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This booklet is a step-by-step guide to gamified youth participation. It is designed as a 
practical booklet to support the use of methods from the Gamie.org method bank and to help 
facilitators create engaging, inclusive, and meaningful participation experiences for young 
people.
The booklet walks you through the process of designing and facilitating participation using 
gamified approaches before, during, and after a session or event. It offers concrete tips, 
examples, and best practices to help you plan, run, and follow up on participation activities 
that connect young people’s ideas to real-world impact.

At its core, this booklet responds to a growing need: while traditional forms of participation 
may feel distant or complex, young people are increasingly motivated to engage with important 
societal issues. Gamified methods provide one way to bridge this gap making participation more 
understandable, approachable, and motivating, while ensuring that young people’s voices are 
heard and valued
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Youth participation refers to the active involvement of young 
people in shaping their communities and society. 

While traditional ways of influencing - such as voting or 
political engagement - have mainly been designed for adults, 
young people participate through youth councils, organizations, 
campaigns, volunteering, and creative expression. Participation 
can range from local, everyday decisions to broader societal 
issues. 

The key idea is that young people’s voices are heard and 
considered, even though existing participation structures can 
often feel complex and difficult to navigate.
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Gamification means using elements from games - such as 
points, challenges, feedback, and progression - in non-game 
contexts like education, work, or participation. These 
elements can be digital or non-digital, from apps and 
platforms to simple tools like stamp cards or structured 
activities. 

The goal of gamification is to make activities more engaging 
and motivating. By adding a sense of play, progression, and 
interaction, gamification helps turn abstract or repetitive 
tasks into more meaningful and enjoyable experiences.

GAMIFICATION



Gamified youth participation means combining traditional youth 
societal participation with game-like elements that make the 
process more engaging and understandable. 

Many young people find political or organizational structures 
complicated, and tasks like filling out surveys or attending long 
meetings can feel distant. By borrowing ideas from games, 
participation can become clearer, more active, and easier to 
approach.

The goal of gamified youth participation is not to turn 
influencing into a game, but to make meaningful engagement more 
accessible and motivating. Game elements should always connect to 
real contributions, not just point-collecting. 
When designed fairly and inclusively, gamified methods help young 
people feel that their voice matters, understand complex 
processes more easily, and experience participation as something 
active, social, and rewarding instead of distant or boring.
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They are also involved in legislative 
processes, public consultations, and events 
where they meet decision-makers and engage in 
dialogue. In addition, young people create 
their own initiatives and campaigns to bring 
forward ideas that matter to them.
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YOUTH PARTICIPATION
Young people influence and participate in a 
wide range of contexts – from student council 
activities and the development of everyday 
school practices to municipal decision-making, 
youth councils, and participatory budgeting. 



STUDENT COUNCIL ACTIVITIES IN SCHOOLS 

DEVELOPMENT OF SCHOOL POLICIES AND EVERYDAY 
PRACTICES 

MUNICIPAL DECISION-MAKING [E.G. SPORTS 
FACILITIES, YOUTH SPACES, TRANSPORT, LOCAL 
SERVICES] 

YOUTH COUNCILS AND YOUTH ADVISORY BOARDS 

PARTICIPATORY BUDGETING PROCESSES 

JOINT EVENTS WITH YOUNG PEOPLE AND 
DECISION-MAKERS [SEMINARS, FAIRS, THEME 
DAYS] 

GAME-BASED APPROACHES CAN BE APPLIED IN 
MANY PARTICIPATION CONTEXTS, FOR EXAMPLE:
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DIALOGUE EVENTS BETWEEN YOUTH AND 
POLITICIANS 

YOUTH-LED INITIATIVES AND CAMPAIGNS 

NATIONAL OR LOCAL LEGISLATION PROCESSES 
AFFECTING YOUNG PEOPLE 

PUBLIC CONSULTATIONS AND HEARINGS 
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GAMIFIED YOUTH PARTICIPATION IS A STRUCTURED 
JOURNEY WHERE GAME ELEMENTS, SUCH AS ROLES, 
CHALLENGES, FEEDBACK, AND PROGRESSION, SUPPORT 
MEANINGFUL ENGAGEMENT.



BEFORE DURING AFTER

THE PROCESS CAN BE UNDERSTOOD IN THREE PHASES: BEFORE, DURING, 
AND AFTER THE PARTICIPATION EVENT OR SESSION.

KNOW PLAYERS

PURPOSEFUL METHOD

GAME FLOW

PLAYTEST
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LEARN BY PLAYING
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ADAPT IN REAL TIME 
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UNDERSTAND PLAYERS 
= PARTICIPANTS
 WHO ARE THEY AS “PLAYERS”? WHAT 
MOTIVATES THEM? WHAT SKILLS, 
PREFERENCES, OR BARRIERS DO THEY HAVE? 

