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Welcome to Europe Alive 
 

Europe Alive is a teaching activity which focuses on the function of the EU as a “compromise 
factory”. The point is to give the students an understanding of why the member states of the EU have 
chosen an obligating, legal form of cooperation and its advantages and disadvantages. The students are 
introduced to the main principles of common legislation in a way that aims at giving them an overview 
of the main EU institutions and the technical process - and equally to encourage them to use their 
rights as citizens of an EU country.  

Europe Alive is designed to give the students a more tangible and more detailed perception of the 
legislative process which is easy to remember and to use actively compared with traditional teaching.  

In the first phase of Europe Alive, Making laws in the EU, basic problematics and concepts are 
introduced which will contribute to an understanding of the legislative procedure in the EU as well as 
the current rules about the rights of the migrating workforce. The basis of this teaching phase is two 
factsheets of 4 pages.   

At the centre of Europe Alive is the simulation game Europe at Work in which the students get the task 
of negotiating a directive. The directive is a simple version of the EU regulation of the free movement 
of the workforce. Europe at Work is a digitally supported simulation of a negotiation in the EU where 
the Commission, member states, the Parliament, special interests and media all take part in the 
process of determining common rules for citizens who wish to work in another EU-country than their 
own. The students become representatives for certain interests and meet in the special framework of 
the institutions to reach a compromise. They negotiate and write briefs and articles about the 
dilemmas they encounter. 70-200 students play together.  

In the third and last phase, Europe Alive - afterwork, the point is to get the students to recall the 
challenges they dealt with in the game and reflect on them – in the light of the concepts from phase 
one.  
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The teaching activity Europe Alive 
 

  

Part 1: Making laws in the EU  

• Up to 4 lessons. 

• Ressources: Factsheets with suggestions for tasks and further reading.  

Part 2: Europe at Work  

• 5 hours, 70-200 students.  

• Max. 2 hours preparation for teachers. 

• Ressources: Teacher Manual and Gamemaster Manual, teacher platform.    

Part 3: Europe Alive - afterwork  

• 1 lesson. 

• Ressources: Lesson plan with assignments.  
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Europe Alive and the social sciences 
 

Europe Alive is particularly relevant for the Social Sciences (Danish gymnasium Samfundsfag STX). 
Many of the discipline-oriented goals as well as core academic concepts for the A-level are brought 
into play through Europe Alive, but on C- and B-level students will also benefit from the learning 
outcome. On the website you will find a detailed description of the didactical merits of Europe Alive in 
English.   

Any educational programme for young people and adults that introduces political processes and the 
EU will also find a valuable resource in Europe Alive.  

In Europe Alive, important elements of the Social Sciences core academic content are made available 
for the students. They become active participants in a political decision-making process, where they 
have to navigate special interests and both traditional and modern (post-material) political dividing 
lines. They have to relate to dilemmas and differing political considerations on a globalised policy area, 
the labour market, and the opportunities and problems related to international regulation of it. Global 
economic development, the interrelation of national economies and what these large-scale 
developments mean for the individual’s position and future on the labour market are emphasised.  

At the same time, the students use skills which further the discipline-oriented goals in the Social 
Sciences. They will attain new knowledge as well as active existing knowledge about the European 
legislative process. Knowledge and Social Science concepts are brought into play in an active and busy 
negotiation where they are continuously challenged on the soundness of their arguments by the 
opponents and cooperative partners they find in the other students. In order to find a winning 
strategy, they must investigate the special interplay between economic developments and systems, 
political wishes, national interests and the EU institutions, and communicate their analyses 
throughout the game in both verbal and written products (e.g. by writing briefs and articles). They 
must develop solutions to specific problematics, which both requires them to take an active stand and 
balance various concerns against each other and requires them to understand and mediate the others’ 
arguments.  

 

  

http://www.europealive.org/why
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Students will get the maximum outcome of Europe at Work if they have a certain amount of 
background knowledge about the EU beforehand.  

Our suggestion to prepare the students is based on two factsheets which focus on the legislative 
process of the EU and the current regulation of the rights of migrant workers. They can be downloaded 
as pdf files on the website.  

The preparatory education should explain and show why the EU countries have chosen an obligating, 
legal form of cooperation, how it works, and which advantages and disadvantages it has. The students 
are introduced to the main principles of common legislation in a way that aims at giving them an 
overview of, and the desire to make use of, their rights as citizens of an EU country. Besides being a 
core curriculum subject, the students are also prepared to play a role themselves in Europe at Work.  

Both factsheets aim to create an overview, and the presentation is deliberately simplified for the 
benefit of students without previous knowledge about - or a great deal of interest in - the EU. The 
students can read and work with the two factsheets before Europe at Work - at best, they will be 
discussed in the classroom. 

Factsheet 1 and 2 contains suggestions for on to work with this material so the students are prepared 
for their role in the game and are more likely to remember the material afterwards.  

