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INTRODUCTIE 

In het politieke onderwijs behoort 'leren door te doen' tot de meest efficiënte 

methoden. Daarom erkennen het YES Forum en haar leden al enkele jaren de potentie van 

politieke simulaties om het EU-bewustzijn onder de Europese jongeren te vergroten. 

Politieke simulaties zijn een innovatief, krachtig hulpmiddel dat is ontworpen om deelnemers 

te betrekken bij "schijnpolitiek", om hen te leren hoe politieke instellingen werken, terwijl hun 

burgerparticipatie wordt bevorderd. Door een rollenspel te spelen als politici of belangrijke 

belanghebbenden van het politieke proces, krijgen jongeren een praktische ervaring, wat zorgt 

voor een ideale educatieve impact. 

Inclusie blijft echter een probleem op dit gebied: politieke simulaties zijn vaak niet aangepast 

aan een grote diversiteit aan profielen. YES Forum begon dit aan te pakken via een eerder 

Erasmus+-project, "YourEP". Ontworpen als een experiment en via een participatieve 

benadering waarbij een diverse groep jonge mensen betrokken was, identificeerde het eerst de 

belangrijkste principes om politieke simulaties inclusief te maken - ongeacht de profielen en 

moeilijkheden van de deelnemers - en toegankelijk - ongeacht de kennis van of interesse in 

politiek van de deelnemers en de EU – zoveel mogelijk. 

Voortbouwend op dit succes werd een nieuw Erasmus+-project, Europe3E (" Europe through 

young Eyes: Exchange, Explore, Exhibit "), geboren om dezelfde inspanning voort te zetten. Het 

heeft de mogelijkheid geboden voor een nieuw experiment om de eerder geïdentificeerde 

principes te verfijnen, en om achteraf meer inzicht te krijgen in de implicaties van de principes 

in de gids die je nu aan het lezen bent! 

Deze gids, om het gebruik van politieke simulaties te bevorderen door het opnemen van steeds 
meer diverse deelnemers, zal in het eerste deel een pleidooi houden voor deze krachtige 
methode en de principes beschrijven die door het YES Forum zijn geïdentificeerd om dergelijke 
initiatieven toegankelijk te maken. Wat voornamelijk te lezen zal zijn in deel twee.  

De volgende delen zullen illustreren hoe deze principes kunnen worden toegepast door middel 
van concrete voorbeelden, terwijl ze de context weerspiegelen waarin Europe3E moest 
navigeren en de impact die het had op hoe deze principes concreet werden toegepast. 

Het derde deel zal inderdaad illustreren “wat had moeten zijn” : wat waren de plannen om 
een politieke simulatie van het Europees Parlement te organiseren voor een redelijk grote 
groep in een transnationale context op een inclusieve en toegankelijke manier … vóór de Covid-
19-uitbraak. Omdat deze theoretische plannen nog steeds geworteld zijn in eerdere concrete 
ervaringen, hebben ze hun efficiëntie bewezen met betrekking tot inclusie en toegankelijkheid, 
en kunnen ze daarom als inspiratie dienen voor organisatoren die met weinig Covid-19-
beperkingen worden geconfronteerd. Of hopelijk, op de lange termijn, helemaal geen. 
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Een vierde, laatste deel zal laten zien hoe het YES-forum omging met de Covid-19-pandemie , 
en vooral hoe de oorspronkelijke plannen werden aangepast, niet alleen zodat een politieke 
simulatie kon plaatsvinden, maar ook zodat deze inclusief en toegankelijk bleef ondanks 
nieuwe beperkingen . 
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1| WAT IS EEN SIMULATIE?  

Een simulatie is het nabootsen van een op scenario's gebaseerde omgeving, waar betrokkenen 
real-world situaties kunnen ervaren. Door middel van actieve leertechnieken zijn deelnemers in 
staat om te interageren en eerdere kennis en praktische vaardigheden toe te passen om 
problemen op te lossen. 

Een simulatie is dan een vereenvoudiging van de werkelijkheid. Door deze vereenvoudiging 
biedt het de deelnemers de tools om een bestaand proces te ervaren en er tegenin te gaan. 

Het vertegenwoordigt een pedagogische verschuiving van de traditionele leeromgeving waar 
de leraar centraal staat in de les en als enige verantwoordelijk is voor het overdragen van de 
kennis; naar een omgeving waar de deelnemer centraal staat, eigen kennis kan opbouwen en 
vaardigheden kan ontwikkelen. 

Politieke simulaties bieden plezierige leermiddelen waarbij deelnemers zich voordoen als 
bestaande of gecreëerde acteurs - bijvoorbeeld uit de politiek en de media - om situaties na te 
bootsen die zijn geïnspireerd op bestaande omgevingen. Zo kan het helpen om niet alleen 
theoretische concepten beter te begrijpen, maar het hele functioneren van een bepaald 
politiek orgaan. 

Doordat ze zich onderdompelen in de gesimuleerde situatie, zijn deelnemers in staat om 
beslissingen te nemen en de resultaten van hun acties te ervaren, waardoor ze een gevoel van 
verantwoordelijkheid krijgen. Het versterkt hun kritisch redeneren en denken. 

Politieke simulaties kunnen vooral belangrijk zijn voor deelnemers met een sociaal-economisch 
kwetsbare achtergrond. Door de bestaande symboliek en zeer strikte protocollen - zoals het 
gebruik van speciale taal en specifieke kleding - kunnen politieke omgevingen in de echte 
wereld worden gezien als zeer ver verwijderd van hun dagelijkse leven. Dit kan leiden tot een 

1 | SIMULATIE POLITIEK, TUURLIJK.. WAAROM? 



 
“Europe through Young Eyes – Exchange, Explore, Exhibit” 

How to involve all youth in the European project 

 

6 

   

gebrek aan interesse, tot een gevoel van afwijzing en ook tot angst voor onbegrip. Een 
simulatie kan deze barrières doorbreken en de deelnemers laten zien dat het niet zo'n verre 
wereld is en dat ze kunnen – en moeten – meedoen. 

Simulaties kunnen jongeren helpen hun stem en hun plaats in de samenleving te ontdekken! 
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2| WAT IS HET DOEL VAN HET SIMULEREN VAN POLITIEK 

De beslissing om politieke simulaties te gebruiken kan verband houden met drie verschillende 

doeleinden die elkaar niet uitsluiten. Dit betekent dat het mogelijk is dat er maar één 

hoofddoel aanwezig is bij het voorbereiden van een simulatie; maar het is ook mogelijk dat ze 

allemaal worden bedacht door de begeleiders van de simulatie. 

 

 

Inhoudelijke kennis : door dit doel voor ogen te hebben, zijn organisatoren en begeleiders van 
de simulatie meer geïnteresseerd in dat de deelnemer in staat zal zijn om te leren over het 
onderwerp dat zal worden besproken. De focus ligt op de inhoud van de simulatie. Het stelt 
deelnemers in staat kennis te maken met een bepaald onderwerp, door eerder onderzoek te 
doen, na te denken over de verschillende dimensies en tijdens de discussies diep in het 
onderwerp te duiken. Er is een grotere flexibiliteit in het manier waarop dit wordt gedaan.  

Bijvoorbeeld: als het doel van een politieke simulatie is dat deelnemers kennis ontwikkelen en 
de situatie van migranten en vluchtelingen in Europa leren begrijpen, maakt het niet uit welk 
politiek orgaan het gaat bespreken. De Europese Unie (EU) is niet volledig bevoegd om over 
bepaalde aspecten ervan te regeren; de EU heeft bijvoorbeeld een beperkte bevoegdheid om 
onderwerpen te bespreken die verband houden met de integratie van migranten in de 
lidstaten. Deze beperking in de praktijk kan echter worden opgeheven, zodat deelnemers vrijer 
over het onderwerp kunnen debatteren. 

