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WHAT “EDU” STANDS FOR?

FORMAL ED.

ØSTERSKOV EFTERSKOLE 
(Denmark)

GAME for SOCIAL CHANGE 
(Flanagan, 2006)

NON FORMAL ED.
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A LARP (Live-Action Role-Playing) is a role-playing game whose character is interpreted live, in its 
kinesthetic aspects: the players do not limit themselves to describing the actions of their characters but, often, 

perform those actions themselves.
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WHAT EDU LARPs ARE?

(DI RAZZA EBRAICA, ASS. SECONDI FIGLI)

First game about Italian fascist laws of 1926



WHAT EDU LARPs ARE?

(PRIMA VENNERO, CHAOS LEAGUE)

Second game about Italian fascist laws of 1926



CASE STUDY: 300, the battle of the tent camps
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CASE STUDY: youth on the run
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RESEARCH DESIGN and METHOD

EXPERIMENTAL GROUP 
(YOTR & 300)

CONTROL GROUP 
(NO GAME)

HYPOTHESIS
The participation to edu-larp reduces the prejudice and increase empathy of participants towards migrants

RESEARCH QUESTION
Which play and educational experience do the participants involved?
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RESEARCH DESIGN and METHOD

SUFFERING IS NOT A GAME

RED CROSS PLAYS TO THE REFUGEE: IN THIS WAY IT EDUCATE 
YOUTH TO BE "BLEEDING HEART”

PARLIAMENTARY QUESTION

BRAINWASHING OPERATION: LET’S HATE YOUR 
NEIGHBOUR AND LOVE WHO INVADES YOU COUNTRY

YOUTH BRAINWASHING AS DUCE (MUSSOLINI) WITH “BALILLA”

SHAME ! 



DISCUSSION & CONCLUSION

“Before being a GAME, LARP is above all COMMUNITY” 
 

“ Larp let you to SEE and FEEL the “OTHERNESS” 

(Simkins, 2014)
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Thanks for the attention ! 
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WHAT EDU LARPs ARE?

SYMBOLIC  
PLAY

THEATRE

PSYCHODRAMA

ROLE PLAY

LARP

EDU-LARP

(Fatland, 2014 
Stenros & Montola, 2010)


