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What is this document?  

Welcome! 

The ñLeading Change Through Activity and Sportsò is a handbook for leaders of 

institutions or managers who are responsible for leading change or making an impact 

to the young people under their care. It provides an overview of the 

ActiveGames4Change (AG4C) programme including methodology, key resources and 

guidelines for planning and delivering the active games. 

 
 

Why is it needed?   
 
The handbook will help you in deciding whether the AG4C programme is suitable for 

your setting and young people, the evidence behind the programme and all you will need 

to deliver the programme so that it has the right impact on your setting. 

 

 

On what is it based?   

This document was produced based on the findings of the AG4C project, a three-year 

initiative dedicated to supporting young people in contact with the law in acquiring and 

using key competencies that facilitate inclusion, education, and employability. 

 

 

 

 

If you need further information or additional help on to 

implement the AG4C methodology in your setting, please 

visit the ɳɶɐȲǸǪʌẏɾ ʭǸǩɾȡʌǸ or reach us via one of our contact 

points at  Project Partnership . 

 

https://www.activegames4change.org/index.html
https://www.activegames4change.org/partners.html
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In the 21st century, sport and physical activity are rapidly being recognised as a means 

to contribute to the Sustainable Development Goals and other global priorities. This 

includes the use of sport-based approaches for fostering social inclusion and preventing 

youth violence and crime, especially among vulnerable populations.  

Children and young people in conflict with the law are among the most vulnerable and 

disadvantaged members of our society. Sports, games, and physical activity have the 

potential to develop these childrenôs social and emotional competencies, enhance their 

physical, mental health and well-being, as well as to strengthen their rehabilitation 

process.  

In this regard, a partnership of ten European organisations developed the ñSports and 

Physical Activity Learning Environment for Citizenship, Emotional, Social e-

Competenciesò - ActiveGames4Change project, a three-year initiative dedicated to 

supporting young offenders (in custody and under community supervision) in acquiring 

and using key competencies that facilitate inclusion, education, and employability. The 

programme was piloted by the partner countries from 2021-2022, gathering quantitative 

and qualitative data from young people and educators using a mixed-method approach.  

This Handbook aims to support organisations interested in implementing the 

ActiveGames4Change programme by offering an overview of its methodology, key 

resources, and guidelines for planning and delivering the activities in their own setting.  

 The handbook is divided into three sections:  

¶ Section I presents the AG4C project, namely its objectives, the validation 

process, and key findings and lessons learned from the assessment of the 

programme.  

¶ Section II describes the AG4C methodology, including the theoretical and 

conceptual framework for developing competencies through sports in custodial 

settings; profile of the target audience; the active games and pedagogical tools 

developed; and its assessment. 

¶ Section III explains how to facilitate the ActiveGames4Change programme, 

detailing its different steps and activities, and how they can be adapted to suit 

your setting. 
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Throughout the handbook you will find references to other documents and outputs 

produced in the AG4C project which link with in the sections below. The target groups 

for this handbook are leaders in institutions working with children in conflict with the law, 

including juvenile justice institutions, community organisations and educational 

institutions. 
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AG4C is a three-year project funded by the Erasmus+ Programme of the European 

Union involving a partnership of ten organisations from England, Romania, Hungary, 

Turkey, Spain, Portugal, and Italy, including two universities, a ministry of justice and 

NGOs (non-government organisations). All partners are involved in researching or 

working as practitioners with young people who have come into contact with youth justice 

systems in their respective countries. 

This initiative aims to supports young offenders (in custody and under community 

supervision) in the acquisition and usage of key competencies to facilitate inclusion, 

education, and employability, by developing an innovative framework of learning 

environments and materials. It focuses on the importance of embedding sport and 

physical activity, in correctional settings and community settings, in an effort to promote 

the young offendersô physical, mental health and well-being while contributing to social 

control and reducing reoffending. 

 
 

 

The Development & Validation Process  
 
 

 

Figure 1. The Project Development & Validation Process . 

