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INTRODUCTION

As the world is becoming increasingly digital, people are seeking ways to implement innovative digital
solutions in various areas of life, including youth work. Digital game-based learning has quickly
become one of the most dominant learning methods in education?, but the application of electronic
games, ie video games, and their usefulness in both formal and informal education is still largely
unknown. Widely available commercial video games have uses beyond just entertainment, and video
games are used increasingly more in fields such as education and mental health.? Therefore, it is
important to know which video games are best suited to develop young people’s competences,
improve curricula and promote youth work.

Video games have become increasingly popular in Estonia, as evidenced by the purchase statistics of
video games, showing that Estonians spent around 8 million euros on video games in 2020.3 By now,
it is estimated at 10 million euros. The popularity of video games among young people is also
confirmed by the health behaviour study on school-aged children, published in 2019 by the National
Institute for Health Development, which shows that more than half of respondents aged 11-15 spend
more than two hours on video and TV games on school days.* We can thus conclude that playing video
games is on the rise in Estonia. Consequently, it is necessary to analyse the use of video games among
young people and the possibilities for their application in youth work, and to explore ways to use them
in a purposeful way, ie to develop young people’s general competences. This is supported by the
concept of smart youth work, which claims that due to technological developments and societal
changes, the methods of youth work in Estonia must correspond to new challenges and the needs of
young people and offer new attractive solutions to promote youth work.®

The implementation of video games in youth work provides a wide range of opportunities to expand
youth work methods and tools. The results of the study on the implementation of IT solutions in youth
work, conducted in Estonia in 2016, show that both youth workers and young people expect digital
solutions to be used in youth work more than before.® For example, playing in a digital environment
teaches children how to function in a digital environment later on in life, during studies or in work.” In
addition, electronic games may stimulate people’s development in all general competences, such as
creativity or problem-solving skills, and support the teaching of a specific subject, such as
mathematics or history.® The application of digital solutions in youth work provides young people with
opportunities in a way that suits them and in a language they know?, which can create a strong

1 Liao, C.-W., Ching-Huei, C. & Sie-Jhih, S. 2019. ‘The interactivity of video and collaboration for learning achievement, intrinsic
motivation, cognitive load, and behavior patterns in digital game-based learning environment’ Computers and Education 133: 43-55.

2 Pallavicini, F., Pepe, A., Mantovani, F. 2021. ‘Commercial Off-The-Self Video Games for Reducing Stress and Anxiety: Systematic
Review, JMIR Mental Health 8(8): 1-19.

3 Liivand, M. 2021. ‘Eestlased kulutasid eelmisel aastal videomangudele {le 8 miljoni euro’, 8. January,
https://diktor.geenius.ee/rubriik/mangud/eestlased-kulutasid-eelmisel-aastal-videomangudele-ule-8-miljoni-euro/

4 Oja, L. Pikks66t, J. & Rahno, J. 2019. ‘Health behaviour in school-aged children. 2017/2018 academic vyear’.
https://intra.tai.ee/images/prints/documents/155618254796 HBSC%20tabeliraamat.pdf

5 Ministry of Education and Research & Estonian Youth Work Centre. 2017. ‘The concept of smart youth work’,
https://www.digar.ee/arhiiv/nlib-digar:337680

¢Institute of Baltic Studies & e-Governance Academy. 2016. ‘Infotehnoloogiliste vdimaluste rakendamine noorsootdds’,
https://www.ibs.ee/wp-content/uploads/2022/01/Infotehnoloogiliste-voimaluste-rakendamine-noorsootoos-uuringuaruanne.pdf

7 Pelikasvatus. 2015. ‘The game educator’s handbook: revised international edition’,
https://pelikasvatus.fi/gameeducatorshandbook.pdf

8 Pallavicini, F., Pepe, A., Mantovani, F., op. cit.

9Institute of Baltic Studies & e-Governance Academy, op. cit.
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foundation for further communication with them. Therefore, the implementation of digital solutions,
including video games, has potential in youth work, keeping up with the needs of young people and
the development of society.

The 2016 study on the implementation of IT solutions in youth work also pointed out that applying
digital solutions in youth work poses a number of challenges for the parties involved (specialists,
employees, young people), such as lacking digital competence and the ability of youth workers to
implement digital solutions in youth work.® Furthermore, there is widespread concern among youth
workers and parents that young people spend too much time on digital devices. Nevertheless,
research in Estonia?* and elsewhere!? shows that this concern is not always appropriate and it is
important to view digital solutions as new ways to purposefully manage young people’s time in the
digital world. Several European countries, such as Finland, Austria and Ireland, have been using digital
solutions in youth work for years and report positive trends.*® For example, in Denmark, where young
people spend a lot of time online, research shows that children are rather critical when it comes to the
internet and are able to assess risks.'* Therefore, extensive internet use may not necessarily mean
that young people are isolated or uncritical. When applying digital solutions in youth work, including
video games, it is important to address the related challenges and develop the digital competences
and skills of all those involved in youth work.

This study focused on popular commercial video games that can be played on a computer, mobile
phone, or game console. The study provides a comprehensive overview of the most popular video
games played by young people aged 7-16 years old, their potential impact on the development of
young people’s general competences and the possibility of integrating video games into youth work
in Estonia and elsewhere and makes recommendations for the application of video games in youth
work.

The central methods of the study were secondary data analysis, focus group interviews with youth
sector workers, individual interviews with youth aged 7-16 and an online questionnaire among both
target groups (young people and youth sector workers). Combining several research methods led us
to relevant research findings that allow for a more purposeful use of video games.

0Tnstitute of Baltic Studies & e-Governance Academy, op. cit.

Ulnstitute of Baltic Studies & e-Governance Academy, op. cit.

12 See: National Youth Council of Ireland. 2016. ‘Using ICT, digital and social media in youth work: A review of research findings from
Austria, Denmark, Finland, Northern Ireland and the Republic of Ireland’, https://www.youth.ie/wp-
content/uploads/2019/03/International-report-final.pdf

13 National Youth Council of Ireland, op. cit.

14 National Youth Council of Ireland, op. cit.
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1. METHODOLOGY

This study defines video games or electronic games as any interactive commercially available game
that can be played on various platforms, such as general-purpose shared or personal computers,
mobile phones, and game consoles.

The study analyses:
= the use and frequency of use of video games among youth aged 7-16, including gaming
platforms and various games;
= how video games support young people’s general competences, as defined in section 4% of
the national curriculum for primary schools;
= the willingness of youth sector workers to use video games in their work; and
= how video games have been used in youth work in Estonia and elsewhere.

The central methods of the study were secondary data analysis, focus group interviews with youth
sector workers, individual interviews with young people aged 7-16 and an online questionnaire
among target groups.

The primary target group of the study was youth aged 7-16. Considering that there were 147,551
young people aged 7-16 in Estonia in 20221, the planned sample for the questionnaire was a
minimum of 300 young people. Although the results cannot be generalised for the youth population
as a whole, the sample allows for the analysis of variation in responses by age, gender, language and
region. The collected data gives a good overview of what young people play and why. The overview is
sufficiently comprehensive and in depth to consider and discuss the possibilities of using video games
to develop general competences. The target group of the study also included youth sector workers
from all Estonian counties.

Secondary data analysis

The secondary data analysis included a review of existing data and previous research/analyses to
gather data on the most popular video games, their potential impact on young people’s general
competences and the practice of using video games in youth work. The purpose of analysing
secondary data was to provide a systematic overview of the main trends on the subject. The analysis
included studies conducted in Estonia and abroad, Estonian and European Union strategic documents
in the youth sector, and opinion pieces.

Interviews with youth

A total of seven individual interviews were carried out with youth aged 7-16 to prepare and refine the
questionnaire. Interviews were conducted with five girls and two boys, including one interview with a
native Russian speaker. The interviewees were from Harju County, Tartu and other regions of Southern
Estonia. The interviewees were found using the snowball sampling method. The interviews were
carried out based on a semi-structured plan approved by the client. All interviews were conducted
online. Both young people and their parents were asked to verbally consent to the interview. The

15 National curriculum for basic schools. 2023. https://www.riigiteataja.ee/akt/108032023005
16 Statistics Estonia dashboards, https://juhtimislauad.stat.ee/et/noorteseire-6/kogu-eesti-1
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general objective of the study and the subsequent use of the data for the purposes of analysis were
made clear to all interviewees. The interview questions were designed with interview ethics in mind,
taking into account the age, gender and characteristics of the participants.

Detailed notes were taken during the interviews or, in their absence, they were transcribed and their
content was analysed qualitatively. The data was analysed using the data analysis tool Microsoft
Excel.

Questionnaire among young people

The primary data collection method was a questionnaire among young people aged 7-16. The aim
of the questionnaire was to get an overview of the video games they play most and the frequency of
playing, the assumed impact video games have on young people’s general competences and the
motivation of young people to use video games in youth work. The questionnaire was based on the
interviews conducted with young people and the analysis of secondary data. The questionnaire
inquired about the socio-demographic data of young people, such as age and gender, and, in line with
the aim of the study, the frequency of gaming, their preferred gaming platforms (smartphone,
computer, console) and other related data.

The questionnaire was conducted on the Alchemer survey platform and the average response time
was six minutes. Stratified and snowball sampling were used to compile the sample. An invitation to
the questionnaire was sent to 487 schools and it was shared on the social media channels of the
Institute of Baltic Studies and in Facebook groups. A total of 704 young people from all Estonian
counties participated in the questionnaire.

Data from the questionnaire was analysed using quantitative and qualitative methods. The
quantitative part of the analysis provided a general overview of the responses of all respondents and
the results were analysed according to four characteristics: gender, age, place of residence and native
language. The most interesting results were visualised in figures and other findings were described in
the text. For the sake of clarity, the results in the figures have been rounded to integers. Therefore,
the sum of the results shown in the figures may add up to more than 100%. If some results have been
added up when describing the results, the sum is based on the unrounded results, whereas the final
result is rounded. The aggregated results in the text may therefore differ by a few percentage points.
Where necessary, we used the chi-squared test in the analysis to show the overlap between two
categorical characteristics.

Focus group interviews and questionnaires with youth sector workers

To research the willingness of youth sector workers, we collected data through focus group interviews
and a short questionnaire.

The aim of the focus group interviews was to get an overview of which video games are used in youth
work and in which situations, how they are used to develop young people’s general competences and
what are the needs and expectations of youth sector workers for the application of video games in
youth work. We conducted a total of 6 focus group interviews with 15 youth sector workers from at
least 5 Estonian counties. The interviews were carried out based on a semi-structured plan approved
by the client. All interviews were conducted online. The sample was put together using the snowball
sampling method. Detailed notes were taken during the interviews or, in their absence, they were
transcribed and their content was analysed qualitatively. The data was analysed using the data
analysis tool Microsoft Excel.



In addition to focus group interviews, a questionnaire was conducted among youth sector workers to
get a better overview of the applicability of video games in youth work. The questionnaire was based
on the focus group interviews. The questionnaire was conducted on the Alchemer survey platform and
the average response time was eight minutes. The sample was put together using the snowball
sampling method and the questionnaire was distributed by contacting youth sector institutions. 56
youth workers from all Estonian counties responded to the questionnaire. The data was treated as
supplementary material to the focus group interviews, and the content of the responses was analysed
qualitatively. The data was analysed using the data analysis tool Microsoft Excel.



2. THE DEFINITION AND FRAMEWORK OF VIDEO GAMES

WHATIS A VIDEO GAME?

Any interactive
game or system
operated by
computer circuitry
and an interactive
image

e-game is a video
game or electronic
game or digital
game
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different genres
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Figure 1. What is a video game? Source: made by the authors

A video game or electronic game or digital game is any interactive game or system operated by
computer circuitry and an interactive image.?” Video games can be played on various platforms, such
as general-purpose shared and personal computers, mobile phones, game consoles, TV-connected
game consoles, handheld game devices (including mobile devices) and server-based networks.® In
scientific literature, digital games have previously been understood as computer games, video games,
serious games!® and game-based learning.?° Video games encompass a wide range of game types and
genres. In a 2018 study, video games were defined as ‘a rule-based formal system with a variable and
quantifiable outcome, where different outcomes are assigned different values, the player exerts effort
in order to influence the outcome, the player feels attached to the outcome, and the consequences of
the activity are optional and negotiable.’?* Video games are thus defined using several features and
concepts. In this study, video games are defined as interactive games or systems that are
designed for commercial purposes and can be played on different digital platforms.

17 Lowood, Henry E. 2021. ‘Electronic game’, 1 November, https://www.britannica.com/topic/electronic-game

18 Thid.

19 A serious game is an application or electronic game created for educational purposes. Therefore, the primary purpose of the game is
not entertainment, but education. Serious games are used in fields such as medicine, education and technology to simulate learned
material.

20 Saleme, P., Pang, P., Dietrich, T. & Parkinson, J. 2020. ‘Prosocial digital games for youth: A systematic review of interventions’.
Computers in Human Behaviour Reports 2: 1-9.

21 Juul, J. 2018. ‘The Game, the Player, the World: Looking for a Heart of Gameness’, Plurais - Revista Multidisciplinar, 1(2).
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The most popular gaming platforms are mobile phones, the Xbox and PlayStation game consoles, and
PCs.22 In 2021 more than 83% of all internet users played video games on a variety of platforms,
including 86.4% of women and 91.1% of men aged 16-24.2® Video games are also highly popular
among adolescents and basic school-aged children. For example, according to a 2021 survey carried
out in the United Kingdom, 82% of children aged 12-15 played video games, such as Fortnite and
Minecraft.?* According to a 2011 study conducted in the United States, around 91% of children aged
2-17 play video games?® and this percentage is ever increasing. The time-use survey conducted by
Statistics Estonia between 2019 and 2021 revealed that boys aged 10-14 spend 131 minutes per day
on various board, group, mobile, console and computer games, while girls of the same age spend 64
minutes per day.2¢ It can therefore be concluded that video games are popular among young people
and are freely available on various gaming platforms. Many countries have started to use video games
in both education and youth work. A more detailed list of the practices of other countries is
available in Annex 1. To the best of our knowledge, there have been no previous studies in Estonia
on the applicability of video games in youth work.