Factsheet 1 ‘Making laws in the EU’ concerns the efficiency and legitimacy of the decision-making 
process and implementation. The three central institutions (the EU-Commission, EU-Parliament and 
the Council of Ministers) are presented and placed in the legislative process, and this process is 
described. The text, including suggestions for assignments, can be accessed here. 

Factsheet 2 ‘Freedom of movement for the workforce’ goes over the rights of workers as well as some 
of the most important themes in EU labour market policy. The text, including suggestions for 
assignments, can be accessed here. 

 

  

Part 1: Making laws in the EU 

http://www.europealive.org/lawmaking
http://www.europealive.org/lawmaking
http://www.europealive.org/lawmaking
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The teacher’s overview 
 

 

 

The big story in the simulation game Europe at Work is about the European Parliament and the 
Commission who together with the member states in the Council try to get a Directive adopted on the 
rules for working in another EU-country than your own.  

The game universe reflects the institutions and basic mechanisms of the EU. The point is that the 
students gradually achieve an overview and dive further into the legislation and the conflicts it 
contains. The Commission and Labour Market Committee are simplified. The other actors are more 
fictitional to demonstrate typical interests and problems in labour market legislation.  

The Member States have a lot at stake, but their interests are widely different. Each has their own 
labour market traditions, economic problems and national particularities. The party groups in the 
Parliament compete over ideology and ally with the game’s lobbyists. Most negotiating parties do none 
the less think that shared rules are necessary. Therefore, they have to find a majority in Parliament 
and a qualified majority in the Council of Ministers to adopt a directive about the rules on the labour 
market. The media cover the negotiations and put those who sell out under the spotlight. Along the 
way a crisis erupts from an unexpected quarter, so it is not guaranteed that the directive will be 
adopted after all.  

The game is divided into three rounds. Each round starts with the Commission sending out a new draft 
of the directive, so the negotiations get a new start. Se the figure on page 7.  

The students play in teams. All students have their own job function in the team. Many jobs appear in 
all teams even though they are called different things. For instance, there is always a political leader 
(minister, commissioner, spokesperson etc.) and always leading officials (chief of staff, secretaries). 
Many students have specialized advisor-roles: they must either understand the contents of the 
directive or the situation in their home country, the other negotiators or the interplay with the media, 
and they must make sure that the team benefits from their knowledge.  

Europe at Work is facilitated by a digital platform, designed as an individual workstation for each 
participant. It tells the students where to be when and helps them throughout the game. In the 
beginning all students are assigned a job. Tasks and explanations appear on the platform in the order 
that they become relevant – for the participants that they are relevant for. It is important that the 
students keep an eye on the screen and look for the answers to their questions there.  

Two key terms in Europe at Work are Priorities and InfluencePoints.  

The Priorities determine what the teams will strive for in the negotiations. The Priorities correspond 
to certain aspects of the directive that is negotiated – e.g. economic growth, protection against social 
dumping, minimal EU-regulation. Each team must throughout the game decide which level they want 
the rules within each clause on e.g. economic growth or social dumping to be settled. There are five 
alternative formulations under each clause.   
There are eight possible Priorities and each team has 2-3 Priorities.  

InfluencePoints (IP) symbolise that participants have more means of power besides their votes to get 
their way in the negotiations. All teams have a pool of IP from the beginning that they can trade and 
transfer to other teams. They can also place IPs behind a Priority on the platform to mark that they 
will work to have it increased in the next draft from the Commission. If they succeed, they get an IP-
bonus. The team that increases their IP the most in relation to the starting point wins the game.   

Part 2: Europe at Work 

• Europe at Work can be played with 70-200 students. 
• It is necessary that all students have access to a computer or tablet on the day. 
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The Europe at Work timeplan 

The gamemaster is free to choose the start-time for the game when it is 
ordered. 

• 8.00: You introduce the students to the day. The students open 
their computers or tablets and log in through europeatwork.org 
They get a job, but the platform opens at 08.15. Until then, you 
give an introduction using the powerpoint ‘teacher’s 
introduction’, available here. From 08.15-08.30 the students read 
a job description explaining their tasks of the day. Small tasks 
demonstrate the most necessary features on the screen. The 
platform also tells the students where to go next.  

• 8.30 everyone meets in their teams. One participant is Chief of 
Staff and will lead the meeting. The team watches a video that 
unfolds the team’s Priorities. Then the students present their jobs 
to each other. At the end the Chief Secretary introduces 
InfluencePoints and it is decided how they should be used.  

• 9.00 everyone starts solving the tasks in their job descriptions. 
Some make relationships with other delegations. The Advisors 
learn about problems and opportunities and then they brief their 
political leaders. Lobbyists chase influence and journalists chase 
good stories. The Commission and the Technical Advisors meet to 
investigate the problems before the first Directive is sent out at 
10.00 and the second round starts.  

