TRIE RIGETS RIERO
IMPACT

REPORT

N\

A vw * X %
* *
* *

*

:)Tgms !
* x x
R Co-funded by
the European Union



Rights Hero (Rights Hero- Promotion of the Awareness of the Convention of the Rights of the
Child through an Online Game, Erasmus+ KA220-SCH - Cooperation partnerships in school
education) is a project which aims to raise awareness on the United Nations Convention
on the Rights of the Child through the use of an electronic game. The electronic game is
addressed mainly to elementary and lower secondary school children. It is a game that is
intended to be played at school or to be discussed at school. It was developed in order to
become an attractive way to introduce to the children the content of the Convention and
is available in English, Greek, Italian, Danish and Romanian. The project has been
implemented by a transnational consortium comprising 7 organisations from 4 countries
(Denmark, Greece, Italy, Romania).

This impact report highlights the transformative effects of the "Rights Hero" game and
educational scenarios on students, teachers, and communities. Through engaging
activities, discussions, and interactive learning experiences, this initiative has empowered
students to become informed and active participants in society, fostering a deeper
understanding of democratic principles and promoting civic engagement.

This research was conducted on a sample comprising 3506 students and 177 teachers
from Italy, Denmark, Greece, Germany and Romania, offering a first perspective on
attitudes towards children’s rights and the impact of the rights hero game.

Key Findings:

° this initiative has led to increased
awareness and understanding of children's rights principles among students.
Through interactive activities and discussions, students have gained insight into
their rights and responsibilities as citizens, empowering them to advocate for
change and address social issues.

° Teachers have played a crucial role in facilitating children's
rights education activities, demonstrating creativity and adaptability in
implementing the "Rights Hero" game and related activities. Despite challenges
such as time constraints and curriculum alignment, teachers have shown a
commitment to promoting civic engagement and democratic participation among
their students.



° The Rights Hero game and educational scenarios have
had a positive impact on civic engagement and democratic participation, providing
students with the knowledge, skills, and confidence to participate meaningfully in
decision-making processes. By fostering critical thinking, debate, and advocacy
skills, this initiative contributes to the development of a more engaged and
participatory citizenry.

° While children's rights education initiatives have
demonstrated significant benefits, challenges remain in ensuring equitable access
and sustained engagement over time. Efforts to address barriers to participation,
promote inclusive decision-making, and sustain engagement are essential for
maximizing the impact of these initiatives and advancing children's rights
education globally.

Ensuring the long-term sustainability of the project is essential for maximizing its impact.
While the initial implementation has been successful in stimulating student interest and
engagement, ongoing support and resources are needed to maintain momentum and
facilitate continued learning. Collaborative efforts between educators, policymakers, and
developers are necessary to address technical challenges, update content, and promote
widespread adoption of the game in educational settings.

As we look to the future, it is imperative that we continue to prioritize children's rights
education and invest in initiatives that empower young people to become active and
informed citizens. By integrating children's rights principles into school curricula,
promoting teacher capacity building, and fostering partnerships between schools,
governments, and civil society organizations, we can create a more inclusive and equitable
society where the rights of all children are respected and upheld. Together, we can build a
brighter future for generations to come, grounded in the principles of justice, equality, and
respect for human rights.
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The rights of children are integral to a just and equitable world. The United Nations
Convention on the Rights of the Child (UNCRC), a milestone document ratified by nations
worldwide, underscores the significance of safeguarding children's rights, ensuring their
well-being, and fostering an environment where their voices are not only heard but
respected. The European Union, with its commitment to upholding these principles, has
played a pivotal role in shaping legislation that aligns with the UNCRC, striving to create
an environment where every child can thrive.

Within this broader commitment to children's rights lies the "Rights Hero" project—a
collaborative endeavor undertaken by a consortium of seven organizations spanning
Greece, Denmark, Italy, and Romania. This project has been meticulously designed to
target a crucial age group, children aged 9-14, with the aim of not only enhancing their
awareness of their rights but also fostering civic engagement and democratic
participation.

