feladvanyok).

b.A csapatok letoltik az ingyenes Actionbound appot, és leolvassak a
jaték indité QR-kodjat.

«C.Az app a megadott helyszinekre navigalja 6ket, ahol a jatéekosok
fotokat készitenek, rejtvéenyeket oldanak meg vagy pontokat

gyujtenek. ™
d.A végén az app automatikusan 6sszegzi a csapatok pontjailt:



https://actionbound.com/

3.3 Szerepjatek, tanulokartyak es vizualis tartalom

Classcraft
* Mire j6: Csoportdinamika atalakitasa RPG (szerepjaték) tipusu pontozasi
zerre.
téseg: https://www.classcraft.com
ekmenet lepésrol lepésre:
e 2. Minden résztvevd karaktert valaszt (Harcos, Gyogyito, Magus).
—c csapatok kozos kuldetéseket kapnak (pl. parktakaritas, zold

szokdsok betartasa).
c.Pozitiv cselekedetekert XP (tapasztalati pont) €s arany jar, amellyel uj
képességeket oldhatnak fel csapattarsaik megmentésére.



https://www.google.com/search?q=https://www.classcraft.com

_Quizlet

e _Mire jo: Fogalmak, noveny- és allatfajok, helytorteneti évszamok

" tanulédsa digitélis kartyékkal.

0seg: https://quizlet.com

et lépésril lépésre:

‘tréner létrehoz egy kartyacsomagot képekkel és fogalmakkal.
.Elinditja a Quizlet Live mddot; a rendszer véletlenszer( csapatokba
| a fiatalokat.

nden csapattagnal megjelenik, de a helyes valasz csak
egyikuk telefonjan lathato.

d.A csapat csak szobeli egyeztetés utan tud helyesen kattintani, ami
‘azonnali kooperaciot kdvetel.
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https://quizlet.com/

3:INSTRUMENTAR DIGITAL S1 APLICATII

3.1 Interactiune, vot si chestionare in timp real
Kahoot!

cursuri de tip quiz dinamice, cu muzica si grafica antrenanta.
https://kahoot.com (App: Google Play / App Store)
e pas cu pas:

a. Formatorul proiecteaza intrebarea si optiunile de raspuns pe ecranul

rii acceseaza kahoot.it pe mobil, introduc codul PIN si 0

porecla.
“C.La pornirea cronometrului, tinerii apasa butonul cu forma si culoarea
- corecta.

d.Clasamentul se actualizeaza automat dupa fiecare raspuns
finalizdndu-se cu un podium virtual. '



https://kahoot.com/

_Mentimeter

* Rol: Colectare anonima de opinii, nori de cuvinte si evaluare fara stres.
* Acces: https:/www.mentimeter.com
as cu pas:
matorul deschide o intrebare (ex: ,Descrie legatura ta cu natura
p'rintr-un cuvant”).
&lnern acceseaza menti.com si introduc codul afisat.

articipantii transmit 1-3 raspunsuri in mod anonim.
d.Raspunsu rile genereaza instantaneu un nor dinamic de cuvinte pe
ecranul comun.



https://www.mentimeter.com/

Slido

* Rol: Sesiuni de intrebari si raspunsuri (Q&A) anonime si votare simpla de
idei.

https://www.slido.com

as cu pas:

oderatorul genereaza un cod de eveniment.

D. Tlnern intra pe sli.do si trimit intrebari fara a-si divulga identitatea.

C.Ceilalti art|C|pant| voteaza intrebarile favorite, prioritizand cele mai
relevante subiecte de discutie.
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https://www.slido.com/

42 Explorare in aer liber si geolocalizare

- tineret creeaza traseul (,Bound”) pe site, adaugand -
puncte GPS, sarcini si intrebari.

b.Echipele instaleaza gratuit aplicatia Actionbound si scaneaza codul

" QR de pornire.

c.Aplicatia ghideaza echipele catre locatii unde fac poze, rezolva
enigme sau gasesc indicii ascunse.

