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About project

Discovery EU, is a Small-scale partnerships in the field of Sport, that aims at in-
creasing the feeling of belonging to the EU among young people through sport,
including vulnerable groups, enhancing opportunities to try and discover differ-
ent sports and raising awareness of the importance of physical activity, also
through the use of digital, in formal and non-formal education settings. On the
basis of the guiding objectives of the European Union Work Plan for Sport (21-24)
and to the priority area "Protecting Integrity and Values in Sport", key action
"Sport and Education”, the project identify 5 main objectives:

- Promoting sport as an effective means to spread social inclusion, equal opportu-
nities and health-enhancing physical activity to everyone in Europe, regardless of
age, race, ethnicity, social class or gender;

- Facing the decrease of Euroscepticism among youth, increasing the knowledge
of Europe and its peculiar sports, games and values;

- Increasing mutual skills, experiences and capabilities of trainers and their organi-
zations in Europe to promote a wider range of sport opportunities, also in relation
to the recovery after Covidi9, to organize inclusive sport events in their local com-
munities with the aim to attract the wider diversity of citizens of Europe;

- Support institutions and communities involved in the organization of European
sport events, with a special focus on EU Week of Sport, to create inclusive sport
events, including sport actors under-represented and less engaged as active play-
ersin sport;



- Empowering coaches, teachers, educators, volunteers and sports activists to im-
plement technology-driven educational programs promoting the map as a tool
for education;

The project will produce 5 main outputs, disseminated through 4 national and 4
transnational events, involving 4 european countries, impacting on young people
as well as trainers, teachers, educators and sports activists.



Introduction

This toolkit is created for sports trainers, teachers and sports activists with the aim
to promote sport and games using with the aid of the Digital Map of EU Sports &
Games. This toolkit is designed to provide trainers and teachers with the neces-
sary resources and guidance to implement inclusive physical activities for children
and youngsters, regardless of their abilities, gender, or cultural background.

The Digital Map of EU Sports & Games is a powerful tool that provides access to
sports and games from four different countries, along with detailed explanations
on how to use them in working with kids and young people. It is a collaborative
effort of the partners of the Discovery EU project and is designed to be interactive
and child-friendly, allowing young people to learn while having fun.

The idea of creating the Digital Map was to provide the useful tool to everyonein
need which will include inclusive sports and games that are designed to be acces-
sible to everyone. They promote diversity and provide opportunities for children
and young people to learn and socialize with others from different backgrounds.
Inclusive sports and games help to foster a sense of community and promote re-
spect and understanding among children and young people.

This interactive map provides users with access to a range of sports and games
from four different countries, along with detailed instructions on how to play
them. The map also contains information on the history and geography of the
partner countries, along with useful sustainable tips that users can learn while
using the map.



The Digital Map also includes guidance on how to create inclusive sports and
games that are suitable for children and young people with different abilities. This
includes information on how to modify games to make them accessible to every-
one, as well as guidance on how to create a safe and supportive environment for
all participants.

The Digital Map of EU Sports & Games is a powerful tool for promoting physical
activity and healthy lifestyles among children and young people. They can help to
build confidence and self-esteem, and promote social skills and teamwork. The
Digital Map also provide opportunities for children and young people to learn
about different cultures and traditions, and to develop a sense of respect and un-
derstanding for others.

In conclusion, the toolkit is designed to promote inclusive sports and games using
the Digital Map of EU Sports & Games. The toolkit provides a range of resources
and guidance to enable trainers and teachers to create safe and supportive envi-
ronments for all participants, regardless of their abilities, gender, or cultural back-
ground. The Digital Map is an effective tool for promoting physical activity,
healthy lifestyles, and social skills among children and young people. The Digital
Map of EU Sports & Games is an interactive and child-friendly tool that allows
young people to learn while having fun, and provides a wealth of information on
the history and geography of the partner countries, along with useful sustainable
tips.



Before you start, make sure to...

Consider a practical approach, often referred to as the TREE model, that takes
into consideration the teaching style, rules, equipment, and environment utilised
when delivering a sports session. This model is often employed by teachers and
coaches to help modify and adapt activities, making them accessible for all of
their participants. Below you’ll find examples for each of these elements, specifi-
cally related to sports that appear on the digital map.

T - Teaching/Coaching Style
R - Rules

E - EQuipment

E - Environment

Teaching [ Coaching Style

Teaching style refers to the way the game is communicated by the
coachfteacher/instructor to the students/participants. The delivery of this sport
and games to a group can have a significant impact on how inclusive it is. Using a
combination of strategies will help you to ensure that communication is effective
and appropriate.

e Keep instructions simple and concise.

e Use visual demonstrations and whistles.

e Encourage participation, teamwork and problem solving.

e Make questions to check if the student/participant understands your message.

/



Rules:

Changing, adapting and simplifying rules where necessary and re-introducing
them as participant skill levels increase.

e Give a demonstration of the game and have a practice round;

e Begin the game with few rules and a straightforward approach;

e Adapt the rules of the game and sport to ensure everyone can participate
equally;

e As participants gain familiarity with the game, add in rules one at a time;

e Rules are meant to keep the game safe and fun.

Equipment:

This relates to changing the equipment used to play the game or sport.

e Consider using equipment that makes noise, especially when working with in-
dividuals who have visual impairments;

e Change the way you use your equipment, for example, you can use a balloon or
beach ball to slow or speed a game up;

e Increase or decrease the size, length and weight of the equipment;

e Change the colour to ensure the equipment is visible and contrasts with the
area of play;

e Be creative, consider upcycling and crafting your own equipment.

Environment:

You can adapt where activities take place and remember to consider whether or
not the playing area is suitable for all abilities.

e Make sure that the surface of the floor is designed to enable smooth move-
ment of wheelchairs and other mobility aids;

e For participants who encounter challenges in standing or walking/running,
they can engage in activities from a seated, kneeling, or side-lying position on the
floor;

e To make activities more feasible and accomplishable, playing areas can be ex-
panded to provide more room for manoeuvring tasks. For instance, increasing
the size of a indoor/outdoor court. 8



Practical example:
Let’s play Bilharda.

Place the participants in a semicircle, so they can easily watch and hear the teach-
er’s or coach’s instructions.

Make sure your instructions are short, concise and visual. Ask questions to make
sure they understand. If the game is too complex, do not be afraid to simplify the
rules.

Pay particular attention to safety issues! Participants may unintentionally hit other
participants with the sticks. Keep the size of your environment in mind!

Make sure your group is getting the best out of the game, give them short feed-
back to ensure that the safety of everyone involved is guaranteed and that the
game is played according to the rules.

If you think that the equipment is not suitable for the age of the participants, con-
sider using their hands or arms as a bat and a small ball instead of the small sticks.
We’re sure it will work.

If youdon’t have a field, no problem! Adapt the environment and bring the game
inside.

If you are playing indoors, it would be better to use a soft ball to replace the sticks.
Protect the surroundings, you might break a lamp. Use rackets or anything availa-
ble that suits the purpose of the game. Recycling material is sustainable and suita-
ble to replace any equipment in any sport or game.



When it comes to digging, think outside the box!

Get out of your comfort zone! Prefer playing open air when possible, and get your
group to be creative to adapt rules and equipment, they could be better than you.

Don’tforget! Everybody can participate! Make sure the rulesare fair for everyone.
Consider the abilities of your participants and adapt the equipment as needed.

10





https://discovery-eu.geacoop.org/
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