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PART A) 

 

Introduction 

Games are appropriate non formal education tools when they are used not just for fun, but 

to encourage people to take charge of their own leaning and development. In our case, the 

project Youthocracy has its focus on young people, thus the approach and methods that are 

described in this guide are designed especially for the stated target group.  

 

Board games are highly underestimated when talking about their integration into learning 

and teaching processes. And on the other hand the board games are one of the most effective 

methods when talking about interaction during the learning / teaching process. Initially 

“interactive learning” often meant little more than listening to an expert’s presentation 

followed by questions and quizzes, with short discussion sessions at the end. Time constraints 

and the wish to present as much information as quickly as possible have led to today’s 

PowerPoint presentation explosion, but unfortunately board presentations  alone are unlikely 

to lead to increase of the efficiency of learning and teaching processes.  This is where the 

introduction of games steps in with high efficiency.  

Educational board games are an important tool to provide hands-on knowledge for the target 

group with whom you work. They can be people of all ages on all subjects. But, never the less, 

special attention should be stated to the target group and the design of the board game, in 

terms of visual design, topic design and way of interaction. These differ quite a lot for 

youngsters and for grownups. When speaking about youth especially, well-designed games 

create another form of atmosphere, where the players are at first enchanted by the design 

which leads to more relaxed atmosphere during the initial playing sessions. The games should 

also provide nonthreatening, yet competitive environment in which the players would focus 

on the way how to win, while learning about the given topic. The elements of the game 

(platform, cards, additional elements) and the planned discussions and potential solutions 

among the players are the main drivers for learning.  

But, things are not as smooth as planned for the organizations that are willing to start with 

introduction of board games as tools and methods in their daily work. Various organizations 

working in non-formal education and willing to start with the process of introduction and 
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even creation of their own board games in their everyday activities struggle within the 

process. The main reason for this is when the process is starting from ground zero, meaning 

that organizations focus on creation of their own, new board game for educational purposes. 

This requires a certain knowledge, background in games and decent amount of youth work 

already realized as part of the organization and its team. This guide for introduction of board 

games in formal and non-formal settings will present an option to organizations that either 

do not have the capacity to develop an educational board game on their own, and/or have 

failed  or did not had the desired effect in the creation of their first educational board game 

that is targeting young people. This is why some of the organizations are not willing to put 

their ideas on paper, and use them in the format of a board game. But, what if you, as an 

organization working with youngsters try to introduce your idea into an existing board game?  

Normally, changes in design, rules and maybe elements might need to change, due to 

differences of original concept/topic of the game and the ones you have.  

Within the project Youthocracy, Eco Logic in collaboration with its partners (Lauterach – 

Austria, and San Francesco – Italy) discussed a possibility to bring this concept and make it 

more available to variety of organizations working in non-formal education for youth. The 

idea is based upon modification of an already existing board game, in our case a description 

of a board game concept developed by the famous producer of game, puzzles and toys – 

Ravensburger, Game Labirynth (https://www.ravensburger.com/us/shop/games/family-

games/labyrinth-26448/index.html), and modified with a lot of additional elements by Eco 

Logic for the purposes of the Youthocracy project. The game is called “Velo Neighbourhood” 

and is meant to increase the knowledge of children regarding cycling as a sustainable 

transport mode, but also as a mode for promotion of healthy habits, thus keeping health and 

mind in a great shape. The game concept can be adopted from the original producer taking 

the fact that the modified board game created is meant to be used as a noncommercial 

product, only for educational purposes, free of charge.  

Regarding the game “Velo Neighbourhood”, on the following pages of this guide it will be 

explained in more details, taking into account the platform, elements, educational aspect and 

all other needed information. It should be mentioned that organizations working with youth 

and willing to use the game, or modify it with new topics according to the work carried out 

are allowed to do so, but only if it is for educational purposes, and it is free of charge for the 

participants. The game is originally in Macedonian language and has been tested in more than 

10 elementary schools in the country, with excellent feedback and high efficiency regarding 

teaching and learning activities on the targeted topic. 
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PART B) 

 

Description of using board games into formal and non-formal 

institutions and settings 

 

- Area: formal and non formal education 

 

- Topic: Sustainable transport and air pollution (can be modified depending from your 

target group and/or scope of work) 

 

- Method: Introduction of board games in teaching and learning processes 

 

- Target group(s): children (10-14 years old), youngsters (14-18 years old), young 

adults 18-29 years old) 

 

- Needed materials, space:  regular room, classroom or outdoor space, copies of the 

board games  

 

- Duration: 15 minutes of explanation of the topic, 60-75 minutes playing time, 15 

minutes evaluation in a form chosen by the organizer 

 

- Number of participants: minimum 1 group of 4 participants, maximum – as much as 

the space allows you. 