Vaardigheidsontwikkeling: de focus ligt op het proces en op de 
onderhandelingsdynamiek. Omdat regels en procedures van politieke organen verwarrend 
kunnen zijn en moeilijk alleen met woorden uit te leggen, kan het opnieuw invoeren ervan 
deelnemers helpen hun functioneren en dynamiek beter te begrijpen. Tijdens hun eerdere 
onderzoek zullen deelnemers meer geïnteresseerd zijn in het leren over de fundamentele 
onderdelen van het institutionele orgaan dat ze opnieuw zullen creëren. 

Bijvoorbeeld: voor simulaties van het Europees Parlement, waarin de nadruk ligt op het 
begrijpen van het functioneren van dit Europese orgaan, zal de begeleider proberen deze 
ervaring zo dicht mogelijk bij de realiteit te brengen. Natuurlijk is het bijna onmogelijk om te 
proberen elke bestaande procedureregel te repliceren - en het is ook niet het doel, zoals we in 
de vorige paragraaf hebben uitgelegd, simulaties zijn een vereenvoudiging van de 
realiteit. Maar het doel zou zijn om het zoveel mogelijk toe te passen en, indien mogelijk, de 
aangebrachte wijzigingen aan de deelnemers te presenteren. 

Groepsvorming: simulaties bieden een positieve omgeving om als ijsbreker te functioneren en 
de ontwikkeling van een groepsidentiteit te stimuleren. Deelnemers wisselen ervaringen uit, 
ontwikkelen vaardigheden en beleven het proces samen. Het hele verloop van de simulatie kan 
deelnemers dichter bij elkaar brengen. 
 

INHOUDELIJKE KENNIS VAARDIGHEID ONTWIKKELING GROEPSVORMING 
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3| WAAROM SIMULATIES? 

De beslissing om een simulatie uit te voeren kan verschillende voordelen hebben, niet alleen 
voor de deelnemers maar ook voor de begeleiders. 

De academische literatuur over politieke simulaties is het eens over een duidelijke consensus: 
in het slechtste geval zijn ze minstens zo effectief als traditionele onderwijsmethoden, in het 
beste geval laten ze significante verbeteringen zien in de leerresultaten van deelnemers in de 
volgende hoofdcategorieën. 
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Simulaties confronteren deelnemers met een 

speelse uitdaging en geven hen de regie over 

hun leerervaring. 

Het verbetert hun leerplezier en de 

motivatie om actief te leren, wat op zijn 

beurt andere voordelen versterkt, zoals een 

grotere aandacht spanne, zelfvertrouwen en 

zelfrespect, verminderde stress ... 

Simulaties zijn ook een geweldige manier om 

een efficiënt en boeiend kader te bieden dat 

de interacties tussen de begeleider en de 

deelnemers vergemakkelijkt! 

De eerdere leerresultaten helpen begeleiders 

inderdaad om deelnemers op een 

ontspannen, speelse manier te betrekken bij 

het produceren van een collectief resultaat. 

Het vergroten van kennis en begrip van 

basiskernconcepten. 

Een deel van de voordelen van simulaties op 

dat gebied is een betere informatieretentie, 

aangezien leerresultaten geworteld zijn in de 

concrete ervaring die deelnemers 

doormaken. 

Simulaties stellen deelnemers ook in staat 

om het verband tussen abstracte theorie en 

situaties uit de echte wereld beter te zien. 

Deze worden gewoonlijk soft skills genoemd 

en hebben betrekking op de verbetering van 

teamwerk en verbetering van relationele 

vaardigheden. 

Simulaties zorgen voor een groot deel ook 

voor sterkere organisatorische 

vaardigheden, aanpassingsvermogen, 

conflicthantering, kritisch denken … en nog 

veel meer! 
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…TO MAKE IT ACCESSIBLE AND INCLUSIVE, 

ADAPTED TO YOUR PARTICIPANTS’ SPECIFIC NEEDS 

 

Designing your political simulation is a great start, guaranteeing a huge impact on its 

participants already. But to aim for a maximum positive impact, you should also take time to 

think about inclusion and diversity in your simulation! 

To help you, this part will present a  set of basic principles to apply when designing a political 

simulation while making it accessible to all youth, regardless of their knowledge, skills, special 

needs etc. 

These principles will remain a bit abstract in this part, with few examples, so that they can be 

adapted to diverse situations. They will, however, be illustrated in more details in the third and 

fourth parts of this guide: there, you will get to discover how these principles were applied (and 

developed!) by the YES Forum in several Erasmus+ projects including a simulation of the 

European Parliament. This illustration will present the process that was led itself, and provide 

concrete examples of results etc (e.g. extracts of documents, tools … which were used to apply 

these principles). 

 

 

2 | HOW TO TWEAK YOUR SIMULATION… 
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1 | Inclusive political simulations: Why? 

As explained in the first part , the educational potential of political simulations is undeniable. 

“Learning by doing”, when it comes to civic education, may be the most potent method: how 

can one understand the complexity of a political process better than by experiencing it from 

the inside? 

A lot of public and private initiatives offer young people such experiences. However, the 

underrepresentation of youngsters with fewer opportunities – in the Erasmus+ dialect, youth 

experiencing any kind of obstacle to take part in such activities (details below) -  is even more 

striking in the specific case of political simulations. To a large extent,  this underrepresentation 

is due to these activities’ design (no blaming, no shaming of course, achieving the organisation 

of a political simulation itself is, in itself, already quite a challenge!) and can be improved by 

tweaking these designs in small yet meaningful ways, making it easier for all youth to join and 

share the fun. 

Barriers to participation in political simulations 

Numerous obstacles indeed often make it difficult – if not impossible – for youngsters with 

fewer opportunities to participate: 

- If they don’t belong to the right social environment, they usually lack information and 

awareness about such opportunities; 

PLEASE NOTE!  

This is an already rather extensive yet probably not exhaustive list of principles; in any case it can 

represent altogether quite a lot for any organiser. Inclusion doesn’t need to go full scale from the very 

start though, be pragmatic and choose your priorities! 

 These principles can be applied at various stages of designing a political simulation. You can address 

them from the very start and make sure to embed  these in your early reflections, but you can of course 

start designing your simulation, conduct an “inclusion check” (e.g. slip into youth shoes: “How would I 

feel in such a simulation? Anything I’d change to make participation easier?”) and then tweak some 

aspects of your original design accordingly. Finally, you can also carry out your political simulation 

directly, and assess it afterward (e.g. “Were participants representative of youth diversity? Who was 

over-represented, who was missing?”), reflecting on what can be changed through these principles’ 

glasses to make it more inclusive next time! 
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- Many political simulations are designed for students, de facto expecting a certain level 

of knowledge, hard and soft skills from participants, and excluding all youth not 

pursuing higher education or from a “distant field” (i.e. compared to political science or 

social sciences in general); 

- Participating fees – and very often, travel expenses as well – prevent youngsters with 

financial difficulties to participate, for the more ambitious political simulations; 

- The required level of English to take part in such events, when organised at the 

international level, is systematically too high for youngsters with fewer opportunities; 

- The organisation of these events itself, its complexity, and the level of knowledge 

required to take part, also make them inaccessible to many youngsters. 

- Young people with a lack of social skills (e.g. “lack” in this case can mean not being at 

ease in a group, comfortable with speaking in front of an audience etc), even when 

interested in the topic(s), may refrain from joining. 

And that is just the tip of the iceberg! 

 

Inclusion in political simulations, a way to unleash their full potential for those who 

can benefit it the most 

So in a majority of situations, political simulations attract mainly law students, European affairs 

students, or are sometimes organised for high school students. Which is completely fine, as it 

complements their formal education and is 100% absolutely relevant in their curricula. 

However, benefits to these participants are “marginal” compared to other potential 

participants: they already know a lot about how politics work and rather have details to learn 

and not general basic knowledge about it (e.g.in an EP simulation, EU affairs students don’t 

learn how the EP works – they know it already thanks to their studies – but they “refine” their 

learning about it, like learning how tricky finding a compromise on a draft bill is etc). 

Participants who don’t have such knowledge have therefore the most to learn: opening 

simulations to them can therefore achieve a much bigger impact. 

