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ACTIVEGAMES

Welcome!

This handbook is designed to help educators implement the ActiveGames4Change
(AG4C) programme with children and young people in their settings. It is a
companion guide to the Leading Change guide and the Guide for Trainers and Tutors,
which can be found at the ActiveGames4Change website.

This guide is divided into 4 sections:

Section |. Games & Implementation Process
Section Il. Case Studies i Feedback from Piloting
Section lll. The AG4C App

Section IV. Assessment Documents

The purpose of this document is to guide educators in implementing and

delivering the AG4C programme.

The AG4C programme was developed as part of a transnational project with ten partners
(IPS, Aproximar, BSAFELab/UBI, ANTER, CPIP, BAGazs, CESIE, Izmir Probation
Directorate and FDIP) in 7 countries across Europe, led by the University of
Gloucestershire (UoG) in the UK. AG4C aims to develop social and emotional
competencies in young people who have found themselves in the Youth Justice
System, through active games and sports. The partnership has worked together to
develop a methodological framework and toolbox with full training and accompanying
guidance manuals to help implement the methodology in secure settings in each
country. The pilot project adheres to UoG ethical confidentiality guidelines, anonymity,
and the right to withdraw. The settings were not identified, nor were any individuals or
young people. All feedback and data are stored securely following data protection laws

and ethical procedures.


https://www.activegames4change.org/about.html

ACTIVEGAMES

There has been, in recent decades, a growing body of literature that supports the idea
that active games and sports among vulnerable groups (such as young people in
conflict with the law) leads to the development of social-emotional competencies
(e.g., self-regulation, social, ethical, and moral competencies).

Educators have told us that the games improved young people's competencies,
especially improving their ability to cooperate with one another. They also learned to play
by the rules and stay in a structured game. Many educators highlighted that, if repeated

over time, the games would have a more significant impact.

‘ AThis methodol ogy wi |l have a ver

the collaboration and development of the social and relational skills, both
personal and group, of the children involved, also generating emotional
wel-kbei ng. o

Educator from lItaly '

Additionally, engaging in sport and physical activity contributes not only to young
people's physical health, mental health, and well-being but also to their social inclusion,
education, and employability.*

ﬂl\/l Social competencies
J1H  Ethical competencies

Moral competencies

Figure 1 The Potential of Sports and Games in the Promotion of Competencies.

1 To learn more about this please access the AGAC State of the Art Analysis Report.



https://www.activegames4change.org/uploads/9/7/7/2/97721820/ag4c_state_of_art_en.pdf

ACTIVEGAMES

On what is it based?

This document was produced as a result of piloting the games and activities in custodial
settings across different European countries, namely the United Kingdom, Portugal,
Romania, Hungary, Italy, Turkey and Spain. Evidence was gathered on its success in
developing social and emotional competencies in children and young people in custodial
and other youth justice settings.

Framework

The AGAC programme assesses and develops the following competencies, which
young people in conflict with the law could most benefit from in their daily lives.

Self Self
Awareness Management

Responsible
Decision -
Making

Social
Awareness

Relationship
competencies

Figure 2. The Five Competencies to be Developed Through the AG4C Programme.
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ACTIVEGAMES

If you would like to know more about the research behind ActiveGames4Change, you
can have a look at our State of the Art Analysis Report which you also have free

access to. This analysis forms the theoretical base of the AG4C methodology and
presents the latest research and practice in the partner countries can be found in relation
to social, emotional, civic, and e-competencies in young people who are in conflict with
the law and how these competencies may be developed through the use of active

games. For now, it is time to start planning to run your games!

Figure 1 below represents the (suggested) practical guide to piloting in your setting,

and includes the full process and a helpful timeline. It includes:

T h €elraifmiing of Educatorsoi which presents the educators' theoretical trainings;

T h eGames Implementationdi whi ch presents the gamesbd | eve
T h eFeeflback & Reflectiondi corresponds to the final individual reflection with

young people;

T h eTraifmiing of Educatorso i corresponds to the educators' reflection and

evaluation on the AG4C programme.


https://www.activegames4change.org/uploads/9/7/7/2/97721820/ag4c_state_of_art_en.pdf

UPDATED UPDATED
TRAINING OF  TRAINING OF
EDUCATORS EDUCATORS

Training Day 1 ~ Training Day 2

Week 1 Week 2
2 hs 3 hs
Theoretical Practical:
Approach Games Levels
1&2

UPDATED
TRAINING
OF
EDUCATORS
Training
Day
3

Week 3
3 hs

Practical:
Games
Levels

2e3
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CHANGE
AGA4C TRAINING
GAMES IMPLEMENTATION
Suggested schedule
o9 e o9 e o9 e
— — —
GAMES GAMES GAMES
IMPLEMENTATION IMPLEMENTATION IMPLEMENTATION

Games: Level 1

Week 4

Games: Level 2

Games: Level 3

Week 5 Week 6
3 hs 3 hs 4 hs
The initial measure
of comp:_etences Games
Games implementation
Games . .
. . implementation Level 3
implementation
Level 2
Level 1

Figure 3. Implementation

& Data Collection Process.