Not all popular video games that are freely available today have educational value and can be used to
support learning in the classroom or in youth work. Most of commercial video games currently in
widespread use differ from e-learning tools designed for educational purposes in two aspects: a) video
games should create intrinsic motivation in adolescents through fantasy, challenges and curiosity, and
b) they should immerse players in a complex environment, allowing them to explore numerous
strategies for action and make decisions to achieve increasingly difficult objectives.?” It is also
important to stress that not all video game genres may develop the cognitive performance of young
people, and this effect has not been comprehensively documented for many popular video games.?®
At the same time, certain action games may have a stronger effect on a young person’s cognitive
performance than puzzle of role-playing games.?’ Every game type has the potential to influence
young people’s competences and skills. A more detailed list of various game types and genres is
available in Annex 2.

Figure 2 shows video games mapped based on the main video game types and genres, and divided
based on their level of complexity and extent of social interaction. For example, if you want to develop
young people’s teamwork and communication skills, but want the game to be as easy to grasp as
possible, you should consider rhythm and music games. Therefore, when implementing video games
in youth work, it is important to carefully consider the competences or skills you want to develop and
which video game is the most appropriate based on the objectives of the youth work.

22 Yanev, V. 2022. ‘Video Game Demographics —who plays games in 2022?’, 26 November, https://techjury.net/blog/video-game-
demographics/#gref

23 Statista. 2022. ‘Global gaming penetration 2021, by age and gender’, 10 November,
https://www.statista.com/statistics/326420/console-gamers-gender/

24 Tbid.

25 Granic, 1., Lobel, A. & Rutger C. M. E. Engels. 2014. ‘The Benefits of Playing Video Games’ American Psychologist 69(1): 66-78.

26 Statistics Estonia. 2023. ‘Mida noored oma ajaga teevad?’, 16 February , https://www.stat.ee/et/uudised/mida-noored-oma-ajaga-
teevad?fbclid=IwAR30ou6iGeplkrPpmZFkKt 80ZQpyNKNQjQk2lks-6HR2-xZ9sdGauKjbUjc

27 Brom, C., Sisler, V. & Slavik, R. 2009. ‘Implementing Digital Game-Based Learning in Schools: Augmented Learning Environment of
“Europe 2045™. Multimedia Systems 16(1): 23-41.

28 Granic, op. cit., p 69.

2% Granic, op. cit., p 69.
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Figure 2. A map of the main video game types and genres. Video games have been categorised by their level of complexity and extent of
social interaction.?® Source: Granic, I., Lobel, A., Engels, R. C. M. E.. 2013. ‘The Benefits of Playing Video Games’ American Psychologist
69(1): 66-78.

In addition to popular commercial video games, there are games that are designed to educate rather
than entertain. In research, video games implemented in schoolwork are referred to as serious
games.3? Serious games are video games or game-like interactive systems developed for educational
purposes using game technology and design principles.3? Although the term has multiple definitions,
serious games are considered in an educational setting as a purposeful learning environment aimed
at supplementing key curriculum areas.?® Such games differ from commercial video games primarily
in their purpose and the in-game resources available to the player, which have been designed for
educational purposes.®*

Inrecent years, there have been increasingly more discussions about the importance of serious games
in education. In Australia, game developers are creating a new generation of games that go beyond
commercial video games, such as Roblox or Super Mario, and aim to promote public health messages,
mental health support and awareness campaigns through gameplay.3® At the same time, research has
shown that even popular commercial video games can be useful for learning. For example, Minecraft

30 Granic, op. cit., p 69.
31 Ulicsak, M. & Wright, M. 2010. ‘Games in Education’. https://www.nfer.ac.uk/publications/futl60/futl60.pdf, p. 24-25.

32 State Government of Victoria, Australia. 2017. ‘Serious Games’.
https://www.education.vic.gov.au/about/programs/learningdev/Pages/expired/techgames.aspx

33 Ibid.

3 Brom, Sisler & Slavik, op. cit., p. 25.

35 Fitzsimmons, C.. 2022. ‘We learn through play: How video games are getting serious’, 10 April,

https://www.smh.com.au/technology/video-games/we-learn-through-play-how-video-games-are-getting-serious-20220322-
p5a6rx.html
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(an adventure game) and Civilization (a strategy game), both aimed at young people, have been used
to introduce socio-demographic issues.3¢

Therefore, when defining video games and establishing a framework, it is necessary to consider
the functionality and purposefulness of digital solutions, including commercial computer games,
mobile games and video games, in the classroom and in youth work in general. Video games used
in youth work should have specific objectives for the games to have a positive and supportive effect
on young people’s general competences and should be an attractive way to develop these
competences. The choice of video games should be based on the expected effect different game types
have on the development of certain skills or competences.

WHY USE VIDEO GAMES?

Popularity Relevant

Video games are more and more It is important to modernise and
accessible to youth. improve youth work practices,
Popular video games include taking into account youth's
educational aspects. interests and needs.

Virtual world —=3) Developmental
Youth spend a lot of time in the Research shows the significant

virtual world. It is important to . potentialjofivideojzamesiandithelr
guide the time spent in it to make E-MANGUD influence on the development of
it more purposeful. Avideo game or youth's skills and competences.
electronic game is any
interactive game or
system operated by

Mutual learning computer circitry and an Youth initiative

interactive image.
Provides greater opportunities for Video games are a way to help
cooperation, initial contact and young people develop the
mutual learning between young competences they have and
people and youth workers. encourage them to take initiative.

Figure 3. Why video games? Source: made by the authors

Video games are an important form of entertainment and communication for today’s youth. Unlike
serious games, commercial video games are designed to entertain players, offering them a goal-driven
environment in which they face a number of conflicts and challenges. Research has shown that in
commercial video game environments players can apply their cognitive skills in a more integrated
way and are more motivated to play, therefore commercial video games have a greater potential
impact on improving cognitive functions.?” Popular video games are more accessible to players and
game creators are putting more and more focus on the potential impact of video games on players’
skill development.

Many popular video games incorporate educational aspects, which has led to the discussion of their
possible inclusion in formal and informal education. For example, Assassin’s Creed, a video game in
the action-adventure category, incorporates geography and history. In Roblox, players have to solve

36 Bavelier, D. & Shawn Green, C.. 2019. ‘Enhancing Attentional Control: Lessons from Action Video Games’ Neuron 104(1): 147-163.
37 Choi, E., Ryu, J-K., Jung, K-1., Kim, S-Y., Park, M-H. 2020. ‘Commercial video games and cognitive functions: video game genres and
modulating factors of cognitive enhancement’, Behavioral and Brain Functioning 16(2): 1-14.
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mathematical and business problems. Furthermore, the strategy game Civilization and the social
simulation game The Sims address the issues of planning and sustainability.3® In order to enhance
their interest-driven activities, young people need the support of knowledgeable peers, but also
teachers, parents and other adults, to learn how to use technology for purposes other than just
entertainment.3°

As a result, the potential of video games to support learning is an increasingly popular topic of
discussion, and people are looking for ways to integrate video games into formal and informal
education to develop young people’s general competences. However, the number of studies in the
field is still low. In Estonia, the national curriculum for basic schools defines eight cross-curricular
competences aimed at guiding young people in their development as people and citizens. General
competences are: 1) culture and value competence; 2) social and civic competence; 3) self-
management competence; 4) learning to learn competence; 5) communication competence; 6)
mathematics, science and technology competence; 7) entrepreneurship competence; and 8) digital
competence.*?

There are currently no comprehensive studies on the impact of specific video games on young
people’s general competences, but research shows that video games hold great potential in the
development of young people’s skills. Some studies stress the potential dangers arising from the
problematic use of video games or their association with poor mental health, but others show that
video games are often associated with enjoyment and intrinsic motivation, making them an attractive
and valuable new learning method that provides psychological support.** In addition, there are a
number of advantages to using video games in youth work: 1) relatively inexpensive; 2) ready-to-use
format; 3) advanced graphic quality; and 4) the possibility to reach a wider audience.*? Therefore,
when implementing video games in youth work it is important to understand the opportunities and
potential dangers of digital solutions.

Young people have diverse competences that allow them to operate and participate in a digitalised
environment, and all young people will need a flexible, agile and critical approach to digital technology
in their future work and everyday lives.** This means that video games are a helpful method for
young people to develop the competences they have and to encourage them to take the initiative
to share these competences with the older generation. This is also confirmed by the council’s
conclusions on digital youth work, which states that ‘youth work has a great potential to allow for
experiential learning in a non-formal setting and to involve young people in activities to strengthen
their digital competences and media literacy.’** Therefore, implementing video games in youth work
is an optimistic plan, as it provides greater opportunities for cooperation between young people and
youth workers. Video game application practices are described in chapter 4.

38 National Youth Council of Ireland. 2020. Using games in youth work for development education.

39 Laakso, L. N., Korhonen, T. S., Hakkarainen, K. P. J. 2021. ‘Developing students’ digital competences through collaborative game
design’, Computers & Education 174: 1-15.

40 National curriculum for basic schools. 2023. https://www.riigiteataja.ee/akt/108032023005

41 Pallavicini, F., Pepe, A., Mantovani, F., op. cit.

42 Tbid.

43 Official Journal of the European Union. 2019. ‘Conclusions of the Council and of the Representatives of the Governments of the
Member States meeting within the Council on Digital Youth Work’, C 414/02, https://eur-lex.europa.eu/legal-
content/ET/TXT/PDF/?uri=CELEX:52019XG1210(01)&qid=1581414758803&from=EN

44 Ibid.
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3. THEIMPACT OF VIDEO GAMES ON THE DEVELOPMENT OF
YOUNG PEOPLE’S GENERAL COMPETENCES

Video games have a positive effect on the development of young people’s general competences.
Research has found that while commercial video games may train the player’s cognitive functions,
even during short-term gameplay of any video game, the development of specific skills and
competences depends on the genre of the video game and in-game opportunities.*®* Research shows
that video games have been found to have a positive impact on the development of all cross-
sectoral general competences, including those described in the Estonian national curriculum for
basic schools. Below is a description of each competence listed in the national curriculum for basic
schools and an example of the impact of video games on its development.

Culture and value competence is set out in the national curriculum for basic schools as the ability of
young people to evaluate human relations and activities from the standpoint of generally accepted
moral norms, to sense and value their ties with other people, cultures and society, to value creativity,
to appreciate universal and societal values, and to acknowledge their own values.*® For example, the
construction and simulation game SimCity, the game platform Roblox and the adventure game
Minecraft can be used to construct and plan buildings (eg youth centres or public buildings), and thus
can be used to guide young people to discuss various societal challenges and needs.

Social and civic competence is the ability of young people to self-actualise, to function as an aware
and conscientious citizen, to support the democratic development of society and the national
independence of Estonia, to respect the rules of various environments and the diversity of society and
nature, to cooperate with other people in a variety of situations and to accept and respect their
values.*’ Research has shown that players who engage in games related to civil society (political
simulations or games involving debates on ethical issues) are more likely to be involved in a civil
movement.*®

Self-management competence is the ability of young people to understand and evaluate themselves
and their weaknesses and strengths, to analyse themselves, to behave safely and lead a healthy
lifestyle, and to solve communication problems.*? A 2023 gamer experience study revealed that when
playing commercial video games, test subjects demonstrated the development of several social-
emotional skills, such as social awareness, self-management, inhibitory control and relationship
management.*® In addition, commercial games allow people to increase their intrinsic motivation to
acquire new in-game competences and autonomy, and to satisfy their need for entertainment, all of
which correlate to emotional regulation and mental well-being.5?

Video games may develop young people’s emotional intelligence, as they allow them to experience
positive and negative emotions in a controlled environment. Research has shown that when players

45 Choi, E., Ryu, J-K., Jung, K-I., Kim, S-Y., Park, M-H., op. cit.

46 National curriculum for basic schools. 2023. https://www.riigiteataja.ee/akt/108032023005

47 Ibid.

48 Lenhart, A., Kahne, J., Middaugh, E., Macgill, A. R., Evans, C., & Vitak, J. (2008). Teens, video games, and civics: Teens’ gaming
experiences are diverse and include significant social interaction and civic engagement. Pew Internet & American Life Project.

49 National curriculum for basic schools,op. cit.

50 Toh, W. & Kirschner, D. 2023. ‘Developing social-emotional concepts for learning with video games’, Computers & Education (194):
1-23.

51 Thid.
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experience fear, anxiety, anger and disappointment in a game, they can practise regulating their
negative emotions, as they are learning how to recognise and manage these emotions in a safe video
game environment.>? Therefore, when implementing video games in youth work, it is important to
reflect with young people on what they have experienced in the game in order to maximise the
development of skills and competences.

Learning to learn competence is the ability of young people to organise the learning environment
individually and in groups and procure the information they need from their environment, to plan
studies and use what they have learned in various situations and problem-solving scenarios, to
analyse their knowledge and skills, and to associate the knowledge acquired with what they have
previously learned.* Several electronic games are designed to maintain motivation by giving constant
feedback, resulting in a user experience based on a sense of accomplishment, which is highly likely to
develop the player's skills and competences.>* Therefore, when gaming, it is always necessary to
plan the activities and learning outcomes, and to use the knowledge in new situations by solving
in-game problems. Furthermore, playing video games helps players understand the link between
repeated practice and success — a perspective that is important in school, at work and in everyday
life.55

Preliminary studies have also shown the positive effect of video games on information processing and
performance. This translates to the improved ability of regular gamers to distinguish important
information from that which is irrelevant.®® Such effects are associated with the rich visual imagery
used in video games, the need to make quick decisions and exposure to unpredictable situations.
Similar to real life, problems are solved in video games by trial and error, rather than reading specific
instructions and then taking action.®” When playing, gamers must sift through instructions to find the
most important information and use it to decide on the next steps. In order to develop skills,
however, it is important to analyse the accomplishments and failures with the player.

Communication competence is the ability of young people to express themselves clearly, politely and
appropriately in both their native language and foreign languages, taking into account the situation
and context, to present themselves and justify their opinions, to read and differentiate texts, and to
value correct use of language and agreement-based communication.®® Collaborative video games are
likely to contribute to students’ communication skills, as players must jointly reflect on in-game
events and make decisions about subsequent action, which will affect the outcome of the game.* In
addition, a large number of popular video games are in English, which helps young people practise
their foreign language skills.