That’s not to say that simulations should focus ONLY on participants with special needs, no 

knowledge on politics etc: the perfect simulation has an adapted place for everybody! 
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2 | Inclusive political simulations: How? 

So, where to start to make sure your political simulation will be inclusive, accessible to all 

participants, regardless of their knowledge, skills, needs, personal background …? 

Before considering the promised set of principles, you should first assess your target group’s 

needs – you certainly know it well enough though, so it will be easy to slip into its shoes and 

imagine how a political simulation can feel! 

To make it easier, use existing frameworks to categorize your target group’s profile when it 

comes to special needs. The European Commission’s “Erasmus+ - Inclusion and Diversity 

Strategy in the field of Youth” remains, for that purpose, a very practical tool. Its framework 

can’t, of course, account for the complexity of a young person’ specific situation, but it will 

provide you with an easy and understandable framework to support your further reflections. It 

defines “young people with fewer opportunities” as follows: 

“young people who are at a disadvantage compared to their peers because 

they face one or more of the exclusion factors and obstacles below. The 

following situations often prevent young people from taking part in 

employment, formal and non-formal education, trans-national mobility, 

democratic process and society at large: 

- Disability (i.e. participants with special needs): young people with 

mental (intellectual, cognitive, learning), physical, sensory or other 

disabilities etc. 

- Health problems: young people with chronic health problems, severe 

illnesses or psychiatric conditions etc. 

- Educational difficulties: young people with learning difficulties, early 

school-leavers, lower qualified  persons, young people with poor 

school performance etc. 

- Cultural differences: immigrants, refugees or descendants from 

immigrant or refugee families, young people belonging to a national 

or ethnic minority, young people with linguistic adaptation and 

cultural inclusion difficulties etc. 

- Economic obstacles: young people with a low standard of living, low 

income, dependence on social welfare system, young people in long-

term unemployment or poverty, young people who are homeless, in 

debt or with financial problems etc. 
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- Social obstacles: young people facing discrimination because of 

gender, age, ethnicity, religion, sexual orientation, disability, etc., 

young people with limited social skills or anti-social or high-risk 

behaviours, young people in a precarious situation, (ex-)offenders, (ex-

)drug or alcohol abusers, young and/or single parents, orphans etc. 

- Geographical obstacles: young people from remote or rural areas, 

young people living on small islands or in peripheral regions, young 

people from urban problem zones, young people from less serviced 

areas (limited public transport, poor facilities) etc. 

  

[…] The ‘comparative disadvantage’ is important, because being in one of the 

situations referred to above does not automatically lead to fewer 

opportunities compared to peers (not all people from minorities are 

discriminated, a person with a disability is not necessarily disadvantaged if 

the environment is adapted etc.). “ 

  

With that framework in mind, it will be easier to understand how the principles below can 

address – and solve – specific obstacles, and later on to focus your efforts on the most relevant 

principles for your target group’s needs. 

Diversify the audience 

A balanced, representative mix of participants is an asset itself: besides the bigger impact you 

could achieve as explained above, participants can also make your work easier! Experienced, 

knowledgeable participants in politics and simulations can tutor “newbies” for instance, or very 

outgoing (i.e. “with high social skills”) participants can contribute to an atmosphere 

encouraging the most shy of their peers to speak up. 

To diversify your audience, reach out and extend your network if needed! 

- If you are an already experienced simulation organiser willing to improve its event’s 

inclusiveness, you can team up with social NGOs in particular: they can share their 

expertise in youth outreach, invite their target group’s to your activities for a mutually 

beneficial exchange. 

- On the other hand, if you work with disadvantaged youth: partner up with a simulation 

organiser! 
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 Here are a few ways to find new partners: 

- Political simulation organisers: besides each country’s relevant public institutions 

(political education agencies and such), consider having a look at EU-wide networks to 

locate their members closest to you. In particular, BETA Europe (https://www.beta-

europe.org/) is relevant as it is a network of European Parliament simulations, and JEF 

Europe (Young European Federalists; https://jef.eu) organise very diverse political 

education activities at the local level all over Europe, including political simulations. 

- Social NGOs : EU-wide networks are also a good starting point if you don’t have an 

extended local network of partners yet. Try Social Platform (www.socialplatform.org) 

or, why not … YES Forum ! (https://www.yes-forum.eu/) 

Participatory design – give a say to participants 

Nobody knows more about someone’s knowledge, skills, needs, background etc than this 

“someone” in particular! Which means that giving a say to your target group’s when designing 

your simulation will ensure it reflects its specific needs, as choices will have been made with 

young people, not just “for” them. 

This co-ownership of your activity should be a constant effort, from developing the first 

concept for your simulation to evaluating it at the very end. There are many ways to do so: you 

can include representatives of your target group – ideally, future participants themselves – in 

all decision making, especially organisational meetings, but you can also consult them at any 

time to “steer” the design in the right direction by offering them multiple choice (e.g. an online 

poll to choose the simulation’s topics). 

Ongoing support  

In a diverse group, participants will be more or less autonomous, comfortable with the 

simulation’s process, requirements etc. Participants who are less comfortable with some 

aspects (e.g. little knowledge about politics in general such as its vocabulary, speech 

impediment making it harder to speak in front of a hemicycle etc) will need support to make 

sure the obstacles they experience don’t prevent them from taking part in the simulation. 

 To provide that support, adapt to your capacities: 

- Social and youth workers can be included in the simulation itself: as participants, they 

can young people “from the inside”, while remaining on an equal footing; 
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- Mentors: Identify participants who are the most autonomous, usually because this is 

not their first simulation, and ask them to team up with other participants and help 

them if needed; 

- Volunteers: some young people with experience in such activities can be given a special 

role, instead of being participants, to support any participant in need. 

 In the best situation, this support should not stigmatize participants by making them stand out 

from the crowd because they have a guardian angel. Volunteers should keep that in mind for 

instance and offer help to all participants. 

Include accessible learning solutions 

Joining a political simulation without prior knowledge of politics – from its basic vocabulary to 

its detailed processes – is an extremely stressful situation. It will, if not takin into account and 

tackled, simply prevent many participants to join: not because the doors are closed to them, 

but rather because they will “self-censor” themselves out of a lack of self-confidence resulting 

from their “insufficient” knowledge of politics. 

A first way to tackle this issue is, very simply, to advertise your simulation explicitly as a (fun) 

learning activity requiring no prior skills or knowledge. It can’t be implied only: make sure it 

stands out on your flyers for instance! 

Moreover, to put all participants on an equal footing before the simulation itself in terms of 

political knowledge, offer them adapted and accessible learning solutions. You can for example 

include “pre-simulation activities” to learn the basics in person, with group activities and non-

formal methods. You can also share some of the many learning tools, games, quizzes, podcasts, 

Youtube videos … that the Internet offers you for free, with such a diverse offer that you will 

always find something adapted to your young participants (e.g. in your language, more or less 

detailed to adapt to their starting point, relying on text or visuals to adapt to different learning 

styles etc). Ideally, a mix of all of that will be perfect! 

Learning the fun way 

Roleplaying in itself is a fun, playful experience. However, in “political simulation”, many people 

will notice “political” first, and think “Wow, serious stuff there”. Think of some tricks to make 

sure your participants are not just a homogeneous bunch of politi-geeks! 

 Some “fun components” will provide several advantages regarding inclusion and accessibility: 
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- Making your simulation more attractive and enjoyable even for young people who are 

not spontaneously interested in politics at first. 

- Helping participants focusing on learning about the process: with a funny topic for 

instance, they will just need to be creative and rely on their imagination to take part in 

debates, without any need for some expertise on specific, sometimes technical issues! 

- Introducing participants to real-life issues through a fun shortcut, as a parallel can easily 

be made between a fun topic and actual issues! 

 The topic(s) of your simulation is the easiest way to add some fun to it: think of a provocative 

but silly legislative proposal for instance, guaranteeing some laughs during debates! 

Keep it simple!  

