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SUCCESSFUL LAUNCH OF
THE BOARD GAME

We are thrilled to announce that the PLANSHIELD
board game has been received with great enthusiasm!
Youth workers and young people have been actively
engaging with the game, which combines fun and
education to tackle the serious issue of single-use
plastics. The game encourages players to think
critically about their daily habits and how they impact
the environment, making learning both enjoyable and
memorable.

~This innovative approach helps bring awareness to
topics that can often seem distant or complex, turning

and discussion.

EXPANDING OUR REACH

Building on this success, our next goal is to expand the
reach of PLANSHIELD’s educational tools. We want
to connect with more youth organizations, schools, and
community groups across Europe and beyond. By
sharing the game and accompanying resources widely,
we aim to empower youth workers with new methods

to engage young people in environmental education.

them into interactive challenges that spark curiosity
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“TELL ME AND I'LL FORGET.
SHOW ME AND [ MAY
REMEMBER. INVOLVE ME AND 1

LEARN”

Benjamin Frankling

JOIN US IN MAKING A
DIFFERENCE

We deeply appreciate everyone who has joined us on
this journey so far. Your commitment to environmental
education is what makes PLANSHIELD possible.
Together, we are building a movement that not only
raises awareness but also encourages real action
towards protecting our planet.

We invite you to stay connected and get involved in
upcoming activities, events, and community efforts.
Every step counts, and together, we can create a future
where sustainability is a shared priority across all
generations.

TESTING THE GAMES WITH
YOUTH

After successfully completing training sessions with
youth workers and educators, we are now moving into
the next exciting phase, testing the board game directly
with young people!

This hands-on experience allows us to see how the
game works in real settings, how kids respond to the
content, and what can be improved. Their feedback is
incredibly valuable and helps us fine-tune the game to
make sure it’s both fun and educational.
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