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ContexttthaVhiynt ernal training

e EU Vi deoa oGeenets i s dembircoavtiendg tca vi ¢ educat.i
ross Europe bheenhgntahgand pedagogi cal cCo

rkers. 't i s firmly root ebdasiend tlheea rrneicnogg n(i GH
|l evant and effective in modern youth work.
teractive, and saf ey oaumvgi rpoenonpd net sc awmh enraet ur al
sent icaelnt2ulrsyt skill s, i nclsodinmgngompkexipabdhb
operation, ang,dwhi t & alddresadc ng educati on
ereby making | earning both purposeful and

key strategic choice for tbde pampectensiD

proach is cruci al because it drastically | d
vel opmeutti.liiBsyi migt i ve, visual platforms, you
sign and prototypespgéecmiifri owad woattiexr al game
eding traditional programming skills. This
cessible, enablcimp@atwiodhermanplaftaster depl oy me
ols horpesopl e.

i's internal training workshop, direethygsuf
dcdontent, guerdeed as a manlaitlodiyng ampaas arye. I
necessary exchange between technical exper:t
rtner organisations. The primary objective
ality | evel ofevexiperstkiidd samdcrroesls the conso
chnical understanding and pedagogi cal alig

age of the project: the coll aborative creat

erefore, the workshop guaranteed that the

devel oping -t mpattnahtehigbtual out puts of
oja&md ensuring that each organisation recei
cessary to not only creatgailde mode¢h gacey

rkers in the creation of video games duri ng


https://eu-videogames.eu/?sdm_process_download=1&download_id=1379
https://eu-videogames.eu/?sdm_process_download=1&download_id=1522
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Overview of the training ses:

e EU Video Games internal training session
ading this result, welcomed 2 individual s
er 3 days of presentations, discussions anf¢g
chniagmudksexperi mentation. This report ai ms
tcomes of this workshop to allow youth orgaeé

ain youth wodkegamendesi gn.

LocatMonmrmis, Bel gium

Dat etst:otMovember 2025 (2.5 days)

Tar get aurdiit @emnec egiame designers experie
Tool s:Gesmedlly & RPG Maker MV
Partici@tawlp gnowp of 4 participants pe
involving 1 participant from each partr
GoaTrapirnoj ect padtoueths warkkerbkittle to

design experienceknowldedgee opnd hgr acti ca

create short educati onalcowied gm npea mesy i wns

Expected outcomes for each partic
V Produceioat, functional ngdmeli pgotaot y me
guesatnsdd an ending scene, using either
V Demonsta actleerader st anbdasnigc offame desi,gn ¢

including objectives, rules, flow, che

V Appl y sgiampel emec hsamé¢le sas iiwjttelyyraacntchi ng c

dr agndlr op, eventonhdi ggenand praulhtsi medi a

i ntegr.ati on
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I Learniyd®wi rPg:tactical application of pri

Pedagogi cal approach

the creation of concrete content.

I Guided expbBbbebpgst ep: i nstructions with
adapted ongoing guidance.

I Peer <col | avuortaitliionng:u a | and intercultur
di fferent organisations and backgroun
I Sholrdop protBxperiin@ent al creation, tas
feedback and iteration.

i Reflection and PMeesengatitoonof the fi

\discussions about the educational pot




| Det ai |l ed pr oagrta mmd
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Programme overview

I Day 1 (9:30 amMlinorbd8@tpmh & tool f ami
I Day 2 (9:30 amAdeoabhce@rem)ti on & exper.
I Day 3 (9:30 aamjdRreskh:it@f itome & eedllitesct i ¢

Dayodllntrodutoobnf&miliari sat.

ICEBREAKER & DIAGNOSIS

= Which video games do you know and like? ? ’
= How often do you play video games? e © 4 :
= What types of games do you want to create? o

= Have you ever created interactive digital content?

= How confident are you in your digital skills?

| cebr e kdckiragnosi s

The workshop started wiatlgl @abmailcebrrgalsi sahadc
assessing participants' experience and knowl
creators, to adgaguat@baelceg adhdaptal anScoemet he gr ou
participants sipdrapadmdrdegtul| maé pollfat f oamaeasr ati v
games), bud megseehaed digital cdo mptreenvtu se(adn lyy

Genially with basic interactions).

Pl aytesting
Particpbawdgames selected by EGLE from anoth

examples of what could be created for this p

aimed to |l earn, with similar restrictions and¢




The selected gameSL (romeethe

| 0The Crow and theoEfelaaedGeawiifahlrlty)
I ov0cds JodTmeylédfeat edRPWG tMaker MV) .

Group division
Participants were asked how confident they a
based ogmaméie they explored and their previous

di vi ded i nbtaos eggor oaurp st heitro reemspuoresddhat the pair

bal ance of skildl l evel s. Each main gr egurpo ufposc
consisting of duos with one individual from
P1 or P2 next to their respective | ogos).

B\t

El

@ N
\
|l ntroduction to game design principles

INTRODUCTION TO GAME DESIGN

“A game is an interactive system where players achieve goals within a

set of rules, receiving feedback as they act.”

For example: :#
Godal: Place the puzzle pieces ﬁ j

Rules: They have. to be a different The player acts The game reacts

colour than the one next fo them.

Feedback: A green fick appears when correct,

a red cross appears when incorrect. Once all

pieces are placed, the next level is unlocked. Feedback



https://d-esl.eu/
https://view.genially.com/65f315e70b2b100014bc4299
https://d-esl.itch.io/v0cs-journey-2

THE FLOW OF A GAME

Each step of the game should be: v Challenging and more difficult than
the previous one, to avoid boredom
v' Accessible, to avoid frustration

v' Justified, to avoid demotivation

Context & Challenge
goals Difficulty 1 reedbacic
Chadllenge Resolution = -
Difficulty 2 “Final boss” onclusion
COMMON MECHANICS

Most games involve the same core mechanics:

< Narrative framing & character-based plot

“ Missions, quests or tasks

“* Achievements & rewards
“+ Maps or interactive visuals
+ Dialogue sets or choices
% Set or tfimed events

“+ Feedback through text, sound or visuals

GAME DESIGN PROCESS

v Define one clear main goal or quest.

v' Pick a simple mechanic to start with and build from. O‘/’

v" Create 3 key moments: Introduction - Challenge - Feedback.

v Keep it clear, meaningful and relevant. ig@
v Test, observe, adjust: your first draft will be modified many times.

v Test your final version with external people to identify flaws E

and improvements.