 
 

AG4C partnership started by conducting a State-of-the-Art analysis to present the 

latest research and practice in the partner countries relating to social, emotional, civic 

and e-competencies in young people in conflict with the law and how these competencies 

may be developed using active games. Then, the methodological framework was 

State of the Art 
Analysis

Methodological 
Framework 

Development

Pedagogical 
Toolbox 

Development

Testing, 
Validation and 

Fine -tuning
PilotingValidation and 

Fine -tuning
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created to serve as a support and guide for the development and assessment of the 

games and tools. A set of 18 active games and a supporting mobile application were 

produced. In each partner country, validation workshops were organised to review the 

design of the games and App based on participantsô own settings/professional 

knowledge. AG4C programme was subsequently piloted in the partner countries aiming 

to experience, test and evaluate the solution and guarantee its adequacy to the target 

group and different local realities. In each country, educators underwent a Training of 

Trainers (ToT) course on setting up the intervention, and afterward applied the 

programme with young people. In total, the piloting was conducted across 17 settings 

and involved 105 professionals and 326 young people (table 1). The AG4C programme 

was later finetuned based on the piloting results. 

 

  

 

 

 

 

 

 

 

 

Table 1. Participants Involved in The Piloting of the AG4C Programme . 

 

 

Key Findings  
 

A. Educators  

Educators highlighted that the games improved young people's competencies, 

especially their cooperation ability. They also learned to play by the rules and stay in a 

structured game. If repeated over time, many highlighted, the games would have a more 

significant impact. The gathered testimonials across partner countries (examples below) 

confirm these results.  

Countries  Educators  Young people (aged 13 -24)  

United Kingdom 11 60  

Portugal 20 56 

Italy 28 48 

Spain 5 26 

Hungary 29 46 

Romania 2 40 

Turkey 10 50 

Total 105 326 
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CASE 
STUDIES

The 
Impact of 
the AG4C 

Games 

"I want to share the case of a boy who initially refused to play because he
felt "superior" compared to the request to participate in a game. We asked
him to be a spectator but after seeing his teammates having fun he became
one of the main protagonists asking to do more activities in a single day.
Our motto now is "nothing is as it seems". We explained that you must first
see, trust, be open to new possibilities before drawing conclusions. Also, we
pointed out to our boy how crucial it is to get involved."

"One of the young people said that he saw that it was possible to enjoy
without using drugs. He stated that he did not make an individual effort to
participate in such activities in daily life, and that thanks to this
implementation, he had the chance to do sports and socialize in an
environment away from substances."

"I can tell you about the case of a girl who has a disability and to whom the
other kids donôtusually pay much attention. Through the games she felt more
involved. The other young people in her group helped her complete the
games. For example, in the jumping over the vaulting-horse. She wasnôtable
to jump so high and, between them, they lowered the level and encouraged
her to jump. She tried it and she fell, but the group kept encouraging her and
she tried again with a smile. She managed it. It was a good experience for
her."

"(Boy) has had numerous negative entries, been involved in acts of violence
whilst in prison, often seen as been difficult by staff. After the first session I
had an argument with him (...). We both said our bit, discussed what we felt, I
explained about how the scheme was for his benefit rather than mine and
questioned whatôsmore beneficial, taking part in this or staying in the wing.
(...)The next session was completely different, he was my assistant, every
time I needed something, such as cones, bibs or balls fetching or putting
away he would be my go to man. This really improved his engagement with
the scheme. (...) he explained how people have never known how to deal
with him, they just exclude him from things as thatôseasier; he felt this was
helping him sleep better and think better and he really appreciated it."

Table 2. Evidence of the Programme Impact . 

If carried out over time, the games 
could have an impact on the growth 

of skills such as self -control, social and 
relational skills and the ability to 

make decisions. All these skills can be 
very useful in the fight against drug 

addiction.  

I felt the games were light hearted and fun 
yet had a deeper underpinning that the 

learners uncovered themselves during the 
reflections following the game s. I feel the 
games were easy to relate to the learners 

lives both inside and outside of the 
correctional environment.  

From the first moment the games 
seemed very interesting. These 

games allowed the young people to 
form a link with their teammates, to 

t rust in their teammates and to 
make an effort together to achieve a 

goal.  