Recognizing the influential role educators play in shaping young minds, the project
strategically focused on enhancing the capacity of teachers to organize workshops and
discussions in schools. Central to the project's strategy is the "Rights Hero" educational
game, an innovative tool that captivates the interest of children while imparting crucial
knowledge about their rights.

As teachers implemented the educational game and scenarios in classrooms, their
feedback became the foundation for this comprehensive impact assessment report. This
report, a collaborative effort by the project consortium, is a key deliverable aimed at
policymakers, education stakeholders, headteachers, and professionals within the
educational sphere. It is created to serve as a testament to the tangible impact of "The
Rights Hero" project, providing evidence that not only validates its efficacy but also lays
the groundwork for future scalability and sustainability.

In the pages that follow, we delve into the nuanced impact of "The Rights Hero" project,
exploring the transformative journey from heightened awareness to empowered action,
as witnessed in the lives of the children and educators it touched.



The research design employed in this impact report is a mixed-methods approach,
combining quantitative and qualitative methods to provide a comprehensive
understanding of the impact of the "Rights Hero" project.

Mixed methods research is an approach to inquiry that combines or associates both
qualitative and quantitative forms. It involves philosophical assumptions, the use of
qgualitative and quantitative approaches, and the mixing of both approaches in a study.
Thus, it is more than simply collecting and analyzing both kinds of data; it also involves the
use of both approaches in tandem so that the overall strength of a study is greater than
either qualitative or quantitative research.!

Data collection instruments:

The instruments employed for data collection were carefully designed to align with the
research goals.

e INITIAL QUESTIONNAIRES for students completed before the workshop,
designed to evaluate the knowledge of the students on the topics.

e FINAL QUESTIONNAIRES for students completed maximum 1 day after the
workshop, similar to the initial questionnaire.

e TEACHER REPORTING to monitor the implementation of the workshops and to
identify the strengths and weaknesses of the proposed materials for future
improvements. Qualitative insights from teacher reports provide context to
guantitative results, offering a richer understanding of the project's impact. The
teacher reporting form serves as a feedback loop for ongoing improvement,
allowing the project team to identify areas of success and areas that may require
adjustments for future implementations.

Research questions:
e How does participation in the "Rights Hero" project impact children aged 9-14 in

terms of their awareness and understanding of their rights as outlined in the UN
Convention on the Rights of the Child (UNCRC)?

! Creswell, John W., and J. David Creswell. Research design: Qualitative, quantitative, and mixed methods
approaches. Sage publications, 2017.



e Inwhat ways does the project contribute to the promotion of civic engagement and
democratic participation among children aged 9-14?

e What is the effectiveness of the "Rights Hero" educational game and associated
scenarios in enhancing children's comprehension and retention of their rights?

e What are the key insights and feedback from teachers regarding the usability,
engagement, and overall impact of the "Rights Hero" educational game and
scenarios in the classroom setting?

The entire data collection process unfolded within a predefined timeline, synchronized
with the project's milestones. This deliberate approach ensured that both quantitative
and qualitative data were collected at key points in the implementation journey, offering a
comprehensive and timely assessment of the "Rights Hero" project's impact.

Participants in this study include teachers who attended the webinars organized by the project
consortium, implementing the "Rights Hero" educational game and associated scenarios in
classrooms. The focus is on teachers working with students aged 9-14 in schools across Greece,
Denmark, Italy, and Romania.



In this chapter, we delve into the national perspectives surrounding the impact of
children's rights, centering our exploration on crucial dimensions such as participation in
activities related to these rights. Through nuanced interpretation, we examine childrens'
knowledge of their rights, the attitudes they hold towards various statements related to
their rights, and the efficacy of the educational scenarios and educational game in shaping
childrens' perceptions and beliefs.