FEERMARER Y

= Story-driven adventures

@ genially

Interactive visual presentations

("PowerPoint on steroids”) = Event-based game creation using visual

» Multimedia integration commands and basic scripting

= Branching pathways through clickable = Built-in character and dialogue systems

elements * Tile-based map creation tools

= Wide range of features with S’CAPE fools Best for: Historical role-playing adventures,

Best for: Interactive dialogue, decision- character-driven stories, quest-based

making, visual quizzes, clickable maps. games, policy & community simulations.

EGLE presented the gl obal principles of game

feedback | oop, flow and core mechanics, al ong
game engines that would be used throughout t
attenti ver antded ntend expected to have specifi

applying these principles in practice.

Task olool Tsetup & guided exploration

NOW IT'S YOUR TURN!

Task 1: Replicate a simple intfroduction scene.

Use the files in the shared “Task 1 — Introduction” folder.

Create basic elements, Create basic maps, characters

intferactions and fransitions and events
Participants were instructed to | aunch their
Dropbox folder with all the relevant document
i nstr ufcari olhassktheywhiothowed to start familiar

tool and its key features by cr eatbiarssg canreliemte



(buttons, text boxes, maps, characters) and

transitions, dialogues, mUdheypwer&ledi cast ekey

and got i mmersed in the task, exploring beyo

wi der variety of elements in their introduct:i

TaskPr2acti cal devel opment & scene buil d

SCENE BUILDING

Task 2: Replicate a quest: talk to an NPC, find an object, unlock a door.

Use the files in the shared “Task 2 — Scene building” folder.

Explore S'Cape tools and Explore game assets and

create the first quest create the first quest

Onceeyhhad finished drafting tpRheitmeirst sddudtei
the first quest, involving an interaction wif
to unlockh$'uGameg"Btro"dalar Geooboaimbyp ewemtosndi ti on
branches for RPG KWMaket hEVY)Y i méheeyxolloirleernthye tem

beyond the instructions, adding ani mations a

With 2 hours ahesdmpdr tsichepldh®esawot edngs&n3T

and had built a caemayoeatles .s tlotr yt haantd st age, EGL
partners would be faagdmeteafli nati skbaa pl anned
t hat, pamdehards achi eved thatexmest édr, etahcehy twaos
be able to start working on the other engine
wor kshop, so that each participant woul d have

wi t h ,clpesarrsgouni da.nc e



TaskPr3actical devel opment & scene buil d

Task 3: Replicate a mulfi-task quest (mulfiple choices/actions.

Use the files in the shared “Task 3 — Scene development” folder.

Explore interactivity Explore movements and

and additional tools conditional branching

By the end of Day 1, each group had explored
for DayAs2 observed, particguipcaknltys gweawve cadn fei deo

tool sexaman dt hoemixrpect ati ons by exploring beyond

This shbwedthe engine selection and instructi
gui cknder st ood and properly harnessed, all owi
concrete applicatdcmmataindi tgy .eat er

Debrief & peer exchange

DEBRIEF & PEER EXCHANGE
|
= What have you learned? ? 2
e o :

= What were the challenges or difficulties

you encountered? e

®
= What else could be done?
= What do you wish to develop, explore or
create on Day 2?
At the end of the day, partners expressed t ha
confident in their ability to create interact
struggled a bit more to get 1 mmersed in the

basikey tnd@@drshe need to fully grasp those ag




educational amadntceOethtervepartners, however, ha
creative adwemptewrieal |l y those working with RPG
more creative exploration and reassurance t hié

|l i ke an actual video game.

It seems relevahit pPpaekbwpeewbh&tng on t helier ga
pl anmadaks tfhelyl owed theireawhorkeythm foancti

the engiemecsh duo taking breaks whenThhey tkrReét

expected schedule was essentially a global g
readapted to the needs and -gprroeufper esnoc eass onfo te atq

t hiwmreative and exp|l owhtcbhbndpfbeesd across th




DaydRdvancedreati on & experi.l

Brainstor ming: Educati onal concepts

Wh i

training session was to enable partners to

vid

Us i

games, drawing on the dkriilng theywadekehoped

Some participants had included relevant weduca
Day 1 while others had focused on the mechani
educational constraints, acknowledging that
educational experti leemyc eeromm confident i n thei

wi t

|l e the workshop focused on developing

eo games focused on civic education, EU
ng an empty Power Point slide as pa olpasied,
ection of scenarios and story ideas to

uationscawdcteaphcs through short wvideo

pired another, and each expoéomriend Pplheient upd

h the features of the selected game engi ne

a [

all

e N (

r

BRAINSTORMING

Short game scenarios for civic education:

Simulation of society: importance of voting, impact on minorities (“world where women

don’t have a voice”)

Democratic elections with historical characters: travel through time, collecting pieces of

a puzzle from each character to build the story

Time travel “Christmas Carol”: impact of decisions and consequences over time
Travel across maps between islands: basic civic topics about EU

Build a community based on specific morals and rules, fake news & misinformation

Restore a community/town after mayor has disappedared

t



MAKE IT EDUCATIONAL

.
s? Doubts? Needs? o

» Establish seftings based on target groups’ level and needs.
» Define objectives, educational theme and key concepts.

» |denfify a learning goal for each quest.

deas? :
estions? | °

Any thoughts? Sugg

Concer

NotA:recap of Day 1's achievements and expl or
objectives wihe 9t amtnetbhue daiye t o schedul e ada
participants' faster progress and the extensi

end of Day 1, we skipped the recap and start g

TaskCodmpl et e prototype devel opment

WRAP IT UP!
|

Task 4: Replicate a consolidating quest and potential ending scene.

Use the files in the shared “Task 4 — Consolidation and ending scene” folder.

Develop interactivity Develop visuals, movements

and drag-and-drop and parallel events

As expecatreedn,erps expanded fr om tahned ipnrsa prouscetde d
addi tional el ements to theirTheeGesi alnldy egrdo
to finish their full gamas ehel key fbhanot éenpsoc
been fully exqlagr ech WDyymi2d so t he |pastttarct pan
expl otrhengf i maRPGaM&lser MV to develop their di

|l earn how to use a more technically demandi ng




Task 5: Finishing touches

Task 5: Finalise 3 main quests and a potential ending scene.