+
The final measure
of competences

FEEDBACK

&
REFLECTION

Individual
reflection

Week 7
1hs

Final
individual
reflection with
young people

UPDATED
TRAINING OF
EDUCATORS

Training Day
4

Week 8
1hs

Conclusion &
educat ¢
reflection &
evaluation
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Game Cards

The AG4C methodology has 18 game cards, divided into 3 levels (6 games each, as

shown in figure 4). Please keep in mind thatimproving competencies is more important

than the number of games played!

As an educator, you just need to select your language on the website to access the
different gamecards' in available in English, Portuguese, Spanish, Italian, Turkish,
Romanian, and Hungarian. The game cards can be downloaded and printed (depending

on what you see fit for you and the implementation setting).

Figure 4. Games Distributed by the 3 Levels.



https://www.activegames4change.org/uploads/9/7/7/2/97721820/english_version_levels_2.pdf
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You will find all the information you need to deliver the game on each game card.

On the game card front page, you can find: the card name, the level of difficulty, the

Game Overview, the game explanation (the Set-Up) and the game's challenge.

Co=funded by the
Erasmus+ Programme
ACTIVEGAMES of the European Union

Over the River Level 1

Set Up

Split the group into t

outh soor-amaboral developmernt

Game
Overview

Then you will find the Set-Up of the game, and you will also have access to a QR Code
that will redirect you to the video of the game to help support you.

Set-Up

After that, you will have a description of the game's Competencies and the level required
to play the game. You will find a note stating that information on competencies, indicators
and levels are on the back of the card.
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Next is the list of = uipment needed to play the game. Please bear in mind that the
equipment can be adapted in case your organisation does not have the exact equipment

available.

* Football/basketball/netball

Equ ipment @ » Cones/markers

* Bibs

You will then have some suggestions for Adaptation to the game, allowing you to tailor
to your group. These are just suggestions, and if you think you can add something you

thought of along the way, you are free to do so.

To simplify
Only allow defenders to move at walking pace or reduce the width of the
. @ middle section to create more space.
Adaptations ¥ To Progress

Allow two defenders from the middle section to enter the end zones and
challenge for possession or make the middle section slightly wider.

In the last part of the front page of the Game Card, you will find suggestions of questions
to ask the youngsters to make the Reflection, about the process of the game, what they
learned and their opinions of the games in general.

Reflection

This part is crucial, as we mentioned before. The objective of the AG4C methodology is
to help young people acquire social and emotional competencies using sports and
games. After each game/session, the reflection is essential for young people's
awareness of the acquisition/presence of social and emotional competencies.

These questions are suggestions, and you may need to consider the group you have in
front of you and develop the discussion based on the initial suggestions, progressing/not

progressing as you see fit to the groupos

beha\

10
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On the back of the Game Card, you will find the Competencies Defined for that game.

Self-awareness

Self-
management

Responsible
decision

making

Relationship
skills

Social
awareness

Over the River
Competencies

Competencies Defined

Self-awareness is the thinking skill that focuses on a child's ability to accurately judge their own
performance and behaviour and to respond appropriately to different social situations.
Self-Awareness helps an individual to tune into their feelings, as well as to the behaviours and
feelings of others.

Self-management refers to the ability of a person to regulate their own activity with little or no
intervention with others. This will include staying on task even when distractions are present and
making good choices in terms of actions and behaviour.

Responsible decision making involves being able to demonstrate making a reasoned decision that
considers the views of various stakeholders (other people) with a clear raticnale behind the
decision-making process. This may involve seeking the views of others or experts.

Relationship skills refers to the skills, tools, knowledge and understanding to create, communicate,
evolve, grow, trust and maintain a relationship. This involves being able to work effectively with a
broad range of individuals from different backgrounds.

Social awareness is the ability fo know and feel the people around you and the ability to interact with
them in the most efficient and proper manner. This includes being to empathise with various
viewpoints and consider how your own actions may be interpreted by others.

Finally, you will be able to find out how to rate the Competencies of your young peoplei

based on 3 levels T Emerging, Developing and Established. This is done on a game by

game basis and will help you to identify the progress made over the games by the young

people.

Emerging

Rarely recognises the impact of
their contribution and the
impact this has on others.

Struggles to maintain - concen-
tration on the task throughout
with frequent intervention
needed from others.

Rarely seeks others views
before deciding on a strategy to
solve the problem.

Little communication with others
often working alone.

Is often unaware of their impact
on others and the task. Finds it
difficult to understand others
ViEWs.

Developing

At times recognises the impact
of their contribution and the
impact this has on others.

Maintains good concentration
on the task throughout with
some intervention from others.

Sometimes seeks others views
before deciding on a strategy to
solve the problem.

Communicates effectively
throughout most of the task
offering frequent contributions.