We closely assess the various educational scenarios in which children are introduced to
their rights, identifying potential areas of improvement and gaps in the transmission of
essential information. This examination provides a roadmap for refining the educational
scenarios to foster a more profound understanding of children's rights.

As we progress, we capture the changing attitudes of students in relation to their rights.
We explore instances where participants felt less engaged, aiming to identify the factors
contributing to disconnection, and conversely, parts of the educational journey where
they found heightened engagement.

In essence, this chapter explores the diverse landscape of danish, greek, italian and
romanian perspectives on children's rights, exploring the intricacies of participation,
knowledge, attitudes, educational scenarios, areas of improvement, and the dynamic
shifts in students' attitudes.

Data collection

This research was conducted on a sample comprising 57 students and 2 teachers from two
schools, one in Germany one in Denmark, offering a first perspective on attitudes towards
children’s rights and the impact of the rights hero game.

The Danish partner reported difficulties finding and convincing teachers to play the game
in their classes. Through the webinars and alternative outreach methods, only two
teachers could be convinced to implement the game in their class during the running
period of the project. Even though other teachers stated their interest in the game and the
related activities, multiple factors kept most of the teachers from participating in the
project.



e Firstly, the project timing with the implementation of the workshops at the end of
2023 collided with many of the teachers' plans and Christmas-focused activities,
furthermore, teachers stated that the preparation of a class around the game
would be too much work and that the topic is not as relevant for the curriculum
that they need to stick to in their class planning.

e Other teachers mentioned upcoming exam phases in the beginning of the year
which meant that they had to prepare the students for exams and had no time to
play the game in class.

e Teachers of 12 to 14 year old children found the game too easy and not educational
enough for children of that age.

The responsible organisation, Crossing Borders, has multiple theories as to why the
project and its outcomes did not reach the target audience as initially anticipated.

e In Denmark, a highly digitalized country, a big part of the school classes
incorporates digital teaching methods and the use of computers and iPads.
Therefore, the approach is not as new as in other countries and does not spark the
same interest in teachers as elsewhere.

e This also means that the market for free teaching materials is quite saturated and
more curriculum-relevant content or materials with higher graphic quality are
easily available for teachers. The Danish government openly provides teachers
with an abundance of teaching materials on their governmental platform emu.dk.

e Another theory is that in a privileged country like Denmark with the third lowest
percentage of children at risk of Poverty or social exclusion in European studies?
children’s rights might not seem as relevant to organisations, teachers and parents
in Denmark as in other countries.

Because of the lack of engagement from schools, teachers and non-formal educators,
despite continuous efforts from Crossing Borders, the Danish coordinator resorted to
reaching out to international teachers. A teacher from the north of Germany who works
for a private school, reacted positively to the invitation to play the game in class, making a
big effort planning a workshop and playing the game with his students. A teacher from
Denmark who participated in other Projects coordinated by Crossing Borders before also
showed interest and implemented the game with Danish students.

2 Children at risk of poverty or social exclusion,
https://ec.europa.eu/eurostat/statistics-explained/index.php?title=Children at risk of poverty or social ex
clusion



https://ec.europa.eu/eurostat/statistics-explained/index.php?title=Children_at_risk_of_poverty_or_social_exclusion
https://ec.europa.eu/eurostat/statistics-explained/index.php?title=Children_at_risk_of_poverty_or_social_exclusion

The lack of enthusiasm that the project faced in Denmark is building a strong case for
further research and self-reflection on the impact of the game and cultural/national
differences in the attitudes towards digital teaching methods in teachers and educators
and the market for such materials.

Initial knowledge of childrens’ rights

In the collected data related to children's rights awareness among different age groups in
Denmark and Germany, only 6% of the participating children were between 9 and 10
years old, the group of 11-12-year-olds marked 43,9% and 13-14 year-olds 49,1%.
Previous participation in activities associated with children's rights was reported by 43,9
% of the students, the majority of children either never participated in such activities or
could not remember. Children who had participated in previous activities were present in
all age groups. That the majority of children had no prior experience with children’s rights
was also reflected in the answers to the question if they could name any children’s rights.
The majority of the students answered with "I don’'t know”. Only 17 students gave
examples or suggestions for children's rights.