Use the resources in the “Useful resources and tools” file.

Finalise your introduction, 3 quests and ending scene.

Through an iterative procetses,i mardvei pradtsdave
step of thefrogamee introduction to thheendi

mechanics antocbnamahdlser ent and compl ete expe

Al | par twecriepaanbtlse t heséenakeasbheéeer t han sepxepnedcitne
the rest of Day 2 on building the story, maki
vi sual s, ani mati ons, additional conditions o

each of the previous tasks.

Partici paoupg L nwho had finished their Genialdl
the basics of RP&GeMaokKemwhMVcwenpani eldeciloy | eague
i ®roup 2 (as RPG Maker MV can only be used b
accountsjo that they wouldn't explore a more ¢c
' i mit without expefTheynwceiddgmotdaaomceate concret
earned a basic understanding of the engine,

more confidence.

Not €€his | ast task was originally planned for
on Day 2 to match paAstiaclilp gpnatwst'enrerrizsystklerd., conf
thewi shed to continue woukingg ohet eedr offambde
regul ar breaks based on their itmeirei d€waslanhme ad
the end of Day 2. |1t was decided that the mo
dedi cated to showcasing partners' games and

| ear netdo wsxe ftehwo hour s more efficiently with




Day 0Br esent athieersudft s & refl e

Showcase & peer feedback

To match the participants' rhythm, as al/l h a ¢
the |l ast few hours of the workshop, across t
dedi cattoedshowcasi nghthepgamesicpa&mt ®dhaacnd gat h
othersdé6 feedback to identify the positives a

throughout the workshop

Each partici paapl goytehsreonutgehd o fg uti de inrg od rhe,r s t
story and mechanics, reading key dialogues o
solutions, discussing the potenti al choices t

explaining some deci.sions or references

With the following questions in mind, other fj
were showecms ey come)] i metghhe creati ve choices a
educational applications of the mechanics t ha
to find inspiration from and shari Oyeampreci
partnersawessket&ddeach game for different reas:/(

clear potential to be enhanced and turned i nt

days of wor k gamd itome oifntpeedagogi cal concepts.

SHOWCASE & PEER FEEDBACK

Let's see what each group has created!

= What are your thoughts and ideas?

= What do you wish to work on or improve?

= Which resources do you need to go beyond?
= Thoughts on clarity, content, learning potential,
flow and implementation?

To keep track of what has been done, place
= Any feedback is welcome! your RPG Maker MV files and Genially links

in the Dropbox “Workshop resulis™ folder.




To keep traces of the results, all the games

Additionally, EGLE recorded theislkowamasetans ese

shared across partners' soci al medi a pages a

accomplishments in the past 2.5 days.

Notlkt was observed that somevopd&rotnigctihpea mt sg acnoe
beyond the all ocated ti me, spending addbDéay o8e
as weo lexpl ore more features and refine vVvisua
demonstrated that the experience not only se
enabl ed personal i nvest ment and passion in di

originally hadenobnekpesi omai n.

e ——

W satacy; (966, volovediRL: €151 ::

et salary: (96, Emptorer CEBL: €1S18.85
BORE] et satary: €1000, drplopec Gost: (1526
R L\ Lalay: €000, Employer GBt: €150

Salaey i3 41500 colculate
L‘:ﬂ:"'::‘q\wﬁ gt net (after tones)
[0 the totalicast tor the employer?




Choose wisely.
ituation: A man smokes around the children.

Great job! You found the
password, you're ready for
takeoff! &

-

A powerful vehicle used to G:O0OsU:LP A large celestial body
travel from Earth into outer orbiting a star, like Earth
space 2 orbiting the Sun

r

Move the painting

o~ W . A huge collection of stars, . .
Aperson tisined (o ”-A - ¥ Z planets, and dust held LOOk bEhlnd lt
and work in space §

together by gravity

Oh, what is it?

Rope

I guess it's me. My friend, the druid told
me to find an eff..sorry to find you.
Can you help me become human once again?




Fi nal debriefing: Refl ecti on
To end the workshop, once all the
di scusséarttot heir experience, key

some had difficulties harnessing

their games duri(mhgspéaceci dlilrstGCGsdaepshlwi tplrar&e rcii

were now confident in their abil
However, as the focus of t he work
educational el ements would stil

bet ween experts and edoh ¢dme nkexd

A list of wuseful resources and to
had explored was provided by EGLE
availability if participants had

deisgn process after the workshop.

the basic f

& di scuss

resul ts hagd

takeaways

ty to creat g

shop was on
require pr aod
i gnemps of t
ol s to expa

, along wit

any difficul

REFLECTION & DISCUSSION
|
= Which skills have you acquired in the last 2 days? ? ’

= Which challenges or difficulties did you face? o ©

= What could be the next steps: how to integrate educational

content (fiches and guide) into the prototyped mechanics?

= Are you confident in your ability to create the WP3 model

games with these engines?

= What do you need to feel confident in video game creation?

THANY .U FOR YOU
Keey “ning and




| IPlo.smor kshop | earn

& feedback col |l ect
A N

Poswmor kshop | earning process

Foll owing the pmorntksxsh@mnts were instructed to
on their own: membewhso ohadGrfoaucpu slewde roen aGekneida Itlq
continue exploring RPG Maker MV,whaon dh ande nchreerast
RPG MakeweM¥, as@edx Bleminal | y, by applying the
1 and They were given a deadline to provide t

their pgpamehe same folder as the workshop res

It is worth noting that several participants
as wel |, reinforcing the idea that the techni
are accessible enough for beginners with no ¢

qui ckly and enable creative exploration and

While the results of this process were | ess ¢
the workshop, they showcase participants'’ und
principles that were explored together in pe

apply phbeeiples on theiersowngwi dlaoacte,i n hank:

resources and clarifications that were provi d

Participants' feedback

Al | the workshop pGooglce plaot ms fi o6l ®ldarnea their
appreciations, needs and recommendations rig
of t hewoprokssshop | earning process. These for ms
guestions, with a scale fromdl "tAob s5o,| ubteetlwe"e n
open questions that allowed participants to

i mprovements to the workshop process, resour ¢




Conclusions and observations based on

The analysis of the workshowoekshoptfeadbacins
that the training successfully met its pri ma
confidence and conmpede ncieden ghaome creati on. I
evaluatiwoinommuaisr e, al l respondents rated thei
wor kshop at 4pooirnt5 sochnalae,5 i ndicating a unifor
the experience. Siwuorlkasrhop fiene dbhaec kp,0sal | resp
that theywdf eodl amrdo sati sfisedewi theatbedgaahd

expressed a desire to continue working on the

How satisfied were you with the

10 responses

6 6 (60%)