Mathematics, science and technology competence is the ability of young people to use the language,
symbols and methods characteristic of mathematical applications at school and elsewhere, to
understand the significance and limitations of these sciences, to use new technologies purposefully
and to make evidence-based decisions.®® Research shows that good spatial perception is associated
with young people’s performance in science, technology, mathematics and engineering, which in turn

52 Toh, W. & Kirschner, D., op. cit.

53 National curriculum for basic schools, op. cit.

54 Granic, I., Lobel, A., & Engels, R. C. M. E., op. cit.

55 Thid.

% Bavelier, D., Achtman, R. L., Mani, M., & Focker, J. 2012. Neural bases of selective attention in action video game players. Vision
Research, 61, 132-143.

57 Granic, 1., Lobel, A., & Engels, R. C. M. E., op. cit.

%8 National curriculum for basic schools, op. cit.

%9 Liao, Chen & Shih, op. cit., p 45.

0 National curriculum for basic schools, op. cit.
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is positively linked to long-term professional success.®? Positive effects on spatial thinking have been
observed in those who play the puzzle game Tetris over a long period of time, and shooter games have
been observed to potentially improve spatial thinking.®?

In astudy completed in 2013, commercially available shooter games were observed to have a greater
developmental effect on players’ spatial skills than traditional educational activities targeting the
same skills.®® The study also revealed that the spatial skills acquired through video games transfer to
other areas of life.®* Therefore, video games have the potential to help develop young people’s spatial
thinking, which may improve their mathematical competence.

Entrepreneurship competence is the ability of young people to create ideas and implement them,
using the acquired knowledge and skills in different areas of life, to see problems and solutions, to
formulate plans and goals and to present and implement them, to organise joint activities and
participate in them, and to take sensible risks.®® The central idea of many video games is autonomy,
as players must commit to a particular in-game activity to create and direct actions for a specific
purpose (personal agency).%® This means that video games give young people the opportunity to
decide which actions and moves to take to achieve their goal, and to create and implement plans
to reach the desired outcome. Over time, video game developers have expanded game designs and
environments to increase the dimension of personal initiative, providing flexibility of objectives and
actions, increasing in-game choices and the player’s sense of freedom.®” Therefore, video games help
develop young people’s entrepreneurship competence through gameplay, which may transfer into
their everyday lives.

Digital competence is the ability of young people to use emerging digital technologies in a rapidly
changing society, to find and store information and assess its reliability, to be aware of and know how
to protect themselves against dangers in the digital environment, to communicate in the digital
environment, and to follow the same morals and values in the digital environment as in everyday life.®®
A 2022 study reveals that higher levels of digital competence are associated with a lower risk of
gaming addiction, which could lead to improved mental health in young people, while reducing the
symptoms of gaming addiction.®® It is important to encourage appropriate media use in young people
and reduce the risks of addictive and risky internet behaviour.”® Research shows that young people
are more engaged in learning if they are given the opportunity to use skills and interests developed
outside of formal education.” Video games are thus a good opportunity to reflect with young people
on their in-game experiences and broach the topic of risky internet behaviour.

In addition to the above, it is important to keep in mind the player’s own gaming-related interests and
goals in order to develop particular competences. According to the digital gaming relationship theory,

61 Wai, J., Lubinski, D., Benbow, C. P., & Steiger, J. H. 2010. Accomplishment in science, technology, engineering, and mathematics
(STEM) and its relation to STEM educational dose: A 25-year longitudinal study. Journal of Educational Psychology, 102, 860 — 871.

2 parong, J., Mayer, R. E., Fiorella, L., MacNamara, A., Homer, B. D., Plass, J. L., op. cit.

%3Parong, J., Mayer, R. E., Fiorella, L., MacNamara, A., Homer, B. D., Plass, J. L., op. cit.

%4 Parong, J., Mayer, R. E., Fiorella, L., MacNamara, A., Homer, B. D, Plass, J. L., op. cit.

65 National curriculum for basic schools, op. cit.

66 Garcia-Fernandez, J., Medeiros, L. 2019. ‘Cultural heritage and communication through simulation videogames — a validation of
Minecraft’, Heritage 2: 2262-2274.

67 Ibid.

8 National curriculum for basic schools, op. cit.

% Tso, Winnie W.Y., Reichert, F., Law, N., Fu, K. W., de la Torre, J., Rao, N., Leung, L. K., Wang, Y-L., Wong, W. H. S. & Ip, P. 2022. ‘Digital
competence as a protective factor against gaming addiction in children and adolescents: A cross-sectional study in Hong Kong’, The
Lancet Regional Health 20: 1-11.

70 Ibid.

7 Laakso, L. N., Korhonen, T. S., Hakkarainen, K. P. J. 2021. ‘Developing students’ digital competences through collaborative game
design’, Computers & Education 174: 1-15.
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there are six dimensions that help understand personal meanings attributed to gaming and why
players consider playing video games important: 1) competition and achievement; 2) enjoyment, free
play and activity; 3) sociality, togetherness and communality; 4) learning, development, intellectual
challenge and strategy; 5) creativity, expression, fantasy and immersion; and 6) game and genre
attributes.” Players are also influenced by internal and external factors, such as school, friends and
stereotypes, the way they play games and their level/experience of gaming.”® This shows that players
attach importance to video gaming aspects, the development of which is also included in the
Estonian national curriculum for basic schools.

Therefore, when it comes to the impact of video games on young people’s general competences, it is
important to assess the big picture: young people’s gaming-related interests and goals, the supportive
effect of video games on the development of specific general competences, as well as broader
objectives, such as the impact of video games on young people’s mental and physical health.

Potential risks of playing video games

Although playing video games has a positive effect on the development of young people’s general
competences, potential risks must also be acknowledged. Academic research addresses the
following problems: sleep disorders, unhealthy lifestyles, social isolation (including playing video
games to alleviate it), addiction and mental health problems. Sleep disorders in young gamers have
been studied using cluster analysis, in which researchers analysed the impact of young people’s
behavioural patterns on their sleep quality.” The results of the study showed that playing video games
has adverse effects on sleep quality if the young person has pre-existing issues with mental health.
Therefore, the results also implicitly suggest that playing video games is not a solution to mental
health issues, but that video gaming is not necessarily associated with sleep disorders, regardless of
the frequency and the average length of time spent playing. However, it is important to remember that
the combination of frequent video gaming and poor mental health has a strong negative effect on sleep
quality. This should also be taken into account when implementing video games in youth work, as
some young people may have sleep disorders arising from mental health issues.

The impact of video games on the lifestyle of gamers as a whole has been researched somewhat more
than, for example, the impact of video games on a specific issue, such as sleep disorders or addiction.
There is also a comprehensive literature review of studies on the healthiness of the lifestyle’, in which
the authors found that video gaming is, for the most part, positively associated with higher BMI and
unhealthy eating habits. At the same time, the authors mention that video gaming has no effect on the
frequency of sleep disorders. These results confirm that video gaming may have adverse effects on
sleep quality and probably other factors in combination with other features. Thus, research’® results
have shown negative effects on young people’s health when video games are used as a primary
coping mechanism for stress. It was found that video gaming is not a good solution to young people’s

72 Merikainen, Mikko. 2023. ‘Young People’s engagement with digital gaming cultures — validating and developing the digital gaming
relationship theory’, Entertainment Computing 44: 1-9.

73 Merikainen, Mikko. 2023. ‘Young People’s engagement with digital gaming cultures — validating and developing the digital gaming
relationship theory’, Entertainment Computing 44: 1-9.

74 Altintas, E., Karaca, Y., Hullaer, T., Tassi, P. 2019. Sleep quality and video game playing: Effect of intensity of video game playing and
mental health. Psychiatry Research, 273, 487-492.

75 Chan, G., Huo, Y., Kelly, S., Leung, J., Tisdale, C., Gullo, M. 2022. The impact of eSports and online video gaming on lifestyle behaviours
in youth: A systematic review. Computers in Human Behaviour, 126, 1-16.

76 Shi, J., Renwick, R., Turner, N. E., Kirsh, B. 2019. Understanding the lives of problem gamers: The meaning purpose, and influences
of video gaming. Computers in Human Behavior, 97, 291-303.
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problems, which is important to consider when developing the skills of youth workers, if video games
are to be implemented in youth work more widely.

The negative effect of playing video games may also manifest in young people’s digital addiction”’,
which has led to many formal and informal educators to reduce their use in their work. It is important
to note that only around 1-3% of gamers are at risk of becoming addicted.”® The final report on the
future scenarios of Estonia’s youth sector addresses digital addiction as a potential risk for young
people and the youth sector. The study reveals that there may be an increased need among youth
workers for additional training on digital addiction, which would allow them to approach all digital
issues in a more meaningful way, including video games.” At the same time, it is an important
observation that the purposeful use of electronic games as a meaningful activity helps reduce
negative prejudices and contributes to young people’s increased awareness of the safe practices
in the virtual world.

Overall, previous studies show the importance of the combined effect of various factors in the
application of video games. Although video gaming has a positive effect on players’ general
competences and, for example, their emotion regulation, excessive video gaming contributes to the
decline of these skills.®% In addition, it should be noted that research and knowledge on both the
positive and negative effects of video games are far from exhausted. As this is a complex issue where
effects can manifest through a combination of factors, the process of implementing video games
must be agile, ie quick to adapt to changes. This means that knowledge on the subject is constantly
improving and is taken into account when preparing materials. When preparing instructions for youth
workers, it is also important to bear in mind that the effects of video gaming may differ for each young
person, but some trends are recurrent (eg excessive and uncontrolled video gaming to alleviate stress
has adverse effects on young people’s mental health).

77 Brom, C., Sisler, V., Slavik, R., op. cit.

78 Hopkins, Sally. 2022. ‘Gaming addiction report 2022’, 18 April, https://delamere.com/blog/gaming-addiction-report-2022
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80 Villani, D., Triberti, S., Carissoli, C., Marchetti, A. 2018 Videogames for Emotion Regulation: A Systematic Review. Games for Health
Journal, 7(2), 1-15.
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4.VIDEO GAMES IN YOUTH WORK

In Estonia, the principles of youth work are set out in the Youth Work Act, which states that: 1) youth
work is performed for the benefit of and together with young people by involving them in the decision
making process; 2) the creation of conditions for youth work are based on the needs and interests of
young people; 3) youth work is based on the participation and free will of young people; 4) youth work
supports the initiative of young people; and 5) youth work proceeds from the principle of equal
treatment, tolerance and partnership.8? When implementing video games in youth work, it is important
to ensure that all these principles are respected and to think about how we can use video games to
support them.

In 2016 the Education and Youth Board published the concept of smart youth work, which sets out
three primary focus areas: 1) activities aimed at young people; 2) the development needs of youth
workers for the implementation of smart youth work; and 3) the development of the quality of youth
work and a better knowledge of young people through digital tools.®? Therefore, due to the rapid
spread of video gaming among young people, we need to find ways to use video games to make youth
activities more attractive, while keeping in line with the smart youth work concept. We need to
establish a better connection with young people by using digital tools and find ways to train and inform
youth workers to increase their digital competences. While it is important to maintain physical contact
with young people when possible during the performance of youth work, youth work must include not
only the public space, but also the digital space.®

In recent years, digital youth work has become more common in Estonia and abroad. The term ‘digital
youth work’ is relatively new, describing areas of youth work that use new digital technologies and
digital media to enhance outcome-driven youth work.8* Digital youth work encompasses activities that
may occur in face-to-face, group or social situations, but also in online environments or as a
combination of both.® Digital youth work is important because new technologies, including video
games and digital media have become mainstream in youth culture, which leads the youth to live
simultaneous and seamless online and offline lives. It is therefore important to implement digital
solutions that modernise and enhance youth work practices, taking into account societal
developments and young people’s need to cope in a rapidly evolving environment. Furthermore,
digital youth work must encompass the entire organisation and requires an integrated approach; it
should not be regarded as a specialised service or a niche area.®

As aresult of digital youth work and the resulting new methods, youth work is more relevant and more
responsive to the needs of young people. Youth workers with a flexible and critical attitude towards
digital solutions are more capable of analysing the positive and negative effects of digitalisation on

81 Youth Work Act. 2022. https://www.riigiteataja.ee/akt/NTS

82 Education and Youth Board. 2023. ‘Nutikas noorsoot66’. https://harno.ee/nutikas-noorsootoo

8 National Youth Council of Ireland. 2020. ‘Using games in youth work for development education.” https://www.youth.ie/wp-
content/uploads/2020/11/Games-in-Youth-Work-Handbook-FINAL.pdf

8  National Youtch Council of Ireland. 2019. ‘Guidance for digital youth work’, https://www.youth.ie/wp-
content/uploads/2019/03/Screenagers-Guidance.pdf

85 Ibid.
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young people as well as youth work practices and services®’, which will allow us to teach young people
how to be safe and responsible in the digital world. In addition, the use of digital tools, including
video games, in youth work makes services more accessible to young people, including those who
are geographically or socially isolated.® Video games are therefore a way of using a popular digital
tool to teach young people, in a playful way, how to function in the digital world and to include young
people who have not yet found their way into youth work services.

The recommendations for digital youth work, created by the Education and Youth Board in 2021,
highlight five key components of digital competence for youth workers: 1) information literacy; 2)
communication and collaboration; 3) digital content creation; 4) security; and 5) problem-solving.®
The implementation of video games in youth work requires three of these in particular:
communication and collaboration, security, and problem-solving, as these are the key areas in
video gaming and the development of various competences in youth.

It is important to include young people in youth work, making use of the environments and methods
they prefer, thus making youth work activities more fun for them. Video games are attractive, diverse
and facilitate interaction between various youth groups, which are significant characteristics of youth
work that could be used to direct young people’s time and skills.?® In addition, video games can be
used to explain major societal issues, combining learning and entertainment.”® For example, there
could be a lecture on climate change, after which young people play a game based on this topic and
then have a discussion to analyse what they learned and experienced.®> When implementing video
games in youth work, it is therefore important to incorporate learning, playing and reflection to
develop young people’s general competences and skills in a purposeful manner.