9-10 years old

11-12 years old

13-14 years old

0.0% 10.0% 20.0% 30.0% 40.0% 50.0%
Age distribution in the sample group

The five most frequently mentioned rights by the participants include:



e Therightto go to school/education
e Therightto asafe home
e Theright of food & water

The answers of the participants mostly reflected fundamental children’s rights.
Additionally, one child stated that everyone should be respected, which suggests a moral
perspective on the rights of children. That is complemented by the statement of another
participant who said that it is their right to be “protected by their family” which implies
underlying knowledge about the duty and responsibility of guardians and family members
to ensure the well-being of the children.

Regarding self-advocacy, 64.9 % of participants expressed agreement or complete

agreement with the statement, "l feel brave enough to protect my own rights and the
rights of other kids."

3,5 %
8,8 %

22,8 %
52,6 %

12,3 %

“I feel brave enough to protect my ownrights
and the rights of other kids."

When assessing their awareness of seeking help and reporting concerns, 66.7% affirmed
that they know how to do so appropriately. The positive disposition towards self-advocacy
is a promising finding, as this self-assurance aligns with the goals of empowering children
to assert themselves and contribute to a supportive community. However, further
investigation could explore the factors contributing to the low feeling of self-advocacy in
the other 33.3% that either did not agree with the statement or did not know.

Attitudes towards respecting other children's rights are notably positive, with 77.3% of
respondents agreeing or completely agreeing with the statement, "It's a good idea to



respect other children's rights." This shared perspective could serve as a foundation for
initiatives promoting a culture of inclusivity and empathy among children.

In terms of self-assurance in expressing thoughts and ideas, 56.1% agree or completely
agree with the statement, "l feel sure of myself when | share my thoughts and ideas
because | know that my voice is important." A special focus here should be barriers that
need to be overcome, so that the 43.9 % that selected “I don't know” or showed
disagreement with the statement, feel more empowered to speak and are more likely to
be heard.

Lastly, the majority of students (78.8%) express agreement or complete agreement with
the proposition that "Every kid should have the chance to go to school, no matter if
they're a boy or girl, where they come from, or what they look like." 73.5% agree or
completely agree with the statement that “it is really important to help and include
kids with disabilities so they can be a part of everything in our community.” Still,
several children disagreed with the last two statements of the preliminary survey or said “I
don’'t know”. This suggests that the reason for their disagreement needs to be inquired and
possible stereotypes need to be analysed, discussed and deconstructed in class and in
connection with the game's activities.

(German teacher)

1,8 %
7,2%
17,5 %
31,4 %
42,1 %

“itis really important to help and include kids
with disabilities so they can be a part of
everything in our community.”
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Childrens’ knowledge and attitudes after the activities

The game had a generally positive impact on children's attitudes, particularly in
self-advocacy, respecting others' rights, and understanding inclusive education.
Confidence in self-advocacy increased, although some students disagreed, indicating a
need for further exploration. There was a slight decrease in self-assurance in expression,
suggesting an area for investigation. The game effectively promoted understanding and
empathy towards marginalized groups, particularly children with disabilities. However,
providing more practical guidance on seeking help and reporting concerns and showcasing
ways for empowerment could enhance the game's effectiveness. Overall, while the game
showed promise in promoting positive attitudes towards children's rights, there is room
for improvement to maximize its impact.

After the activity, 69.3% completely agreed or agreed that they feel brave enough to
protect their own rights and the rights of other kids, in comparison to the 64.9% students
before playing the game. This shows that this positive disposition remained high after the
activity, and even increased slightly reflecting an improved confidence in self-advocacy.
However, it is also important to mention that 11,6 % of children stated that they do not
agree at all with the statement after playing the game, which is an increased number than
before.

