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The Game 

•  Aim: designed to help an organisation gauge its 
readiness for a social media campaign. 

•  Four key themes:  
– Goals,  
– Activites,  
– Tools and  
– Sustainability. 



Guidelines 

•  played by a group of about 8 people,  
•  preferably from one youth organisation working 

with youth at risk and/or its stakeholders. 
•  What you need 

– Cards (download from INCLUSO website and 
change as you like!) 

– Table to sit at 
– Time 
– Moderator (contact us if you need one!) 



Cards 



Timing 



Today… 

Introduction 15 min total 
Organisation - 
Goals - 
Organsiation credits 10 min 25 min 
Activities 10 min 35 min 
Tools 10 min 45 min 
Sustainability 10 min 55 min 



Game steps 

•  Step 1: Choose your organisation 
•  Step 2: Define your goals:  
•  Step 3: Define the organisation's readiness and get credit 
•  Step 4: Discussion 
•  Step 5: Decide on activities 
•  Step 6: Tools 
•  Step 7: Sustainability 
•  Step 8: Play the Joker cards: (5 minutes) 
•  Step 9: Round up 



Game steps 

•  Step 1: Choose your organisation: Youth center 
•  Step 2: Define your goals: Improve Communication Skills  
•  Step 3: Define the organisation's readiness and get credit 
•  Step 4: Discussion 
•  Step 5: Decide on activities 
•  Step 6: Tools 
•  Step 7: Sustainability 
•  Step 8: Play the Joker cards: 
•  Step 9: Round up 