In designing your political simulation, you will face a dilemma: sticking to actual politics as 

much as possible and ending up with a realistic yet complex simulation, or simplifying actual 

politics and ending up with an easier simulation which, though, does not reflect how things 

really work 100%. 

When searching for the right balance, adapt to your future participants. In general, it is worth 

choosing the way of simplicity in any case: 

- It will be open to young people regardless of their appetence for politics and its 

complexity: the ones interested in “superficial” aspects will be able to join, while the 

“hardcore roleplayers” interested in the most tricky aspects (e.g. negotiating a political 

alliance, behind the scenes talks and compromises, backstabbing politics etc) will 

nonetheless be able to unleash their roleplaying frenzy! 

- Think of your political simulation as a future “map to actual politics”: if it succeeds in 

giving the right basic knowledge on politics, it will be the key to open participants’ 

minds to politics’ complexity and diversity later on. For instance, they will get the basic 

vocabulary and knowledge to understand news articles about politics, and dig deeper 

from then on. 

  

Besides your simulation’s main processes – the political mechanisms and how it will simulate 

them – there are many other aspects to consider, for which simplicity is also an asset. You may 

be tempted to make the simulation more realistic by “enforcing” a dress code (e.g. MPs usually 

don’t wear flip-flops, that is even forbidden in many parliaments): however, that will create a 

“symbolic” obstacle by forcing participants to mimic formal behaviours they may not 
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comfortable with, or even hate altogether in actual politicians. And what of young people who 

don’t a suit or “formal enough” attires? Moreover, simplicity in these aspects can also help 

focusing on the legislative process itself by overlooking its most formal, ceremonial and yet 

not-so-indispensable aspects. 

Flexibility 

Your participants will have diverse profiles, most probably, with a merry mix of levels of 

knowledge, hard and soft skills, personalities, needs, difficulties … and there is no “one fits all” 

solution to make the simulation adapted to all of them. 

 Well, there might be one: give participants some margin in how they can engage in the 

simulation! Such flexibility will make sure participants can take part regardless of their specific 

situation. It can be implemented in many ways: 

- Keep your simulation’s timing flexible, to add breaks if needs, of shorten them If 

participants really want to keep debating etc. In real life, MPs themselves can usually 

vote to take a break in the middle of a seating after all! 

- The roles can offer adapted missions to participants: a young person who would die 

from social anxiety when speaking in front of an audience will not thrive as a MP for 

instance, but can probably manage one-on-one interviews as a journalist. Adding the 

possibility of choosing a spokesperson or letting “assistants” step up etc can also make 

sure participants have a way to voice their opinion regardless of their social skills. 

Remove financial obstacles 

An ambitious, international political simulation will incur costs and a participation fee may be 

necessary to cover them. But even a small-scale, local political simulation can have hidden 

costs: how much will a participant need to spend if he/she needs to take a bus round trip two 

consecutive days, add lunch, drinks and such? Will it prevent some participants to join? 

Keeping such costs as close to zero is the best alternative: whether they are financially fragile 

or not, young people’s budget is usually limited anyway, and paying to join an activity about 

politics on a voluntary basis will rarely be on top of their priorities when budgeting, excluding 

many potential participants. 

No miracle recipe here unfortunately, but solutions are there nonetheless! On the one hand, 

keep costs as low as possible by using all available opportunities: local, regional and national 

public institutions are actually very often super happy to lend their premises for free for such 

occasions! Just ask. In addition, the list of public and private funds focusing on civic/political 
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education is ever growing, consider applying to be in capacity of making your even entirely free 

and even offer grants to participants who may need them! All countries have their own funds 

and private foundations to consider, and at the EU scale, Erasmus+ , the Europe for Citizens 

programme or even the EU Solidarity Corps (if youth-led, your simulation is eligible to “Youth 

Initiatives” small grants) are waiting for you. 
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… OR HOW TO SET UP AN INCLUSIVE SIMULATION IN A 

PANDEMIC-FREE WORLD 

 

In this part, you will find concrete examples of how the YES Forum designed its previous 

simulations of the European Parliament with inclusiveness and accessibility in mind first and 

foremost, to address its own target group’s specific needs. 

However Europe3E, the Erasmus+ project which allowed for the creation of this guide, started 

in late 2019. Therefore it originally planned a political simulation design adapted for a pre-

Covid-19 world, allowing the gathering of large groups, closer contact with participants for their 

support and such pre-2020 features. This original designed was born from previous 

experiments by the YES Forum which showed the efficiency of the principles applied for 

inclusion and accessibility.  

Indeed, because this design was previously successful in opening YES Forum’s simulations to 

participants regardless of their background, this part will explain what should have been: this 

YES Forum’s recipe for an inclusive political simulation can provide inspiration to organisers 

who can set-up their own simulation with no or little interference from Covid-19 restrictions, or 

who will read this guide when the sky is clear, in a few years.  

3 | A COVID-FREE CASE STUDY … 
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The next and final part of this guide will, on the other hand, focus on showing how this original 

design was adjusted after the Covid-19 outbreak, to allow the organisation of a political 

simulation in the context of ever-changing Covid-19 restrictions while staying true to its original 

purpose: inclusion and accessibility.  

1| Turning reality into a simulation’s basic structure 

Before even thinking about specific ways to tackle obstacles young people can face to 

participate in a political simulation, it is necessary to come up with a basic design: how the 

simulation will unfold, what will its basic structure and steps be? 

When designing this basic political simulation design, YES Forum remains attentive to inclusion 

and accessibility however through a careful reflection on the three following main aspects.  

Educational purpose: setting clear goals 

Setting clear learning goals is the first step, as these will also be adjusted to the target group of 

such an initiative. 

In the case of the YES Forum and its network, all activities are designed to be open to 

underprivileged youth. Simulating the European Parliament for YES Forum and its members 

therefore serves, to sum it up, three main purposes: 

- EU Awareness & Political education more generally: young disadvantaged people have 

less opportunities to learn how politics work, what impact it has on their daily life, why 

it matters to be active citizens. YES Forum’s political simulations therefore aim to 

empower young participants in that regard by offering them the space and framework 

to reflect about these topics. 

- Intercultural exchange: the disadvantaged profile of YES Forum’s target group also 

means most participants have few or no opportunities to get in contact with different 

cultures, often because they have never had the chance to travel abroad, or to study in 

higher education where Erasmus+ ensures all students get a chance for intercultural 

exchanges. YES Forum’s political simulations therefore focus, besides the previous 

aspect, on bringing participants from different cultural backgrounds together to 

exchange about their diverse viewpoints through a playful challenge.  

- Participants’ self-development: for most of YES Forum’s participants, a political 

simulation is also a rare opportunity to improve a wide array of soft skills, such as the 

behavioural and affective outcomes detailed in the first part. 
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These clear goals serve as a compass to navigate the following aspects when turning the reality 

of how the European Parliament works into a political roleplay game. 

Content vs. Process 

A political simulation game can teach many things and skills, and the most ambitious of them – 

such as international simulations of the United Nations or European Union as a whole – cover 

two main layers of learning outcomes: 

- Content: Roleplay is used to create a playful atmosphere allowing the participants to 

explore and exchange each other’s knowledge on the selected topic, improving the 

learning outcomes through a game format. For instance, participants will learn a lot on 

climate change – its origins, detailed impact, potential solutions – through a simulation 

focusing on this issue. 

- Process: The game mechanics, as they imitate how a political institution works in real 

life, teach the participants not so much about the issue at hand, but about the broader 

political framework and its underlying processes. This way, participants know better 

how politics work at various levels, how democratic principles are turned into concrete 

political structures etc.   

Because of its diverse target group and the resulting educational goals presented above, YES 

Forum chooses to focus the learning experience offered by its political simulations on the 

process behind politics and not on content, because: 

- No pre-requisite to join: focusing on the process over the content means participants 

don’t need any prior knowledge of the debated issue, so that both higher education 

students with in-depth knowledge on the topic they study and young participants with 

less expertise can be involved altogether.  