For example, there have been several successful youth work experiments in Finland on the application
of video games in the activities of youth centres. Currently, games are used in Finland as a tool and
method for youth work, an operating environment, for shaping content and as a form of activity in
youth centres.”® This means that in some cases, youth work done through video games is spontaneous
and casual, but video games are also a basis for a systematic and structured approach to youth work
that consciously guides the development of young people’s skills.®* Furthermore, the activities
encompass more than simply video gaming, but also various events, such as LAN parties, social
networking and joint discussions built around a common interest — gaming. Video games thus allow
young people to get involved in a variety of activities related to digital culture, including video games.

Several European countries have already implemented video games and other digital solutions in
youth work.”® The 2016 study ‘Using ICT, digital and social media in youth work’®¢, which covered the
use of digital solutions in various European countries, revealed that the use of video games in youth
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perspective verke.pdf
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work is very diverse. While in Ireland and Northern Ireland less than 15% of youth workers used video
games, the use of video games in youth work is very popular in Denmark and Finland, with 41% and
57% of youth workers utilising video games in their work, respectively.”” A Finnish study found that
the use of digital solutions, including video games, provides young people with new experiences,
learning opportunities and the chance to experience success, while an Austrian study revealed that
digital solutions facilitate interaction with young people by using modern ways that are accessible to
them.® Thus, looking at the upward trend of video games, there is reason to believe that video games
could be a way to establish (initial) contact with young people and make youth work activities more
attractive.

A 2021 Finnish study on the digitalisation of youth work revealed that it is important to set specific
goals when using digital solutions in youth work and to constantly evaluate their relevancy and
applicability.”® According to the survey results, municipalities that set digital youth work goals for
themselves: 1) were more likely to feel that there was a shared understanding of the use of digital
solutions within the work community; 2) recognised the benefits of digital youth work more often; 3)
took into account digital solutions in employee job descriptions; 4) utilised information on
digitalisation more often to support youth work planning; 5) used new methods and digital tools more
often in youth work; and 6) paid more attention to the accessibility and risks of digital solutions.% It
is therefore important that all parties have a common understanding of the necessity of digital
solutions when implementing video games in youth work, which requires increased cooperation to
find ways of implementing digital solutions in youth work based on young people’s needs.

In Estonia, video games are rarely used in youth work. During the COVID-19 pandemic, youth workers
had to find innovative ways to perform youth work and interact with young people using the virtual
space. To that end, several youth centres utilised esports. For example, youth centres in Tallinn
organised the GiTGud esports tournament®?, whose organisers have said that playing esports helps
young people develop their teamwork and strategic thinking skills.2°2 The tournament featured games
such as CS:GO, Valorant, League of Legends and Dota 2.1°% Several youth centres in Tallinn have also
organised a joint Gaming Day event, providing young people with the opportunity to compete in games
such as Krunker.io, Skribbl.io, CS:GO, Call of Duty: Mobile, Minecraft and League of Legends.?%*
Lasnamae Youth Centre has organised virtual youth work using video gaming and streaming, where
youth workers themselves have played with young people and also invited guests to perform
virtually.1°° However, this study revealed that most of the digital youth centres established during
the pandemic are no longer an active part of the youth centre’s activities, but certain aspects, such
as Discord or Facebook, are still used to communicate with young people and share information.

97 Ibid.

98 Ibid.

% Verke. 2021. ‘Digitalisation of Municipal Youth work’, https://www.verke.org/uploads/2021/12/dc70bd96-digitalisation-of-
municipal-youth-work-2021.pdf

100 Thid.

101 Qrunurk, op. cit.

102 Tallinn.ee. 2022. ‘Pdhja-Tallinnas toimub e-spordi turniir.’, 24 October, https://www.tallinn.ee/et/pohja/uudis/pohja-tallinnas-
toimub-e-spordi-turniir

103 pghja-Tallinn Youth Centre. 2022. GiTGuD esports tournament
https://www.facebook.com/events/5077794355682520/5077794379015851/

104 Valdeku Youth Centre.
https://www.facebook.com/valdekunoortekeskus/photos/a.766519283401467/3045628972157142/?type=3
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However, there are many factors in the implementation of video games in youth work that can
influence their effectiveness. The use of games in informal education requires youth workers to have
a high level of digital competence . In the 2021 study conducted in Finland, youth workers were asked
to evaluate the challenges they face in their field, revealing that insufficient digital skills of employees
is one of the challenges.®® 94% of youth workers rated their digital skills as standard and 72% of
respondents were interested in additional training. Other challenges that were highlighted include a
low number of employees and lack of clear field-related goals. According to managers, the largest
issue was the lack of human and financial resources in the field.%’

In addition, a 2022 German study revealed that youth sector workers who consider video games
useful are more likely to use them in teaching.2% Currently, both formal and informal educators have
a preconception that video gaming is a purely recreational activity that encourages young people to
spend even more time in the virtual world. Research shows that this negative mind-set and the lack
of awareness of video games among youth workers is one of the main reasons they have been
underutilised in youth work.1% Therefore, training focused on the use of video games would provide
youth workers not only with the skills to use and integrate games into their activities, but also with
better knowledge of how to prevent digital addiction and support young people who have developed
an addiction.'*? Additional training or information days would help youth workers better identify digital
addiction and incorporate activities necessary for preventing young people from becoming (further)
addicted to the digital world. Purposeful use of digital means may also help young people reduce or
manage the overall amount of time they spend in the digital world for recreational purposes.

We can thus conclude that implementing video games in youth work coincides with the objectives of
youth work in Estonia and is in line with the concepts of smart youth work and digital youth work.
Based on other countries, we can see that using video games in youth work to develop young people’s
competences and skills is an optimal way to use a medium they enjoy for educational purposes. At the
same time, it is important to incorporate learning, playing and reflection to maximise the benefits of
video gaming.

106 Verke. 2021. ‘Digitalisation of Municpal Youth Work in 2021’, op. cit.
107 Thid.

108 Thid.

199 Brom, C., Sisler, V., Slavik, R., op. cit.

110 Haugas, S., Kendrali, E., op. cit.
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5. THE APPLICABILITY OF VIDEO GAMES IN YOUTH WORK
BASED ON THE EXAMPLE OF ESTONIA

This chapter provides an overview of the results of the questionnaires and interviews carried out as
part of the study. We conducted focus group interviews with youth sector workers and individual
interviews with young people aged 7-16. In addition, we conducted an online survey among young
people (aged 7-16) to get an overview of which games they play and in which situations, the
supportive effect of video games on young people’s general competences, and young people’s
motivation to play video games in youth work. We also conducted a questionnaire among youth sector
workers to get a broader overview of the motivation of youth workers to implement video games in
youth work and how video games have been used in youth work so far.

5.1. Anoverview of young people’s video gaming practices

A total of 988 young people responded to the questionnaire, with 704 filling in the questionnaire in
full. The results analysis reflects only the responses of respondents who completed the entire
questionnaire. Responses are analysed in four main categories: gender, age, place of residence and
native language. Respondents are divided by gender into three groups: boys (N = 327), girls (N = 260)
and respondents who did not wish to disclose their gender (N = 117).2'* Respondents were divided
into three age groups based on basic school stages. Thus, the groups are: 7-9-year-olds (N = 59), 10—
13-year-olds (N = 374) and 14-16-year-olds (N = 271), who could be in grades 1-3, 4-6 and 7-9
respectively. By place of residence, respondents were divided based on the administrative divisions
of Estonia, with five regions in total: Northern Estonia (N = 208), Southern Estonia (N = 164), Central
Estonia (N = 68), Western Estonia (N = 115) and Northeastern Estonia (N = 149). Lastly, the responses
were also analysed based on the native language of respondents: Estonian (N = 398), Russian
(N =295) and other (N = 11).

The results of the questionnaire show that the majority of respondents play video games (Figure 4).
The proportion of respondents who do not play video games is around 6%. The most commonly used
gaming devices are mobile phones (73%) and computers (65%). Somewhat less popular are game
consoles (37%) and tablets (15%). The largest difference by gender was that boys were more likely
than girls to use computers (81% of boys vs 51% of girls) and game consoles (50% of boys vs 25% of
girls) for gaming. The proportions were more equal for other devices. This suggests that boys cross-
use devices more than girls, which should be taken into account when using various means in youth
work. In terms of age, students aged 7-9 are less likely to play video games on a computer than older
students. Computers are used to play video games by 39% of students aged 7-9, 66% of students
aged 10-13 and 70% of students aged 14-16. This should also be taken into account in youth work,
as the computer skills of younger students may not be as advanced as those of older students.
There were no outstanding differences in the use of devices in terms of region and language.

111 The proportion of non-respondents is high due to the fact that some respondents filled in the questionnaire when their gender was
not asked.
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Figure 4. The most used devices for video gaming by gender (N = 704)

Across all respondents, the most played games are Roblox (59%) and Minecraft (50%). Other popular
video games are GTA (27%), Counter-Strike (24%) and Fortnite (22%). In addition to these games,
Figure 5 shows all other games played by at least 10% of all respondents. Notably, boys are much
more likely than girls to play games involving violence. This is evidenced by the gender proportions
of Counter-Strike (39% of boys vs 6% of girls), Fortnite (35% vs 9%) and Grand Theft Auto (41% vs
11%). This may suggest that boys look for more aggressive activities in games and find other games
more boring. The proportion of young people that play violent games is also higher in certain age
groups. The older the player, the more often they play violent games. For example, 32% of 14-16-
year-olds, 20% of 10-13-year-olds and 7% of 7-9-year-olds play Counter-Strike.

The most notable differences were revealed in the player proportions of Dota 2 and Roblox. Dota 2
was played more often by native Russian speakers (14% vs 2%) and Roblox by native Estonian
speakers (30% vs 22%). There were no major differences for other games, so the results of this study
suggest that young Estonian and Russian native speakers predominantly play the same games.
This is also confirmed by the favourite games of respondents, where there is no significant difference
in the proportions of Estonian and Russian native speakers. For example, the most frequent favourite,
Roblox, was marked as favourite by 23% of Estonian and 25% of Russian speakers.
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Figure 5. The most played video games (N = 704)

The questionnaire results showed that gaming forms a significant part of young people’s lives:
65% of all respondents play games at least once per day or more, and 22% play at least once per
week. The most common length of time spent on gaming is 1-2 hours at a time (43% of all
respondents who play video games). 27% of respondents play for 3—4 hours and 18% for 5—6 hours
or more. This means that one in nine respondents play video games at least five hours per day and
almost one in three play at least three hours per day. Boys are more likely to play for longer: 22% of
boys usually play for at least five consecutive hours, compared to 8% of girls. In addition, the results
show that young Russian speakers are somewhat more likely to play for longer than young Estonian
speakers (22% vs 15%). We can therefore conclude that young people spend a large part of their
time on gaming, and it is necessary to find ways to guide young people to spend their time in the
virtual world purposefully to develop various skills.

The online questionnaire revealed that young people play video games mostly for entertainment or to
ward off boredom, but also to interact with friends, improve their imagination and escape from reality.
We can therefore conclude that video games are an important form of entertainment and socialisation
for young people. In the free responses, some said that they play video games because they like to
kill virtual characters. In light of that, it is necessary to consider how to make video games used in
youth work interesting for such students as well to guide them towards games that develop skills
and competences and to teach them how to be safe in the virtual world, so that in-game activities
with a negative undertone do not transfer into the real world.

‘I'live in a place where I can’t really hang out with friends, so I prefer to play with
my classmates and gain interesting experiences through games.’ — Estonian-
speaking student, aged 16



‘Because they always teach you something. Games have taught me a lot, and
when you play, you relax (apart from competitive games). I made good friends. So
I'see it as an entirely positive thing.’ — Russian-speaking boy, aged 14

Respondents were also given a list of skills and asked to identify which ones are developed by playing
video games. Figure 6 shows the six most popular skills selected by young people. Across all players,
these are: English (66% believe they are developing this skill), teamwork and computer skills (58%
for both), concentration (53%), and coordination and analytical skills (49% for both). There was no
difference between boys and girls in the top three skills, but the fourth most selected skill by girls was
creativity (50% responded ‘yes’). Among boys, the proportion was similar (48%), but the proportion
of girls across all skills was lower, which suggests that boys consider computer games more
developmental than girls.

Across age groups, there was a difference in the effect gaming has on taking the lead in real life. 41%
of respondents aged 7-9 believe that gaming influences their ability to take the lead. 28% of
respondents aged 10-13 believe the same, with the figure increasing again in the oldest age group
(36%). The change could be explained by young people’s differing perceptions of what ‘taking the
lead’ means, but the difference could also be linked to puberty, where young people may not be as
comfortable being in charge.

Based on young people’s views on the development of skills through video gaming, we can conclude
that video games could be used in youth work to purposefully (further) develop young people’s social
and civic competence, self-management competence and entrepreneurship competence. It must be
noted that while young people may not be aware of it, video games also develop other competences
mentioned in chapter 3, and developing these skills is just as important.

English I 6%
Teamwork I 5co
Computer literacy I -5
Concentration I 3%
Coordination I, /0%
Analytical skills I 9%
0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

Figure 6. Assessments of skills developed by video games (6 most-selected skills by all players) (N = 655)

‘I learned to control my emotions, manage the time spend on the computer and to
finish on time.” — Russian-speaking boy, aged 12

‘T am better in stressful situations.’ — Estonian-speaking girl, aged 13

‘I know more about style than before because now I have a real opportunity to
create different outfits.” — Estonian-speaking girl, aged 15
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In order to better understand which subject’s skills young people would like to develop through video
games, respondents of the online questionnaire were asked which classes games could be used in
(Figure 7). The most common responses were foreign language and mathematics lessons (both 39%).
All other subjects were suggested in similar proportions, ranging from 21% to 30%. However, nearly
a quarter of respondents said that video games should not be played at all in class.

Boys were more likely to say that video games could be used in foreign language lessons (46%). Girls,
on the other hand, suggested mathematics lessons the most (44%). Young people from Northeastern
and Northern Estonia stood out with their higher-than-average opinion that video games should not
be played in class at all. This opinion was held by 44% of young people from Northeastern Estonia and
34% from Northern Estonia. The same trend was seen among young Estonian and Russian native
speakers. While this view was expressed by 43% of native Russian speakers, only 17% of native
Estonian speakers agreed.