1,6 %
0%
19,1 %
50,2 %

19,1 %

“I feel brave enough to protect my own rights
and the rights of other kids.”

The activity contributed to an interesting shift in attitudes, with a higher percentage
(11.5%) completely disagreeing that they know how to ask for help and report concerns.
The overall number of students agreeing or completely agreeing with the statement
stayed about the same. The difference becomes noticeable looking at the shift in students
reporting “I don’t know” in the initial study which was 21%, after playing the game this
number lays at 15.4 % but the number of students concretely saying they don’t know how

11



to ask for help increased. This could be an indicator that the game possibly does not offer
enough practical guidance on how to ask for help for students who were unsure and did
not already feel empowered before playing the game.

With 80.9 % a positive shift was observed in comparison to 77.3% before completely
agreeing that it's a good idea to respect other children's rights. Also to notice is, that after
playing the game no child reported to disagree completely with the statement where as
before the percentage for this answer was 5,2 %. This shows that the rights Hero Game
and the related activities highlight the moral importance of respecting other children’s
rights.

Interestingly, the activities implemented in the workshops contributed to a slight shift
towards more ambivalent and negative attitudes towards expressing thoughts and the
importance of the children’s voice. The main shift becomes visible when looking at the
answer option “I don’t know”. Before playing the game 28 % of students stated that they
did not know if they felt sure to share their thoughts and ideas because their voice
matters, after playing the game it was 62 %. This could imply many things. Firstly, it could
indicate that the children do not feel like they are being empowered and inspired enough
by the game’s scenarios, gameplay and answer options. This shift in attitudes could also be
more related to the activities conducted around the game or/and the small sample group.
Nonetheless, this category is worth exploring further. So far the insights for the reason
behind this shift are very limited.

3,9 %
0%
62 %
30,8 %
3,9 %

“I feel sure of myself when | share my thoughts
and ideas because | know that my voice is
important.”

The opinions about inclusive education stayed roughly the same while the attitudes
towards the inclusion of children with disabilities changed positively post-game and
activities. With 80.7% compared to the previous 73.5%, 7.2 % more children agree or
completely agree that it is important to help and include kids with disabilities so they can

12



be a part of everything in our community. This highlights that especially the topic about
the inclusion of children with disabilities created a heightened awareness in the children.

‘A male students e.g. noted that he would like to see playgrounds
have additional sections for disabled children for them to play next
to other children and feel included, also stating that this way they
might avoid injuries by not trying to play with the wrong
toys/contraptions” (German Teacher)

Idon'tagree atall 3,9 %
Idont agree 0%
15,4 %
lagree 34,5 %

462

“itis really important to help and include kids
with disabilities so they can be a part of
everything in our community.”

Adding on to the quantitative data collection, qualitative observations identified in the
teacher reporting forms offer useful insights into the experience of using The Rights Hero
Game and Manual in the two classes.

The teacher observed a noticeable shift in the students' attitudes towards children's
rights after playing the 3D game. Students demonstrated a heightened awareness of the
issues presented in the game and actively considered potential solutions. For instance,
one male student suggested incorporating additional sections in playgrounds for disabled
children to promote inclusivity and prevent injuries, indicating a deeper understanding
and empathy towards the rights of all children.

13



Through engaging with the game, students gained insights into various aspects of
children's rights. Particularly impactful were scenarios within the game, such as children
striving to improve their circumstances and instances of educational deprivation due to
cultural practices like early marriage. While it's challenging to quantify the exact impact,
these scenarios prompted meaningful reflection and dialogue among the students,
enhancing their understanding of the complexities surrounding children's rights.

In summary, the teachers noted positive changes in the students' attitudes towards
children's rights following their interaction with the educational game. Students not only
enjoyed the activity but also demonstrated a deeper understanding and empathy towards
the challenges faced by children worldwide, as depicted in the game's scenarios. This
suggests that interactive gaming experiences can be effective tools for fostering
awareness and promoting discussions around important social issues such as children's
rights.