Figure 2. MǱʔǪǍʌɐɶɾậ ÿǸɾʌȡɃɐɅȡǍȺɾ !ǩɐʔʌ ʌțǸ !gḀ> gǍɃǸɾṾ 
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The partnership also asked educators about cases of young persons who participated in 

the AG4C methodology, adding to the evidence of impact of the programme (examples 

above).     

 

B. Young People  

The social and emotional competencies of the targeted children and youth were 

assessed using the Warwick-Edinburgh Mental Wellbeing Scale (WEMWBS). The 

piloting findings show that the AG4C games had a positive impact on participantsô 

wellbeing across all the partner countries (table 3).  

 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 

The five key competencies addressed by the AG4C programme1 were mapped on to the 

WEMWBS scale. The questions from the WEMWBS relevant to each competency were 

extracted and the average changes in wellbeing in these areas were compared before 

and after participation in the games. The results indicate overall improvements across 

all competencies, except for responsible decision-making which remained the same. 

This finding will be further investigated by the partnership as part of the long-term 

monitoring of the programme (table 4).  

 
 
1 For more information, go to subsection ñFrameworkò. 
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Table 3Ṿ uɃɳǍǪʌ ɐȒ ʌțǸ !g!> æɶɐȓɶǍɃɃǸ ɐɅ ĥɐʔɅȓ æǸɐɳȺǸậɾ ğǸȺȺ-being (measured by WEMWBS) in the 
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The qualitative data corroborates these findings, with young people from all settings 

expressing that the experience was enjoyable and provided the opportunity to connect 

with peers and work as a team. 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

Table 4Ṿ uɃɳǍǪʌ ɐȒ ʌțǸ !g!> æɶɐȓɶǍɃɃǸ ɐɅ ĥɐʔɅȓ æǸɐɳȺǸậɾ ȶǸʳ >ɐɃɳǸʌǸɅǪȡǸɾ ẐɃǸǍɾʔɶǸǱ ǩʳ 
WEMWBS) in the Partner Countries Participating in the Pilot.  
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Figure 3Ṿ ĥɐʔɅȓ æǸɐɳȺǸậɾ ÿǸɾʌȡɃɐɅȡǍȺɾ !ǩɐʔʌ ʌțǸ !gḀ> gǍɃǸɾ. 

 

 

 

 

uậʬǸ ɶǸǍȺȺʳ ɵʔȡʌǸ ǸɅȲɐʳǸǱ ʌțǸɃṾ 
Because I have worked a lot on 
teamwork, team spirit, 
competitiveness (which is maybe 
something good or something bad, 
but in the end you have a good time 
if you have a bit of competitiveness) 
and, well, you have a good time with 
your friends and with the educator. 
It is very fun.  
 

I enjoyed the games I played. 
Instead of participating in other 

activities such as seminars, 
these games were more fun. 

We played sports, made friends 
and socialized.  

 

I enjoyed it. it went very well. I 
met new people. Our teachers 
were good. They showed that 

there is a better life than using 
drugs.  

 

It was fun. The teachers 
were very good. It feels 
good psychologically.  
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Why the AG4C Methodology?  
It is well acknowledged that children and young people in conflict with the law are among 

the most vulnerable and disadvantaged members of our society, as Daly, Ruxton and 

Schuurman (2016) stated. In fact, research has shown that young offenders have high 

levels of needs in several areas including mental health (31%), education/work (36%) 

and social relationships (48%) (Chitsabesan et al., 2006) and citizenship awareness, 

leading to further poor participation as full-right citizens.  

Increasing participation of youth in custody, particularly that of the low-skilled, in 

continuing vocational education and training is key to an active inclusion approach, to 

increasing employment opportunities and to promote active citizenship. AG4C 

programme promotes the acquisition and usage of key competencies by youth in 

contact with the law to facilitate their social inclusion, education, and 

employability. 

  

02. Framework  

04. Programme  

03. Target audience  

06. Assessment  

04  
05  06  

03  

01 

02  

01. Why the AG4C Methodology ? 

05. MǱʔǪǍʌɐɶɾẏ éɐȺǸ 



 

 13 

Developing Social & Emotional Competencies of Young 
People  

In the State of the Art Analysis Report produced by the project, we go through the main 

arguments found in research, that support the development of these competencies: 

¶ Social and emotional competencies in 

children and young people have clear links 

to positive outcomes in adult life and higher 

levels of wellbeing within the general 

population; these competencies also tend 

to result in higher academic achievement 

and a successful career trajectory. 