d.Lalinia de sosire, sistemul calculeaza automat clasamentul SI’ \& :

ealizate. |



https://actionbound.com/

“'3.3 Jocuri de rol, fise digitale si media vizuala

ft
amificarea dinamicii de grup prin mecanici de joc de rol (RPG).
S: https://www.classcraft.com
e Etape pas cu pas:
-__“"aTTinerii isi aleg clasa de personaj (Razboinic, Vindecator sau Mag).
‘-m‘ele primesc misiuni comune (ex: actiuni comunitare, colectare
selectiva, punctualitate).
c.Fiecare reusita aduce puncte de experienta (XP) prin care isi pot

‘ ajuta colegii aflati in dificultate.
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https://www.google.com/search?q=https://www.classcraft.com

Quizlet

A Rol: nvéatare interactivd de notiuni (ecologie, patrimoniu) prin carduri de
imemorie.

ttps://quizlet.com

Cu pas:

atorul creeaza un set de termeni si imagini reprezentative.

b.Se lanseaza modul Quizlet Live, ce imparte participantii in echipe

eatorii.

: ‘apare pe toate ecranele din echipa, dar raspunsul corect
este pe un singur telefon.
d.Tinerii sunt fortati sa comunice verbal pentru a stabili cine are

‘- raspunsul potrivit.



https://quizlet.com/

4: FIELD-TESTED ACTIVITIES & GAME PROTOTYPES

A“l Local History & Cultural Heritage Module (4 Activities)
Activity 1: Time-Traveling Detectives (GPS Heritage Trail)
e Digital Tool: Actionbound
Time: 14-25 yrs, 10-25 participants, 90 mins

: all teams of 3—-4 with one mobile phone running the
Actionbound app.
b.GPS guides teams to 4 historical monuments in the neighborhood.
2. At each stop, teams solve a puzzle or submit a creative historic
reenactment group photo.
d.Final station requires unscrambling collected letters to
local historical figure.

U

al the




Eco-Detectives Safari (Biodiversity Quest)

’5 Digital Tool: Actionbound
° Target&Tlme 12-25 yrs, 10-30 participants, 90 mins
ive: Promote direct interaction with local flora, fauna, and park

a.Groups gather at an outdoor public park or natural reserve.
bound prompts participants to photograph and identify three
C indigenous trees.

C. Record a 15-second bird call audio sample and upload via app.
d.Extra bonus points rewarded for picking up and properly cataloging

I—- trail litter.




4.2 Environmental Awareness & Green Skills Module
‘The Green Guild (Real-life Eco RPG)

| Tool: Classcraft

& Time: 14-22 yrs, 10-25 participants, multi-day/weekly quest
ive: Build sustainable daily habits through gamified positive
reinforcement.

Nreate game personas (Mage, Warrior, Healer).

b.Daily green actions (carrying reusable cups, walking/biking,
composting) yield XP and gold.
«€.Using disposable single-use plastic drains team HP, requiring Healers
"~ to cast restorative spells.
d.Group levels up collectively, concluding in a joint park clee
celebration.




4.3 Social & Performance Anxiety Reduction Module

’Silent Voices (Anonymous Mood Pulse)
e ‘Digital Tool: Mentimeter
& Time: 13-30 yrs, 8-30 participants, 45 mins
e: Relieve performance stress and create safe spaces for
ble sharing.

e Ste ps

rt|C|pantSJom anonymously from personal devices.

: or launches prompts: "What causes you the most stress in
social settings?"

c.Thoughts generate an anonymous live word cloud; facilitator reads

i answers objectively.

Normalize shared struggles without putting anyone on the spot.
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Sprint & Focus (Micro-Quest Stations)

‘5 Digital Tool: Quizlet & Timer

e Target & Time: 12-20 yrs (tailored for ADHD / attention needs), 6-18
ipants, 50 mins
e: Maximize attention retention through short, structured

motion, ' mins reﬂectlon.
c.Fast-paced pacing prevents sensory fatigue and maintains sustained

Abihvg
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Trust Bridge (Virtual Cooperative Maze)

’_ Digital Tool: ClueKeeper / Padlet
° Target&Tlme 14-25 yrs, 8-24 participants, 60 mins
ive: Reinforce collaboration and peer trust without ranking

a.Work in pairs: Partner A sees digital instructions; Partner B navigates
physmal floor.
ion.must occur solely through verbal clues.

c.Tasks emphasize consensus-building without countdown penalties

or eliminations.

i-‘Conclude with a debrief on active listening and vulnerability.




