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Case study - Spain
Fundación Musol - FVMP



CONTEXT

2



Where are we?

What is our social space?

What are the stakeholders involved?
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From the Valencian Community…
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To Burjassot…
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To the “613 Viviendas”
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La Federación Valenciana 
de Municipios y Provincias

The stakeholders

La Fundación Musol

Socio educational Center 
Diaz Pintado

International cooperation / 
education and awareness 
organization

Institutional partner

Youth workers, socio educational 
partner



INTENTIONS AND 
OBJECTIVES
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Our case study

› Pilot experience which will be carried out in the socio educational center Diaz 

Pintado. 

› A group of teenagers will participate in a video game programming training (6 

sessions) that will allow them to address social or environmental problems in 

their neighborhood. 

› Creation of a simple video game that deals with the identified problems, to raise 

awareness and promote civic behavior.

› Peer learning sessions to sensitize other young people and generate debate 

other the about what they’ve learned during this experience
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What are the objectives?

› Promote the participation, commitment and empowerment of young 

people in situations of vulnerability

› Promote the cooperation, involvement and creativity of young people

› Provide new digital skills to the participant young people

› Provide to youth workers a new intervention model to develop with young 

people

› Promote innovation in the field of organizations, youth policies and 

services.
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The target 
group

11



12

Eventually: 3 young men
of 16 and 17

Objective: group of 10 youngsters,
Respect gender mix

Young people from 16 to 25 years 
old from the neighborhood, with 
vulnerable backgrounds
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The sessions
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6 sessions to learn how to design a simple video game

Identification of the problematics
Choosing the main character & first animation
Design of the level
Animations
Definition of the narrative

1 peer-to-peer session 

To present the project and their video games to other   young 
people
To show them and explain them of to use use the video game 
platform



Ressources 
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The video game designing 
online platform

Expert in video game designing, 
narrative and production 
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The first session



17



18

http://drive.google.com/file/d/1TMTJok1P0wdbQqZ45nrf4H8x-VSaeE33/view
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The games
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http://drive.google.com/file/d/1xslZiL9YuVXW0n0xUaGkzOVUT2QII9Pv/view


The results

22



Thematics of the video games
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Personal social experiences in their living environment

● 1 game about a villain with willingness of power and domination

● 1 game about about loneliness, bullying and the importance of 
friendship

● 1 game about the leader of the community being persecuted by 
enemies



The peer learning sessions
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http://drive.google.com/file/d/1WcyhIv0vLlFz-86DgJHWXteBzw4p_pv1/view


The next steps
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Translation of the manual 

Translation of 
the video

Other “round” of training sessions?



Conclusions
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Freedom while developing the project

Accessible for a non-experienced public

Tailored offer to engage youth participation



Thank you!