=

M

Educational game & scenarios: most engaging aspects

The incorporation of educational games into the learning environment has proven to be
effective for engaging students and fostering a deeper understanding of complex subjects.
The teachers implementing the game in Germany and Denmark showed creativity in
applying the scenarios from the Teacher’s Manual and creating their own activities. One of
the teachers chose to implement a debate and a reflective writing activity in the class
following the game due to time constraints and a lack of specific lesson materials provided
in the guide.

14



Recognizing the mixed nature of
the lesson, blending elements of
politics and English, the teacher
crafted their own materials to
facilitate language acquisition
and reflection on the game
content. Students engaged in
writing reflective essays in
English, adopting the perspective
' of the player character and
reporting the situations
encountered in the game in a
detailed way. This approach
aimed to encourage critical
thinking, language development,
and deeper understanding of the
game's themes within the
constraints of the available resources and class context.

Scenario 5: Why is the integration of children with disabilities important? (Discussion)
Scenario 6: Are girls allowed to go to school? (Discussion)

Scenario 10: The return on planet Spork (Creative Writing task)

Scenario 16: Sexual harassment (Discussion)

Overall comments:

Overall, students thoroughly enjoyed the activity, comprising both the educational game
and the accompanying scenarios. They quickly grasped the game controls and actively
participated in discussions related to the topic after playing the game. Despite some initial
criticism regarding graphics, they found various aspects of the game intriguing,
particularly the voice acting and special abilities that enabled them to interact with the
virtual environment in novel ways.

(German teacher)

Based on student reports, two specific cases from the game appeared to have left a
significant impression on them. Firstly, the child labour case in the game where children
were striving to improve their circumstances resonated deeply with the students.
Secondly, the scenario involving a girl being denied education and instructed to remain at
home due to an impending marriage also made a strong impact. These instances likely
prompted students to reflect on issues such as child labour, gender inequality, and barriers

15



to education, fostering empathy and awareness of the challenges faced by children in
different contexts.

Educational game & scenarios: areas for improvement

The educational game and its scenarios have shown considerable merit in engaging
students and fostering awareness of children's rights. However, upon closer inspection, it
becomes evident that there are areas that need to be considered in further development
of the game and that are ripe for improvement to make the game more impactful.

In considering feedback from both students and educators regarding the educational
game focused on children's rights, several key areas for improvement have emerged.
Firstly, in terms of gameplay and functionalities, it has been noted that clearer instructions
are needed for utilizing special abilities within the game. This would help prevent
confusion among students and ensure a
smoother gameplay experience.
Additionally, adjustments to audio settings,
such as lowering ambient and music
volume, have been suggested to enhance
comprehension of recorded materials and
minimize distractions, ultimately improving
the overall learning experience.

Secondly, concerning game materials and
topics, there are several avenues for
enhancement. It has been proposed that
the initial context of the game could be
enriched by integrating historical or social
background information related to
children's rights, alongside relevant statistics and facts. This would increase the
educational relevance of the game and provide students with a deeper understanding of
the issues at hand. Furthermore, incorporating real-world cases and prominent voices
within the game has been recommended to foster authenticity and deeper engagement
among students. This could be achieved through verbatim theater-style narratives or by
highlighting connections to sustainable development goals.

Another suggestion for improvement is the introduction of a "Stats and Decisions" screen
at the conclusion of the game. This screen would summarize students' choices and

16



convictions throughout the game, providing a gratification system for their efforts (e.g an
automatically generated certificate) and would have been useful for facilitating later
reference and class discussions. It is also a tool the teacher can use to measure the
learning effect. Additionally, enriching the game with diverse media formats, such as video
clips, narrations, official documents, or interviews, has been proposed to provide multiple
avenues for student engagement and enhance the overall learning experience.