4.4 Creativity & Critical Thinking Module

Aéct or Fake? (Eco Media Detective)

¢ ‘Digital Tool: Kahoot!

o Time: 14-25 yrs, 10-35 participants, 45 mins

: Build media literacy and detect greenwashing or manipulated

b.Teams debate evidence and cast their votes simultaneously.
c.Discuss verification indicators: reverse image search, domain

‘- validity, emotional hooks.
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Gamify It! (Game Prototyping Lab)

A Digital Tool: Actionbound Web Creator
° Target & Time: 16-30 yrs, 10-25 participants, 120 mins
ive: Empower youth to architect their own gamified educational

a.Groups of four select a community inclusion or green topic.
ms script mechanics, riddles, and multimedia checkpoints inside
eator.

c.Cross-test each other's prototypes and provide structured peer
evaluations.




4. FEJEZET: GYAKORLATI JATEKTAR ES PROTOTIPUSOK

A“l Helyi torténelem és kulturalis 6rokség modul (4 tevekenység)
1. Jatek ld6utazd Detektivek (Helytorténeti GPS-kuldetés)
alis eszkoz: Actionbound (mobilapp)
rt & 1d6: 14-25 év, 10-25 f6, 90 perc

b.Az app GPS- alapon elvezeti oket 4 helyi térténelmi pontra (pl. szobor,
regi épulet, emléektabla).

>:Minden allomason egy rejtvényt kell megfejtenituk vagy egy korh(
‘pbzban készilt csoportképet feltdltenilik.

d.Az utolso allomason a begydjtott betlkbdl osszeallitjak lyi h&s

nevet.




Az Elveszett Kronika (Digitalis szabadulas)

> Digitalis eszkoz: ClueKeeper

e Célcsoport & 1d8: 14-30 év, 8-20 f6, 60 perc

e Cél: Logikai készségek fejlesztése a telepllés mondain és legendain
tul.

apatok az alkalmazasban megkapjak az ,elveszett kronika”

alaptorténetét.

inden feladvany egy fizikai helyszinhez (pl. templomkert, konyvtar

puja) kotodik.

c.A valds térben elrejtett szamokat vagy szavakat kell beirni az appba a
kbdvetkezd fejezet feloldasahoz.

d:A leggyorsabban megfejt6 csapat nyeri a ,Varosi Kronikas” cimet.

-
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4.2 Kérnyezettudatossag és zold keszségek modul

A"Jéték' Oko-Nyomozok a Zéldben (Természetismereti szafari)
° Dlgltalls eszkoz: Actionbound

ort & Id8: 12-25 év, 10-30 f6, 90 perc

| fak, védett novények és a biodiverzitas kdzvetlen

lése.

e |épések:
apatok egy helyi parkban vagy erddszelen inditjak a kuldetest.
y ai: keszitsenek fotot 3 kulénbdzé fafaj levelerdl, és
azonositsak oket.
c.Hangfelvétel készitése madarcsicsergésrol és feltoltése az

alkalmazasba.
ABénuszpontjér minden Uutkdzben felszedett és lefotdzott szemétért.

W




Az Okologiai Labnyom Prébatétel (Interaktiv kviz)

A Digitdlis eszkdz: Slido / Mentimeter
e (Célcsoport & 1d6: Barmely korosztaly, 10-40 fé, 45 perc
balis és helyi fogyasztasi szokdsok kritikus atgondolasa.

ner valos ideju szavazasokat indit a resztvevék napi szokasairol

(vizhasznalat, étkezés, kozlekedés).
2perny6n azonnal kirajzolddik a csoport atlagos okologiai

c.Két kérdés kozott a Csapatok 3 perces Otletborzét tartanak egyszeru

zold alternativakrol.
i._A muUhely végén mindenki névtelenul vallal egy 7 napos zold kihivast.
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4.3 Szorongascsokkentes és figyelemfejlesztés modul