Foreign languages I  39%
Mathematics I  39%
Natural science and geography I 30%
History and civics, and citizenship education  EEEG_GSEE 309
Should not be played I NN 5%
Estonian language I 2.7 %
Chemistry and physics YA
Human studies and biology I 2 4%
Physical education I °1%

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

Figure 7. Subjects in which video games could be used, according to young people (all respondents, N = 704)

‘It depends on the game. In geography, we could play more games like Kahoot! In
history, we could play more historical role-playing games, so you can play as
someone and learn about their life. For example, you have to play as a commoner
or cleric.” — Estonian-speaking boy, aged 14

From figure 8, we learn that young people play most often online with friends (72% of respondents)
and almost as frequently alone (71%). They play somewhat less frequently online with strangers
(32%) or with friends in the same room (31%), and even less frequently with their parents (8%).

The difference between boys and girls was most apparent in terms of playing online with strangers,
with boys being 15% more likely than girls to do so (38% vs 23%). Age was also revealed to be an
important factor when it comes to playing online with strangers, meaning that older respondents were
more likely to play with strangers than younger respondents. 19% of respondents aged 7-9, 24% of
respondents aged 10-13 and 44% of respondents aged 14-16 play online with strangers.

Since at least three quarters of respondents play online with friends or strangers, it is important
to know whether and how they communicate with each other. Discord was found to be the most
common communication method, used by more than half (51%) of young gamers. Online calls and
Snapchat were used somewhat less (both 22%). The results show that video gaming is mostly a
social activity for young people. This suggests that these communication channels could potentially

25



be used in youth work to develop young people’s social and communication competence. It is also
important to teach young people how to safely interact with peers or strangers online.

72%
0,
With friends online 720/26/0

44%

71%
0
Alone 67% 73%

68%
With strangers online 44%

24%
19%

31%

With friends in the same 27%

room 14%

36%

With parents 7%

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

B Allrespondents (N=655) B 14-16y/o (N =251) 10-13y/o (N =357) 7-9y/o (N =57)

Figure 8. With whom do young people play video games? (N = 704)

How do young people perceive gaming-related risks? Respondents to the questionnaire were asked
whether there were any negative aspects to video gaming, with 62% saying there were none.
Respondents who thought there were negative aspects to gaming were asked to elaborate on what
they are. The most cited reasons were health (eg worsening eyesight), computer addiction, time spent
on gaming and becoming easily irritated. Younger respondents saw significantly fewer negative
aspects to gaming. 16% of respondents aged 7-9, 38% of respondents aged 10-13 and 43% of
respondents aged 14-16 said ‘yes’. By region, negative aspects were most seen by young people from
Central Estonia (52% said ‘yes’) and least by young people from Northeastern Estonia (30%), which
is also illustrated by the fact that native Russian speakers were somewhat less likely than native
Estonian speakers to see any risks (33% vs 42%).

‘People can waste a lot of money on a game to get certain things without thinking
about the consequences, and games can make some people really angry.” -
Estonian-speaking girl, aged 15

‘You can be really focused on a game without realising that you haven’t really
done anything important.” — Russian-speaking girl, aged 15

Respondents were also asked whether their parents restrict their game time or forbid them from
playing certain games. Although the results of the question regarding time restrictions seem similar
to the question about negative aspects (35% said their parents restrict their game time), Pearson’s
chi-squared test shows no significant correlation between the two variables (x2 (df = 1) = 0.45, p >
0.05).
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The most common time restrictions varied from one to four hours of game time, and the Family Link
software, which allows parents to restrict the content available to their children, was also mentioned
relatively often. However, significantly fewer parents forbid their children to play certain games. 16%
of respondents said their parents restrict them from playing certain games. The forbidden games
mentioned were mainly those involving violence, such as GTA, Fortnite and Counter-Strike. The
largest differences in terms of forbidden games were found between age groups, with 51% of 7-9-
year-olds, 45% of 10-13-year-olds and 17% of 14-16-year-olds being forbidden from playing certain
games. The results are significant in that nearly half of 7-13-year-olds have no restrictions on
playing games.

‘When I play online, I'm not allowed to download all the games.” — Estonian-
speaking girl, aged 8

Furthermore, considering that less than half of the young people participating in the study think that
there are negative aspects to gaming, it is definitely necessary to consider awareness-raising activities
on the subject for both young people and parents. Games sold in Europe have PEGI ratings'??,
indicating which age groups the game is suitable for in terms of its theme and content. For example,
games with violent content are not suitable for young people under the age of 18. The system was
created to inform the public about which games are suitable for certain age groups. Therefore, when
implementing video games in youth work, it is important to assess the suitability of electronic games
for a specific age group in order to avoid the potential adverse effects on young people.

5.2. Young people’s willingness to play video games in youth work

All young people were asked whether they had visited a youth centre. The results showed that 64%
of all respondents had been to one. There were no significant differences in terms of gender. There
were differences by age, but only for the youngest respondents. 44% of young people aged 7-9, 66%
of young people aged 10-13 and 65% of young people aged 14-16 had visited a youth centre. Native
Estonian speakers had visited youth centres somewhat more than native Russian speakers (69% vs
58%). Young people from Northeastern Estonia were the most frequent visitors (83%) and those from
Northern Estonia were the least frequent (45%). This may be due to the fact that young people in
Northern Estonia have access to a variety of activities (cinema, amusement parks etc), which often
prevents them from visiting a youth centre.

69% of respondents who had visited a youth centre had played video games there. The most frequent
players were boys (76% vs 61%) and native Estonian speakers (69% vs 57%). Young people who had
visited a youth centre, but not played video games, were asked whether they would be interested in
playing video games, to which a third said ‘yes’. The results of this study show that at least half of the
young people questioned visit youth centres and play, or at least would like to play, video games
there. Therefore, the increased implementation of video games in youth work has a lot of potential,
as young people are willing to and interested in playing them.

Young people who had played video games in a youth centre most often mentioned Roblox (50%),
Minecraft (40%), FIFA and Fortnite (24% for both), and GTA® and Among Us (15% for both). This
means that four out of the five most played video games are also the most played in youth centres.

112 Pan European Game Information. 2017. ‘PEGI age ratings’. https://pegi.info/page/pegi-age-ratings (last accessed 23 March 2023).
113 It is important to note that the PEGI rating of GTA is 18, meaning that the game is appropriate for those aged 18 years and older.
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We can therefore conclude that in order to guide young people in the virtual world, youth centres could
utilise these popular games purposefully to develop their competences and skills.

Overall, we can say that young people’s willingness to play video games in youth work is rather high,
and this offers a number of ways in which youth sector workers could use electronic games more in
their work to develop young people’s general competences and skills.

5.3. Youth workers’ willingness to implement video games in youth work

This subchapter analyses the willingness of youth workers to implement video games in youth work
and their thoughts on the subject. The analysis was based on information acquired from the focus
group interviews and the short questionnaire. The figures reflect the results of the questionnaire.
Focus group interviews were conducted with 15 youth sector workers. There were a total of 93
responses to the questionnaire, of which 56 were complete and 37 were partial. Most respondents
were from Harju County and Tallinn.

Around 93% of respondents to the questionnaire believed that video games could be utilised in
youth work to develop young people’s skills. At the same time, interviewees were rather
disinterested in using video games in youth work. The primary reasons mentioned were young
people’s addiction to smart devices and their interest in engaging with the physical world in youth
centres and hobby groups. Despite this, interviewees acknowledged that video games have a lot of
potential to develop various skills.

Develops various skills I 319%
Video games as a guiding activity I 0 3%
Informal learning method to reach young people I 0 39%
Allows for better visualisation of the material learned at school | NN 13%

Diverse possibilities I 0%

0% 5% 10% 15% 20% 25% 30% 35%

Figure 9. The opinion of youth workers on why video games could be utilised in youth work (N = 56)

Figure 9 shows that 31% of youth workers who responded to the questionnaire think that video
games could be implemented because they develop various skills, such as communication,
teamwork, computer literacy and problem-solving. 23% of youth workers said that video games
could be used to guide young people to use their time in the virtual world purposefully and to direct
their activities towards the development of skills. In addition, video games are seen as a potential
informal learning method, which can be used to reach young people through a medium they enjoy.
The ability of video games to illustrate the material learned in school and the wide range of
entertainment options offered by electronic games were mentioned to a lesser extent. Those who said
that video games should not be used in youth work argued that young people are already addicted to
phone and computer games and would like to reduce the time spent in the virtual world. This was also
mentioned in the interviews.

‘Young people spend a lot of time on smart devices. This time could be reduced
with some guidance, but at the same time we should not prohibit or restrict
endlessly. Video gaming allows us to engage them in a different way and to
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educate them on cyber security. Based on my own experience, I see that video
games are a way to also engage young people who do not participate in other
games and activities and would rather not interact.” — Youth worker, Saare County

‘Since this is something young people are exposed to every day, it could be
integrated into youth work as well. It would also be a good way to introduce the
world of video games to young people in a controlled and age-appropriate
manner.” - Youth worker, Lédne-Viru County

‘1. Young people need to learn how to use digital tools and navigate the digital
world in general in a safe and responsible way. I think it’s good to do this through
playing games 2. It helps youth workers relate to young people. It can help young

people understand that youth workers are partners who treat them as such, not
stern teachers. 3. Youth workers need to keep up with what young people are
doing to some extent in order to understand them, and games are a good way to
do this. 4. It may increase young people’s initiative. Video games are still
shamefully underutilised in youth work.” — Head of child and youth work, Tallinn

The results of the questionnaire reveal that 60% of youth sector workers have used video games in
their work. Video games have also been used by around the same proportion of interviewed youth
workers. 40% said they have not used video games in their work, but just over half of them (54%)
would like to do so in the future. The main reason video games have not been used is that youth
centres do not have enough resources or youth workers lack the ability or training to use video
games purposefully. This is also confirmed by previous studies carried out abroad. In addition, it was
mentioned in both the online questionnaire and interviews that youth workers have not had time to
seek new opportunities or train themselves to use video games. In the free responses, youth workers
said that they do not want the youth centre to become a place where young people just sit on the
phone or computer.

‘The overall perception is that young people want to reduce the time spent on
smart devices and engage in activities that allow this. Therefore devices are used
less. I don’t see the proportion increasing or that they are going to be used more.’

— Youth worker, Jdrva County

During the COVID-19 pandemic, several digital youth centres were created, giving young people the
opportunity to spend time together virtually. 38% of the youth workers who responded to the online
questionnaire said that their youth centre took the opportunity to establish an online youth centre.
40% did not take it. Today, only 28% of respondents use the online youth centre solution. They mostly
use joint social networking channels established during the pandemic, such as Discord or Zoom.
According to youth workers, the success/popularity of online youth centres was mixed. Initially, online
youth centres were popular, but interest and participation declined rapidly. This was attributed to the
fact that young people spent a lot of time on the computer for schoolwork, which led them to seek
other activities to occupy their free time. It was mentioned during the interviews that various online
platforms, such as Discord and Facebook, were used to interact with young people during the
pandemic, but they are no longer widely used.
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Figure 10. Reasons why video games have been used in youth work (N = 56)

The free responses of the questionnaire reveal that youth workers have used video games for a variety
of reasons. Figure 10 shows that 20% of youth workers have used video games to improve knowledge
or to illustrate learning material. In particular, they mentioned the development of a particular skill or
knowledge, for example geography. This was also mentioned in the interviews as the main reason to
use video games in youth work. For example, using GeoGuessr to explore the world, virtual reality to
start a subject or Roblox to build a youth centre. 17% of respondents use video games to diversify
recreational activities and daily learning. 11% use video games for competitions or cooperative
gaming sessions, such as FIFA tournaments, or to specifically develop young people’s collaboration
and communication skills.

It is important to note that 9% use video games to increase children’s physical activity. Interviewees
said that they use games like Just Dance or WiiSports to provide children with an exciting and
entertaining way to be more physically active. In addition, 9% of respondents said they use video
games to establish a better connection or find common ground with young people. Video games are a
good way to establish initial contact with young people, using a medium that they like the most.

‘During the emergency situation, we used Minecraft to stay connected to young
people. We've used VR games to explore certain topics. GeoGuessr, which is
popular at the moment, has made it possible to connect with young people who
don’t usually interact with youth workers.” — Head of youth centre, Saare County

‘Careful consideration should be given to how these video games are used with
young people, so they are beneficial rather than harmful; the length of game time
should be restricted because they also need to engage in other activities and
interact with the real world. Video games shouldn’t be a taboo, but it’s a crucial
part of the adult’s role to teach children how to play in an a beneficial way.’ -
Head of extracurricular activities, Lddne County
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Figure 11. The opinion of youth sector workers on which competences video games teach young people (N = 56)

According to youth workers, video games teach young people a variety of competences or skills. Figure
11 shows that youth workers who responded to the questionnaire believe that video games develop
young people’s collaboration and communication skills the most. In 11 cases, it was said that video
games improve young people’s reaction speed and coordination. In 10 cases, youth workers said that
video games develop young people’s digital competence and strategic thinking. The improvement of
logic, foreign language skills and decision-making were mentioned less often. It is important to note
that young people do not simply learn these skills by spending time in the virtual world or playing
video games. The development of these skills through video games must be purposely guided.

It can therefore be concluded that it is important to share the necessary knowledge with youth
workers on how to develop these skills in young people and which video games are best suited
for this. It helps youth workers make more informed choices about which games to use in a particular
situation or to develop a certain skill. If youth workers believe that video games develop collaboration
and communication skills, coordination, strategic thinking, logic and digital competence, then games
should be chosen with the development of these skills in mind, and it is necessary to teach youth
workers’ how to use video games to develop these skills.

‘The use of video games could make children realise that in addition to the
abundance of so-called trash the online world has to offer, this environment can
also be used to their advantage. We could help young people self-manage through
video games, so they can notice the effects that online environments have on their
thinking and behaviour.” — Supervisor of recreational activities, Pdrnu County

The most used video games by youth workers are Among Us (28%), Minecraft (22%), FIFA (17%) and
Roblox (17%). Rocket League and Fortnite (11% for both) and Terraria, The Sims and Seterra (6%) are
used less. Around half of the respondents make use of games that were not listed in the questionnaire.
They mostly mentioned web applications or games such as GeoGuessr, Kahoot! and Jeopardy.
Interviewees mainly mentioned Minecraft, Roblox and Fortnite. We can therefore conclude that the
most used games in youth work are popular among young people themselves. Around 90% of
youth workers take into account age restrictions when using video games.