Furthermore, it has been noted that the cases presented in the game could be made more
concrete by incorporating true stories with specific details. This would help students
better understand and relate to the abstract concepts of children's rights. Finally,
implementing assessment mechanisms within the game, such as challenging situations or
moments of truth, has been suggested to test students' understanding and enhance their
learning experiences and motivation.

In summary, by addressing these areas of improvement, the Rights Hero game can become
more effective in engaging students, promoting awareness of children's rights, and
facilitating meaningful learning experiences within the classroom. Additionally, the
incorporation of a better gratification system for student achievements would further
enhance the overall impact and effectiveness of the game.

17



Data collection

This research was conducted on a diverse sample comprising 816 students and 43
teachers from various educational institutions, offering a comprehensive and
representative perspective on national attitudes towards children's rights.

Initial knowledge of childrens’ rights

In examining the data related to children's rights awareness among different age groups in
Greece, notable patterns emerged. Participation in activities associated with children's
rights is distributed among age groups, with 32,6%, 54,8%, and 12,6% engagement rates
for 9-10-year-olds, 11-12-year-olds, and 13-14-year-olds, respectively. This suggests an
increased engagement as children progress from 9-10 to 11-12 years, followed by a
decline in the 13-14 age group. Further investigation into the reasons behind this
fluctuation could unveil factors influencing children's participation at different
developmental stages.

9-10 years old

11-12 years old

13-14 years old

0.0% 10.0% 20.0% 30.0% 40.0% 50.0% 60.0%
Age distribution in the sample group, Greece

The five most frequently mentioned rights by the participants include:
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Food & Water
Play/Entertainment
Housing

Freedom

School

These rights underscore fundamental concerns articulated by the sampled children and
the priorities reflect not only basic necessities but also aspirations for personal
expression, recreation, and education. Policymakers and educators can leverage these
insights to tailor interventions that align with the voiced needs of the children.

Regarding self-advocacy, 73.6% of participants expressed agreement or complete

agreement with the statement, "l feel brave enough to protect my own rights and the
rights of other kids."

1%
5.5%

bmpletely agree 32.3%

“I feel brave enough to protect my own rights
and the rights of other kids."

When assessing their awareness of seeking help and reporting concerns, 78.6% affirmed
that they know how to do so appropriately. The positive disposition towards self-advocacy
is a promising finding, as this self-assurance aligns with the goals of empowering children
to assert themselves and contribute to a supportive community. However, further
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investigation could explore the factors contributing to the varying degrees of
self-advocacy across age groups.

‘A special moment was when we discussed harassment and safety
online.” (Greek teacher)

Attitudes towards respecting other children's rights are notably positive, with 89.8% of
respondents agreeing or completely agreeing with the statement, "It's a good idea to
respect other children's rights." This shared perspective could serve as a foundation for
initiatives promoting a culture of inclusivity and empathy among children.

In terms of self-assurance in expressing thoughts and ideas, 64.7% agree or completely
agree with the statement, "I feel sure of myself when | share my thoughts and ideas
because | know that my voice is important.”

Lastly, commitment to inclusive education is evident, as 87.5% express agreement or

complete agreement with the proposition that "Every kid should have the chance to go to
school, no matter if they're a boy or girl, where they come from, or what they look like."

1.4%
I don’t agree 1.1%
) rcontioon R
18%
icompletelyagree JID 69.5%

“Every kid should have the chance to go to
school, no matter if they're a boy or girl, where
they come from, or what they look like."
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Childrens’ knowledge and attitudes after the activities

Analyzing the data on children's knowledge and attitudes post-participation in activities,
notable shifts in their awareness and perspectives come to light. The activities seem to
have had a notable impact on the children's understanding of their rights, particularly in
the context of various scenarios presented during the game.

