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PROJECT Youth4EmblematicMountains 
 

 

In brief 

 
 Name of the tool: SIMULATION GAMES 

 
 For children between: 10 and 12; 12 and 14 

 
 Category of tool:  Game; Physical Game 

 
 Main thematic: Environment  
 Main objective of the tool: Raise awareness on environment and culture  

 
 Territory: Gran Sasso National Park 

 
 Free of charge: Yes 

 
 Language x Other (please specify)…………… 

 
 Link/more information: …………… 

 
I. Let’s discover the tool simulation games  
 
 

1. Objectives of the tool 
 
Simulation games are often used to stimulate discussion and thus lead to the analysis of 
complex situations or problems. Simulate means designing a model of a real system and 
conduct experiments with it, in order to understand the behavior or to evaluate different 
strategies to operate on the same system. This simulation helps to understand different 
points of view and teaches to collaborate by stimulating discussion.  
 

2. Description of the tool 
 
The simulation game (ex. Analysis of a particular type of natural environment) is able to 
bring out the complexity and the importance between the relationship, the relevance of 
individual choices and the plurality of different points of view.  
We can refer for example to role play where each member of the class, assumes the role of 
stakeholder regarding a specific topic. Are we talking about waste? One pupil represents the 
citizen, one the company that takes care of the disposal, one the Administration, one the 
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environmental association etc. Each of them identifies herself in the role, and I was born a 
constructive debate leading to cope with different levels of difficulty, many important issues. 
The realization requires: objects that help create the setting and written cards with a detailed 
description of the roles and the situation.  This tool is used by schools of all orders. It has 
been in use for a long time 
 

3. Main targets 
 
This tool can be calibrated on all target students. Everything depends on the language that 

you use. The most important thing is, before doing the game, well deepen the subject to be 

discussed, highlighting what are the various actors and the various items of which you 
should always observe the point of view. 
 

 
 

II. How to use the SIMULATION GAMES  
 
 

1. Who 
 

This tool is used by our Environmental Education Center, to address important issues with 
different target students, who lives with us many didactic experience. The schools that take 
part in the activities of our center are of all kinds and we always adapt the activity to the age 
of the children. Important insights can be made with older children 
 

2. How 
 

- Could you describe the main required steps for using this tool? (400 words maximum) 
For example: How much time is required for using this tool? Please tick the box and justify 
your answer  
☐ One complete academic year 
☐ One trimester 
☐ A few hours each week all along the year   
x A few hours in class during a limited timeframe 
☐ Other 
 
- Are they any necessary technical or skills requirements to use this tool (minimum of human 
resources, ICT skills, external expertise…)?  
 
The first step is certainly to deepen the subject in the classroom before starting the activity. 
This allows the pupils to understand the dynamics of the same and then be ready for the role 
play. Once the topic is deepened, the roles are distributed. You can play in groups or alone, 
and each will have a stakeholder to play. He will therefore have to identify himself with the 
figure of his stakeholder and plead his cause. Public meetings, assemblies, moments of 
confrontation to solve problems are simulated. Here everyone says about him as a 
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stakeholder. The aim of the game is to allow you to look at things from different points of 
view. This thing allows you to enter the topic and deepen it. Our role, or that of the teacher, 
is to act as a moderator, and to bring the discussions back to the focus of the situation. 
 

3. How much 
 
There is no defined cost for the tool. There are no big expenses, if not those of a few 
photocopies describing the various roles. 
 

4. Sustainability of the tool 
 
- Does this tool require any update for a long-term use? If so, how did you manage to update 
the tool?  
Is it not necessary 
 

5. First lessons learnt 
 

- Did you encounter any difficulties in the use of this tool?  
 
The use of the tool is very simple and does not require updates because it is based on the 
deepening of current issues, or even old problems but in any case in a simple and always 
current way. 
 
- Did you identify 3 factors of success for using this tool?  
Always current 
Adaptable to all themes 
Fun and challenging 
 

Feedback on the tool pedagogical aspect 
 
This part will be specifically completed by the CETT, using its expertise on pedagogical tools 
and methodologies (600 words maximum). 

 

 
III. How to create such a tool for my school/territory? 
 
This section only concern partners who participated in the creation of the 

described tool; for the others, you can only answer the previous parts (I and II). If your 
structure both used the tool and participated to its creation, you shall answer the two parts.  
 

1. How 
 

- Could you describe the main required steps for creating this tool? 
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We first thought about role play in the environmental field about 15 years ago during a 
waste management project. 
We wanted a tool that involved kids. 
We therefore thought of a simple regulation, which would leave a lot of space for one's 
curiosity and desire to get involved. 
 
- Are they any necessary technical and legal requirements to create this tool (ICT skills, 
external expertise…)? (300 words maximum) 
No, nothing is needed 
 

2. How much 
 

- Could you evaluate the needed time for the creation of this tool?(200 words maximum) 
It took us 1 month  
- Could you evaluate the needed human resources for the creation of this tool?(200 words 
maximum) 
We involved 2 resources 
- Could you evaluate the cost for the creation of this tool?(200 words maximum) 
 

3. First recommendations 
 

- Did you identify 3 factors of success for the creation of this tool? (300 words maximum) 
A tool : 
Easy to use 
Open to all 
Low price 
- Did you encounter any difficulties for the creation of this tool? (300 words maximum) 
No, it was very simple and natural to develop it. This is thanks to the great experience in the 
field of environmental education that we have. 
 

Feedback on the tool pedagogical aspect 
 
This part will be specifically completed by the CETT, using its expertise on pedagogical tools 
and methodologies (600 words maximum). 

 
 
 
 

 Contact: filomena@ilbosso.com 
 Other links:  

 