‘Xbox encourages young people to exercise. Older children instruct younger ones,
they play together and have fun winning.’ — Youth worker, Ida-Viru County
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‘Video games should encourage young people to exercise (Xbox, Wii), consider
their peers, safely look for information online, recognise safe communication in
different environments and have the courage to ask for help if they suspect
communication is not safe.” — Youth worker, Pdrnu County

According to the questionnaire results, around a quarter of youth workers rarely use video games in
their work, meaning that the use of electronic games depends on a number of factors, such as time,
the willingness of children and youth workers, and children’s motivation to play. 22% of youth workers
use video games once per month or once per week. Only 8% of youth workers use video games every
day. Based on the interviews, video games are generally used if the youth centre has a separate
gaming area with game consoles or computers. This lets young people decide when and which game
they want to play. At the same time, youth workers are trying to reduce young people’s use of smart
and electronic devices, and young people’s time in the virtual world is limited. We can thus conclude
that video games are currently used in youth centres as a separate activity and, to a lesser extent,
in a meaningful or purposeful way to develop learning competences.

‘Less so now, but I still often grab the PS4 controller or play a virtual board game
with young people. We’ve also often played semi-virtual educational games such
as Kahoot!” — Head of child and youth work, Tallinn

In the questionnaire, 78% of youth workers said that they had a discussion with young people after
playing video games about what they did or experienced. The overwhelming majority, ie 68% of youth
workers, said that young people’s willingness to analyse their experiences after playing video game
was rather good. Only 3% of respondents rated young people’s willingness to analyse their
experiences as very good. 23% of youth workers rated their willingness as rather poor, but no one
rated it as very poor. Interviewees mainly said that they discussed general in-game activities with
young people. For example, when playing Just Dance, they discussed how the game went and what
their result was.

Young people’s willingness to analyse their in-game experiences may depend on the game type
and the specific tasks that the youth worker gave them. Young people may also find it strange to
start playing video games purposefully and to analyse them later on, when previously they only played
them for fun. It is therefore not possible to make fundamental conclusions about young people’s
willingness.

8%

11%

32%

B Very good B Rather good B Rather poor Very poor Do not know

Figure 12. The assessment of youth sector workers on their ability to play video games with young people (N = 56)
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Figure 12 shows that youth workers who responded to the questionnaire rated their ability to play
video games with young people as average. Around 37% of respondents rated their ability to play
electronic games with young people as rather good. 13% of youth workers, primarily from cities like
Tallinn and Tartu, rated their ability as very good. 43% of respondents rated their skills as rather poor
or very poor. In the free responses, they mentioned that youth workers lack experience and
knowledge of specific games that are currently popular among young people and that have the
potential to develop various skills in addition to being entertaining. It was also suggested that youth
workers are not sufficiently aware of all the dangers young people may face in the virtual world in
order to teach them how to stay safe. One interviewee pointed out that they do not have the ability or
time to learn a video game in such depth that would allow them to play it with young people.

‘As a teacher I'm not as competent in the virtual world. It entails a lot of
responsibility and we rather try to support students to use the digital world safely.
We rather acknowledge than avoid.” — Head of youth centre, Harju County

‘Playing games requires time. Above all, youth workers have to learn the game. But
it’s also possible for young people to teach youth workers.” — Head of youth centre,
Harju County

According to youth workers, the lack of knowledge and skills of employees is the greatest
obstacle to implementing video games in youth work (57%). Almost all interviewees also
mentioned this. We do not currently have an overview of video games that could be used purposefully
in youth work or guidelines on how to use them, which makes youth workers feel insecure about
implementing video games in their work. Furthermore, 41% of respondents say that their youth centre
lacks the necessary means to play video games. For example, they mentioned situations where they
would need to play with multiple children, but there is only one console, controller or computer. In
some cases, they said that their devices are outdated or they have no resources to purchase new video
games with. Around 27% of respondents said that the main obstacle is the lack of funding to pay youth
workers additional wages for acquiring a new skill or to carry out projects that would allow video
games to be implemented in youth work. To a lesser extent, respondents cited lack of time for
preparation, licence and platform fees, and low employee interest in the implementation of video
games in youth work as obstacles We can therefore conclude that currently, the implementation
of video games in youth work is primarily inhibited by the ignorance of youth workers and the
lack of resources or funding. International studies confirm this trend.

‘Employee competence... and willingness. I've been a substitute in some places
when their employees were ill and some do not want to use digital tools at all. One
lady told me she was an old-school woman and didn’t need to use them. Some
employees don’t consider that it can contribute to development.” — Youth worker,
Lédne-Viru County

Both youth workers and youth centres need support in order to implement video games in youth work.
32% of respondents would most like training or to acquire additional skills. All interviewees also
mentioned they would like training to get an overview of the possibilities of video games. Learning
from each other and sharing experiences was also considered important. Around 20% of respondents
said that in order to implement video games, they need more information about various electronic
games to get an overview of the games that can be purposefully used in youth work to develop a skill
or support the field. In addition, respondents requested more information on the working principles
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and gameplay of video games. 14% of respondents mentioned that youth workers also need devices
to play video games, citing the increased need for various consoles or computers. They also mentioned
the need for new games and platform accounts. In particular, the need for devices so that all young
people who visit the youth centre can play video games together was also mentioned.

‘Personally, I see a lack of knowledge about games (because I've not played them)
and, to some extent, a lack of means (newer games/devices that young people
would like to use).” — Youth worker, Tallinn

‘The selection of multiplayer games could be broader. Also, someone should give a
small introduction to the principles and gameplay of newer games, so we could
share this information with young people and know what to expect.’ — Youth
worker, Lddne-Viru County

Sharing experiences of video game practices in youth work with other youth workers was also
considered important. One interviewee said they would like more information on how video games are
played in other youth centres, which games help the learning process and which have been popular
among young people.

We can therefore conclude that when implementing video games in youth work, it is important to
give enough information to youth sector workers on various video games that can be purposefully
used in youth work to develop young people’s competences. It is also important to provide training
and share experiences so that youth workers feel competent when using video games and can justify
and explain their actions. In addition, one of the prerequisites for implementing video games is the
relevance and abundance of digital tools so that all young people can play video games together.

Overall, we can conclude that youth workers are ready and willing to play video games in the context
of youth work. Youth workers believe that video games primarily develop teamwork and
communication skills, computer literacy and problem-solving. The primary obstacles are the lack of
awareness of youth workers, the lack of funding and means, and poor video gaming skills of
employees. Implementing video games in youth work requires raising awareness among youth
workers and providing comprehensive training or opportunities to share experiences.
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6. KEY FINDINGS AND RECOMMENDATIONS

Below are the key findings of the study on the applicability of video games in youth work. The key
findings are followed by recommendations for various stakeholders to help policy-makers further
develop the field. Each numbered finding corresponds to a marked recommendation.

1. When implementing video games in youth work, it is important to combine games that interest
young people with the underlying values of youth work. This means that youth work activities
should take into account the games young people play the most and use situations in these games
to develop priority skills.

Recommendation: Determine the video games that are of most interest to young people and find
in-game situations that develop previously agreed upon priority skills and competences, such as
communication and teamwork skills. When identifying in-game situations, it is necessary to
involve young people, since they understand video games better than youth workers.

2. The implementation of video games does not necessarily require that employees know how to
play, although gaming can also be a part of the learning process of employees. However, it is
important that employees can guide players to better understand in-game situations and help
them develop analytical thinking skills. Using video games requires knowledge of the virtual world
and how to interact and behave responsibly in it.

Recommendation: The Education and Youth Board as an institution needs to manage the
expectations of youth workers and dispel the main stereotypes associated with video games. In
managing expectations, youth workers need to develop a common understanding of the
objectives and main uses of video games.

3. There are currently three main obstacles to the implementation of video games: employee
perceptions of their ability to use video games effectively, the lack of (financial, technological or
human) resources and the lack of clear goals for using video games.

Recommendation: Youth sector workers should have information days, training or a platform to
share experiences, so they can learn which video games can be used to develop young people’s
skills and how to use them. It is important to provide youth workers with up-to-date information,
advice and tools to promote safer, more responsible and more effective use of digital solutions,
including video games, among young people. Mobile youth work and mandatory information days
could be used to share experiences and information, or everything related to video games could
be integrated into larger youth work conferences, training or meetings.

4. We are currently not sufficiently prepared to implement video games in youth work: the
definitions related to video games are not clear and unambiguous to all parties. In addition, there
are currently no clear objectives or instructions on how to incorporate games into the learning
process.
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Recommendation: The Education and Youth Board needs to prepare instructions that include
specific definitions and ways or methods in the form of a manual. Such instructions give youth
sector workers a better overview and the confidence to implement video games in their work.
Preparation can be ensured by thoroughly reviewing materials used in other countries, such as
Finland and Norway, and gathering good practices on the implementation of video games.

Communication is an important part of the implementation of video games and should be given
attention, both face-to-face and online. Currently, one of the most used online communication
platforms is Discord, where responsible communication must be learned.

Recommendation: Increase dialogue with young people about their internet use. Teach young
people how to be safe and secure in the digital world, and to act in line with societal norms, such
as polite communication. It is important for young people to be aware of their digital identity and
online behaviour.

Video games allow youth workers to establish a better connection with young people, using a
medium that they enjoy. Playing together brings youth workers closer to young people and forms
a foundation for future conversations.

Recommendation: In order to utilise the potential of video games to reach young people and
engage with them, the Education and Youth Board needs to prepare easily accessible and
compact instructions with guidelines for the implementation of video games. The material must
be created in collaboration between youth sector workers, young people and representatives of
the Education and Youth Board.

Using video games in youth work makes it easier to adapt the learning process to the needs of
young people. For example, video games can be used to provide opportunities and services to
young people in a way and language that suits them.

Recommendation: Encourage young people and give them more opportunities for independent
initiatives to organise events related to gaming culture, such as LAN parties or game
discussion/support groups. The Education and Youth Board should create or channel funding
measures that support the gaming initiatives and/or activities of both young people and youth
workers.

Young people can also take the role of the teacher in gaming-related activities, making the
activities attractive and interesting for them. Ideas developed in collaboration between young
people and employees can in turn be used to direct and shape youth work activities.

Recommendation: Youth workers must be open to learning/improving new skills related to the
implementation of video games. However, video games should be chosen based on the individual
youth worker’s (digital) competences, the abilities of the institution and the goals of youth work.
If possible, the games chosen should be social and of medium difficulty to ensure the
development of young people’s communication and teamwork skills.

Video gaming in youth work allows for the management of young people’s time in the virtual
world in a conscious and purposeful manner. Conscious video gaming is also compatible with
the goals of lifelong learning and teaches both young people and youth workers how to stay safe
and secure in the digital world.
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10.

Recommendation: Pilot and test the applicability of video games in some youth centres or hobby
groups to test how the approach suits both youth workers and young people. Then move on to the
next actions / expand the target group for implementation.

The practices of other countries revealed that countries that have implemented video games
successfully had cross-sectoral contacts advising youth workers. This suggests that we need
a cross-sectoral contact in Estonia as well. The adviser should, where necessary, advise youth
workers on the purposeful use of digital solutions, including the implementation of video games
in youth work.

Recommendation: The Education and Youth Board needs to create a position to advise youth
workers on the implementation of video games.
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SUMMARY

Video games, ie electronic games, are an important form of entertainment and communication for
today’s youth. Many currently popular video games include educational aspects. Research has shown
that in commercial video game environments players can apply their cognitive skills in a more
integrated way and are more motivated to play, therefore commercial video games have a greater
potential impact on improving cognitive functions. As a result, video games are increasingly being
discussed for their potential to support learning, and people are looking for ways to integrate video
games into youth work to develop young people’s general competences. Research shows that video
games have been found to have a positive impact on the development of all cross-sectoral general
competences, including those described in the Estonian national curriculum for basic schools.

The aim of this study was to get an overview of the most used video games among young people aged
7-16 in Estonia, and their impact on the development of young people’s general competences. In
addition, we wanted to provide an overview of potential links between video games and youth work
opportunities and competences in Estonia and abroad. To that end, we surveyed the opinion and
willingness of youth workers to implement video games in youth work. This study focused on popular
commercial video games that can be played on a computer, mobile phone or game console. The
central methods of the study were secondary data analysis, focus group interviews with youth sector
workers, individual interviews with young people aged 7-16 and a questionnaire among both target
groups.

The results showed that 94% of young people surveyed (N = 704) play video games, with mobile
phones (73%) and computers (65%) being the most commonly used devices. In terms of gender, the
largest difference was that boys were more likely than girls to use computers and consoles to play
video games, meaning they cross-use devices more often, which should also be borne in mind when
using various devices in youth work. Across all respondents, the most played games are Roblox (59%)
and Minecraft (50%). Other popular video games are GTA, Counter-Strike and Fortnite. Notably, boys
are much more likely than girls to play games that involve violence. In addition, boys consider
computer games more developmental than girls.

Gaming forms a significant part of young people’s lives: 65% of all respondents play games at least
once per day or more, and 22% play at least once per week. One in nine respondents play video games
at least five hours per day and almost one in three play at least three hours per day. Young people play
video games mostly for entertainment or to ward off boredom, but also to interact with friends,
improve their imagination and escape from reality. The results of this study show that at least half of
the young people questioned visit youth centres and play, or at least would want to play, video games
there. Therefore, the increased implementation of video games in youth work has a lot of potential, as
young people are willing to and interested in playing them.

Around 93% of youth sector workers who responded to the questionnaire (N = 56) believe that video
games could be utilised in youth work to develop young people’s skills. At the same time, interviewees
(N =15) were rather disinterested in using video games in youth work. The primary reasons mentioned
were young people’s addiction to smart devices and their interest in engaging with the physical world
in youth centres and hobby groups. Despite this, youth workers see that video games have a lot of
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potential to develop various skills, such as communication and teamwork, computer literacy and
problem-solving.