- No pre-selected theme: it: also allows to give more of a say to participants in the 

political simulation’s design, like choosing the theme they care the most about as a 

group.  

Level of complexity 

After learning goals and the balance between content and process are clearly set, the challenge 

remains to turn reality into a game whose rules participants can understand. This is 

indispensable to guarantee they are able to be fully involved in the political simulation. 



 
“Europe through Young Eyes – Exchange, Explore, Exhibit” 

How to involve all youth in the European project 

 

23 

   

Like at any political scale, the  European Union in general and European Parliament in particular 

follow complex procedures to produce law. Even more so at the European Union level, due to 

the specifics of this supranational entity. 

The aim of YES Forum’s political simulation is not to get all participants to grasp the full 

complexity of how the European Union works, as even a Master’s Degree in European Union 

affairs is rarely enough. Instead, YES Forum ambitions to cover the main structures of the 

European Union (e.g. which institutions are involved and how they collaborate with each other) 

while reflecting on democracy in action. 

That is why YES Forum prioritizes simplicity over realism when adjusting the following aspects 

of its simulations to its target group’s needs. 

 

Figure 1: A zoom on which part of the European Union legislative process YES Forum’s 

participants simulate. 

Scale of the simulation: In the EU field, political simulations still have a lot of margin on what to 

actually simulate. The most realistic and therefore complex simulations can encompass all the 

steps of the ordinary legislative procedure at the EU level 

(https://www.europarl.europa.eu/infographic/legislative-procedure/index_en.html): some participants will 

roleplay the European Commission drafting a text proposal and handing it to the European 

Parliament (EP), other participants will roleplay Members of the European Parliament (MEPs) 

negotiating their own amended version of the text proposal in 1st reading and sending it to the 

Council of the EU, and finally other participants will roleplay Member States’ national ministers 
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in the Council coming up with their own compromise in 1st reading, sending it back to the EP for 

a 2nd reading … and the game can go on until the text proposal is adopted. 

Such a  degree of realism would hamper YES Forum’s efforts however, and that is why the 

scope of the simulated process is always narrower: as displayed in the above diagram, YES 

Forum’s political games only simulate the first reading by the European Parliament. This 

narrower focus allows for a simpler process, easier to understand for participants because it 

shares more similarities with how a parliament works at the national level, and allowing to 

focus the learning process on democracy in action at the EU level while still hinting at the 

broader picture. 

 

Roles: Even with such a limited scope, participants could play many, many roles. The most 

ambitious simulations indeed include not only MEPs, but also representatives of the other EU 

institutions: EU Commissioners defending their text proposal in front of the European 

Parliament, national ministers in the Council of the EU observing parliamentary debates, the 

little-known Council of Regions and European Economic & Social Committee presenting their 

opinion on the text proposal, interpreters reflecting the EU’s multilinguism, jurists keeping 

MEPs on legal tracks, MEPs’ assistants representing the “shadow workers”, lobbyists, 

journalists, citizens themselves … the list goes on and can literally include the Dalai Lama 

depending on the topic.  

YES Forum, also to simplify its simulation’s process and thus make it more intelligible to 

participants regardless of their familiarity with EU politics, keeps three main categories of roles 

only: 

- Members of the European Parliament: they are of course indispensable to simulate how 

the European Parliament works as they are the elected officials at the core of this 

legislative work.  

- Journalists: while adding diversity to roles and providing a role more adapted to 

participants with specific needs (e.g. social anxiety making it hard to engage in group 

discussions), having journalists among the participants is a way to invite all of them to 

reflect on the role of the press, and the media in all their diversity, in modern 

democracies. 

- Lobbyists: including them allows to show how the civil society in all its diversity can be 

involved in the legislative process through advocacy work, while inviting participants to 

reflect on lobbying and, in particular, to nuance the widespread “evil lobbying” cliché.  
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Political Groups: A limited number of political groups in YES Forum’s simulations not only 

makes these easier to engage with, but also more relatable for all participants who, through 

national politics, are usually familiar with the traditional left/right political divide. 

That is why the YES Forum simply keeps a right-wing and a left-wing political group, as well as a 

third “deal maker”, either a centrist or a green political group. This latest choice depends on 

the topic of the simulation: it is easier for participants to picture their new role’s opinion on 

certain issues as Green MEPs – e.g. any debate on climate change – or Centrist MEPs – e.g. 

debates more focused on individual freedoms.  

 

Simulation’s steps: With these basic elements in place, reality is then broken down into a few 

phases only, keeping the essential steps. In the case of YES Forum’s political simulations, the 

exact number of steps actually depends on how much time is available for the simulation, but 

they usually revolve around these three main phases: 

- Political Groups’ Session: this step is great for a progressive start relying on smaller 

working groups, as participants band together depending on their role. MEPs gather 

with their colleagues from the same political group to define their position on the 

simulation’s topic, lobbyists build a strategy to influence MEPs later on, and journalists 

can start observing other participants while thinking of their favourite way of reporting 

about it. 

- Parliamentary Committee Session: with at least two topics to debate during the 

simulation, participants can split into Parliamentary Committees specialized on one or 

the other, and lead lengthy debates separately, while opening the floor to lobbyists who 

are invited to share their expertise. 

- Plenary Session: finally, all participants can gather for the final debates and votes, the 

most symbolic yet engaging part of a good simulation, as each vote can bring 

unbearable suspense! 

2| Making this EP simulation accessible to our target group’s 

needs 

Now that we’ve got a nice overall design for a political simulation of the European Parliament, 

how can we make sure there are no barriers for young people’s participation regardless of their 

personal background, difficulties and such? 
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Below are concrete examples of how the set of basic principles for inclusion in political 

simulations presented in the second part has been applied by the YES Forum over the past few 

years. Use these as they are, or as inspiration, there are many other ways to tweak a 

simulation’s design towards more accessibility for all youth! 

When available, these concrete examples will also be illustrated with visuals, documents and 

any relevant material from these political simulations. 

Identifying our target group’s needs 

Overall plans and activities have to be adapted to YES Forum’s target group, “young people 

with fewer opportunities” in all their diversity. The first step is to get a general feeling of what 

these “fewer opportunities” would mean for future young participants, in order to anticipate 

on some of their needs and plan adapted opportunities to further adapt to their needs and 

expectations. 

As YES Forum collaborates with its member organisations for its projects, these partners are in 

charge of identifying their target group’s specific needs and communicate them to the YES 

Forum. With a diverse membership, the result is usually a very diverse mix of young people, the 

“fewer opportunities” to consider depending on each partner’s core activities: 

- Young people from rural areas are always represented, from the far reaches of 

Northern Sweden to the Romanian countryside. The distance from urban centres has 

common meanings in terms of „youth struggles“ for different partners, with variations 

in intensity though: higher unemployment, a more difficult access to culture, leisure 

activities etc, lacking public infrastructure in terms of transport especially etc. 

- Young people from deprived suburbs, in particular the French „banlieues“, experiencing 

many co-dependent exclusion factors such as poverty, unemployment, discrimination 

(stigma of living in poor areas, often with a migrant’s background too), lack of public 

infrastructure … 

- Young people with a migrant background 

- Long-term unemployed youngsters 

- Young people with social difficulties (social anxiety, shyness etc.) 

- Educational difficulties (drop outs etc.) 

- Health issues 
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Despite these various obstacles, all meaningful when it comes to joining a political simulation, 

YES Forum’s political simulations manage to involve all participants in their activities and their 

evaluations reported a high level of general satisfaction from the young participants. 

So now, here are the tricks that are implemented to get to these results! 

Participatory design – give a say to participants 

To make sure the entire process, and especially the implemented political simulations, are 

adapted to their interests and needs, young participants are involved in all steps of YES Forum’s 

initiatives in that field. 

Project Management itself gives space to young participants in decision-making: Transnational 

Partners Meetings, for instance, gather 1 young participant and 1 staff per partner (cf. Figure 

2). Kick-off meetings, for example, decide on diverse aspects of such projects and receive direct 

input from young people representing their peers from the partners: in the case of YES Forum’s 

simulations, it results in a greater diversity of methods to learn about the European Union 

before an actual simulation, and a stronger focus on considering linguistic needs and diverse 

English skills throughout the entire process. 