Shows empathy at times during
the task and is able o
understand most ideas from a
range of viewpoints.

Established

Clearly recognises the impact of
their contribution and the
impact this has on others.

Maintains full concentration on
the task throughout with no
intervention from others.

Seeks others views before
deciding on a strategy to solve
the problem.

Communicates effectively
throughout the task and is able
to lead effectively.

Shows empathy throughout the
task and is able to synthesise
ideas from a range of view-

points.
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You will find the same structure for all the Game Cards. They will be the most important
tool in your belt when running the AG4C programme. It is worth reading each section
before you start, as this may raise questions that you can refer to your Master Trainer

and get you off to a smoother start.

If you do not have access to a Master Trainer, and you are applying the methodology
following the AG4C documents on your own, please read each one of them carefully, as
they contain the answers to some of the most frequently asked questions about the

games.

Please remember that you need to register the measure of competencies and well-
being of the young people participating in the games 1 before and after you initiate
the implementation of the AG4C methodology. This is very important because
otherwise, you will not be able to say if the programme was successful with your
group or not. This can be completed via the AG4C App.

In section 1V, you will find all the paper-based documents for registering the information
collected in case your setting does not allow an internet connection. Otherwise, you can

do that in the App i we will explain in detail in section IIl.
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ACTIVEGAMES

Organisations

Organisations that work and/or support young people in conflict with the law are the
target organisations. Such organisations can lead the way in applying the latest research

on developing young people's social and emotional competencies.

Young People

During the piloting and testing of the games, 326 young people had the opportunity to
benefit from research-informed games, which are fun and engaging, explicitly designed
to meet their needs and the constraints of the secure context - all underpinned by
psychological and educational research evidence.

In the piloting phase, children and young people that were engaged in the programme
and subsequent activities met at least one of the criteria, plus the final one, which was

mandatory:
— V_
—_— o -
1] v -
" [} v
Be under custody in Be under custody of Be referred to as Compromise with
rehabilitation centres juvenile justice being at risk of participating in
and /or prisons (different regimes conflict with the law: developing AG4C
according to various delinquency, deprived
national laws) origins, and others
Figure 5. Target Group Criteria
Educators

Educators who participated in the pilot and testing phase met at least one of the criteria
presented below (to be engaged and receive subsequent training - previous section of
this document):

Involved in vocational training programmes initiated continuously;

Work with juveniles and young people, also in the community;

14
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Interest expressed in earlier stages of the project;

Communication with and involvement in project activities;

Willingness to participate in the complete programme;

Access the final target group, children and young people, and implement the

programme with them.

As an educator, you need to have a clear idea of how the AG4C methodology
implementation can be adapted to the settings and contexts in which you and the young
people are. As such, we considered it important to include in this handbook the
differences between contexts (presented below in table 1) that shaped the
implementation in each country:
Prison and probation services cultural background: despite the common
compliance with international standards, each country has evolved from specific
cultural contexts which influence its services organisation and culture. These
different stages also force different engaging and implementation strategies.
Uncertainties in a social and economic context: despite almost all EU
countries somehow facing the COVID-19 pandemic, they are in different stages
of recovery. The uncertainty regarding the future could significantly impact the
development of the planned activities and the progression of the deliverables
associated with these activities.
National context: each country has partnered with different juridical natures on
the implementation and effects. For example, in Romania, the prison services
themselves ease any obstacle. Still, in other countries, we counted on key prison
systems partners, which, despite being close to the prison services, could easily
suffer from sudden changes and can mean less capacity to determine the
project's course of action.
EU timing compliance: countries part of the partnership had different entering
dates in the EU, affecting the timing to adopt different legislation or practices.
Legal framework baseline: for instance, in Portugal, education centres were,
until late 2012, the responsibility of Probation services, and in other countries,
they are the responsibility of prison services. Other differences related to
youngsters' protection and legal correction framework can influence project

implementation.



ACTIVEGAMES

As an educator, you will have already received, or will soon be receiving, the AG4C
Educator Training 7 If not, you can access the training in the First part of this Conjoint
Manual. The AG4C methodology implementation requires you as an educator complete
the educators' training. Some training components can be adjusted to each national
culture's reality and setting. In the following section, we present some tips and hints to

help you.

AGA4C Helps with Managing Emotions

The AGAC activities can help manage emotions, remove cultural barriers, foster
interaction, team play, and collaboration without competition. It can also generate
emotional well-being, develop positive interdependence, move away from apathy,
and increase motivation and socialisation. At the end of the activity, educators
noticed strengthened social relations, better group dynamics, improved collaboration,

and increased motivation.

ADuring the games, the participan
the necessity of acting as a team, strategy and planning, empathy,
gaining awareness about how the decision taken by any of the team

affects the team and the game, positive self-awareness and responsible
decision-ma ki ng skill s. 0

Educator from Turkey '

In general, the young people enjoyed the proposed activities. They talked a lot about

having fun with their peers and that they felt good afterwards.