The comparative analysis before and after the activity reveals a significant increase in
awareness regarding certain rights, notably in the domains of housing and school. The
scenario addressing no labor witnessed a noteworthy surge, becoming the most
recognized right after the activity. The core rights related to basic needs, such as housing
and nutrition, alongside the right to leisure time and games, maintained a consistent level
of recognition both before and after the activity. Other rights, including health, peace, and
family, showed minimal fluctuations, indicating a stable baseline understanding among the
participants.

A striking observation is the reduction in the percentage of students claiming "I don’t
know," especially evident before the activity. This decline post-activity suggests an
enhanced comprehension of their rights following the engaging educational experience.

Before the activity, 42.3% completely agreed that they feel brave enough to protect their
own rights and the rights of other kids, with an additional 40.4% expressing agreement.

This positive disposition remained high after the activity, reflecting a sustained confidence
in self-advocacy.

2.2%

1.5%

13.6%
40.4%

42.3%

"I feel brave enough to protect my own rights
and the rights of other kids."

21



The activity contributed to a positive shift in attitudes, with a higher percentage (46.7%)
completely agreeing that they know how to ask for help and report concerns. The overall
agreement increased, indicating an improvement in their awareness and confidence in
addressing potential issues.

A substantial shift was observed in the positive direction, with 72.1% completely agreeing
that it's a good idea to respect other children's rights. This emphasizes the influence of
the activity in fostering a deeper appreciation for mutual respect and inclusivity.

“They realized that even within the classroom there are differences in

behavior. The simplest, others are more shy, others more sociable,

more fearless, more scared.” (Greek teacher)

The activity contributed to a slight shift towards more positive attitudes in terms of
feeling sure of oneself when sharing thoughts and ideas, with 29.8% completely agreeing.

Post-activity, a robust consensus emerged, with 72.8% completely agreeing that every kid

should have the chance to go to school, demonstrating a heightened commitment to
inclusive education.

15%
15%
) corriow  JBRE
18%

| completely agree - 72.8%

“Every kid should have the chance to go to
school, no matter if they're a boy or girl, where
they come from, or what they look like.”
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Beyond the quantitative shifts, qualitative observations identified in the teacher reporting
forms offer valuable insights into the children's evolving perspectives. The activities
prompted considerations that had not previously been contemplated, such as the nuances
of child labor and the inclusion of children with disabilities in communal activities.

The enhanced sensitivity towards scenarios involving people with mobility disabilities,
changing attitudes towards refugees, and a growing awareness of real-world rights
infringements showcased a positive evolution in the children's understanding of social
issues.

In summary, the post-activity data suggests that the interactive educational experience
played a pivotal role in refining children's knowledge of their rights and fostering a more
nuanced and empathetic perspective towards various social challenges. The observed
changes in attitudes signify a potential long-term impact on the participants' approach to
advocating for and respecting children's rights.
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7/

Educational game & scenarios: most engaging aspects

The incorporation of educational games into the learning environment has proven to be an
effective tool for engaging students and fostering a deeper understanding of complex
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subjects. As we analyze the most engaging aspects of the educational game and its
scenarios, the feedback from students and educators provides valuable insights.

Scenario 1: Are the children allowed to work?

Scenario 1 emerged as the most captivating for the students, who demonstrated a keen
interest by posing numerous questions seeking clarity on the concept of child labor.
Students, initially perceiving child labor as an unreal phenomenon, found the scenario
eye-opening, acknowledging its existence and relevance in the real world.

Scenario 4: Can everybody play in the playground?

Scenario 4 was chosen by students due to their desire to contribute to helping children
with special needs.

The scenario effectively conveyed the message that playing is a universal right for all
children, irrespective of their physical condition.In one particular case, the impending
creation of a new playground near the school heightened the relevance of the scenario,
aligning with the students' immediate surroundings.

Scenarios 5 & 2: Why is integration of children with disability important?/ What should | do?

The selection of Scenarios 5 and 2 coincided with the World Day of Children with
Disabilities, offering a timely and relevant educational context.

Aligned with the class subject, the scenarios contributed significantly to the development
of children's