 

Figure 2: The typical invitation to YES Forum’s Partners Meetings, involving staff and young 

people on an equal footing.  
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Designing political simulations’ details also uses direct input from the young participants 

themselves, through various methods: 

- A preliminary international meeting with all participants including workshops to 

brainstorm and decide on several aspects of political simulations: for instance, a World 

Café (cf. Figure 3) can let participants suggest ideas for the topics they want to discuss in 

a simulation, or the roles they want to embody, or even the dress-code they want to 

implement … or not! 

- YES Forum, through its latest Europe3E project especially, used a method called 

Photovoice to identify the main areas of interest of the participants through an 

accessible way. Photovoice indeed combines a creative and accessible tool, 

photography, with a well-established process to help a group exploring issues of 

common interest. This helped all participants contribute to the selection of themes and 

detailed topic for their future political simulation (cf. Figures 12 and 13 on page 41). For 

more information on the use of Photovoice, please check all of Europe3E results here: 

www.yes-forum.eu/projects 

- A Facebook group gathers all participants and uses online polls to take final decisions 

based on the suggestions gathered in earlier steps through a democratic process. The 

nature of the topics to address and the precise topics themselves are chosen this way 

for instance (cf. Figure 4). 
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Figure 3: Extracts from the Powerpoint used in the context of a World Café focusing on 

exchanging ideas for diverse aspects of the political simulations with young participants. 

 

 

 As a result: 

- YES Forum’s political simulations take into account young participants’ wishes and 

needs from the very beginning and throughout the entire process of designing them, 

gradually adapting activities thanks to participants’ direct input; 

- They also promote the young participants’ ownership of such projects, and in turn their 

motivation to be involved. This is especially meaningful to motivate young people with a 

strong disillusionment – from distrust to plain hate – of politics, resulting from a sense 

of abandonment (in deprived suburbs and rural areas especially). 
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Figure 4: An example of one of the online polls used to let participants decide on the 

simulations’ aspects whenever there was room for it (very professionally anonymised). 

Ongoing Support 

One of the YES Forum’s assets is its member organisations’ expertise in youth & social work. In 

our political simulations, these skills also come in handy. 

 Reaching out to youth in all its diversity, and more specifically attracting said diversity into a 

political simulation, is a challenge for any organiser. Fortunately, YES Forum members can 

already rely on their daily youth and social work to invite young people into political 

simulations. This outreach work makes sure a great diversity of young people hear about the 

opportunity and receive explanations an encouragement from youth workers. That way, 

participants include  a lot of young people who would probably not hear of or consider joining a 

political simulation, instead of a homogeneous group of youngsters already interested in and 

knowledgeable of politics. 
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After this outreach work, YES Forum partners in a political simulation support their own young 

participants in the various stages of the project, in order to cater for all their needs and adapt 

to their personal difficulties. For instance, before political simulations themselves, partners 

organise local meetings with their participants at the local level:  they organise activities 

adapted to their smaller groups’ needs, for example focusing on getting basic knowledge about 

politics for groups who don’t feel confident about it at the beginning (e.g. visiting their town 

hall, national parliament, debating current trends, doing street interviews),  building the 

participants’ self-confidence (e.g. preparing to talk in front of an audience, building trust within 

the group, or “training” before the actual simulation (cf. Figure 5). Thanks to the flexibility 

offered by such local meetings, the methods themselves are also adapted to participants. 

Partners’ staff are even involved as participants in YES Forum’s political simulations to help 

their young participants “from the inside” … and learn as well! To make sure young participants 

can also participate on an equal footing regardless of their English skills, some partners also 

involve interpreters, or help their participants through the staff involved in the simulation 

itself. 

 

Figure 5: An example of a template for a preparatory activity before a simulation. Partners use 

it in local meetings to make it easier for young participants to slip into their new role’s shoes 

(e.g. doing it in their native tongue, in a small group making it easier to speak in public etc). 
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Back to Basics! The Blended Learning Experience 

Joining a political simulation can be an intimidating prospect when you don’t know much about 

politics yet, even though you are interested. To remove this barrier, a strong focus is put on 

including complementary learning opportunities to allow all young participants, as well as 

partners’ staff, to take part in YES Forum’ EP simulations regardless of their prior knowledge of 

the European Union. 

This preliminary learning uses a large variety of methods, blending “physical” and online 

activities to adapt to the individuals’ own learning style. 

- As explained above, partners organise local meetings with their smaller groups prior to 

any political simulation. One of the objective of these local meetings is to fill any 

“knowledge gap” participants feel would hinder their engagement in the actual 

simulation. Methods and material are offered to all partners (cf. Figure 6), but in the 

end each group is free to pick activities in the offered pool of methods or choose 

different ones: the priority is to focus on the participants’ needs (e.g. which areas, in 

politics or EU-related fields, they wished to explore) and learning styles (i.e. non formal 

methods are predominant, but range from preparing and conducting street interviews 

to visiting local and national political institutions). 

- Online activities are offered to complement the partners’ preparation and offer an even 

more flexible learning platform. So far a hidden Facebook group has been used instead 

of creating a whole new platform. As most of participants already use Facebook on a 

daily basis, it remains the most accessible online tool to let everybody engage with each 

other. It is used to: 

o Share accessible, adapted learning material. We make use of the many great 

resources available online, such as EuroparlTV (now the “European Parliament’s 

Multimedia Center”, multimedia.europarl.europa.eu) short, educational and 

subtitled videos or quizzes (cf. Figure 7). Online games and quizzes also make for 

fun learning opportunities. Memes as well have a lot to teach! 

o Get to know each other, and discuss topics of common interests, besides the 

design and preparation of the political simulation themselves. 

- In addition, an international meeting is usually organised a few months before the 

actual simulations. Such meetings gather all participants to conclude a preparatory 

learning phase in the heart of Europe itself, Brussels, still with a variety of non-formal 

methods (cf. Figure 8). 

  

https://www.europarltv.europa.eu/category/eu-affairs
https://europa.eu/teachers-corner/quiz/how-does-eu-work_en
https://europa.eu/teachers-corner/quiz/how-does-eu-work_en
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Figure 6: Extracts from Guidelines shared with all partners to support their local preparations 

with young participants, offering a pool of methods to prepare on diverse aspects (“Fostering 

good conditions for the entire project”, “Learning the basics about politics”, “Discovering the 

EU”) 
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Figure 7: An example of a 2 to 3min video clip developed by the European Parliament and 

available online, dubbed and subbed in all 24 official EU languages, in a simple and accessible – 

and catchy! – format. Check multimedia.europarl.europa.eu  

 

Figure 8: Among the methods used to learn about EU politics first, the perfect board game, 

“Legislativity”! Check it on https://europa-zentrum.de/projekte/legislativity-das-spiel-zur-eu-

gesetzgebung/ 

  

https://europa-zentrum.de/projekte/legislativity-das-spiel-zur-eu-gesetzgebung/
https://europa-zentrum.de/projekte/legislativity-das-spiel-zur-eu-gesetzgebung/
https://europa-zentrum.de/projekte/legislativity-das-spiel-zur-eu-gesetzgebung/
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Learning the fun way! 

Roleplaying in itself can be a fun, playful experience. Roleplaying politics is not as sexy as some 

D&D though. That is why following young participants’ suggestions, YES Forum political 

simulations usually include other creative features to make them even more entertaining. 