=13

I't was diffleenitt anidot .
Ail't made me feel good. o

=1

Young people from Romania

It was fun to play with col

eague

1€



ACTIVEGAMES

In Romania, young people appreciated having the opportunity to participate in other
sports activities different from those they were already used to. The prison staff described
the process as relatively straightforward, and the games were not challenging to
implement. So, there is no need to feel daunted when implementing the games! The

feedback from educators was that the games are straightforward and easy to implement.

A willingness was expressed by educators to continue with further activities that increase

peer relationships and break community routines.

‘ fYes, of cour s e, in fact wedre go
been pretty satisfied, t hey6éve got out of their routine

always doing the same sports, the same, activities and thus the large
majority have really I|liked it.o

Educator from Spain '

It is worth remembering that the young people themselves have pushed for these types

of games/activities in their timetable (Portugal).

So go for it!

‘ ifYes, because | | i ked
AfYes, because fhaea.games wer e
fiYes, because | work as a team and mak ¢
AYes, because we can do ma'activitie

Young people from Portugal
Both participants and educators think that the AG4C methodology provides, although

subtly and without initially being noticed, essential tools for life in society (Portugal).

Another good reason why you should adopt it!
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The games should be repeated over time to positively and substantially impact young
people (Italy). If you are thinking of implementingit,d on 6t d o ce!{The pdviset
is to run it several times 1 or if you do not have the opportunity, at least occasionally, to

break the routine.

The approach in the AG4C is innovative yet simple as a concept, thus not difficult to be
adopted and implemented. It provides the opportunity to facilitate learning and create
an enjoyable environment for young people (Romania).

‘ AThis approach is so inni

a concept. o

Educator from Romania '

The session length will vary due to logistics in each setting (you can always adapt), but
we suggest that 30 to 60 mins are ideal (although beyond 45 mins, concentration spans
may be tested in some participants - as an educator, you need to assess that). Some
games will last longer than others and then you may want to use the adaptations or

maybe two games in a session while working through the levels.

The AGA4C activities were embedded in the usual sports programme of many of the
secure settings, and in some cases, they were used as replacements for other sports
activities (i.e., football). The piloting with each group had a different duration according
to availability; there is no fixed time set. For example, in Romania, the activity sessions

were approximately 2 to 3 hours in groups of 10 to 15 participants.

Start with a warm-up task (positive gossip, feedback on each other's resources) -

feedback that you should consider doing with some groups (Hungary).

18
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Time to reflect!
Although the educators tried to apply the reflection sections with the participants
in group work, they experienced that this created a big problem in terms of time
management and thus decided to apply the reflection sections individually. As we
described previously, reflection on how the games are played is essential.
Therefore, you need not take this lightly. As advised by your fellow educators, if
you need to adapt from a group perspective to an individual one, please have in
mind the time and order to do so. It is important to talk with the young people about
the games and how the games made them feel. Do not forget that they are
learning through games and need to be aware of their own learning and

achievements!

Planning your Session

A lot of the planning is done for you on the game cards/app. The only decisions you will
need to make are which games fit the session. The important part is to allow enough

time for the reflective elements (this is key) i we suggest 10 to 15 mins.

In Italy, the games were chosen based on the needs of users of each community in terms
of the propensity for group play, motor mobility and demographic characteristics, and the
availability of both public and private spaces in the settings. In Spain, each group
performed 3 sessions (9 sessions), one per game level (all games were tested except

6Tower of Hanoi & and O6Shelter Buildd).

To help with planning and supporting your session, here are some videos to help you

see the games in action.

During the game fEscape Routeq two of the three institutions noticed that keeping the
participants focused on the task was more challenging in this activity. With this in mind,

we recommend you as an educator assign different roles for team members (e.g.,


https://youtu.be/AYfcNU8s56Y

ACTIVEGAMES

group leader, map holder). Having specific roles with help to focus the group and
overcome some of the challenges.

The strengths of the games are that they are simple, varied, and group-based (Italy).

You can do the implementation with young people from different range of ages. You
just need to adapt.

The games with a ball (f-way volleyballg fCorner Ball9 were the ones that young
people liked the most. Others were fiLeaky bucketq fiGutter ballg firhe Tower of Hanoig
and fShelter Buildo(ltaly).

AMy favourite game was O0Gutte
careful and smart not to drop the ball on the ground and at the
same time win against the other tea

AWe enj-wWaggdVohhl eyball 6 and 61 |
event ful game of <collaboration and comp

Young people from Italy '

Language can be an obstacle for some people in games that require verbal

Getting the language right:

communication (ltaly).

Low levels of literacy among young people: difficulty with reading, writing,
understanding and decoding information, written text, instructions, etc. (Romania).
If you are working in a setting with foreign young people, please be aware of these
expressed difficulties. Also, if you work with young people with speech and/or
understanding impairment, you must find another way to communicate the rules.
They will be able to play. You just need to adapt the message for them to
understand.

