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The aim of the innovative “Journey to your Future” online game is 
twofold:
1) identify, through a youth-friendly online gaming environment, 
those youngsters aged 14-18, who are at high risk of engaging in 
the phenomenon of early school leaving and 
2)  guide the relevant experts to focus on a specific training path 
within the Experts Programme Toolkit.

The Game’s end users are the 1st youth target group of the 
project (14-18 year old).

“Journey to your Future”



HOW ?
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WHAT DOES THE GAME ASSESS?

Predictors:

∙School motivation/ engagement – student’s involvement in school. The more motivated 
and ambitious the student is, the higher the probability for attainment of qualification. 
Three dimensions of engagement: behavioural, emotional and cognitive. 

∙Social participation can be regarded as an umbrella term covering various aspects such as 
peer acceptance, friendship with peers in school, or feelings of loneliness. 

Diagnose Method: Game tasks



WHAT DOES THE GAME ASSESS?

∙Schools’ organization, communication, leadership, and teachers - The interactions of 
students with members of staff and with peers can be particularly instrumental in 
preventing early school leaving. 

∙Self-efficacy – refers to an individual's belief in his or her capacity to execute courses of 
action required to deal with prospective situations.

∙Self-esteem – an individual's subjective evaluation of their own worth.

Diagnose Method: Likert’s scale survey - Statements



Any questions so far?



DATA ANALYSIS

✔ A set of 323 valid test responses.

✔ Exploratory factor analysis (statistical method) to generate final 
dimensions/scales and confirm configuration of statements that have been 
initially assumed. 

✔ Psychometric properties – norms for particular countries taking part in the 
project were calculated.



REPORT



Activity
Let’s check out the Game!!

www.motivateu.test-314.eu 



Any questions or 
comments?



Homework
Watch the video “Arts Based Learning”. 

Reflect on the following:

1. What are the main benefits of arts-based learning for both 

teachers and students?

2. Are you aware of any arts-based teaching practices in your 

school or community?

3. How do you think arts-based learning can empower students 

at risk of ESL-Early School Leaving?

https://www.youtube.com/watch?app=desktop&v=rSFcS1aXy1E


Thank you for your attention!