¶ These competencies include the ability to 

regulate emotions, manage social 

relationships and responsible decision-

making, which can all serve as protective 

factors to dealing with change as well as 

being predictors of academic success. 

¶ These social and emotional competencies 

provide children and young people with the 

skills to form secure trusting relationships, demonstrate perseverance, engage in 

problem solving, demonstrate emotional intelligence and self-awareness 

alongside the capacity to cope in adverse situations. 

¶ An absence or delay in this skill development has a correlation with poorer 

academic outcomes, reduced financial stability in adulthood and an increase in 

the likelihood of engaging in criminal behaviours. 

¶ These skills are usually developed in very young children who have experienced 

sensitive care-giving and educational experiences that have provided 

opportunities for children to have the motivation and inclination to practice their 

developing skills. 

 

For young people in contact with the law, family, socioeconomic, education and other 

background issues are not always in perfect harmony to create the optimum conditions 

required for the development of these competencies. Compared to the general 

population, for young people in conflict with the law, the issues of family breakdown, 

 Figure 4. AG4C State of the Art Analysis 
Report.  

https://www.activegames4change.org/uploads/9/7/7/2/97721820/state_of_art_v4.pdf
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poverty, social class, and other personal circumstances are compounded by a higher 

prevalence of drug and alcohol misuse, higher rates of mental health problems and 

higher levels of learning difficulties. 

These are exacerbated by additional emotional problems such as anxiety and 

depression, behavioural problems and language and communication difficulties which 

are also more prevalent. This demonstrates that the young people who end up in youth 

justice systems are less likely to have developed the social, emotional, or civic 

competencies. This could explain why they have engaged in the risk-taking behaviours 

they are more prone to in the absence of, for example, emotional literacy, self-

awareness, and regulation. Developing social, emotional, and civic competencies would 

be important life skills for young people who find themselves in youth justice systems. 

 

 

Developing Competencies Through Active Games & 
Sports  
 

Moreover, attention has begun to be paid to the importance of embedding sport and 

physical activity in correctional settings as an effort to promote both inmatesô 

physical/mental health and well-being (e.g., Elger, 2009; Meek & Lewis, 2012) while 

contributing to social control and reduce reoffending (Lewis & Meek, 2012), as an 

offender management tool (e.g., Martos-García, Devís-Devís, & Sparkes, 2009; Sabo, 

2001) that could strengthen their rehabilitation process (e.g., Leberman, 2007). In fact, 

ñsports interventions (within prison settings), particularly young offendersô institutions, 

can provide young people with a feeling of purpose, and a way of socialising with friends 

in a more positive way, (which) can also reduce recidivism rates as (they) may be more 

likely to find employment upon releaseò (Richardson, Cameron, & Berlouis, 2017, p. 42). 

Sporting activities have a positive impact on psychological, cultural, and behavioural 

development of individuals in addition to the physical progress usually expected. 

Embedding sports and physical activity in competencies development can help re-

engage these young people with learning. Young people who offend have what can be 

called a óbig distanceô to education and learning and their re-engagement is very much 

dependent on using less formal and threatening ways of interaction and delivering 

learning, such as active games.  
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Framework  
 

In implementing the AG4C methodology, these are the social and emotional 

competencies you will work with when delivering the games: 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

¶ Self-awareness is the thinking skill that focuses on an individual'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 rationale behind the decision-making process.  This may involve seeking 

the views of others or experts. 

Self 
Management

Responsible 
Decision -
Making

Relationship 
competencies

Social 
Awareness

Self 
Awareness

. 
Figure 5. The Five Competencies to be Developed Through the AG4C Programme.  
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¶ Relationship skills refer 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 to 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. 