Although the participants easily adhered to the games, it was noticed through the
answers to the forms that in activities involving writing, they do not show so much
interest. For this, we recommend educators support young people to complete the
guestionnaire by working one-to-one with them, for example. This is very

important, as you need to complete the well-being scale before and after the
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implementation, in order to assess their levels of well-being. Please be aware that
this is something that the young people may not be so involved.

If you are worried about spotting competencies in action, take a look at our
competencies video on the AG4C website to help you identify which stage your
young people are at and how they are developing.

Which order should the games be played in?

You work through the levels 1-3 in order, but feel free to adapt the games within a level
to group interest/response to games. There will also be opportunities, or the need, to

repeat a game or revisit at a later session.

Educators can simplify the game's instructions and repeat them multiple times. Some
young people may be cautiousof ot her peopl ebs judgment

or lack of sports attitude. You need to consider this when running the game.

Adapting the games to your group

iThe AG4C met hodol ogy all ows
motivated and curious to learn something new. It also increases

the team spirit, communicati on

Educator from Portugal '

Some games could be adapted to be more challenging as their low level of difficulty
can lead to participants losing interest (Portugal). This is your job! With some
groups, you may need to level up the games or make more challenging adaptations;
with other groups, you may need to level down and even make the adaptation simpler.
As an educator, assess the group you have in front of you and adapt. But do not
worry; the adaptations will come easy to you and will not be so difficult to implement.

Sometimes the young people provide ideas, and you can choose to follow them or not.

fEscape Routedand fShelter Buildowere considered challenging games because of

language issues and the need for different equipment, respectively (ltaly). We

of
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recommend that educators access the gamecards and read the Adaptations section,
where you will have some suggestions for the game in order for you to adapt to the
group. You can simplify and/or make the game progress differently. These are
suggestions, and if you think you can add something along these lines, you are free

to do so.

In Italy, the favourite games for young people were: fiCross the Swampq fEscape
Routeq fiGutter Ballg finvasiong fCorner Ballg Arower of Hanoig and flLeaky Bucketa
Reasons for thischoicewer e often related to youngs
or similar to other sports (volleyball or soccer). fitower of Hanoid because it required
reasoning and reflection. &6Spi de TheseWrldl ¢
be good starter games! Consider them!

iMy f avourite game was O6Cross the S
‘ other kids. o

AfCorner ball 0 because it was about

soccer

AMy fagawmei was O6Leaky Bucketd because
AMy fagamei was O6Escape Routed because |

to take before the othe di d. o
Young people from ltaly ‘

Where should you play the games?

Each organisation will have different physical space to implement the games. We
recommend an analysis of space before the starting the programme. Check the
mat er i al s &"gdart of this corijomt marua on the project website) and assess

if your institution has what it needs, if they are willing or can buy it, or if you can adapt

the gamesd i mplementation wi Ddnotlétgounselftbe r i al

discouraged from implementing the AG4C methodology just because you do not
have the exact material list. Buying materials does not need to be a limitation or a
constraint for the application of the games because much of the materials required can

be easily substituted. For example, in the Portuguese pilot, lycra ribbons were used

instead of ropes in. the Spiderds Web game

22
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Overcoming challenges

Youngsters indicated that different routes could be added to balancetheg a me i (
Ball" difficulty level. One of the difficulties pointed out was getting the ball into the
bucket. This game involved much cooperation from the participants (Portugal).

Sometimes the young people are the ones to provide feedback on how they feel
in which direction the game should go. If you agree with their contribution, just say
so, and they will feel empowered; if you do not agree, provide an alternative and see
what happens! This is also a part of their learning experience, do not forget that the

game's ultimate goal is enhancing their social, moral and emotional competencies.

In the game fCross the Swampq@ some elements were difficult in dealing with physical
contact, managing anxiety and impulses. It was indicated that strategies could be
adopted to increase the difficulty. One of the weaknesses presented was the distance
between the cones (Portugal). You can consider this Portuguese adaption of the
game when implementing A Cr a shse S wiathepydung people find the game
difficult.

The educators found the equipment valuable and appropriate. When they faced
difficulties building or organising the equipment, they worked as a team to find the
solutions by employing problem-solving competencies (we recommend educators
encourage young people to help find the solutions). The training material and tools
(cards, PowerPoint presentations, training recording, videos, App) were also

fundamental to implementing the activities (Italy).

