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It takes communication and concrete agreements to bring Europe at Work into play at a school. Both 

among teachers and with the provider of the game. In this, the school’s gamemaster is the key person.  

The special tasks of the gamemaster can be 
gathered under five headlines:  

1. Create the right conditions for the game 
2. Settle the practicalities 
3. Be in charge of communication to 

students and teachers 
4. Make the gameday a success 
5. The big meetings 

Create the right conditions 
The game takes an entire school day. The 
students are active for five hours including a 
30-minute break. The teachers meet 30 
minutes before the game starts.  

The game requires minimum 75 and maximum 
250 students and minimum three teachers. For 
the introduction of the students at the 
beginning of the day, one teacher per 
classroom is needed.  

As gamemaster you are in charge of the 
practical preparations of the day and for the 
contact with the technical support and game 
providers who will support you on the game 
day. 

You will be offered an online meeting lasting 
45 minutes, which provides teachers with an 
introduction to the game and offers an 
opportunity to ask questions.  

Settle the practicalities 
As soon as possible after we have agreed on a 
date, we ask that you settle some important 
details: 

• Decide the time the game will start and 
end 

• Settle on the exact number of 
participants 

• Book the rooms necessary for the game 

Afterwards make sure that the rooms are 
booked and ready for their purpose.    

Communication to students and 
teachers 
In order for the students to get as much as 
possible out of the game, they need to know 
about the most important EU institutions and 
be familiar with the theme of the game: 
freedom of movement of the labour force. The 
best thing is to prepare them in class 
beforehand.  

You can find more or less ambitious 
suggestions for teaching in the Teacher manual 
which will be send to all teachers before the 
game – and found at 
www.europealive.org/teachers.  

All teachers and students must have a 
computer or tablet available on the game day.   

Gamemaster manual 

http://www.europealive.org/
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Make the gameday a success 
On the gameday, you and the other teachers 
meet with the game provider 30 minutes 
before the students start their day. You will 
have time to go through the game flow and 
answer final questions. 

The introduction of the students follows, as 
described in the Teacher manual.  

During the game, the teacher site on the game 
platform provides you with an overview over 
the happenings of the game. A few days before 
the game, you and the other teachers will 
receive an email with a link to the teacher site.  

You can see an introduction video to both the 
students’ and teachers’ platform here.  

On the teacher site you will find: 

• The number of InfluencePoints (IP) 
each team has at the beginning of a 
round. Does someone need a hand? 

• Articles from the three Media Houses 
on the blog NEWstream. They should 
start producing an hour and a half after 
gamestart. How is it going? 

• The latest directive draft from the 
Commission. Does it look like a 
compromise is possible? 

• A function to send a pop-up message to 
all students.  

• The research functions of the platform. 
Learn more about the dilemmas behind 
the directive.  

The big meetings 
Before the game starts, it is important to 
consider how to create the best conditions for 
the big meetings.  

The students have been instructed in what 
their roles are, so they can prepare for the 
meetings. But there should also be a teacher 
present to help them.  

In order to prepare the rooms, you need to 
know that: 

• The technical meeting at the beginning 
of the day takes place in the 
Commission room. There needs to be 
chairs for 20 participants. 

• The first meetings in the Committee 
and the Council, as well as the final 
press conference, happen in a room 
that can fit all participants of the game. 
Ministers and parliamentarians need to 
be seen and heard by all other students. 
Perhaps a microphone is necessary.  

• The second meetings in the Committee 
and Council takes place in two different 
rooms with 10 participants in each.  

The final press conference 
The finale of the day is a press conference for 
all students. The Gamemaster is responsible for 
preparing and leading the press conference.  

You need to ensure that there are microphones 
and a ‘stage’ where interviewees and 
journalists can be placed, as well as room or 
seats for all other participants.  

Talk to the three Media Houses and make sure 
that each of them nominates a journalist to 
help you ask the questions.  

Right before the start of the press conference 
you must find the result of the final vote on 
your teacher platform. Was the directive 
adopted? Who voted yes or no? 

The press conference declares two winners. 
The three Media Houses are in their own 
category, and you call the Media House that 
received the most IP from happy readers. Then 
you declare a winner among the other teams 
who has achieved the most IP in the 
negotiations.  

Begin the press conference by announcing 
whether the directive was adopted or not and 
announce that the winners will be called at the 
end.   

Start by questioning the Commissioner. Is the 
Commission satisfied with the result? What 
went well and what went wrong?  

Then call the Spokespersons from the four EP 
Groups to the stage and ask them to explain 
their votes and the strategy they took.  

Finally call the seven Ministers. Do they go 
back to their countries with the results they 
were hoping for? What will their voters say?  

Announce the winning Media House and then 
the team that won the most InfluencePoints! 
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