A‘;’sendes Hangok (Anonim érzelmi radar)
e ‘Digitalis eszk6z: Mentimeter
port & 1d6: 13-30 év, 8-30 f6, 45 perc
szolalasi szorongas feloldasa, biztonsagos vélemeénynyilvanitas.

a.A résztvevdk okostelefonon csatlakoznak a fellilethez név nélkl.
"Arképernyon megjelenos kerdések: ,,Mi aggaszt most a legjobban?”,

itél félsz egy Uj kozosségben?”

c.A valaszok élé szofelhdkent jelennek meg; a tréner hangosan olvassa
fel 6ket itélkezés nélkul.

d:Kiscsoportos beszélgetés koveti, latva, hogy nincsenek egyedul a
"- félelmeikkel.
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Sprint & Fékusz (Mikro-kuldetés allomasok)

A Digitalis eszkdz: Quizlet & Stopperodra
e (Célcsoport & 1d8: 12-20 év (féleg ADHD/figyelemzavar), 6-18 f6, 50 perc
° oncentracios kepesseg javitasa rovid, strukturalt blokkokkal.

i
alkozast ot darab 7 perces ,,sprintre” osztjak.

b.Minden sprint egy 6nallo, porgdés mikrofeladat (pl. 2 perc digitalis
artyazas, 3 perc fizikai mozgasos feladat, 2 perc gyors értékelés).
0zOtti azonnali valtas megakadalyozza az elkalandozast

és a monotdniaérzetet.




4.4 Kreativitas és kritikai gondolkodas modul

‘Valéség vagy Alhir? (Digitalis tényellendr vadaszat)
o Dlgltalls eszkoz: Kahoot!
port & 1d6: 14-25 év, 10-35 f6, 45 perc
2diatudatossag, a felretajékoztatas és a manipulacio leleplezése.
k:

a.A tréner 10 aktualis kbérnyezeti hirt és fotot vetit ki (fele valos, fele

M egeneralt/alhin).
mk csapatban vitatjak meg és szavazzak meg a valaszt.

c.Minden kor utan elemzik az inté jeleket: forrasellendrzés, képi
manlpulaC|o clickbait cimek.




4: COLECTIE PRACTICA DE ACTIVITATI S| PROTOTIPURI

AfModut Istorie locala si patrimoniu cultural (4 activitati)
Act|V|tatea 1: Detectivii Calatoriin Timp (Traseu GPS cultural)
j nt digital: Actionbound
Timp: 14-25 ani, 10-25 participanti, 90 min
xplorarea monumentelor istorice si a reperelor culturale

locale.

ineri folosesc un telefon cu aplicatia Actionbound.

b.Traseul ghideaza tinerii catre 4 monumente sau cladiri istorice din -~
proximitate.
La fiecare punct, echipa rezolva o enigma sau urca o fotografie
ematica.
d.Punctul final dezvaluie numele unei personalitati istoriceslgcale prin
anagrama. a




Cronica Pierduta (Escape game in aer liber)

‘5 Instrument digital: ClueKeeper
° Grup tinta & Timp: 14-30 ani, 8-20 participanti, 60 min
iv: Dezvoltarea gandirii logice pornind de la legende urbane.

pele primesc intriga unei legende vechi direct pe telefon.
b.Ghicitorile corespund unor detalii fizice (placi comemorative, porti
hi).

Jucerea codului corect deblocheaza urmatorul indiciu si

urmatoarea locatie.
d.Echipa care reconstituie cronica prima este desemnata castigatoare.




4.2 Modul: Constientizarea mediului si competente verzi

Aéfari Eco-Detectiv (Biodiversitate urbana)
¢ {Instrument digital: Actionbound
inta & Timp: 12-25 ani, 10-30 participanti, 90 min
: Observarea directa a ecosistemelor locale si a spatiilor verzi.

a.Echipele pornesc intr-un parc sau zona verde din vecinatate.
—“brAplicatia solicita fotografierea si identificarea a trei specii de arbori

U Al

c.Inregistrarea si incarcarea unui fisier audio cu triluri de paséri.
d.Puncte suplimentare pentru fiecare deseu colectat si documentat in

I—- aplicatie.
W
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Barometrul Amprentei Ecologice

A Instrument digital: Slido / Mentimeter
° Grup tinta & Timp: Orice vérsta, 10-40 participanti, 45 min
Iv: Evaluarea critica a consumului de resurse si a impactului

a.Formatorul lanseaza un sondaj in direct legat de consumul de apa,

sport si alimentatie. |
: .ainstantaneu amprenta medie de carbon a grupului.
c.Tinerii discuta in cercuri de 3 minute solutii practice si accesibile.
d.Fiecare isi seteaza anonim un angajament verde pentru saptamana

"- urmatoare.