The materials chosen and provided by CESIE were generally found to be useful and
appropriate. For the fShelter Buildo Game, all communities also used other materials
found locally. In addition, some encountered technical difficulties, for example, in
assembling the netthat acti vat ed ysaving tospetengiesdlially)eAn
you can see from the ltalian feedback, the material is important but does not need to
be the exact material list. You can use the resources you have at hand and still

successfully implement the games!
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Consider equipment and physical space
Educators highlighted differences concerning the setting of implementation. In the
detention centres, there are restrictions regarding timetabling, freedom of
movement, and materials available (Spain). We recommend an analysis of these
aspects prior to the start of the programme implementation so you can create a
strategy based on available resources, adapting them to your context.
AThe greatest weakness is the
space limitations within the centre. We have to coordinate it with
other activities. And we have limitations for carrying out the
games as we would like. Although we have been able to carry

them out, we have to rely on adapting them to the environment
and to daily I|Iife in t centre. o

Educator from Spain

Reviewing your groups yprogress

As an educator, you must be free to adapt here and review the group's progress while
maintaining the level and focus of the games. There may also be some variation in group
size that will impact session length in the settings i larger groups will inevitably take a
bit longer to organise, for example.

Changing gear!

Game frarp Turnovera The game was described as being too easy and was given
the suggestion that the level of difficulty could be increased as well as the time be
decreased. This game had quite a lot of communication, and some elements stood

out in the lead (Portugal).

Game fSpider& Webothe suggestion of using lycra ribbons (due to not having access

to ropes, suggested material in the gamecard). The main difficulty identified was
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passing without touching the web (Portugal). The material can be adapted for what

you already have or have the possibility to buy.

We must focus on how many tools we have to move forward in reintegrating a juvenile
detainee. Experiential education is one such essential and valuable tool. The aim is
not only to introduce it into the reformatory system as a possible project but also to
make it a "routine" part of the system (we recommend educators make the games
part of aregular routine) (Hungary).

Alt strengthens the community

cohesive role in the children's group, which manifests itself in

many areas of institutional life, e.g., learning pairs of students at

school, assistance to e‘h
Educator from Hungary

Some communities chose to carry out the activities in a single day, while others
dedicated two or three days to complete the chosen activities (Italy). You are free to
do as you see fit for yours, the young people's, and your organisation's schedule i
and you can choose a different format for every time you plan an
implementation. For example, you decide to implement 3 days this month, but you

can only implement 2 days next month. Or you can implement a single day each

month, or not having a regular timeframe is also acceptable.

They are less suited for older people or disabled people; however, they can be
particularly useful to people fighting drug addiction and people with more difficulty
interacting, who tend to isolate themselves (Italy). Please consider this very useful
feedback.

For people with reduced mobilities, additional adaptation would be required. They still
need physical activity, but perhaps not as dynamic as the AG4C activities are

(Romania).

ot her .
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Try and try again!

Although some educators practised at least 1 time for each game before the pilot
study, they gave feedback that they had not yet developed sufficiently for some games
during the pilot study. However, after the pilot study, the educators believe that as
they continue to play the games with the participants, they will be able to

manage the games better (Turkey). Practice leads to perfection!

‘ AAfter the pil ot i mpmnmorecanpeatdentiio n
applying the games and that | can apply all the games | have

experienced to my obliged parties.”
AA training can be given before
participants can fully benefit from the effects of the games for their

purpose. 0 ‘
Educator from Turkey

Evaluation Before & After

Evaluating the competencies is crucial, and you as an educator must not forget to do so!
The competencies are assessed using the established and validated Warwick Edinburgh
Mental Health & Well-Being Scale (WEMHWBS) i a simple 14-item survey that will be
used before and after the games' implementation. Educators also gave feedback on

using the materials, tools, games, and manuals.

Understanding difficult ideas

It can be hard for some young people to understand the concepts on the scale of 14
guestions: difficulty recognising and expressing feelings. The two final open questions

were also a bit hard for them to understand and express (ltaly).

t

he

26



ACTIVEGAMES

Most participants did not experience any difficulties carrying out the games. It
happened that someone had difficulty quickly understanding the course of the game,
S0 it was necessary to explain it several times. It was also reported that multilingualism
could create misunderstandings about the rules and objectives of the game. Some
people were concerned with their physical performance (Italy). As an educator is your
job to clarify doubts (mainly communication ones) and fears of performance.

Prison educators without a sports education background would need additional
support from colleagues who specialise in facilitating sports activities (Romania). Do
not feel embarrassed for asking for help (from your colleagues or other people
around you). Remember, this is also a learning opportunity for you.

Inthe Spanish feedback, young people also highlighted that the games were effective
in improving physical competencies (speed, agility), acquiring social awareness and
relationship competencies, and getting to know oneself and gaining confidence.

AThey are very useful for | ea
getting on with educators... And for getting to know oneself and

others. And knowinghowt o consi der what d&s

isndét. o
AYou | augh a |l ot, you | augh wi
you | augh with them. I'toés | ik

fBasically, because before this game there was like much more

embarrassment we didnot have a
Young people from Spain '
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AG4C App - Features

AGA4C supports young people (in custody and under community supervision) in acquiring
and using key competencies to facilitate inclusion, education, and employability by

developing an innovative framework of learning environments and materials.

The AGAC App is a valuable tool because it allows full access to all the details of the
games and guidance on the delivery and management of the entire training programme.
This App is translated into seven different languages: English, Portuguese,
Spanish, Hungarian, Italian, Romanian and Turkish.