According to the questionnaire results, around a quarter of youth workers rarely use video games in
their work, meaning that the use of electronic games depends on a number of factors, such as time,
the willingness of children and youth workers, and children’s motivation to play. 22% of youth workers
use video games once per month or once per week. Only 8% of youth workers use video games every
day. Based on the interviews, video games are usually used if the youth centre has a separate gaming
area with game consoles or computers. We can thus conclude that video games are currently used in
youth centres as a separate activity and, to a lesser extent, in a meaningful or purposeful way to
develop young people’s competences.

Youth workers rate their ability to play video games with young people as average. Around 37% of
respondents rated their ability to play electronic games with young people as rather good. 13% of
youth workers, primarily from Tallinn and Tartu, rate their gaming abilities as very good. 43% of
respondents rated their skills as rather poor or very poor.

60% of youth sector workers have used video games in their work. 40% said they have not used video
games in their work, but just over half of them (54%) would like to do so in the future. According to
youth sector workers, the primary obstacles to implementing video games in youth work are the poor
knowledge and skills of employees and the lack of resources. We can therefore conclude that currently
the implementation of video games in youth work is primarily inhibited by employee ignorance and
the lack of resources or funding. International studies confirm this trend. What employees want the
most are training/information day in order to acquire additional competences and to share
experiences.

In conclusion, we can say that implementing video games in youth work coincides with the objectives
of youth work in Estonia and is in line with the concepts of smart youth work and digital youth work.
We can see from other countries that the utilisation of video games in youth work to develop young
people’s competences and skills is an optimal way to use a medium they enjoy for educational
purposes. At the same time, it is important to incorporate learning, playing and reflection to maximise
the benefits of video gaming. In addition, both young people and youth workers want to use video
games in youth work, but it requires raising youth workers’ awareness of video games and their
implementation.
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KPATKOE COOAEPXAHUE HA PYCCKOM A3bIKE

Buoeonrpbl 9BNSAOTCA BaXKHOM JOPMOM pasBneveHns n oblieHns Onsa COBPEMEHHON MONOLEXKMU.
MHorve 13 nonynspHbIX CerogHsa Buaeourp mMeroT obpasosaTenbHble acnekTbl. MccneposaHua
noKasasnu, YTo KoMMepUeckas cpefa Bugeonrptl® noMmoraeT nrpokam NPYMEHsTb CBOM KOTHUTUBHbIE
HaBblkM Bofiee KOMMMEKCHO U fyylle MOTUBUPYET UX K Urpe, B pe3ynbTaTe Yero KOMMepueckue
BMAEOMIPbl OKa3blBalT 6onbluee MNOTEHUMANbHOE BO3LENCTBME HA YydlleHWE KOFHUTMBHbIX
thyHKUMA nrpoka. Mo3aToMy BMAEOMTpbl BCE Yalle MPU3HAKTCA 3a UX NoTeHUMan Ans NOALEePXKKU
obyuyeHuns, n BepeTcs MOUCK MyTen BHeOPEeHWS BUAEOWUIP B MOJSIOAEXHYI0 paboTy ons pasBuTus
obwmx HaBblKOB MoNoAbix ntogen. MccnepoBaHus MNOKasbiBalOT, YTO BUOEOMIPbl OKasbiBatoT
NONOXUTENbHOE BVSHNE Ha Pa3BUTME BCeX 0OLLMX KOMNETEHLMI, BKIIOYas Te, KOTOpble OnucaHbl B
HaLMOHaNbHOM y4ebHOM NporpaMMe HavasibHOW LUKOMbl CTOHUM.

Llenbto JaHHOro uccnefoBaHms Bbino NoayYMTh NpeacTaBeHre o Hanbosee YacTo UCMONb3YeMbIX
BMAEOUrPax B BO3PACTHOM rpynne 7-16 fieT B CTOHWMW U UX BAVSIHUM HA PasBUTHE 0BLLMX HABBIKOB
Monogbix nogen. Kpome Toro, path 06Limii 0630p NOTEHLMANbHBIX CBA3EM MeXay BULEOUTPaMu U
BO3MOXHOCTAMU U KOMMETEHUMUAMW B MOJIOLEXHOW paboTe B ACTOHUM U Opyrux cTpaHax. C aToi
uenbto 6bI0 M3yYEHO MHEHME M FOTOBHOCTb MOJSIOAENHbLIX PAbOTHWKOB BHEOPATb BUAEOUMPbI B
MonogewHyto paboTy. B LeHTpe BHUMaHWA HACTOALWEro WCCNesoBaHus ObiinM  MonynsipHble
KOMMepYecKue BULEOUTPbl, B KOTOPbIE MOXHO UrPpaTh HA KOMMbOTEPE, MOBUTBHOM TenedoHe nnu
UrpPOBON MpuUCTaBKe. B KayecTBe OCHOBHbIX METOLOB B MCCNELOBaHWM UCMOSb30BA/IUCH aHANU3
BTOPUYHbIX WCTOYHMKOB, WHTEPBbID B (OKYC-rpynnax C MOMOLAEXHbIMU  paboTHMKaMu,
WHOVBUAYANbHbIE MHTEPBLIO C MOMOAIMU NOABMU B BO3pacTe 7-16 neT v aHKeTHbIW onpoc obenx
LenesbIX rpynnm.

PesynbTaTbl UCCNefoBaHMA Nokasanu, Yto 94% onpoleHHblX Monoabix nogen (N=704) urpatoT B
BUOEOUrPbI, NMpuyeM Haubonee 4acTo WCMNOMb3YEMbIMU YCTPOMCTBAMM SBNAOTCA MOOUMbHbIE
TenedoHsbl (73%) 1 komnbtoTepbl (65%). OCHOBHbIE FreHAepHbIE PasNnUns 3aK/IoYannCb B TOM, UTO
ManbyrKuM valle, YeM OEeBOUKN, UCMOb3YIOT AN UFP KOMMNbIOTEPLI U UFPOBbIE NPUCTABKU, MO3TOMY
ManbUMKK 9BNSOTCS bonee akTMBHbLIMM NOSIb30BATENAMUN PA3INYHBIX YCTPOMCTB, YEM AEBOYKU, YTO
TaKXe ClleflyeT yunTbiBaTb NPU UCMOMb30BaHWM Pa3IMyYHbIX MHCTPYMEHTOB B MOJIOAEXHOM paboTe.
Cpenm Bcex pecnoHAeHTOB caMbiMM UrpaeMbiMu nrpamm senstoTcs Roblox (59%) n Minecraft (50%).
GTA, Counter-Strike u Fortnite Takxxe ABNAOTCA NONYASPHLIMU BUAeoUrpamMu. Manbumku ropasgo
valle, YeM OEeBOYKM, UrpalT B Urpbl, cogepxalime Hacunue. Kpome TOro, ManbumKu CUMTAKOT
KOMMbOTEPHbIE UrPbl bosiee pasBMBaloOWUMU.

Buoeonrpbl aBNSIOTCS BaXKHOM YaCTbH XXU3HM Monofbix Nnogen: 65% Bcex pecnoHAEHTOB UTPakoT B
BUOEOUIPbI HE PeXe OLHOro pasa B eHb, a 22% - He pexe 04HOro pasa B Hefento. Kaxabln 0eBaTbIn
PECMOHOEHT UrpaeT B BUAEOUTPbl HE MEHEE NATU YACOB B A€Hb, @ NOYTU KaXKAbI TPETUN - HE MeHee
Tpex YacoB B feHb. Monogble 104N UFPatoT B BUAEOUTPbl B OCHOBHOM A1 pa3BieveHmns nam 4tobobl

114 KoMmMepuecKkme Urpbl - pog, Urp, B KOTOPbIX BbIUMPbIL 3aBUCUT B GOMbLIE CTeneHn OT YMeHUsl, UICKYCCTBA UrPoKa U B MeHbLUen
cTeneHn OT cChnydvas. 3aKoHOoAaTesNbCTBa MHOMMX CTpPaH pasfensioT BCe WUrpbl HA KOMMepueckme W asapTHble. VICTOUHMK:
https://dic.academic.ru/dic.nsf/es/79188/KOMMEPYECKWE
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pa3BedATb CKYKY, a TaKXXe Oand obuieHusa c OpPy3baMN, pa3BnUTUA BOO6pa>'KeHI/Iﬂ nyxopga oT peaJibHOCTMW.
PesynbTaTbl aHHOro UCCNenoBaHMe NMOKasbiBaKT, YTO MO KpaVIHeVI Mepe MosioBMHa OMpPOLWIEeHHbIX
MonoAabiX NO4en NoceLwarT MoNoaeXHble UEeHTPblI N UrpardT nUnn, no KpaVIHeVI mMepe, XoTenun 6bl
NUrpaTtb B BUOEOUTrpbl TaM. TakuMm 06pa30M, cywecTtByeT noTeHunan gna paclwmpeHna ncnosib3oBaHnA
Bngeonrp B MOJTOL.EXKHOM pa60Te, NMOCKOJIbKY MO10gble Nioan XOTAT N CTPEMATCA UrpaTb B HUX.

Cpeny MonoaexHblx paboTHUKOB 0KOo 93% pecrnoHAeHTOB ONpPoCcHOM aHKeTbl (N=56) cuMTatoT, UTo
BUOEOUTPbl MOTYT BblTb UCMOMNb30BaHbl B MOMOAEXHON paboTe ANA pPasBUTUS HaBbIKOB MOMOAbIX
nogei. B To e Bpems, Npy NpoBedeHUM UHTEPBbIO C MonodexHbiMu paboTHukammn (N=15), nx
NHTEPEC K UCNOSIb30BaHNIO BUOEOUTP B MOJIOAEXHONW paboTe 6bin A0BOSbHO cnabbiM. OCHOBHbIMMU
npuYnMHaMyM BbiM HasBaHbl 3aBUCUMOCTb MOJOAbIX JIOAEN OT CMapT-yCTPOWCTB U HexenaHue
MosnodblX Nogei B3aMMoOencTBOBaTb C (PU3MUECKMM MUPOM B MOJSIOAEXHbIX LIEeHTpax M Ha
[OCYroBbIX MeponpuaTmax. TeM He MeHee, MoNoAeXHble PaboTHUKM BUAAT B BuaeomUrpax 60MbLuoin
NoTeHUMan oNa pasBUTUSA PasfiMUHbIX HABbIKOB, TaKMX Kak obliueHue, paboTa B KoMaHae, HaBblKK
PaboThbl C KOMMNBIOTEPOM U peLleHne Npobnem.

Mo OaHHbIM aHKETHOro Onpoca, OKOJ0 YEeTBEPTU MONIOAEXKHbIX pa6OTHl/IKOB penoKo MUCnonb3yroT
BMnOeounrpbl B cBoen pa60Te, YTO O3Ha4YaeT, UYTO NCNOJIb30BaHME BNOEOUTP 3aBUCUT OT Pa3/INYHbIX
(baKTODOB, TaKUX KaK BpeM4d, XKelaHune neTen n MonogexHbix pa6OTHI/IKOB, a TaKXXe MoTuBauund
neTten K nrpe. 22% MON0OEeKHbIX pa6OTHMKOB MCNOoNb3yOT BNOEOUTPbl pa3 B Mecdl Win pa3 B
Hepento. Tonbko 8% MONOAEXHbIX pa6OTHl/IKOB MCMONb3YIOT BUOEOUTPbI eXefHeBHO. NHTepBbio
NOKa3bIBakOT, YTO, KaK MpaBWio, BUOEOUTPbI MCMNONb3YKOTCA, KOrga B MOJIOOEXHOM LEHTpPe eCTb
cneuuvanbHbIn MFpOBOVI YrosioK C UrpoBbIMK MPUCTaBKaMU UM KOMMNbOTEpPaMU. Takum 06pa30M,
MOXHO CAenaTb BblBOA, YTO B HaCToALLEE BpeEMA BUOEOUTPbI NCMNOJIb3YHOTCA B MOIOOEXHbIX LLEHTPAX
KaKk CcaMoCTOATeNbHbI BUO OEATEeNbHOCTM, HO B MeHblUel CTeneHM B 3HAYUMOM WNun
u,eneHarlpaBneHHoM CbOpMe ana pasBuTua KOMMNeTeHUMN MoNoabIX N0aen.

MonopexHble paboTHMKM OLLEHMBAIOT CBOE YMEHWE UTPaTb B BULEOUTPbI C MOIOALIMU IOABMU KaK
cpegHee. Okono 37% pecnoHOEeHTOB OLLEHUBAKOT CBOE YMEHME UrpaTh B BUOEOUTPbI C MOIOAEXKbIO
Kak [0BOJIbHO Xxopolwee. 13% monogexHbix paboTHMKOB, KOTOPblE B OCHOBHOM MPUE3XAKT K3
KPYMHbIX FOPOO0B, TakMX Kak TanMHH 1 TapTy, OLEHNBAIOT CBOE YMEHME UrPaTb B BUAEOUIPbI KaK
oyeHb xopolee. 43% pPecnoHOEeHTOB OLLEHMBAKOT CBOM HaBblKM KaK CKOpee MioXue WM OYeHb
naoxue.

60% MonofexHbix paboTHUKOB MCMONb30BaIN BUAEOUTPbI B CBOeW aeaTenbHocTu. 40% ckasanu,
4YTO He UCNoNb30BaNu BUAEOUTPbI B CBOel paboTe, Ho YyTb 6onblue NoNoBMHbI U3 HUX, 54%, xoTenu
6bl coenatb 310 B 6yaywem. OCHOBHbIMU NPENATCTBUAMM 18 BHEOPEHWS BULEOUTP B MOJIOLEXKHYIO
paboTy MonogexHble paboTHUKM CUUTAIOT HELOCTATOK 3HAHWI M HABbIKOB MOIOAEXHbIX PabOTHMKOB
N HELOCTATOK pecypcoB. TakMM 0b6pasoM, Mbl MOXEM CAenaTb BbIBOL, YTO CErOOHS BHEAPEHUIO
Bugeourp B paboTy C MOMOLEXbK MelaeT, B OCHOBHOM, He3HaHWe MepcoHana M OTCyTCTBUE
pecypcoB unn (uUHAHCMpPOBaHUSA. 3Ty Xe TEHOEHUMIO MOATBEPXOAT U MeXOyHapooHble
nccnenoBaHms. Hanbonee BocTpeboBaHHbIMM gBRAOTCA  OHU  0byveHua/mHpopmaumum,
npuobpeTeHne LOMNONHUTENbHbBIX KOMNETEHL M 1 0BMeH OMNbITOM.