 

In defining the competencies above, the CASEL Framework was selected due to its links 

between research, policy and practice underpinned by a collaborative approach with a 

range of expertise including practitioners, academics and policy makers. This framework 

reflects the competencies identified in the literature pertaining to young people in conflict 

with the law and will be used to underpin the active games designed in this project. This 

framework also maps on to three of the eight key competencies identified by the 

European Commission (2006) and updated in 2018, namely Learning to Learn, Social 

and Civic Competencies and Sense of Initiative and Entrepreneurship. 

 

Target Audience  

AG4C programme targets organisations that work and/or support young people in 

conflict with the law. The organisations will have the opportunity to lead the way in 

exploring the latest research regarding the development of young people's social and 

emotional competencies in their care through sports and physical activity.  

 
 

Profile of the Young People  
 
The participants will have 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.  

Children and young people who have been engaged in the programme fall within at least 

one of the profiles presented below:   

  

https://casel.org/wp-content/uploads/2020/12/CASEL-SEL-Framework-11.2020.pdf
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Profile of the Educators  
 

Successful implementation of the programme has been facilitated by educators who fit 

the profile described below:   

 

Figure 7. Educators Profile  

 
 

Programme  
 

The programme contains 18 active games pitched at three different levels (six at each 

level): level one of the games requires less complex social and emotional competencies 

whilst level three requires either more competencies, or competencies used at a higher 

level of difficulty, with level 2 acting as a bridge to cement and develop those established 

Figure 6. Children and Young People Profile . 

Are under custody in 
rehabilitation centres 

and prisons  

Are under custody 
of juvenile justice 
(different regimes 

according to various 
national laws)  

Are referred to as 
being at risk of 

conflict with the law: 
delinquency, deprived 

origins, and others  

Involvement 
in vocational 

training 
programmes

Work with 
juveniles, 

young 
offenders 

and young 
people in 

the 
community

Interest 
expressed in 

the AG4C 
methodology

Access to 
the final 
target 
group 
(young 
people) 

Willingness 
to 

participate 
in and 

implement 
the full 

programme

Communication 
skills and 
interest in 

developing the 
activities
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in level 1. The games help to develop AG4Côs five social and emotional competencies 

(check out the AG4C 18 game cards distributed by level of difficulty and competency 

rating).  

Each game comes with a full set of instructions - game cards (Figure 8), including the 

aim of the game, rules, and an overview of the equipment and facility requirements. You 

will also find a useful section on how the games can be made easier or more challenging 

depending on the nature of the group you are working with. Alongside this you will see 

each game has a set of guided reflection questions to be used either during the game or 

after completion. Each game has a QR code to a short video showing the game in 

progress, which will help educators better understand the set up and implementation of 

the game should you need it. 

On the reverse of each game card, you will see an overview of the competencies ï this 

will serve as a reminder for the teacher, but we would recommend that the young people 

become familiar with these competencies and what they look like in practice so they can 

begin to self-evaluate their own progress.  Support from educators in self-evaluating 

has been shown to be key to the effectiveness of the programme. You will also see 

an assessment grid at the bottom of the card that will enable the tutor or young person 

to assess their performance in the game at either an established (clearly demonstrates 

the competency on a consistent basis), developing (demonstrates the competency at 

times but is inconsistent), or emerging (rarely or never demonstrates the competency) 

level. 

 
  

Figure 8. The "Cross the Swamp" Game Card (front and back view) . 

https://www.activegames4change.org/uploads/9/7/7/2/97721820/english_version_levels_2.pdf
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To accompany the resource, the 

AG4C mobile App was built to 

support delivery. The App is a 

valuable tool because it allows full 

access to all the details of the games, 

as well as guidance on delivery and 

management of the entire 

programme, including assessment 

tracking and progress reports. The 

AG4C App is translated into seven 

different languages: English, 

Portuguese, Spanish, Hungarian, 

Italian, Romanian and Turkish.  

 

Explore the app in the way most convenient for you! 