For more details on the App, please download it to Android and iOS devices.

Download the Android version here.

Download the iOS version here.

Figure 6. AG4C App .
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https://play.google.com/store/apps/details?id=com.ubi.ag4c
https://apps.apple.com/tt/app/ag4c/id1597289801

01.

With the AG4C App, you can create a log-in that will
give you permission to create a new classroom, add

students and evaluate those students.

After downloading and installing the App, you will
need to create an account and log-in credentials
(please see figure 7). Make sure you select the correct
language; otherwise, the App's content will remain in
English.

After that, you will arrive at the initial screen, and you
need to click the tab above to access the main menu
and decide what you desire to do.

02.

You can access the Games (figure 8), and all the
content of the game cards will be displayed as soon
as you select a game to open. You will also have
access to the AG4C videos list that gives a practical

demonstration of the games.

Within the App, you will also have the possibility to list
classes, create classes and add students to classes
(You need to select register/list in the Main Menu).

=

ACTIV

m

Welcome To AG4C
+) 2

Create Account

‘ Login ‘

[ Recover Password J

- B

With the support of the
Erasmus+ Programme
of the European Union

The European Commission's support for the
production of this application does not constitute
an endorsement of the contents, which reflect the
views only of the authors, and the Commission
cannot be held responsible for any use which may
be made of the information contained therein.

Figure 7. Initial Menu of the App

Games Design

Sheiter Build

Leaky Bucket

Rob The Nest

Spider’'s Web

Corner Ball

Team Challenges

Escape Route

Over the River

Gutter ball

Cross The Swamp

Tarp Turnover

Get Over That

r

Figure 8.List of Games .

GAMES
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https://www.youtube.com/watch?v=AYfcNU8s56Y&list=PLjXJnMYLbgKMUHp2uweSx2Gmv3WHE7282

03.

You will also be able to rate your class and/or
the defined

students. You will rate them

competencies, considering the 3 levels mentioned in
the game cards (Emerging 7 1 star; Developing i 2
stars and Developed 3 stars), as shown in figure 9.

04.

Student

nuno

=

ACTIV

m

GAMES

€ View Assessment
2152022
Self-awareness?
Self-management?

Responsible decision making?

Relationship skills?

w %

Social awareness?

* &

1 Delota

Figure 9. Rate your class and/or
your student

The App allows the educator to view the student's

progression in different time frames and the evolution

Rating

1

9 2 3 456 7 8 9 1011121314

Questions
13/6/2022
13/6/2022
13/8/2022

Figure 10. Student progress chart

i

It will also be possible to collect all the data related to the

: \ — ,
\\/\4 of the acquisition of competencies.

05.
< View Assessment

© °©
WEMWBS Skills

Juni3, 2022

I've been feeling optimistic about the future?

% % &

I've been feeling useful?

I've been feeling relaxed?

WEMWABS scale and insert them into the App (see figure * ook &

11).

In this way, all the data collection and session preparation

I've been feeling interested in other people?

1 . 6. & & ¢

I've had energy to spare?

are in your hand, and you can check the App on your phone * %

or tablet in case you wish to clarify some doubts when

implementing the games with youth.

I've been dealing with problems well?

*
I've been thinking clearly?
* %
A
Figure 1 1 Mobile WEMWBS
Assessment
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The process of implementing the AG4C methodology includes the application of different
assessments and questionnaires that are crucial for a successful implementation, data
collection and analysis (e.g., understanding whether the methodology is adequate to the
target group, fine-tuning etc.). As such, below, we present a brief description of the

implementation assessments and at what point of the training they should be applied

ACTIVEGAMES

(in the following pages, you will have access to these instruments).?

This questionnaire helps you to assess

Observation Grid

observe how things are going during a
game in terms of participant
interaction, challenges and solutions.

.1' Warwick- the social and emotional competencies Before & after
Edinburgh Well-
Being Scale before and after the AG4C programme programm
(WEI?/IWBS) so you and the.young person can see implementation
their progress.
5 Game This observation grid helps you After each

game/session

3. Educators
Survey Post-
Training

Gather feedback/data about the
efficacy of the pr
and resources; register perspectives

on how well the young people
responded to the programme - this
may not be necessary and depends on
if the setting requires this information.

After the
programm
implementation

4. Rating social
and emotional
competencies of
young people

This helps you evaluate learners'
competencies after each game to see
how well they did compare to the
game's requirements.

After each game
implementation/each
level

Table 1 AG4C Implementation ~ Assessments .

2 For more details on the assessments, please refer to the other parts of the conjoint manual on the AG4C

website.
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Warwick Edinburgh Mental Wellbeing Scale
(WEMWBS)

Gender: For Office Use Only

Age: Participant Number:

Test Type: Pre/Post

Below are some statements about feelings and thoughts.
Please select the answer that best describes your experience of

each over the last 2 weeks.