CHOOSE A GAMIFIED 
METHOD WITH PURPOSE
SELECT A METHOD THAT FITS THE 
PARTICIPATION CONTEXT; WHAT YOUNG 
PEOPLE ARE INFLUENCING AND WHY? USE 
GAME ELEMENTS TO SUPPORT EXPRESSING 
THEIR VIEWS. 

DESIGN THE GAME FLOW 
PLAN WHAT PARTICIPANTS ACTUALLY DO: 
DISCUSS, MAKE CHOICES, INTERACT, AND 
REFLECT. KEEP IT SIMPLE AND ACTIVE. 

TEST THE GAMEPLAY 
PLAYTEST THE METHOD. CHECK IF RULES 
ARE CLEAR, PROGRESSION MAKES SENSE, 
AND EVERYONE CAN PARTICIPATE. PREPARE 
A BACKUP PLAN.

DESIGN THE GAMIFIED EXPERIENCE
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05_SET THE SCENE 
AND ROLES
INTRODUCE THE “GAME WORLD”: ROLES, 
STORY, OR CONTEXT THAT MAKES 
PARTICIPATION FEEL MEANINGFUL AND 
ENGAGING. 

06_START SIMPLE, 
LEARN BY PLAYING
USE A QUICK PRACTICE ROUND. LET 
PARTICIPANTS UNDERSTAND THE METHOD 
THROUGH ACTION, NOT LONG 
EXPLANATIONS.

07_SUPPORT AGENCY AND 
INTERACTION
ENSURE PLAYERS CAN MAKE CHOICES, 
COLLABORATE, AND INFLUENCE OUTCOMES. 
ROTATE ROLES, USE SMALL GROUPS, AND 
KEEP EVERYONE INVOLVED.

08_ADAPT THE GAME IN 
REAL TIME 
ADJUST DIFFICULTY, PACE, OR RULES IF 
NEEDED. FOLLOW THE GROUP’S ENERGY—GOOD 
FACILITATION FEELS LIKE RESPONSIVE GAME 
MASTERING.

DURING
FACILITATE THE PARTICIPATION
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09_REFLECT ON CHOICES 
AND OUTCOMES
WHAT HAPPENED IN THE “GAME”? WHAT DOES 
IT MEAN IN REAL LIFE? WHAT DID YOUNG 
PEOPLE SAY, THINK, AND EXPERIENCE?

10_CAPTURE VOICES AND 
INSIGHTS
COLLECT INDIVIDUAL REFLECTIONS: WHAT 
DID PARTICIPANTS THINK, FEEL, AND 
SUGGEST?

11_DEBRIEF THE 
EXPERIENCE TOGETHER
TURN GAMEPLAY INTO LEARNING THROUGH 
DISCUSSION AND SHARED INSIGHTS. 

12_ SHOW REAL-WORLD 
IMPACT
WHERE DO THE IDEAS GO? WHAT CHANGES? 
MAKE THE LINK BETWEEN THE GAME AND 
REAL DECISION-MAKING VISIBLE.

AFTER
FACILITATE THE PARTICIPATION



These approaches can take many forms from 
simulations that make decisions and their 
consequences visible, to role-based scenarios, 
collaborative challenges, and interactive 
formats that encourage dialogue. In the 
following section, we present real-life 
examples of how these methods have been applied 
in practice.

FROM METHODS TO 
PRACTICE
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Across all of these situations, practical 
solutions are needed to make young people’s 
ideas visible, understandable, and connected to 
real decision-making. This is where game-based 
methods and tools can play a crucial role. By 
breaking down complex topics, lowering the 
threshold for participation, and turning 
passive audiences into active contributors, 
gamification offers new ways to support 
meaningful engagement. 



CASE 1: WORKADVENTURE 
+ WORLD CAFÉ
GAMIE.ORG/WORKADVENTURE-WORLD-CAFE/ 

The Finnish Red Cross piloted a remote ideation workshop 
combining the WorkAdventure virtual environment with a 
World Café method, facilitated by Tampere University.

The goal was to generate new ideas for youth engagement 
by designing a playful concept for an upcoming youth 
event. Participants joined a shared virtual “office” in 
WorkAdventure, where movement and interaction happened 
through avatars. 

The session began with a short introduction to gamified 
methods, after which participants moved into themed 
breakout rooms. Each room was hosted by a facilitator 
and focused on a specific topic. 
Using a World Café approach, small groups rotated 
between rooms every 15 minutes, building on each other’s 
ideas and documenting them collaboratively.
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The combination of a spatial virtual environment and 
structured rotation supported active participation: 
moving between rooms created a sense of flow, while 
smaller groups made it easier for everyone to 
contribute. 
The informal, game-like setting also lowered the 
threshold for idea-sharing compared to traditional 
online meetings. At the end, participants returned to 
a common space to review and reflect on the results.
 