4 (40%)

0 (?%) 0 (0%) 0 ((‘J%)

A cl ear pr ogrpeesrscieoinv e dn csocemhpfet ence can be obse
comparing responses related two rpkrsihoorp kcnoonw  ieddeg
Before the workshop, most participants rated
creation at the IcaveX dnwhefettBeaster the wo
respondents reported higher | evels of knowl ed

selecting values of 4 or 5-enlikdsrebBpbhses seaf

i ott all owed me to understand how mechanics,
am proud of the progress made in such a shao
initial | evel 6of experience

I ol now have a much c¢cl earer and more operat.
principles. The workshop hel ped me see how
interact to create meaningf ul educational S

i 0The workshop provided a solid foundati on,

steps for creating simple prototypes and ex




How much do you know now about how to creat

10 responses
6

5 (50%)

4 (40%)

0 (0%) 0 (0%) 1(10%)
0 \ \
1 2 3 4 5
Sever al participants explicitly referred to 4
transformed into confidence t-bmoagphr dhebstr uc
comments align with facilitatorsd observatio

as the workshop progressed.

0]

Evaluation responses also indicate a high |
bet ween guidance and creative freedom. I n t he
respondents rated the quality of content, e X f

whi | e agtuavlei tanswers highlighted t:he value of

I ol have | earned that game creation is not o
process that requires clarity, reflection,

| 0The hamdsreation of small test games was t
all owed me to aplpeéyr whmg il mwadi atel y. o

| OWe | earned from each other by experimentin

all owed for efficient skills exchange aotnd
i oAt first, we followed the instructions ste

skills webdbve |l earned to make something crea

Participantsd feedback: strengths, rec
Overall feedback emphasised the clarity of t
relevance of the tools andAMlgaretiquapaniyf of mé @ ¢
they felt supported and adequately guided by

remote -tpl pbwsiendi cating that the trainer's r

I 0The guidance was very well prepared and wa

people doing it for the first time.©é




I 0The

exampl es

how di fferent

Howeveeaer
i mbhe
hi ghl i ghneed

I oThe

teambuil ding

ot her

Concerns wer

recommendat.

morti me dedi datsedssoons and reflection:
i oThe 1 ong, uninterrupted screentime | ed to
should prioritise efficiency by segmenting

computerised design activities for improved
Key i mprovements for replication by vyo
Based on participantsd6 feedback and observed

i mprovements can be recommended for youth ord
adapt this workshop.
Firwhl y¥ye the workshop focused on developing t
generally evaluated as c¢clear and effective,
to deepen the educational di mension and cl ari
Al thoughral crppontsed feeling confident conti
i ndependwnthl yynl i ne guidance, sever al highlig
bet ween meamkeanics and | earning objectives:
I ol understand how the game wor ks, but | wou
educational goal s. ¢
I o0 would have appreciated more egaamepshes of
Addi ti amadalpltya,ti ons for diverse participant pr
pacing and differentiated pathways. For gr ouq
focusing on a single tool may be more effecti

exampl es,

and

pcol |l aborati on

wor kshoRardesi gants

wor kshop

bahdrdcki fferent

processwofr kshep. |t

instructions, and guidance
heyst epgssppprt made it much ea
mechanics work and how to app

was r epeealteenddnnyt itdoe nitm

val uedorwoarnkiisnagt iionn npia
and idea

sfhoarr perdo b kseonh vi ng exchangsg

he def i
t h e efaaccht t

shall b

and t woul d nit el

group

activities. Despite

nati onal t eams

woul dparl tswn igtigvleé entorr er @ p

e |limited and mainly rellmoendg t o |

ons, participants rheretqgiuemdad btrlea k

24



may benefit -tforodmexrpesgs mé mdadeidpar ti ci pants pr (
faster than expected, it may have been more
time for every group to explore both game eng¢
of oné&n adequate adapdbay i waorn k o p,a dneoduilcda tbee 1t
dayo Genially, which is more intuial veditee |
rest of the RPGr Makep tMd/, whi ch i smomoer emottei cvhant

ast dilreackd yli ke a phamgabl e video
Foll owi ng t hirsa dfapetdabtaicokma oahi mélei ne coul d | ook
Day 1

I StepPllayt eewdacati onal games kregldai\can tit otpa Ict.h e
I StepPr2eesentation of game mechani.cs, flow and
I St epDi3ssdwsnst asksna@adsrBai nstorming for educat.

I St epGadme cr eianiwairs on a Gewiitahl Icyo npcrroettoet yipnes

andegul ar tpausgamesmechanics and pedagogi ca

Day 2
I StepFosl:l ow up on key learnings and discussio
I St epGabme creation in pairs on awiRBRGcMalkertl

instructieoegusl amdmpauwsgxs mse smechanics and peda
Day

I StepFi7mal i sation of the RPG Maker MV prototy
I StepPr8esentation of figradiimedbagaknes and

I St epDi9s:cussion about key |l earnings, di fficul

N

|l n concl usi on

Taken together,antteobeedbacikons during a
confirnhitsh ame tthmddelhm@f fective, empowerin
transferabl e, tphregyvaadasgdt e¢ch atto partici pant

confidence | evels and supported by ,starlwa

with ongoing guidance and relevant resou

N\




Key mechanics

for each game |

Adventure & story-based
% Multi-choice dialogues
% Branching paths
% Relationship meters
% ltem collection
% Exploration

% Timed decisions

Role-playing & cooperation
+ Dialogue & morality choices
<+ Branching paths
++ Solo or group missions & roles
¢+ Skills & experience (XP)
“ Party management
“» Resource sharing & trading

% Reputation & influence systems

Simulation & strategy
% Resource management
% Turn-based decisions
% Cause-and-effect systems
% Consfruction or development
< Statistics and dashboards
% Reputation & influence systems

% Voting systems

Exploration & investigation
% Collectibles & achievements
% Discovery-based clues
% Scanning or inspecting
< Documentation & data