For instance after a vote by young participants, it was decided to debate two different 

proposals during one of these simulations. One was realistic (“Resolution on True Equality in 

High School”) and the other one not so realistic … and quite fun! (“Regulation on the Protection 

of European Fantastic Creatures”). Though unrealistic on paper, this proposal actually led to 

funny yet deep debates about how to protect endangered species in real life! (cf. Figure 9) 

As mentioned above, learning methods also include a large majority of non-formal methods: all 

kinds of games, youth activities, and eve board games! (cf. Figure 8) 

This “entertaining extra-layer” is an asset in several regards when it comes to inclusion, as it: 

- Makes a simulation more attractive and enjoyable even for young people who are not 

interested in the EU at first, or sceptical about the experience (e.g. because they distrust 

politics altogether for instance) 

- Helps participants focusing on the democratic legislative process: with a funny topic, 

they can be creative and rely on their imagination to take part in debates, without 

needing any expertise on specific, sometimes technical issues! 

- Introduces participants to real-life issues through a fun shortcut, as a parallel can easily 

be made between such an unrealistic and fun topic and real-life issues! 
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Figure 9: The “Proposal for a Regulation on the Protection of European Fantastic Creatures” as 

debated, amended and adopted by one of the political simulations! Unicorns were fortunately 

safeguarded in Magical Protection Areas, even though witches can still hunt them under certain 

conditions and quotas to protect their trade. 
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Chill out! Keeping it simple 

Early on in its first political simulation, YES Forum’s young participants decided to avoid 

reproducing the formal social norms often prevailing in politics. For instance, there was no 

dress code for the simulation itself, and participants didn’t have to use typical ceremonial 

greetings to address each other (e.g. “Honourable Members, dear friends and colleagues”). 

Such a chill, non-formal atmosphere has been constantly favoured since then in other 

simulations.  

On the one hand, it avoids creating “symbolic” obstacles by forcing participants to mimic 

formal behaviours they are not comfortable with, or distrustful of. On the other hand, it also 

helps focusing on the legislative process itself by overlooking its most formal, ceremonial and 

yet not-so-indispensable aspects. 

 

 

Figure 10: Flip flops and baseball cap instead 

of a suit and a bow tie work very well too? 

Believe it or not, this smiling face was a very 

involved MEP! 
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Flexibility is the key! The many ways of participating 

To cater for all participants’ needs and personal difficulties, YES Forum’s simulations remain 

flexible in many aspects. 

They rely on several progressive sessions – basically Political Groups, Committees, and a final 

Plenary session – like any simulation of the European Parliament , but their timeframe keep a 

margin which always proves useful: to take time to accommodate the specific needs of young 

participants (e.g. adding extra breaks when needed), but also because in the end, some 

participants want to debate longer than planned! 

Moreover, group discussions are a key component of political simulations. However – just like 

in real politics – YES Forum makes sure to offer alternative ways of participating to ensure all 

participants, even if they are facing social or interpersonal difficulties, can engage in its 

simulations (cf. Figure 11). For instance: 

- Space for individual reflection: simulations plan specific times to let participants reflect 

by themselves, and for instance write their own amendments to be proposed to the 

other participants later on. 

- Informal times: Any legislative process revolves around key, unavoidable official steps 

involving group discussions. But in between, there is also a lot of work! During informal 

times (breaks, lunch and dinner, evening drink …), participants are encouraged to keep 

roleplaying: participants who are uncomfortable with group discussions can discuss 

their ideas in one-on-one conversations over a relaxed coffee break. 

- Lobbyists & Journalists: These roles, because they involve more “behind the stage” work 

than for MEPs, offer flexible ways to engage with other participants, beyond groups 

discussions. 

- Spokespersons: Young participants can also ask other participants, or the staff 

supporting them, to act as their “spokesperson” during a simulation, especially during 

group discussions. 
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Figure 11: Screenshot of a slide of the Powerpoint used to introduce one of the political 

simulations. It made the “many ways of participating” explicit, to make sure participants were 

not blocked from participating because of their different social ease for instance.   

  

A free opportunity 

Finally, YES Forum’s simulations are entirely free for young participants thanks to Erasmus+ 

funds. This allows all costs are covered: participants don’t have to personally pay for their trips, 

accommodation or food and can therefore get involved regardless of their financial situation. 

Financial support to all partners also helps them dedicating enough time to support their young 

participants. 

A lot of other public funds are available! Political simulations, especially with the new Erasmus+ 

programme (2021-2027), have a privileged position to access such funds. 

In addition, co-funding from other sources is seeked to make sure both participants and 

partners are not financially endangered at any time (e.g. accommodation can be very expensive 

in Strasbourg and Brussels sometimes). Members of the European Parliament themselves are 

very often happy to sponsor such political simulations.  
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4 | EEN COVID-VRIENDELIJK ONDERZOEK 
 

… OF HOE JE AAN TE PASSEN AAN COVID-19-BEPERKINGEN 

ZONDER TOEGANKELIJKHEID OP TE OFFEREN 

Zoals hierboven uitgelegd, is Europe3E, het Erasmus+-project dat leidde tot de totstandkoming 
van deze gids, eind 2019 van start gegaan. 

Het doel was om een laatste “crash-test” van de YES Forum-methode voor inclusieve en 
toegankelijke politieke simulaties uit te voeren, er de laatste aanpassingen aan te doen en het 
hele recept in deze gids te presenteren. Hoewel deze ultieme afstemming niet mogelijk was 
zoals oorspronkelijk gepland was vanwege de Covid-19-uitbraak en het chaotische beheer 
ervan in heel Europa sindsdien, legt het vorige deel uit wat gebaseerd had moeten zijn op 
eerdere YES Forum-experimenten die de efficiëntie van het recept bewezen. 

Het Europe3E-project moest echter een onverwachte wending nemen zoals de meeste 
internationale projecten in 2020-2021. De uitbraak van Covid-19 maakte deze oorspronkelijke 
plannen, goed aangepast en efficiënt in "normale tijden", totaal onrealistisch met betrekking 
tot de steeds veranderende Covid-19-beperkingen, zowel op lokaal, nationaal als Europees 
niveau. 

In deze context betekende het inclusief en toegankelijk maken van het werk van YES Forum in 
de eerste plaats iets veel eenvoudiger: het laten gebeuren. Om andere organisatoren te helpen 
die met soortgelijke problemen worden geconfronteerd, wordt in dit deel uitgelegd hoe het 
YES Forum zijn oorspronkelijke plannen aanpaste aan de Covid-19-beperkingen en meer in het 
algemeen aan een onzekere context, terwijl het een nogal lastige uitdaging aanging: inclusief 
en toegankelijk blijven. 
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1 | To be or not to be (online) 

Hoewel het technisch mogelijk was, werd er al vroeg voor gekozen om niet exact hetzelfde 
simulatieontwerp te behouden en het alleen aan te passen aan online samenwerkingstools. 

Online-activiteiten hebben inderdaad een groot, onmiskenbaar educatief potentieel, maar de 
ervaring van YES Forum met en buiten politieke simulaties heeft systematisch aangetoond dat 
ze juist een uitsluitingsfactor kunnen worden voor de diverse en achtergestelde doelgroep van 
het YES Forum. Online formats werken goed met bepaalde homogene groepen (bv. studenten 
in het hoger onderwijs die tijdens hun studie al lang voor de Covid-19-uitbraak gewend waren 
aan online samenwerkingstools), ze zijn echter geen wondermiddel en kunnen integendeel een 
uitsluitingsfactor worden bij het werken met bredere groepen, waaronder kansarme jongeren. 

Naast vele andere factoren die van online tools een tweesnijdend zwaard maken voor het werk 
van het YES Forum, is het feit dat: 

- Kansarme jongeren hebben niet altijd een eigen laptop om comfortabel aan een online 
meeting thuis deel te nemen, of zelfs een prive ruimte thuis om dat te doen; 
 

- Niet alle jongeren zijn digitale experts, ondanks clichés in dat opzicht: velen hebben niet 
voldoende digitale vaardigheden om zich te concentreren op de inhoud van online 
activiteiten in plaats van op hun technische aspecten; 
 

- Jongeren die niet gewend zijn aan online samenwerking in een vertrouwde omgeving 
zoals school, voelen zich zelden op hun gemak als ze alleen thuis zijn met een groep 
volslagen vreemden via een scherm. 
 