B 3akntoueHme cnenyet oTMETUTDb, YTO BHEAPEHME BULOEOUTP B MOJIOLEXHY0 paboTy cooTBeTCTBYET
LenaM MonopexHon paboTbl B ACTOHMM M criegyeT KoHuenuusam "YMHoM MonopexHon pabotbl” u
"Linchposor mMonopexHon pabotel". Ha npumepe gpyrux cTpaH Mbl BUOMM, YTO UCMONIb30BaHUE
BUOEOWTP B MONOLEXHON paboTe Ang pa3BMTUMS KOMMETEHUMI U HABbIKOB MOJIOAbIX JIIOAEN — 3TO
ONTUMAasbHbIN cnocob MCNoNb30BaHMSA NONYNSPHOro cpencTea Ans obyyeHns. BaxkHo ncnonb3oBatb
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KOMMOHEHTbI O6yquMﬂ, nrpbl n peq)ﬂeKCl/II/I Kak eounHoe uesnoe, 4Tobbl nosly4YnTb MaKCUMaJlbHYHO
nonb3y oT Bupgeourp. Kpome Toro, Kak monogble AU, TaK U MOJIOLEXHbIe pa6OTHI/1Kl/I rOTOBbI
MCnonb3oBaTb BUOEOUTPbI, HO ONIA 3TOro HeobxoanMMo MOBbICUTb OCBEAOMIEHHOCTb MOI0AEXHbIX
pa6OTHMKOB O Bnpgeourpax n o ToM, Kak BHeapPATb X B pa60Te.
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ANNEX 1. THE PRACTICES OF OTHER COUNTRIES

A number of countries have implemented video games and assessed their impact. Most examples of
the applicability of video games in youth work come from the Nordic countries, which have been using
video games since the early 2000s. Below are examples of countries that have utilised video games
either in youth work or education.

In Finland, video games have been used for educational purposes since 1990. In 2004 Finland
became one of the first countries in the world to implement digital tools in youth work, and Finland
has also set up a national centre of expertise for digital youth work (Verke) to promote digital youth
work at the global level. Verke provides youth workers with training and materials on digital youth
work and produces research on the subject.!?® Several digital youth centres have been set up in
Finland, and video games are also integrated into youth work by civil society organisations. Denmark
has also made use of digital youth centres.'*® The Evangelical Lutheran parishes of Tampere organise
video gaming camps for boys aged 12 and older to develop a healthy and positive gaming culture
among young people and support them in building better social connections. Participants mainly play
multiplayer games and religious education is also integrated into camp activities. The initiative has
received positive feedback from young people and parents.!’

In 2006 Denmark started using the commercial simulation and strategy game The Sims 2 in the
second school stage (children aged 12-13).1*8 Before implementing the game, they looked into its
potential positive effect on the requirements and learning competences set out in the Danish national
curriculum. The game was used in 25 lessons and students had the opportunity to use the game
outside of class for up to 2 hours.'*® At the end of the pilot project, the class teacher expressed great
satisfaction with the level of students’ motivation in lessons and considered the most important result
to be the active engagement of weaker students in group work, as well as the willingness of those
already familiar with the game to encourage and help their classmates to play the game.'? Thus, this
commercial video game had a surprisingly extensive impact.

In 2009 the Czech Republic tested a serious game called Europe 2045 in the second school stage
(children aged 11-16) as a supportive learning tool for social science courses.?* The purpose of the
game was to introduce political, economic and social challenges to players both in the broader sense
and in Europe, while teaching young people not only facts, but critical thinking, communication skills
and the principles of teamwork.'?? This serious game gave young people a better understanding of
socio-economic processes, such as immigration and economic development. The broader impact of
Europe 2045 was assessed in eight schools, asking whether the game could be successfully

115 Sjurala, Lasse. 2021. ‘Youth work and techlash — What are the new challenges of digitalisation for young people?’ https://pjp-
eu.coe.int/documents/42128013/63918992/Techlash+LS+12-11-2020+LP.pdf/2be05469-3970-8ff8-dc2a-d8ba9eb39156

116 Centre for Digital Paedagogik. ‘Center for digital youth care.” https://cfdp.dk/english/

117 Digital Youth Work. ‘Bytecamp.” https://www.digitalyouthwork.eu/?material=bytecamp-en

118 Wastinau, Patricia, Caroline Kearney & Wouter Van den Berghe. 2009. ‘How are digital games used in schools?’, May,
https://www.isfe.eu/wp-content/uploads/2019/10/gis-full report en.pdf

119 Tbid.

120 Tbid.

121 Brom, Sisler & Slavik, op. cit., p. 26.

122 Thid.
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integrated into the formal curriculum and whether the game increased both young people’s and
teachers’ motivation. The responses were positive and confirmed the importance of the game in
achieving the learning outcomes.'?® However, no further research was conducted on whether the
game contributed to increasing factual knowledge or better retention of the material.

In Norway, the use of video games in youth work has increased over the years. The state supports
youth work through national grant schemes to promote interaction between young people in larger
and smaller cities.'?* The measures are targeted, in particular, at young people with fewer
opportunities. For example, in 2020 the youth club Feelgood Tananger opened three game rooms in
Tananger for young people to play video games and have LAN parties.'?® The idea for the project came
from 7th graders who showed great interest in it and were actively involved in the planning and various
stages of the entire project.!?® When playing video games, young people follow the rules of a safe
virtual space. In 2016 schools in Norway started to include esports courses in their curricula, which
mainly involved playing Counter-Strike and League of Legends.'?” Most schools focused mainly on
MOBA and first-person shooter games. The weekly school schedule included five hours of gaming —
the equivalent of, for example, the football programme.?2® By now, esports are very popular in Norway,
noticed by regional and national sports organisations and the media.1?*

Iceland has been using video games in youth work and hobby education since 2018, when the IEA
(Icelandic Esports Association) was established to provide the infrastructure for the rising esports
culture in the country. The aim was to create a self-sufficient ecosystem where all young people could
enjoy a constructive, organised and social way of engaging in esports.'*® For example, the Reykjavik
city council helps support local sports clubs in implementing esports in their activities.'3? In Iceland,
negative public perceptions of video games — the major obstacle to esports activities — quickly turned
positive.'3? Today, esports culture in Iceland is supported by both parents and the community. For
example, more enthusiastic parents are also in favour of an esports training culture, lectures, in-game
drills and goal-oriented gameplay.'*® According to 2021 sources, there are more than 1,000 children
in Iceland practising esports 2—-3 times per week.>**

In 2013 the Viktor Rydberg school in Stockholm, Sweden, introduced the popular video game
Minecraft to its curriculum to teach young people about urban planning, the impact of environmental
issues and even planning for the future.r®* Around 180 students aged 12-13 took part in the gaming
lessons. According to school representatives, video gaming in class is a good way to teach children in

123 Thid.

124 Kramer, M. 2020. ‘Country sheet on youth work in Norway’, https://pjp-eu.coe.int/documents/42128013/58820665/Youth-work-
Norway-2020.pdf/0b8eaf42-834c-f05f-d622-fd5c95ec7acd?t=1590153607000

125 Thid.

126 Thid.

127 Tignndal, A. & Skauge, M.. 2020. ‘Youth sport 2.0? The development of eSports in Norway from 2016 to 2019’ Qualitative Research
in Sport, Exercise and Health 13(1): 166-183.

128 Thid.

129 Tignndal, Anne & Skauge, Mads, op. cit. & Kramer, op. cit.

130 Nordland, J.. 2021. ‘Iceland’s outsized esports aspirations’, https://esportsinsider.com/2021/08/icelands-outsized-esports-
aspirations

131 Esports Insider. 2022. ‘Esports around the world: Iceland’, https://esportsinsider.com/2022/05/esports-around-the-world-iceland
132 Nordland, J., op. cit.

133 Thid.
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a fun and purposeful way.?*¢ No further research has been conducted on the effect of the game on
increasing young people’s learning skills or factual knowledge.

In 2020 the government of Poland added the video game This War of Mine to the official reading list
of schools.®” The rationale for including the game in the curriculum was that video gaming helps
illustrate and visualise certain events better than only reading books.**® The game was published in
2014 and draws on several historical events, such as the Warsaw Uprising, the Chechen Wars and the
Syrian Civil War, putting the player in the role of a civilian.*®® The in-game goal is to survive as a group
of civilians in a city under fire.2%® No further research has been conducted on the effect the game has
had on increasing young people’s learning skills or factual knowledge.

In 2020 the Gaming as Youth Work project was launched in Ireland, with the goal of using digital
youth work to reach young people who do not engage in regular youth work.*? Get-togethers were
held throughout the project, giving young people the opportunity to play video games. The activities
also included group discussions, team activities and game session analyses. Young people
appreciated the opportunity to make gaming a social experience, and they also highlighted that they
learned how to take breaks when gaming. One young person said that the programme helped them
find friends they did not have before, and many parents found that their children’s lives were positively
changed as a result of the programme. 42
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ANNEX 2. A GUIDE TO VIDEO GAMES

Platvormimangud

« Mangija juhib enamasti ihte tegelast korraga
Méng koosneb dhelt platvormilt teisele
hiippamisest, boonuste korjamisest ning
takistuste ja vaenlaste valtimisest
Mangud, kus hiippamine on automatiseeritud,
ei kuulu platvormiméngude Zanri
Enamasti 2D vaates
Naited: Super Mario, Celeste, Little Big Planet

Tulistamismangud

« Enamasti labi peategelase silmade

« Eesmark vaenlase alistamine, kasutades
mangijale antud tulirelvi véi muid pikamaarelvi
Testivad mangija ruumiteadlikkust, reflekse ja
kiirust
Tihti vagivaldse sisuga
Populaarsed nii soolo kui multiplayer méanguna
Naited: Fortnite, Call of Duty, Doom

Voitlusmangud

« Holmab voitlust kahe voi enama tegelase
vahel turniiri raames

« Keerukad likumiskombinatsioonid

« Tegelased kasutavad kasitsivoitlust — sageli
monda vaitluskunsti vormi

« Lahingud toimuvad tavaliselt fikseeritud
suurusega areenil kahemdodtmelisel tasapinnal

« Naited: Mortal Kombat, Tekken, Young Souls

Ellujaamismangud

« Tegevus toimub tavaliselt vaenulikus,
intensiivses ja avatud maailmaga keskkonnas

« Eesmark on vdimalikult kaua elus pisida

« Alamliigiks on dudus-ellujaamismangud, kus
mangija on haavatav ja vaheste vahenditega.
R&hk on pigem mdistatuste lahendamisel ja
ohtude valtimisel kui rindaval strateegial

« Naited: Minecraft, Subnautica, Resident Evil

Simulatsioonimangud
« Kopeerib pariselu kogemust

Tavaliselt pole mangul eesmarke ning

mangijal on lubatud tegelast voi keskkonda

vabalt juhtida

Labi peategelase silmade

Realistlik graafika

Simulatsioonimange leiab pea kdigist

tegevusvaldkondadest

Maoistatusmangud
* Mbdeldud aju stimuleerimiseks
« Eesmark moistatus lahendada voi ellu jaada
« Panevad proovile mangija probleemide

jarjestuste lahendamine ja sonade |dpetamine
« Naited: Tetris, Candy Crush, Portal

Source: made by the

lahendamise oskused: loogika, mustrituvastus,

author.

Riitmi ja muusika mangud

« Koigist manguzanridest fulsiliselt kdige
aktiivsem. Muusikal on keskne roll
Keskenduvad tavaliselt tantsu voi
muusikariistade mangimise simulatsioonile
Mangijad peavad nuppe vajutama ekraanil
ette nahtud jarjekorras
Tihti vajab spetsiaalseid mangupuite
Naited: Just Dance, Rock Band, Guitar Hero

Spordimangud, Rallimangud

« Simuleerib sportimist. Loomult vdistluslik

« Videomanguversiooni leiab enamus
spordialadest

« Mdned méangud rohuvad spordi tegelikule
mangimisele, teised keskenduvad strateegiale
ja juhtimisele

* Arvutimangude lks vanimaid Zzanre

« Need for Speed, FIFA, Tony Hawk's Pro Skater

Rollimangud (RPG)

Mangitakse kohandatava karakteriga, mis
areneb mangu jooksul

Enamasti avatud maailmaga

Mé&ngu eesmark on enamasti labi vaiksemate
tlesannete pikema missiooni taitmine

Naited: Skyrim, Disco Elysium, Witcher

Design

Inspired by: Online
https://www.onlinedesignteacher.com/2016/04/game-genre-guide.html
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Teacher.

Seiklusmangud

+ Mangija votab endale interaktiivses loos
peategelase rolli, ajendatuna uurimisest ja
moistatuste lahendamisest

* Reeglina sooloméngu formaadis

« Populaarne alamzanr on action-seiklusmang,
mis on kiirema tempoga ja hdlmab nii fusilisi
kui ka kontseptuaalseid valjakutseid

« Naited: Tomb Raider, Legend of Zelda

Suure rahvahulgaga veebiméangud (MMO)

Tuhanded méngijad korraga samas serveris

Enamasti avatud maailmaga keskkonnad

Mangukeskkond on konstantselt aktiivne

Avatud maailmaga mangukeskkond

* Mangijad saavad teha koostddd ja tiksteisega
konkureerida

* MMO-d hélmavad erinevaid manguzanre

« Naited: World of Warcraft, Final Fantasy Xl

Strateegiamangud

Keskendub vdidu saavutamisele |&bi
motlemise ja planeerimise

Pohirdhk on korgetasemelisel strateegial,
logistikal ja ressursside haldamisel.
Strateegiamangud jaotuvad kaigupdhisteks
(kordamodda) ja reaalaja mangudeks

Naited: Civilizaation V, Total War: Warhammer
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