% Travel logs & notes

Puzzles & logic
“+ Matching or sorting
% Pattern recognition
» Code breaking/decryption/locks
“+ Object manipulation

% Sequential puzzles

“+ Hidden object puzzles

Platformers & action

“ Jumping or dodging
% Collectibles

+ Energy or stamina bar
“ Timed challenges

s+ Power-ups & penalties

% Checkpoints




Usef ul resources and tool s

STORY DESI GN TOOLS

VIwiner:f)reeginteractive st arsyetfallll ifrog ssdfotrwaro

VMiro..¢%¥omual storyboardingealidloirndgriacneds ng

TUTORI ALS

VGenially ACaulresnggs to | earn everything about

VGenially wwdlhsipttenty of resources and templ a

VRPG Maker Handoinal videos provided by fans
VYouTube videos bwi$SdmerRdamabewd RPG Maker MV

|l MAGES: Stock visuals and backgrounds

VCanvWi de | i brary of visuals, icons, shapes
combine and adapt the i mages you want.

VStorywgete editable il lustrations in consiste
VEIl atiHugre | i brary of free icons and symbol s

VEreepPikal@amyexeHrsee i mage and background dat

VUnsplisée -duaglhi ty photograpiwpr(mddern, real
VIitch.i o AsBeéelabdacegmanduen ifitoyt RPG Maker MV.
VOpenGame@oltl ection of free, teteseds, ReEGaMake

AUDI O: Music and sound effects

VincompetHeaokr eds of songs by Kevin MaclLeod,

VOpenGameMagst cololfecstoiuonnd effects and songs.

VEreeSouUuswdrp |l oaded sourCd eaftfieveet Qo(mmons
VBensolRodaldltge music for epduwcfatti ounsael./ non

V Mi xkSihtort | oops, SFX, transitions, and ambie


https://twinery.org/
https://miro.com/index/
https://academy.genially.com/en/
https://genially.com/templates/?
https://rpgmaker.fandom.com/wiki/Unofficial_Tutorials/RPG_Maker_MV/Suggested_YouTube_Videos
https://www.youtube.com/playlist?list=PLMcr1s5MjsiTky6KB4ML-q_QoBE_ZYJk5
https://www.canva.com/
https://storyset.com/
https://www.flaticon.com/
https://www.freepik.com/
https://pixabay.com/
https://www.pexels.com/
https://unsplash.com/
https://itch.io/game-assets
https://opengameart.org/
https://incompetech.com/music/royalty-free/music.html
https://opengameart.org/
https://freesound.org/
https://www.bensound.com/
https://mixkit.co/

Full workshop agenda (provi si

Dayodllntroduction & tool familiarisation

9h30 0Oh3OWel come & overview

V 1IicebreB&eourite games and personal ambi ti on

V Diagn®airdgici pantsd experience and confi dengd
V Pl ayteBitsagvery of 2 exlaenpCreow aawmed tohe 6Ench
(Genial lygc @nd) ddThme yLEttRRPG Maker MV) .

V. Group division

10h301h0O0OI ntroduction to game design princip

V Core mechanics (objectives, flow, feedback)
11h@01hl18offee break

11h5513h00Tool setup & guided exploration
V Group 1 (Genially): Create basic el ements,
V. Group 2 (RPG Maker): Create basic maps, c ha

TaslkReplicate a simple introduction scene.

13h@04h00 | blLealkh

14h@06h0@rhctical development & scene buil di
V. Group 1 (GeBxplbye SO0Cape tools and create
V Group 2 (RPBXpMbBEeEre)events and items and cre
Tas2kReplicate a basic quest: talk to an NPC,

16h00616h15C¢f fee break

16h5517h30 | Debrief & peer exchange
V Exchanbgesscuss the discovery process and cha

V Refl ectWlhat have we | ear ned? x\Wh aotn edDa ywe ?wi s

DayYydAdvancedreati on & experimentation

9h 300 O Recapb&gecti vedayf or t he
V Revi ®Wwwat was | earned on Day 1.

V Target Qyoeaaltse: 2 more scenes in each partici



https://view.genially.com/65f315e70b2b100014bc4299
https://d-esl.itch.io/v0cs-journey-2

10h@02h@B Bractical devel opment & scene buil di

V Group 1 (Geni alnltyey:acExplidadrye and additional i
V Group 2 (RPG MarkevwvemerEtxp bardet i onal branchin

Tas3kRepl i cat et aas kmuguteist (mul ti ple choices/ act

12h3613h00 | pfomceontent i deas
V Brainst @hmrhnggame scenarios for civic educas

V SettiDegdsne objectives, educational theme a

13h@04h00 | blLealkh

14h@06h4y Compl ete prototype devel opment
V Group 1 (Genially): Devel-aoampdroperactivity a
V Group 2 (RPG Makdrs)uial Be v ariovge npeanrtasl |.el event

TadkRepl i cate a consolidating quest and pote
16h&857hQ0Coffee break

17h@D07h30 | Debrief
V Exchanbgiesscuss progress and chall enges.

V Ref | e cdteieadm:ack on flow, clarity and technic

DayodoBinalisation & reflection + Partners§p

9h 301 hOORecap & finishing touches
V Brief recap GrompBayi Bakise thsir prototype

TasskFi nali se 3 main quests and a potenti al e
11h@01hlBoffee break

11h®d52h00Showcase & peer feedback
V One participgnoppesestl their prototype (5

V Peer remiewarity, content, | earning potent.i
12 h@313h® | Mrmpmée xt steps

V Refl eoni acquired skills and chall enges.

V Di scussment ostldpw to integrate educational
gui de) into the prototyped mechanics.

13h@Bnd of the workshop

29



|l ed 1 nstructions

GOAL S

TasReplicate a simple introduction scene.

Il nstru€teane: basi c el ement s, i nteractions an
Detailed instructions I

Step 1: Setting up

1.Clickeohot hloiwmkngt o access the ne

https://view.genially. com/ 69C| Fomatemplate 54
. . ~ Blank creation
2.Log onto your organisationos ‘ou
Quiz with AI +
3.Create a blank Genially. From a team template

Import >

Step 2: Basic el ements

1.Add a background i mage of your choice using

Canvas Base < Library

Uploaded by you

Resources

@ Upload image v

Interactive
elements Upload an image to get started

o (Maximum file size 10MB)

v—_

Interactive
questions Library

€> w W

Widgets

&

Insert

£3

Style

%,

Background

2.Add a text box and type .Pn atchee itti twhe rceef yyau

modi fy the font, colour and size to your |


https://view.genially.com/6902344888318b554f0ed2b1

 Title 1

AO
4=
Resources

A Title 2

Interactive
elements

Subtitle

Interactive

questions

This paragraph is ready to be filled

{:9 with incredible creativity, experiences,
and stories.