 

 

 

Video 2Ṿ ÿțǸ Ẫ>ɶɐɾɾ ʌțǸ ñʭǍɃɳẫ ʬȡǱǸɐ  
Video 1Ṿ ÿțǸ ẪñțǸȺʌǸɶ =ʔȡȺǱẫ ʬȡǱǸɐ 

Figure 9. The AG4C App  

https://www.youtube.com/embed/aG_G_u5v2Fg?feature=oembed
https://www.youtube.com/embed/2YcvyNXZU5k?feature=oembed
https://apps.apple.com/bj/app/ag4c/id1597289801
https://play.google.com/store/apps/details?id=com.ubi.ag4c
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The Role of the Educator  
The role of the educator is paramount to the success of the AG4C programme, and we 

are keen to provide you with some guidance on the delivery style of the games. The 

figure below sets out the delivery method for each game.2 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Assessment  
The AG4Côs competencies are assessed via the WarwickïEdinburgh Mental Wellbeing 

Scale (WEMWBS). It is a 14-item standardised scale with 5 response categories, 

covering feeling and functioning aspects of mental wellbeing. It is quick and easy to 

administer either on paper or via the App.   

In addition to the WEMWBS delivery, two follow-up questions are posed upon completion 

of games: 

1. How did working with others help you to achieve the end goal of the games?  

2. How did you overcome any difficulties that you felt in achieving 

the end goal of the games?  

 
 
2 Check out State of the Art Analysis Report for more information about the theoretical and 
conceptual underpinnings of the programme. 

 ɳ

 ɴ

 ɵ

 ɸ

 ʂ

Introduce 
the game 
including 
objectives 
and rules  

Allow 
learners to 

explore 
solutions to 

the game 
with minimal 
intervention  

Encourage 
reflection in 
action from 
participants  

Revisit the 
game with 

adaptations 
depending 
on group 

needs  

Engage in post -
game 

reflection 
based on the 

card guidance  

Figure 10. The Role of the Educator.  

https://www2.uwe.ac.uk/services/Marketing/students/pdf/Wellbeing-resources/well-being-scale-wemwbs.pdf
https://www2.uwe.ac.uk/services/Marketing/students/pdf/Wellbeing-resources/well-being-scale-wemwbs.pdf
https://www.activegames4change.org/uploads/9/7/7/2/97721820/ag4c_state_of_art_en.pdf
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A Step -by -step Approach  

The effective implementation of the AG4C methodology by organisations can be 

supported by a step-by-step approach.  

There are 2 key guides in addition to this Handbook, which will support your organisation 

in this: 

1. Guide for Master Trainers and Tutors ï to train your educators/tutors (available 

on the AG4C website). 

2. Course Curriculum and Manual ï for educators/tutors implementing the AG4C 

games (available on the AG4C website). 

This implementation roadmap targets organisationsô leaders who are willing to develop 

key competencies of children in conflict with the law by using this methodology. It is 

divided in four different steps, based on the approach piloted by the AG4C partnership: 

  

ᶰ
 ɴᶱ

 ɵ

ᶲ
 ɸ

1 

2 

3 

4  

éǸǪɶʔȡʌɃǸɅʌ ǍɅǱ ʌɶǍȡɅȡɅȓ 
ɐȒ ɃǍɾʌǸɶ ʌɶǍȡɅǸɶɾ 

ñǸȺǸǪʌȡɐɅ ǍɅǱ ʌɶǍȡɅȡɅȓ ɐȒ 
ǸǱʔǪǍʌɐɶɾ 

EǸȺȡʬǸɶʳ ɐȒ ʌțǸ ɳɶɐȓɶǍɃɃǸ 

!ɾɾǸɾɾɃǸɅʌ Ἁ ǸʬǍȺʔǍʌȡɐɅ 

 ɳ

Figure 11. Implementation Roadmap  

https://www.activegames4change.org/index.html
https://www.activegames4change.org/index.html
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Recruitment & Training of Master Trainers  

For a successful delivery of the sports activities, it is important to ensure that educators 

from the custodial setting are properly trained on the pedagogy and use of the AG4C 

game cards. As a leader of an institution, you should first identify the staff which will be 

responsible for organising and facilitating the training of educators in your setting or 

supporting educators from other organisations in implementing the AG4C methodology 

ï the ñmaster trainersò. They play an important role in: 

¶ Identifying educators at the setting and may even be based at the setting.  

¶ Training the educators using the guidance material developed in the project.  