The workshop demonstrated how combining digital 
environments with facilitation methods can create 
engaging and inclusive remote participation. Despite 
some technical challenges for mobile users, the approach 
enabled collaborative ideation, peer learning, and the 
co-creation of practical ideas for youth engagement.

GAMIE.ORG/WORKADVENTURE-WORLD-CAFE/ 
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CASE 2: WHISTLEBLOWER 
GAMIE.ORG/WHISTLEBLOWER/

A classroom-based workshop organised by Libera Palermo 
brought together 16-18-year-old high school students in 
Italy to explore themes of whistleblowing, civic 
monitoring, and social justice. 

The activity combined group work and guided discussion, 
where participants reflected on the role of a 
whistleblower in public administration - how they act, 
how they are perceived by others, and how they might 
feel in different situations. 

Using simple materials such as paper, markers, and 
post-it notes, the session created a low-threshold and 
inclusive environment for participation. The method 
encouraged teamwork, open dialogue, and critical 
thinking, while helping students engage with complex 
societal issues in a concrete and relatable way. The 
facilitator played an important role in supporting 
discussion and ensuring that all participants could 
contribute.
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CASE 2: WHISTLEBLOWER 
GAMIE.ORG/WHISTLEBLOWER/

While some challenges emerged, such as varying levels of 
participation or confidence in speaking, the group was 
able to share ideas and personal reflections on 
responsibility, trust, and civic action. The workshop 
increased awareness of the importance of protecting the 
common good and sparked interest in social justice and 
civic engagement. 

This case highlights how simple, non-digital methods can 
support meaningful youth participation by making complex 
topics approachable and encouraging active discussion 
and reflection.
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CASE 3: THE EU YOUTH STRATEGY 
GAME WORKSHOP
GAMIE.ORG/THE-EU-YOUTH-STRATEGY-GAME-WORKSHOP/
People’s Europe, a group of 14–18-year-olds in Finland 
explored how young people’s voices can connect to 
European youth policy. The group had varied backgrounds, 
from active NGO participants to those with no prior 
experience, which required a method that was both 
accessible and engaging. 

The workshop was organised by Youth Academy (Nuorten 
Akatemia) a three-hour gamified workshop with 
role-playing elements was designed to introduce 
the European Youth Strategy Goals.
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CASE 3: THE EU YOUTH STRATEGY 
GAME WORKSHOP
GAMIE.ORG/THE-EU-YOUTH-STRATEGY-GAME-WORKSHOP/
Participants took on characters and navigated real-life 
inspired scenarios. To strengthen engagement, simple 
game mechanics were added: after each decision, 
participants rolled dice to determine outcomes, 
influenced by their character’s skills and challenges. 
The facilitator then narrated how situations unfolded, 
creating a shared story similar to a tabletop 
role-playing game.

The focus was not on winning, but on exploring choices 
and consequences. Even unsuccessful outcomes opened 
new paths through guided storytelling. In the end, 
participants reflected on their character’s journey 
and possible next steps. 
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CASE 4:  BOIL THE FROG
GAMIE.ORG/BOILING-FROG-GAMES/  

The Boiling Frog is an online game that explores the 
concept of freedom through everyday scenarios. Players 
face situations where freedoms are gradually limited and 
must decide at what point it becomes unacceptable. The 
game makes complex societal issues concrete and serves 
as a powerful tool to spark discussion about values, 
boundaries, and freedom.

Libera Palermo organised a GameIN method test session 
using the Boiling Frog game, combined with structured 
discussions for students aged 14 to 19. Facilitated by 
educators, the session engaged participants in guided 
debates, personal reflection, and group dialogue, 
supported by real-life case studies on freedom and human 
rights. The use of smartphones and the interactive 
format captured students’ attention from the start. 
As the game progressed from lighter to more complex 
questions, decision-making became increasingly 
challenging, sparking thoughtful reflection and lively 
discussion. Students strongly connected with the topics 
and showed clear empathy towards the issues explored.
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CASE 4:  BOIL THE FROG
GAMIE.ORG/BOILING-FROG-GAMES/  

The Boiling Frog game was also tested in workshops 
facilitated by Youth Power in Bosnia and Herzegovina 
and Estonian National Youth Council (ENL) in Estonia. 
For example, Tallinn University students explored 
restrictions on speech, movement, and expression through 
the Boiling Frog game, reflecting on how gradually 
introduced limits affect freedom and are often difficult 
to recognise.
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CASE 5: EUROPA EXPERIENCE 
SIMULATION GAME
GAMIE.ORG/EUROPA-EXPERIENCE-SIMULATION-GAME/
At the Europa Experience Centers, you can step into a 
simulation game that brings European decision-making to 
life. Through interactive scenarios, participants 
explore how the European Union works, how decisions are 
made, and how they affect everyday life. 

The experience invites you to take on a role, 
collaborate with others, and see firsthand how your 
choices can influence outcomes - offering a practical 
and engaging way to understand European politics and 
your own opportunities to make a difference.