Widgets

3. Add an i

modi fy the

Effect stickers Show more

B o e

Resources

Q)
Interactive
elements

—
P

Interactive

questions Buttons Show more

1) =
Widgets @] ®

N O O O

2N

Background

t h ef uwonCdoe d
ng
them wherever

add

4 Add

sel ecti

an

nteract

My First
W

B inecactivity | X Aniat

ideo Game
(]

t hem

externalo

Audio  Video  Others

Image

Task 1 - Introduction
Resources

@

Interactive
elements

Name

= ’ B LOGO EU Video Games

o=

Interactive
questions

£

Widgets

Group 1 - Genially

ﬂ Group 1 Task 1 - Instructions & guidance
* LOGO Co-funded by the EU

ioma@ae,di wi. d

.

REUces )

&
First Video Game

R

ive text button and type in
background col our , size and font
I YU TmX X TEEEINT AP
-
My First Video Game
0 s
by the European Uniond | ogo
in the shared folder, draggi
you wish and adjust their siz

an



5.Add a second blank page through the O0Pagesbd
mEU (5] S Template
"m-v:'em- 3 Genially Templ. Blank
B My creations
1| Untitled genially
IS List 28 Grid
6. Foll ow the step 1 instructions to add a dif
7.0 back to page 1, select the o0Startd butto
above it The automatic OHover moused ani ma
el ements can have an added ani mati o Modi f
ani mation as you wjshitbe ohel bgbsp and cho
when hovered or clicked on, and when the el
l ong as it appears (o0Continuouso) or when |
p— S— AUTOMATIC
£ UIDEO o o
E u GRMES. Entrance Continuo...
N INTERACTIVE
. 4 o
P Fw Click
ﬁECT
O None O slide
QO Expand QO shrink
O Pulse O Heartbeat
O Fade Out QO Fade In
O Shadow Q Tilt
Gty | forse. o o
O Wobble QO Flicker
@ Float
8.1Sel ect the o0Startodé button and click on o0l n
2Select 0Go to paged, then ONext pagebo. Now
on page 1 wil/ directly |l ead the player to
Note that there are different interactions,
text boxes and i mages, can have multiple in

32




Open window

=
S

Show tooltip Select the destination page G
P Play audio
IE F &
| Navigation
A L 9
[@) weblink
Display
ion &-‘Effecls
_i_ Q 100% Q 4 . m Il:r Full screen
9.Select the oPagesd tab, then, next to page
symbol and choose any transition type you w
Res‘gufj:ces ezl 2] Canvas Transitions Navigation
- vimsxd;aeame
5:_ 1] Um'n‘l'e'd genially Center
&
28 Q None QO Room
Style Q Origami Q Cube
Q Fade In Q Fade Out
% O Grow O Row
SR QO Future Q Space
QO slide O Reveal
® Overlay
S . =
100n the oOPage transitiond sidebar, click the
OMi crosited6 to ensure that players can only
interacting with specific elements and not
Canvas Transitions Navigation
NAVIGATION MODE @
ge »
Standard Video
111.0n page 2, add a text box and type in the
explaining the context and goals. Adapt the
2For accessibility, set the size of any tex
to use the OSubtitled option as it is alrea
3For all text, select the OLine heighto tab




Title 1

AO
¢a
Resources

Interactive
elements

Interactive
questions

This paragraph is ready to be filled
with incredible creativity, experiences,
and stories.

Widgets

m + Bulleted list
« Bulleted list

Insert

121.Sel ect the OResourceso6 tab, then click on
2Change it to a colour that contrasts well
3.Sel ect the shape and click on the O0Put in

4 Select the option which shows the very bot
under the other el ements.

5Pl ace it around the text, so that it appea
introduction is easily readable and stands
Note that the OResourcesdé tab proposes many

symbols you can search through and freely u

¢ Shapes and connectors
Q Q
N [ 2 "
Images and Gifs Show more .

s O g‘ H . . ‘

-

.
+ Allmage A o .

Icons w more

Show

SECR:- AN %2

Illustrations Show more

This is the introduction to the game. It
explains the context of the story and the
goals that the main character has to achieve.

13TTo add an interactive element to the next p
1Copy the o0Starto button from page 1 and pa
and type in ONextdéd instead.

OR2 Sel ect the 0Go to paged in the ONavigati i g

pagedé then o0Saved6, and an arrow el ement wil




14T.o group 2 el ements that have the same anim
text and the background shape, or the O0Next
1Select both el ements at the same time by <c
and click 0Groupo.

20n theupowindow, select o0Dondt show againo
3You wi |l have to add the interactivity and
them. This can be done on el ements of diffe
appear at the same time or have the same ef
4To ungroup them, simply c¢click the oUngroup

15 ou now have a basic introduction scene rea
Feel free to add pages and el ement s, adapt
the ani mations and interactions at your | ik
You can use existing templates in the vario
introduction to your video game and add vyou

ONext o

button

and

Effect stickers Show more

B Qe

Buttons Show more

Select the destination page

S | Nextpage

b Animation

ooomn
©

— g

Interactive area

G Interactivity

‘-b Animation

X

Do you want to group these
elements?

They will lose their interactivity and animation.

% Group

.»b Animation 0

|

Ungroup

)

4

N
h
s




|l ed 1 nstructions

GOAL S

TasReplicate a simple introduction scene.

I nstru€teanse: basic maps, characters and even
Detailed instructions I

Step 1: Setting up

1.0O0pen teBxeanpl|l e 6scdfeoleder aoaldi doubhet he 0Gameod f
software opens, click on the OPlaytesto but

the scene you need to replicate.

| | Group 2 - RPG Maker MV Example scene

Name

M audio

M fonts

M icon

B img

| js

M movies
Boia

E] Game

B Hu Man.json

® index

% % % %

%% % % W N

3
=
m
%

o

2.Launch the software and create a newpecbfec

fol der Iwdhhecatei yrou wi l |l find your .project fil

& RPG Maker MV

Sl Edit Mode Draw Scale Too New Project X
Mew Project... Ctri+N I :
. N Name: Game Title:
A Project... Ctri+0 < r S
: X My first game My first game
Location:
C:\Users\narod\Documents\Games\Projet test Choose...