¶ Ensuring they understand the training and how to use the materials, resources 

that provided through AG4C. 

¶ Supporting the educators as they go through the programme.  

¶ Helping to deliver the games programme.  

To be selected, master trainers should have excellent facilitation skills (group/process 

management, open questions, etc.) and organisational skills, as well as a solid 

pedagogical/educational background. In addition to this, if master trainers are not 

experienced in the delivery of sports activities, then it is advisable that they collaborate 

with a sports teacher while planning and delivering the educator training.  

To get acquainted with the AG4C methodology, master trainers should go through the 

AG4C Guide for Trainers and Tutors (available on the AG4C website) which is a 

comprehensive set of guidelines and training instructions that facilitates self-learning for 

the master trainers. Once master trainers are acquainted with the methodology, they can 

design, plan and deliver a training for educators. Videos of the óTrain the Trainerô course 

conducted as part of the AG4C pilot are presented below. 

Video 4. AG4C Theoretical Part  of the Master Training.  Video 3. AG4C Practical Part of the Master Training . 

https://www.youtube.com/embed/V4kbJ9vnKRU?feature=oembed
https://www.youtube.com/embed/w__REzkT0iI?feature=oembed
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Selection & Training of Educators  
Educators should be selected based on their willingness and commitment to promote 

youthôs change over time. The educators should successfully complete the Train-the-

Trainer course, followed by practice in co-facilitating the AG4C programme. The 

educatorsô training process is divided into two main parts (theory and practice) and 

covers the following areas: 

 

 

 

 

 

 

 

 

 

 

 
 
 

 

 

 

 

 

 

 
 
 
 

Figure 12. Educators Training Process  
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To ensure a proper transfer of knowledge and skills it is recommended 

to deliver the educator training over the course of multiple days, 

allocating at least 1 day for each of the training areas, including the 

pre and post evaluation.  

 

 
 
 

Delivery of the Programme  

The programme contains 18 active games pitched at three different levels (six at each 

level) and the recommendation is to implement at least 3 games per each level. The 

focus here should be on the development of competencies, rather than the number of 

games delivered.  

Games may be played more than once, revisiting individual games by using the 

suggested modifications to increase or decrease the challenge depending on the group 

needs. 

In selecting and adapting the games delivery to the setting, you should take into 

consideration factors such as3: 

 

 
 
3 This is the ñdealò equipment list to complete all the games, but it can be adapted according to 
the context and resources available. 

Check out !gᶲ>ẏɾ gʔȡǱǸ Ȓɐɶ ÿɶǍȡɅǸɶɾ ǍɅǱ ÿʔʌɐɶɾ (targeting 

practitioners) for detailed information on how to plan and 

implement the training, including a delivery schedule, training 

modules, session plan s, and pedagogical materials  

Available 
Equipment

Size of Playing 
Area

Time Allocated 
for the Activities

Characteristics 
of the Group of 
Young People

Figure 13. AG4C Games Equipment List  

https://www.activegames4change.org/ag4c-resources.html
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¶ The time allocated for each game is quite flexible but, depending on the size and 

competency of the group, typically lasts 30 ï 45 minutes.  

¶ The activities can be adapted according to the size of the activity area available 

ï educators need to make an informed decision on that based on the information 

within the game cards. 

 
 
 
 
 
 

 
 

Assessment & Evaluation  

Evaluation is a key component in any programme/intervention, being a useful tool for 

managers to identify what results they are trying to produce and how the activities their 

staff members are engaged in are geared toward producing those results.  

In the field of juvenile justice, reliable data about the effectiveness of rehabilitation and 

social reintegration programmes and interventions targeting children in conflict with the 

law is crucial to attain the engagement and commitment of public authorities towards this 

population.   

AG4C programmeôs evaluation is aimed at gathering quantitative and qualitative data on 

two components:  

 

 

 

 

 

 

 

 

 

Evaluations can be either collected on paper form or via the AG4C App.  

