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MULTIPLIER EVENT E5 - SPAIN 

PARTICIPANTS  

Number of participants: 27 

Professional profile • School Principals and Teachers 
• Experts in Innovation Technologies applied to education 
• Directors 
• Youth experts 

Represented sectors • Organizations in the field of education  
• Academia  
• Technology companies 

SUMMARY 

 
The main objective of the session was to inform the audience about the activities developed 
during the course of the project and the obtained results, in order to study the replication 
of the activities after the project end. 
 
The audience was composed of different profiles coming from different sectors, which 
enriched the overall discussion with many different points of view: 
 

- A big part of the attendees came from the education sector; therefore a strong effort 
was given in the training aspect of the project. More particularly, there was a specific 
interest in the process followed, starting from the competences identification until 
the final delivery of the tools used to provide these skills.  

- As some attendees came from technological companies, such as IBM, their common 
interest was also focused in the intelligent games and the possibilities of KEY game 
of including AI features, and how the intelligent games support the acquisition of 
competences in young people. 

 
The session started with a brief presentation of Keystone project and its main objectives, 
during which a short description of each partner and the work carried out in each IO was 
given to the attendees. The following talks described in detail the steps taken during the 
project to deliver the programme in the Community Labs. 
 
In summary, being Keystone a programme to help young people, the first step was to 
identify what was needed in each of the four countries. This was done through the Lifeworld 
analysis, which provided a comprehensive view of the situation of the young people and 
what they needed in each country. Based on this report, a competence framework was 
developed by the partners, in order to have a clear picture of the specific skills to be 
acquired by the young people to combat the social exclusion. 
 
In parallel, the tools used by the participants were designed and developed, based on the 
conclusions of the Lifeworld Analysis, and on the partnership expertise working with the 
target group: 
- a specific tool (KEY tool) was designed for the young people to load their contributions 
- the training course contemplated in IO2 was finally delivered through a gamified 
experience developed by UNIR 
 
The session covered the description of the whole process, and the main features of the KEY 
tool and game, inviting the attendees to test and try the tools and give feedback to improve 
them. 
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The last presentation of the event described the results obtained within the project in each 
Community Lab, located in London, Perugia, Athens and Lisbon. 
 
Following the presentations, an interesting discussion took place among the attendees. 
Several aspects were analysed, such as the differences and similarities found in the four 
countries while applying the program in the different Community Labs. There was an 
interesting debate about the impact of the game in the young people. 
 
All the attendees agreed that the main difficulty working with young people is to engage 
them to participate in a specific programme. This difficulty increases when the target group 
is young people in risk of exclusion. The activities performed with them, and the tools used, 
must be attractive, easy to access, user-friendly, ‘hooking’, and with a clear benefit for 
them. Otherwise, the engagement level decreases and the risk of leaving the programme 
will be very high. 

CONCLUSIONS AND EVALUATION 

 
The overall perception was that Keystone constitutes a good way to engage young 
marginalized people in a programme that will help them to improve their situation. 
Regarding the tools utilized to reach the participants, there was also a consensus about 
their convenience to engage them. Everybody agreed that a strong effort should be done 
to adapt any kind of content addressed to young people to make it attractive and therefore 
to ensure their involvement.  
 
Additionally, the debate that took place after the presentation about the similarities and 
differences of the programme implementation in the four countries, had a great interest 
for the attendees.  

 