Steam Management

Exit RPG Maker MV




Step 2: Basic el ements

1.1Create a basic map by clicking on the o0Map

2Click on the el ements on the |l eft (in each

pl ace, then on the |l ocation you want them t
3Each el ement takes up at | east one square.
once instead of each piece, click and drag
To start, create a simple forest with a pat

yourself with decor el ements.

& My first game - RPG Maicer MV

File Edit Mode Draw Scale Tools Game Hel

a)l L | & & ¢
X ESETESED]
= My first game - RPG Maicer MV
File Edit Mode Draw Scale Tools Game Help
"H a4 P"L /--.(-/ “ S
H°'0?§ e ’ 7
* @ 6
S0 e ¢
oy [
8l %5 2
L -S|
A e ™|
= Wy first game

2.1Modify the characters by selecting the 0Da
the different O0OActorsd so that oyl y-cghékimag
on their name&€s$ garlben on o0
2Many different preset characters are avail
to include in the dialogue boxes. You can ¢

include the varying visuals in the dialogue



&5 My first game - RPG Maker MV
File Edit

a s e [RT]

= R@My first game
APD

Mode Draw Scale Tools Game Help

L »/adl/]

= a x
\'-.(.f ;‘ '-”@K*—zb

801:MAPBBT (17>

3.1 Create

anywhere

2 At

di al

t he

ogue

di

on

Database

Database
Opens the database.

Actors (
Actors General Settings
Classes Name: Nickname:
8001 Harold :
Skils 0002 Therese ‘Luuus | ‘ |
aRT-TETE Class: Initial Level:  Max Level:
(0084 Lucius =1 2| |99 -
Weapons Copy Ctrl+C
Paste Ctri+V
Armors
Clear Del
SIS Find... Cirl+F
Troops Find Next F3
States Find Previous Shift+F3 Faps [SV] Battler:
Animations
Tilesets @

Common Events

System

Types

al

t he

Terms

ogue

bott om, i

be

ma p .

cl i

Gi

by

nstead

aut omat i

T My first game - RPG Maker MV

cH I
3 .'gg
* ®
)

Ds0R e + 20

ol - s5
X

220+ cof@d

File Edit Mode Draw Scale Tools Game

=

Help

ve a title

Initial Equipment
Type Equipment Item
Weapon Bow
Shield None
Head Hat
Body Cloth
Accessory Ring

c ki on t he

ng
t o

cally |

t he

aunched

OEven

ev

o fAud Mdtuison t hat t o« @&,

wh e




4 Ri gdlti ck t he

di

on

5Type in the al ogue

Note that the text

cannot

0Contentso

you

iSrheosw @ nedk tc |
want

exceed 4 1|

c k
the players

nes or

appears inimheoxypas shown bel ow with the da
6 To see what the text | ooks i ke when prese
button at the bottom right and ensure that
and fully visible.
70n the |l eft, select the square and add the
to the dial ogue.
8Make sure to always click o00Oko6 or OApplybd
Note that for dialogues or events that are
event needs to be placed on the correspondi
ID:001 - Event Editor x
Name: Note: New o] ear
|NPU | ‘ | Event Page Ev;‘:‘t Page ‘ ‘ gltent Page
(1]
Conditions
Clswieen [ =
[ switch ] Space
[] Variable ] cut Ctri+x
= l:| Copy Ctrl+C
[seifswiter | -] E::E o ; Event Commands x
[ item -] Select Al crsdl (1 23]
D Actor : Copy as Text Mes: Party
Copy as HTML
Show Text... [ Change Gold... J
Image Autonomous Movement Test Ctrl+R ‘ v
Type: | Fixed - @ Show Text
\:I I Select Item...." Opens the message window and displays text.
Speed: { Show Scrolling Text... J ‘ Change Party Member... l
Freq: 3: Normal >
Game Progression Actor
Options Priority [ Control Switches... N A Change HP... ]
Walking [ Control Variables... ! Change MP... J
[ stepping | Control Self Switch.. | | Change TP... ]
[ pirection Fix Trigger l Control Timer... J l Change State... ‘
[~ Through Autorun - \ Recover All... J
Flow Control [ Change EXP... J
[ ok | | conditional Branch... | ‘ Ghanoellevelis [
{ Loop J ‘ Change Parameter... [
| Break Loop W | Change Skill...
I Exit Event Processing J ‘ Change Equipment....
l Common Event... j [ Change Name...
l Label... J [ Change Class... ]
Show Text X \ Jump to Label... ] [ Change Nickname... ]
- ot K \ Comment... i Change Profile... ]
Cancel ‘

\\ Fac: |
S~——Tace image to be displayed to the left of the [*
message. -

[ | Batch Entry | | | Cancel |




4.10n t

2 Cl

he

0Content sol

i ckSmow 0Ch®d, ctelsen t

pl ayers.

3You

can

adj ust

t he |

ild kne®n

a onudw el i n
ype each of t
ocation and

e

Wi ndow position,

on the right Background,
ID:001 - Event Editor X
Name: Note New Copy Clear
‘NF‘(T ‘ | | Event Page | Event Page H Event Page
B
Conditions Contents
|| switch @Text : Actor1(4), Window, Bottom g
["] switch E : : Do you need help?
= 7 Event Commands
[Iself switeh | - T K
[ ttem (- r— —
[ Actor ] [y [ ChangeGold.. )
i Tn [ ( Show Choices. I Change Items... ‘
mage onomous | M I Change Weapons... ‘
Type: IL/ [ Select Item... } l Ch::gee Arv:nrs." ‘
I:I | Show Scrolling Text... ‘ | Change Party Member... \
Speed: 3:x2 Slower  ~
Game Progression Actor
s A R [ Control switches.. | | Change HP... ]
Options Priority { Control Variables... ] I Change MP... \
Walking | control Self switch... | | Change TP... |
|| stepping \ Control Timer... J \ Change State... ‘
[ Direction Fix Trigger I Recover All... ‘
[ Through Autorun - Fias Conenl \ Change EXP... \
{ Conditional Branch... { \ Change Level... J
Loon, ( Change Parameter... |
Lo [ Break Loop J [ C:;ange Skill... J
[ Exit Event Processing ] \ Change Equipment.... J
- [ Common Event... ‘ l Change Name... ‘
Show Choices X [ jabel s J | Change Class... J
{ Jump to Label... J I Change Nickname... ’
as Background: \ Comnent.. il | Change Profile... J
o | —
o | N | Window Position: —
- C
5 | | Default
#a: | | | choicest1  ~|
#5: | | Cancel:
#6: | |
| OK | | Cancel |
3.New Iines were added to the o0Contentso
4. Addsomeont étr all the choices that
did before.
51/1f you want a choice to go back to
| abel bol irdkgihnmg on t he pl ace n the
(such as right before the | ast
oLab&l Give it a specific name for cl