I've been feeling optimistic about the future
I've been feeling useful

I've been feeling relaxed

I've been feeling interested in other people
I've had energy to spare

I've been dealing with problems well

I've been thinking clearly

I've been feeling good about myself

I've been feeling close to other people

I've been feeling confident

I've been able to make up my own mind about things
I've been feeling loved

I've been interested in new things

I've been feeling cheerful

Warwick-Edinburgh Mental Wellbeing Scale (WEMWBS)

® University of Warwick 2006, all rights reserved.

None of the time
Some of the time
All of the time

Rarely

Often

-
N
w
N
&)

Figure 11Warwick -Edinburgh Well -Being Scale (WEMWBS ).



Observation Grid

To be filled by educators/professionals ACTIV QAN

outh socio-emotional development

Participant’s evaluation of

the games
. i 2
Session | Number of Expected Real Games  Achivement of Quality of the Challenges felt and Verbal and Non-verbal Enjoy 'c/:lgam& N sfthis
Date nr participants dhration Duration = Played the goal reﬂe‘::ﬁon strategies used to Interactions during the - Ediicator
(Y/N); If no, why? overcome these games Difficulty level
(1 too easy to 5 too hard)
Interest in play again
YN
< Nonverbal: smiling; eyes Yes
y Bt Good reﬂecﬂolr: Challenges understanding wide open;lh}s between
22.11. wver the over teamworl the over the river 2 participants Atard
2021 1 8 1h 1h15 river; tarp Yes and apemtion. Adaptation: A o (hard) Joana
isati peration. Adaptation: Verbal: communication
turnover communication Simplify the activi :
skills. P ity between players “here,
here! pass me the ball” No. To complicated

“Sport and Physical Activity leaming environment for citizenship, emotional, social and e-competences”~ ActivesGames4Change project [604730-EPP-1-2018-1-UK EPPKA3-IPI-SOC-IN].
This publication reflects the views only of the author, and the e he

which e made of the information contained the

of the European Union

Figure 12 Game Observation Grid
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Observation Grid
To be filled by educators/professionals

e, . Number of E 4

Real
Duration

Games

Date Played

P
nr participants | duration

“Sport and Physical Activity learning environment for citizenshij

This publication reflects the views only of the author, and the European

emotional, social and e-competences’

Achivement of

the goal
(Y/N); If no, why?

for any

Quality of the

reflection

which may be ma

Challenges felt and
strategies used to

overcome these

ActivesGames4Change project [604730-EPP-1-2018-1-UK EPPKA3-IPI-SOC-IN].
ih 2 of the information

ontained therein,

ACTIVEGAMES

Youth Socio-emotional deveiopment

Participant’s evaluation of

the games
Verbal and Non-verbal Enjoy t\l{r/eNgame? Name of the
Interactions during the Educator
games Difficulty level

(1 too easy to 5 too hard)
Interest in play again
YN

Co-funded by the
Erasmus+ Programme
of the European Union
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Educator Survey \ A

Post Piloting

ACTI

<

EGAMES

In comparison with their typical engagement levels, how did your learners
respond to the games/activities?

Refusing to G/ @ @ @ @ Enthusiastically
engage

Are there any games/activities that the learners particularly enjoyed?

Please explain:

Are there any games/activities that your learners found particularly difficult
to engage with?

Please explain:

Have you noticed any change in their social and emotional skills as a result
of engaging in with the games/activities? Please explain:

During the activities?

Aflter the activities?

For more information, please visit

Co-funded by the
% Erasmus+ Programme
www.activegames4change.org & e Evionean Usiion

Figure 13 Educators Survey Post yTraining .
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Educator Survey A
Post Piloting

ACTI

<

EGAMES

5.
How easy were the games/activities to administer?
Not at all @ Cg/ @ @ 3 Very
&
Additional comment:
6. How effective were the guidance materials in supporting your delivery of
the games/activities to your learners?
s &, & @& G
G
Additional comment:
7 How effective were the activity cards in supporting the delivery of the

games/activities to your learners?

Not at all @ @ @ @ @ ey

Additional comment:

For more information, please visit Sl
www.activegames4change.org of the European Union
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Educator Survey

Post Piloting

=

ACTI

<

EGAMES

Did the guidance materials support your understanding of:
a. how to administer the games/activities?

Not atall @ @ @ @ @ Alot

b. which social and emotional competencies the games/activities were trying to support?

Not atall @ @ @ @ @ Alot

Additional comment:

Do you have any additional training needs to support your understanding
and delivery of the activities and games?

- SCW

If no, please detail:

Eotina e Co-funded by the
or more information, please visit Erasmiust Plogramme
www.activegames4change.org of the European Union
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“Sport and Physical Activity learning environment for citizenship, emotional, social and e-competences” - ActivesGames4Change project [604730-EPP-1-2018-1-UK EPPKA3-IPI-SOC-IN].

This publication reflects the views only of the author, and the European Com

on cannot be held responsible for any use which may be made of the information o
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Figure 14. Rating Social and Emotional Competencies of Young People
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