4.3 Reducerea anxietatii sociale si cresterea concentrarii

A&;i Tacute (Barometru emotional anonim)
e {Instrument digital: Mentimeter
° inta & Timp: 13-30 ani, 8-30 participanti, 45 min

grupuri noi?”
c.Raspunsurile formeaza un nor dinamic de cuvinte citit neutru de

formator.
A‘Urmeazé o discutie ghidata in cerc ce normalizeaza vulnerabilitatea.




Sprint & Focus (Statii de micro-misiuni)

"" Instrument digital: Quizlet & Cronometru
® ‘Grup tinta & Timp: 12-20 ani (recomandat pentru ADHD/atentie
azuta), 6-18 participanti, 50 min
: Mentinerea atentiei active prin blocuri scurte si dinamice.

a.Atelierul este structurat in cinci sprinturi distincte de cate 7 minute.
itm.alternat: 2 min potrivire digitala, 3 min miscare fizica, 2 min

tie scurta.

C.Tranzi’;iil:_e' rapide previn instalarea plictiselii si a oboselii cognitive.

N —




4.4 Gandire critica si creativitate

Agalitate sau Manipulare? (Detectiv de stiri)
* {Instrument digital: Kahoot!
° inta & Timp: 14-25 ani, 10-35 participanti, 45 min
dentificarea dezinformarii si a fenomenului de ,,greenwashing”.

p. EC dezbat indiciile si transmit optiunea aleasa.
c.Formatorul explica mecanismele de verificare: cautare inversa de
imagini, verificarea surselor.

3010 at vewnwJeahooed with Garme Fib: 148502
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TRAINING HIGHLIGHTS & PRACTICAL OUTCOMES

A’.’l Course Overview and Key Milestones

The mobility took place in Balatonboglar, Hungary, engaging 32 youth
om Hungary and Romania. Across 7 training days, participants
from foundational gamification theory to functional field

* Days 1-3 (Foundations & Inclusion): Team building, analyzing barriers
- faced-by disadvantaged youth, and peer-to-peer case study
e Days 4-5 (Game Mechanics & Reality Check): Narrative development,
study visits to local ecological and historical heritage sites, and World
fé sessions on green youth work.
ys 6-7 (Digital Lab & Prototyping): Hands-on testing of digital tools
(Actionbound, Kahoot, Slido, Classcraft), cooperative prototype labs,
peer-testing, and the Award Ceremony. :

e Days t & Follow-up): Finalizing the e-book toolbox, definifgs
lo lans, and conducting Youthpass self-assessmefj
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5.2 Participant Insights and Testimonials

" "Integrating location-based tools like Actionbound into heritage walks
completely transformed how our youth interact with local landmarks." -

Hu ian Participant.

shop offered concrete methods to lower performance anxiety

sters who typically shy away from standard workshops." -

omanian Participant.
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5. FEJEZET: A BALATONBOGLARI KEPZES PILLANATAI ES EREDMENYE]

‘;1 A képzés dsszefoglaldja és mérfoldkovei
A képzési kurzus Balatonboglaron valdsult meg 32 magyarorszagi és
romaniai ifjusagi munkas reszvetelével. A 7 napos intenziv program soran a
r a jatékositas elméletétdl eljutottak a mikédd prototipusokig:
Ip (Kozossegepites es jo gyakorlatok): Jegtord gyakorlatok, a
sebb lehetbseggel rendelkez6 fiatalok bevonasanak kihivasai,
Weemeglévs oktatdjatékok elemzése.

Modszertan és helyi valosag): Jatekmechanizmusok és
narrativak tervezése, latogatas balatonboglari 6koldgiai és kulturalis
intézményeknél, World Café muhely a zoéld gyakorlatokrol.