di al ogue) ,

after

he

f or mat

previ

oContent



| oK

Sets the label name for jump.

D001 - Event Editor x
Name: LEEE New Copy Clear
‘NP('I ‘ ‘ Event Page Event Page Event Page
1
Conditions Contents e
D Switch \:I #Text : Actor1(4), Window, 1ottom
. 3 : by vou need heln?
|| switch \:I #®Show Choices : Yes, No (Window, Righ Space
[ Variable A *When Yes cut CerlaX
Copy rl+C
T" L Paste Event Commands X
[ selfswitch | -] e Delete —
ST — e[ + [
L Com s ot || Mossage pary
Copy as HTML [ Show Text... J [ Change Gold... |
lmage Autonomous Movement Test q| Show Choices... ' | Change Items... J
Type: \L‘ ‘ Input Number... 'R | Change Weapons... |
: ‘ Select Item... J | Change Armors... |
Speed: l Show Scrolling Text... J | Change Party Member... I
Freq: 3: Normal >
Game Progression Actor
Options Priority ‘ Control Switches... ‘ [ Change HP... J
palking ‘ Control Variables... N | Change MP... J
S
S o S . T ‘ Control Self Switch... J | Change TP... J
irection Fix Ti r
= ‘ Control Timer... J I Change State... |
| Through Autorun - [ R All J
ecover All...
Flow Control [ Change EXP... J
| Conditional Branch... J | GhangeiLevelis |
| Change Parameter... ]
Label * [ Change Skill... ]
| Change Equipment... |
Label Name: [ ChongeName. |
| Change Class... |
| choicel | Nickname...

e Profile...

‘ Cancel ‘

6.Create new content i nby nrec pift Kihreg cchmiare se my
N Z . N Z z N
oWhenod | ine, then on Jumepvot cednldabtehlen on o
7Type the exact same name you chose for you
ID:001 - Event Editor x
Name: Note: New Copy Clear
| WPC1 ‘ | ‘ Event Page Event Page Event Page
11
Event Commands X
Conditions Contents
[ switch @Label : choicel 1 203
) #Text : Actor1(4), Window
[ switch S : Do you need help? Message Party
[ Variable S ’Shm Choices : Yas, No (Window, Right, #1, #2) I ShowText. J { Change Gold... ‘
> l:l Safen Yes ( Show Choices... N A Change Items... J
(] self switch S | Input Number... \ [ Change Weapons... }
u : l Select Item... W Change Armors... ‘
tem ‘ Show Scrolling Text... ‘ ‘ Change Party Member... ‘
s s
o e Game Progression Actor
Copy Ctrl+C
Image Autommsﬂmlement Puftl:‘ LL: t ‘ Control Switches... ‘ l Change HP... J
QB IL/ Delete De l Control Variables... ‘ ‘ Change MP... ‘
[ Route.. | Selact Al crisa ||| | Control Self Switch... | | Change TP... J
Speed: T [ Control Timer... 1 A Change State... ]
Freq:  |3iMormal ) Copy as HTML \ Recover All... J
Test cerisr || || EECEEESRE \ Change EXP... J
Options Priority | Conditional Branch... | | Gliaieilioyels ]
LI l Loop | [ Change Parameter... J
Stepping Break Loop [ Cha i
A nge Skill... J
[pectionbicll (Frioer r Exit Event Processi ‘ Change Equipment. J
["] Through Autorun Jump to Label %
p to = Common Event... [ Change Name... J
e ‘ Change Class... ‘
q
Label Name: |: ((Jump to Label...) ‘ Change Nickname... J
. — N
| cha ice‘|| | Jump to Label
Moves to the specified label name. Only valid
within this event list.
‘ OK ‘ | Cancel | :




5.Letds focus on the oprioritydé section of th
A oBel ow characterso6 means that characters
di al ogues) .
A 0Same as charactersd6 means the characters
(cannot cross the square where the event
A 0OAbove characterso6 means the event wil/l a
visuals (rarely wused).
Image Autonomous Movement
Type: [Fed -
2 e
Speed: | 3:xaSlower -
a7
Options
/| Walking | Same a5 characters - |
[ stepping Below characters
|| Direction Fix Same as characters
|| Through Above characters
. o
v
6. The o0triggerdé part is wveeysemponganoftbhdee
AWith O0OAction Buttono6, the event is trigger
action key (the spacebar oncthekkeyboard,
AWith oOPlay Touchdé, the event is triggered
touches the event in the game.
AoOAutorundé will trigger the event automati c
scene. This is very useful when you want t
AoParallel 6 wildl trigger the event automat.i
and wil |l have the event play out at the sa
Image Autonomous Movement
Type: (Foed -]
2 —
Speed: | 3:x2Slower
Freg:  Sitlormal |
Options Priority
o Walking | Below characters -
|_| stepping —
|| Direction Fix
| Through ‘MMM-I\
Action Button
Player Touch
Event Touch
Autorun
\\Raa\\el




7.To only play an OAutorund6 event once (so it

1.At the end of youcred@oertannse®&% konésnt, and

oControl Sel f Switcho.

2.Sel ect the o0Self Switchdéd > 0A6 and choose

0 O0OKO.
3.Back at the OEvent Editordé screen, click o
second page in the event editor.

4.0n that second page, check the 0Self Switc
oConditionsd6é section, and select O0AO.

5.Now, when the 0Self Switchdé A is ON, the e
the event page 1. Since event page 2 is e

event will not repeat i1tself.