• 10.15 the delegations decide which parts of the Directive they are 
happy or unhappy with and place their IPs. Shortly after 
Ministers meet in the Council and Parliamentarians meet in the 
Committee to discuss the draft. News articles is published on the 
platform’s news channel ‘NEWstream’. Negotiations carry on.  

• 11.15: The Commission assesses the situation and sends out the 
2nd draft of the Directive. Round 3 starts. Every team then has 15 
minutes to estimate the situation and the new draft and place 
their IPs. At the same time, a disturbing piece of news has begun 
to snowball into a crisis.  

• 11.25 the Council of Ministers and the Labour Market Committee 
meet again under press surveillance to discuss the draft – and 
handle the crisis. The negotiators and their advisors assess the 
situation and go into new negotiations.  

• 12.10: The Commission considers what can reach a majority and 
sends out the 3rd version of the Directive. Round 3 ends, and the 
Directive is put to the vote. Results and IPs are measured.  

• 12.20 All teams defend their gameplay on the final press 
conference. 

http://www.europealive.org/en-europeatwork
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The teacher’s role  
As a teacher you have to important roles on the game day; to 
get the students started and to give them advice during the 
game. The last activity also provides an insight into the 
academic challenges that can be returned to after the game.   

 In order to play Europe at Work at least 3 teachers are 
required to participate – at best 1 teacher per class.  

All teachers have access to a teacher platform where you can keep an eye on the game’s 
development, read the students’ hand-ins and the news articles on NEWstream. The 
teacher platform is also where it is settled if the directive is adopted or rejected, how 
the different negotiators voted, and which team obtained the most InfluencePoints.  

Before the game day 
The first point on the agenda in Europe at Work is a shared introduction at 30 minutes which all 

teachers have with their class.  

The students must log on via a link that we send to you before the game day and register as users. That 
way we can make sure that everyone has access to the platform and that the students 
are divided properly to different jobs.  

After everyone has logged in, you have 10 minutes to introduce the purpose of the game and answer 
questions, so the students are ready to play Europe at Work. We have made a powerpoint with talking 
points that introduce the structure and idea of the game, which you can use for the introduction.  

After the 10 minutes that students start reading their job descriptions which introduce them to their 
role in the game. There are small tasks in the job descriptions that the students must solve to get to 
know the platform.  

It is important that all students go out in their teams at the same time – they are supposed to stay in 
the classroom until gamestart which is 30 minutes after you meet.  

There three pieces of advice in particular which will help the students through the game: 

1. The computer manages the game. You have to read the screentexts if you want to keep up and 
use the different functions on the screen. Feel free to ask, but read first.  

2. Stay calm. This is unknown territory. Nobody can overlook everything. If you try to understand 
your own role and work together in the team, most of the tasks will make sense along the way.  

3. Fight but diplomatically. You are supposed to be even more polite and show more respect for 
others than you normally would. It’s fine to be formal, shake hands and introduce yourselves 
when you meet a co-participant for the first time. Everyone in the game has important roles 
and you never know when you will need someone.   

In the game  
The most important teacher role is of course to support and motivate the students during the game.  

Some students naturally thrive in a role-playing game, while others can be a little overwhelmed by the 
unknown universe and the unusual tasks. It is an advantage if the teachers move around – especially in 
the beginning of the day.  

One teacher has a very decisive role, and that is the person in the team who works as a gamemaster. 
It is important that it is agreed beforehand who will be the gamemaster. There is a manual particularly 
for them on the teacher site. 

On the game day, the gamemaster has the overview of when and where a teacher is needed. It is 
especially in the common meetings; between Technical Advisors and the Commission, in the Council of 
Ministers and the Labour Market Committee and the final press conference, that a teacher must be 
ready to steer the agenda. It is crucial to agree beforehand who is responsible for what before the 
game day. There is a guide to the shared meetings on the website. 

Remember to remind 
the students to bring a 
computer or tablet on 
the game day! 

http://www.europealive.org/en-europeatwork
http://www.europealive.org/en-europeatwork
http://www.europealive.org/teachers
http://www.europealive.org/teachers
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The third and perhaps most important part of the package is the debrief in the classroom. Here, the 
point is to get the students to recall challenges they met in the game and reflect on them – e.g. in light 
of the terms they learnt in part 1.  

Europe Alive – Afterwork contains suggestions for assignments that can be part of or make up a 
lesson. The assignments aim to connect themes and events from the game Europe at Work to the real 
world EU and to social science terms. They can be found as a pdf on the teacher site.  

 

Part 3: Europe Alive - Afterwork 

 Europe Alive as offset to a written assignment 

During the course of Europe at Work, many students write small briefs to their leaders. The 
briefs might contain arguments that the Minister will present in the Council meeting or a 
recommendation for which parliament-group to reach out to in the next round.  

The briefs are sent to you as a pdf after the end of the game. They can be used in teaching or 
as the starting point for a hand-in – e.g. a brief or argumentation assignment.   

http://www.europealive.org/afterwork