* 46=7. nap (Digitalis labor és prototipusok): Applikaciok gyakorlati
ﬁéztelése (Actionbound, Kahoot, Classcraft stb.), prototipus-készit6
laboratérium, egymas jatékainak tesztelése és a dijatado cere onia.
e 8. nap (Zaras és disszeminacio): Az e-book anyagainak vegleg
tési tervek 0sszeadllitasa, Youthpass kompetencia-




5.2 Résztvevdi visszajelzések es tapasztalatok

"’,,A digitalis eszk6zok eddig elvontnak tlintek, de az Actionbound és a
Kahoot gyakorlati alkalmazasa megmutatta, hogyan lehet a

figyelemzavarral kiizdé fiatalokat is aktivan bevonni a természetben.” -

zagi résztvevo.

odszertan (blended approach) segitett megérteni, hogy a

logla nem elszigeteli a fiatalokat, ha szabadtéri felfedezéssel és

yrténettel kombinaljuk.” — Romaniai résztveva.
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5: REPERE DIN CURSUL DE FORMARE $I REZULTATE

‘:1 Desfasurarea mobilitatii si etape cheie
Cursul de formare s-a desfasurat in Balatonboglar, Ungaria, reunind 32 de
lucratori de tineret din Ungaria si Romaénia. Pe parcursul celor 7 zile
articipantii au trecut de la teoria gamificarii la prototipuri
e activitati:
e 1-3 (Comunitate si bune practici): Activitati de team-building,
Wmanaliza barierelor intampinate de tinerii vulnerabili si schimb de bune

E

e Zilele 4-5 (Mecanici de joc si ancorare locald): Tehnici de povestire, vizite
de studiu la organizatii de mediu si centre culturale din Balatonboglar,

eliere World Cafe.

A[ele 6-7 (Laborator digital si prototipare): Testarea aplicatiilor
(Actionbound, Kahoot, Classcraft), dezvoltarea prototipuril dejoc,
testare reciproca si Gala de Premiere. )

* Zi si diseminare): Finalizarea ghidului digital, planlflca y
at e de multiplicare si autoevaluarea competentelof




5.2 Marturii si reflectii ale participantilor
* . Aplicatiile de geolocalizare precum Actionbound permit transformarea
“unei simple plimbari istorice intr-o misiune captivanta pentru tinerii
care isi pierd repede rabdarea.” — Participant din Ungaria.
e ,Am invatat cum mecanismele jocurilor video pot fi utilizate pentru a
eama de esec si stresul de performanta la tinerii dezavantajati.”
ant din Romania.




6: DISEMINARE, RECUNOASTERE SI RESURSE

‘1 Ghid practic pentru organizarea evenimentelor locale de diseminare
Conform angajamentului din proiect, fiecare lucrator de tineret participant
implementeaza cel putin o sesiune locala de multiplicare folosind acest

1ita: Tineri din categorii vulnerabile, voluntari locali sau cadre

ice si lucratori de tineret.

a act|V|tat|| Derularea a cel putin uneia dintre cele 14 activitati

raseu ecologlc vanatoare istorica sau atelier pentru
reducerea a Cii).

3.Documentare si vizibilitate: Realizarea de fotografii, colectarea

Ayesiilor si publicarea pe retelele sociale cu etichetele: #ErasmusPlus,
youthworkersinaction, #youthgamification.




6.2 Recunoasterea invatarii prin Youthpass

‘)ezvoltarea profesionala este validata prin instrumentul european
Youthpass, pe baza celor 8 competente-cheie:

* Competenta digitala: Utilizarea responsabila a aplicatiilor educative, a

tiei datelor si a sigurantei online.

etenta personala, sociala si de a invata sa inveti: Tehnici incluzive

facilitare si crearea unui climat empatic, lipsit de stres.
Wencompetenta cetateneasca: Constientizarea importantei protejarii
~“mediuluisia patrimoniului comunitar.
* Sensibilizare si exprimare culturald: Narativa digitala si reinterpretarea
creativa a legendelor locale.




Thank you!

Koszonjuk! ~
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