- Meer in het algemeen hebben kwetsbare groepen persoonlijke ondersteuning nodig die 
alleen persoonlijk kan worden gegeven om zich op hun gemak te voelen voordat ze 
deelnemen aan een internationaal evenement (bijvoorbeeld het opbouwen van 
vertrouwen binnen de groep, het ontwikkelen van zelfvertrouwen en zelfrespect). 

Daarom heeft het YES Forum, hoewel erkend dat online oplossingen tot op zekere hoogte 
onvermijdelijk zijn, geprobeerd deze voor jonge deelnemers zoveel mogelijk te vermijden en de 
onderstaande alternatieve oplossingen onderzocht. 
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Afbeelding 12: Enkele foto's gemaakt door Europe3E-deelnemers via de Photovoice-methode in 
Nederland en Griekenland, waarop een niet zo verrassend gemeenschappelijk thema te zien 
is. Het gebruik van Photovoice bleek een perfecte match in de Covid-19 context: activiteiten 
waren eerst heel concreet door middel van fotografie, en pas daarna wat abstracter door online 
samenwerking. 

 

 
 
Afbeelding 13: In het Europe3E-project begonnen de deelnemers vanuit de Photovoice-foto's om 
de belangrijkste thema's die ze in hen zagen te delen via een wolk van woorden, wat later leidde 
tot de onderwerpen van de politieke simulatie. 
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2| EEN FLEXIBEL KADER  

De oorspronkelijke plannen van het YES Forum voor het Europe3E-project waren bedoeld om 
een politieke simulatie van het Europees Parlement uit te voeren in één meeting, waarbij een 
groep van 30-40 deelnemers bijeenkwam in een transnationale bijeenkomst. Projectpartners 
hadden zich in een dergelijk kader kunnen concentreren op het werven en voorbereiden van 
jonge deelnemers, terwijl ze de algemene organisatie als projectcoördinator aan het YES-forum 
zouden kunnen overlaten. 

Deze plannen hebben het begin 2020 uiteraard niet overleefd. Nadat een volledig online versie 
van exact dezelfde plannen door de samenwerking om bovengenoemde redenen 
contraproductief werd geacht, zijn veel fantasierijke scenario's verkend. 

Van de alternatieve plannen waarvan de namen bijna het hele alfabet uitputten (zie figuur 14), 
zijn de laatste opties;  

- Bilaterale uitwisselingen: in plaats van een internationale bijeenkomst waar alle 
partners en deelnemers voor een grote politieke simulatie bijeenkwamen, stelden we 
projectpartners en hun jonge deelnemers in staat om in paren samen te komen en de 
Europe3E politieke simulatie te spelen in een veel kleinere context, met maximaal een 
dozijn deelnemers. Een kleinere setting was inderdaad veel beter aangepast aan de 
Covid-19-beperkingen, terwijl de deelnemers toch de kans kregen om naar het 
buitenland te gaan, wat velen van tevoren nooit hadden gedaan. Deze optie bleef 
ambitieus in de context van steeds veranderende Covid-19-beperkingen, waardoor het 
plannen van een reis naar het buitenland zelfs enkele dagen voor het geplande vertrek 
riskant was. Daarom is er uiteindelijk maar één bilaterale uitwisseling geweest: de 
meeste partners konden nog steeds niet reizen, sommigen moesten zelfs op het laatste 
moment een geplande reis annuleren vanwege nieuwe, onverwachte beperkingen. 

-        Lokale simulaties : partners die niet konden reizen met hun jonge deelnemers, de 
meeste uiteindelijk zelfs, kregen de nodige tools om thuis een nog eenvoudigere en 
kleinere versie van de politieke simulatie uit te voeren, met alleen lokale 
deelnemers. De interculturele uitwisseling was gebaseerd op de vergelijking van de 
resultaten van de groepen achteraf. 
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Figuur 14: Lock-downs hielden half Europa thuis gedurende het grootste deel van de looptijd 
van Europe3E, wat leidde tot hybride partnerbijeenkomsten en … getalenteerde brainstorming 
op zoek naar alternatieve plannen. Stel je voor hoe plannen E en verder eruit zagen. 

3 | Een minimalistisch en adaptief simulatieontwerp 

De oorspronkelijke lay-out van de politieke simulatie van Europe3E is radicaal veranderd om 
aan nieuwe eisen te voldoen, met name de behoefte aan een ontwerp: 

-        Aangepast aan zeer kleine groepen (in het geval van een lokale simulatie met weinig 
deelnemers) maar flexibel genoeg om indien nodig een iets grotere groep te betrekken 
(in het geval van een bilaterale uitwisseling tussen twee partners); 

-        Minimale voorbereiding vereisen van zowel begeleiders als deelnemers, om te 
voorkomen dat partners en jongeren veel tijd moeten besteden aan de voorbereiding 
van een activiteit met een hoog risico om te worden geannuleerd; 

-        Dat kan worden geleid door een facilitator zonder eerdere ervaring met politieke 
simulaties, zodat medewerkers van partnerorganisaties met weinig of geen expertise op 
het gebied van EU-aangelegenheden de activiteit toch zelf kunnen faciliteren als de 
professionele facilitators van het YES Forum niet naar een bilaterale of lokale simulatie 
kunnen reizen om hulp te verlenen. 

-        Vermijd zoveel mogelijk te vertrouwen op online tools om te voorkomen dat er een 
kloof ontstaat tussen jonge deelnemers, afhankelijk van hun digitale vaardigheid. 
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Uiteindelijk was de resulterende politieke simulatie een minimalistische en nog flexibelere 
versie van het oorspronkelijke ontwerp. De hoofdstructuur bleef vergelijkbaar (dwz rollen, 
politieke fracties, reikwijdte van de simulatie, zoals uiteengezet in het derde deel), maar werd 
volledig omgezet in de volgende "bordspelachtige" set afdrukbaar materiaal om het gebruik 
ervan zo gemakkelijk en ongecompliceerd te maken, mogelijk in elke context. 

Dit "Europe3E Small Simulation Pack" is inderdaad zo ontworpen dat de begeleider en de 
deelnemers maar een paar pagina's met introductie hoeven door te nemen om de algemene 
context van de simulatie te begrijpen, vervolgens het volgende materiaal af te drukken en 
gewoon de instructies te volgen! 

-        Instructies : Stapsgewijze instructies die u tijdens de simulatie zelf kunt volgen, allemaal 
op één pagina en passend in een halve dag! (zie afbeelding 15) 

-        Tekstvoorstellen : twee ontwerp-"EU-wetten" welke deelnemers kunnen discussiëren, 
wijzigen en aannemen, met verschillende functies die het voor de deelnemers 
gemakkelijker maken om ermee om te gaan, zoals een zeer beperkt aantal artikelen en 
gemarkeerde delen die overeenkomen met de elementen die het gemakkelijkst kunnen 
worden aangepast in onderhandelingen (zie figuur 16). 

-        Rollenkaarten : een set kaarten die elke beschikbare rol voorstelt door middel van 
enkele basishints die deelnemers uit heel Europa kunnen herkennen dankzij hun 
bekendheid met de nationale politiek (zie figuur 17). 

-        "Woooo ben jij?" : Een document dat deelnemers helpt nieuwe schoenen aan te 
trekken door middel van begeleidende vragen en tips over hoe ze hun nieuwe rol 
creatief kunnen belichamen. 

-        Wijzigingsvoorstellen : sjablonen om het de deelnemers zo gemakkelijk mogelijk te 
maken om wijzigingen in de tekstvoorstellen voor te stellen. 
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Afbeelding 15: De definitieve "Covid-vriendelijke" versie van de Europe3E-simulatie gericht op 

de grootste eenvoud. De instructies voor de hele simulatie besloegen slechts één pagina!
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Afbeelding 16: De meest gewaagde tekstvoorstellen Jonge Europ3E-deelnemers konden 

onderhandelen. 

 

 

Afbeelding 17: De rolkaarten die werden gebruikt om deelnemers te helpen in hun nieuwe, 

rollenspelschoenen te stappen tijdens de Europe3E-simulaties van de EP.  
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