 

- Trainers/Teachers: 1 managing 2 or  3 groups  

 

 Preparations needed: depending from the modifications you like to introduce to the 

original concept and the changes in design. Regarding to the “Velo neighbourhood” 

the team of Eco Logic changed the concept of the original game “Labirynth” 

completely, leaving similar the looks of the platform, and movement of players. For 

the creation of the concept and design the team of Eco Logic needed app. 3 months. 
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PART C) 

 

Description of the game 

The main goal of the game is to make paths and collect all bike parts that are missing. Those 

parts can be found on the playing platform. But that just half of the job. The second part is to 

visit various different places, also placed on the playing platform. Missing bicycle parts and 

places to visit are written on cards that you randomly choose when the game starts.  What 

makes the game interesting is that the platform is constantly moving. With each collected 

bicycle part or a place visited, you will receive a card with interesting information and facts 

related to the fields of the platform. 

However, it is not as easy as it sounds! 

Paths that you will create, may not suit the other players. But also paths who are created by 

other players can slow your movement through the platform. The package of the game 

consists of 1 platform with 16 on-board fields and 34 external fields, 2 sets of missions (with 

16 submissions included), 27 additional cards (bike parts, locations and activities), and 4 

figures in different colors – 1 per player. 
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Platform: 

Picture 1: Platform for playing, without external fields. As you can see the platform has several 

“balloon designs” which consist of interesting facts about the topic for teaching/learning. 

Example in our case: date and origin of first ever produced bicycle, first organized bicycle race, 

etc. 
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Picture 2: platform with external fields, ready for playing. In this setting you can see the 

platform fully arranged with the trails on which the players move.  When the game starts the 

trails should be in a randomly arranged order, thus enabling players to create their own trails. 

The movement of the rows can be done everywhere where a white arrow is visible. For this 

action one external field is always in the hands of the players, transferring as the schedule of 

players goes on. When a given row is being moved, the one extra external field is inserted 

wherever a white arrow is visible, and in the same time another external field goes out of the 

platform borders, into the hands of the player that has the next move. 
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Missions:  
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Picture 3 (group of pictures): The above shown pictures show the missions for the players. 

Taking the fact that the game has a goal to educate children and youngsters on cycling in 

general we created the green set of missions. These missions are related to learning of the 

bike parts, as well as for the history of cycling and its development over the years. Another 

goal the game has is to show that cycling is sustainable mode of transport, so we created the 

red set of missions. These represent the everyday activities and locations that we should crry 

out by bicycle without any difficulties. The game starts with random allocation of 1 green and 

1 red mission to each of the players. The players should initially realize the green mission 

which aims to assemble their bicycle on which several parts are missing, and then realize the 

red mission which is to transport themselves by bicycle to various locations on which they will 

do various activities (go to school, to park, buy healthy food on the green market, go to the 

cinema, etc.).  
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Additional cards related to the missions / Bike parts:  
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Picture 4 (group of pictures): The above stated cards are related to the green mission – 

assemble your bicycle. As you can see the learning process regarding bicycle parts is 

achieved through name of the part – connected to a picture on the front page of the card, 

and also full description of the part and its importance on the back end of the card. All of 

the bicycle parts shown above are present on the platform for playing. The goal is to 

“collect” them as you pass by that certain field where the needed icon is shown (example: 

you have a mission to collect wheels in order to assemble your bicycle, thus you focus on 

the platform and seek for the wheel shown on it, make your own trail and collect it). 
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Additional cards related to missions / Locations/Activtiies: 
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Picture 5 (group of pictures): the above stated cards are related to the red mission – visit 

various locations and realize certain activities.  The idea is once the player has its bicycle 

assembled and functional to start and use it.  Here the educational component about 

sustainable transport, air pollution and health issues is being targeted. 
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PART D) 

 

Conclusions 

The presented board game in this guide for non-formal educators can be modified and used 

on variety of topics such as: social issues, healthy food, sports, human rights, sustainability 

and others. Additionally, the content and design can be modified in relation to the target 

group, and the topic chosen. For example if you work with youngsters or young adults we 

suggest the colors of the platform and other additional document to be with colors such as 

brown or dark green, while having children often requires more vivid colors. 

No matter what kind of topic you have chosen for your non formal activities with young 

people, using board game as a method for teaching and learning activities is shown to be 

quite successful. The above mentioned board game was tested in 10 elementary and 3 high 

schools (with additional modifications in movement – making it more complex for the 

players), thus having more than 400 children/young people involved in the test. The 

evaluation we carried out showed that the desired effects are met, surprisingly faster than 

compared with traditional methods of lectures/workshops with theoretical presentations. 

We estimated that 3 sessions per 60 minutes of effective playing of the educational board 

game with a class of app. 30 students is needed for the material on sustainable transport and 

air pollution to be well learned and accepted by the students. Therefore, we encourage you 

to use the above described method, modify it, re-design it, feel free to explore and then test 

it with your target group. Regarding the initial feedback you receive you will be able to know 

the pros and cons of the game, thus knowing where changes are needed.  Regarding the 

creation of “ Velo neighborhood” our team had several sessions with a test copy of the game, 

played at the office but also in the classroom, in order to define the most appropriate design, 

rules and goals of the educational game. As a general conclusion, Eco Logic as an organization 

is using and designing educational board games 2 years in a row, mainly testing with children 

and youngsters, and due to the high efficiency but also interaction between participants 

during the teaching and learning activities can without doubt be stated that this method is 

one of the most functional regarding non formal education. 
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ANNEX 1:  

Photographs from realized workshops for testing of “Velo 

neighborhood” educational board game 
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