 

Check out the AG4C Games Equipment List  

in the Appendixes  

Check out the AG4C 

Assessment Instruments  

EDUCATOR S 
 

YOUNG PEOPLE  

Á Pre training 
Post  Training  

Á Well -being 
Competence 
Development  
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Append ix  1. AG4C 18 Active Games Distributed by 
Level of Difficulty & Competency Rating  
 

Level s Game  

Competency Rating (1 to 5 stars)  

Self - 
Awareness  

Self - 
Management  

Responsible 
Decision 
Making  

Relationship 
Skills  

Social 
Awareness  

1 

Tarp 
Turnover       

Over the 
River       

Scatter Ball       
Team 

Challenges       

Get Over 
That       

Gutter Ball       

2 

4-Way 
Volleyball       

Cross the 
Swamp       

Corner Ball       
Rob the 

Nest       

Spiders 
Web       

Leaky 
Bucket       

3 

Retrieval 
Challenge       

Invasion       
Tower of 

Hanoi       

Shelter 
Build       

Games 
Design       

Escape 
Route  
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Appendix 2. AG4C Games Equipment List  
 
  

Gymnastic Vault Boxes ( Various 
Heights x3)  

Coloured Bibs (3 Colours x 6 of 
each)  

Gymnastic Benches (x 6)  Cones (Stack of Various Colours 
x 100)  

8 x 1.5m Leng ths of Guttering  Large Buckets (x3)  
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  Regular Buckets with Holes Drilled in 

them (x3) 25 Holes at Various Heights  
Coat Hangers (x 2)  

Lengths of Rope Cut to 1.5m (x16) Duct Tape (x 1 Roll)  

Tarpaulin Sheets (Large 3 x 3m) (x 4)  Beach Ball (x 2 )  
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Water Bottles ( Regular 
Drinks Bottle s x 2)  

Blindfolds (x 10)  

Rounders Posts/ Corner 
Flags (x  4)  

Badminton/Volleyball Nets 
(x  4)  

Hoops Various Sizes (x  15) Basketball/Netball Nets (x  2) 

or  
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    Badminton/Volleyball 
Posts (x  8)  Discs x  6 (or Similar)  

Coloured Splats (x 10)  Tennis Balls (x  16) 

Golf  Balls (x  10) Net b alls (x  5) 
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Appendix 3. AGAC Assessment Instrument s 

Instruments  Purpose  Targets  When  How  

WEMWBS  

Assess social and 

emotional 

competences of 

young people 

Young 

people 

Before & after 

programmeôs 

implementation 

Individually 

Qualitative Data 
Survey  

Generate 

qualitative data on 

Self-Management, 

Relationship Skills 

and Responsible 

Decision Making; 

encourage active 

reflection and 

engagement in 

understanding and 

developing the 

targeted 

competencies 

Young 

people 

After programmeôs 

implementation 

By 

educators 

Game 
Observation Grid  

Register 

participantsô 

interactions during 

the game; 

challenges and 

solutions found; 

motivation 

Young 

people 
After each game 

By 

educators 

Footba lls  (x  5) Basketballs (x  5) 

https://www2.uwe.ac.uk/services/Marketing/students/pdf/Wellbeing-resources/well-being-scale-wemwbs.pdf
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Testimonials/Case 
Studies  

Record perceptions 

about the 

programmeôs 

strengths and 

weaknesses and its 

impact 

Young 

people 

After programmeôs 

implementation 
Individually 

Educator Survey 
Post -Training  

Assess the 

effectiveness of the 

training and how 

well it prepared 

educators for 

delivering the 

games 

Educators 
After training of 

educators 
Individually 

Educator Survey 
Post -

Implementation  

Gather 

feedback/data 

about the efficacy 

of the programmeôs 

materials and 

resources; register 

perspectives on 

how well the young 

people responded 

to the programme 

Educators 
After programmeôs 

implementation 
Individually 

Testimonials/Case 
Studies  

Record perceptions 

about the 

programmeôs 

strengths and 

weaknesses and its 

impact 

Educators 
After programmeôs 

implementation 
Individually 

Rating Social and 
Emotional 

Competencies of 
Young People  

Evaluation for 

learnersô 

competencies 

includes rating 

social and 

emotional 

competences after 

each game to see 

how a student is 

developing in each 

of the competency 

Educators 

After each game 

implementation/each 

level 

Individually 
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