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Principles of Community Youth Work



Hh sk SR B
Community Work

- HUEERE)(CW) &R, RO HE - R TITHhN =
XALBIEEENTH S
Community Work (CW) is socio-cultural work within a
local community, such as a neighborhood or town district

© TOHBD AR OHEEANEEZSFELNDLIOIC,
g AS 2 =T/ DUYV—RX(MIBEIR) ZERT S
CW uses the ressources of the local community to the
benefit of its people and larger society
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Community Work
C BIEOAREESOHRDIER —k

The local people are experts of their own world

+ ZOEIGBZAADTIEHEZRADIRATH S

This concept is rooted in the principles of Social Work

c HAERBEALEEIIECBESZI3DDMEEILEMEL TS
The self-understanding of Social Work is the "triple
mandate”




Triple Mandate
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through participation : official mission
Social Work

=EELis AUTONOMY
FEMEMBELTOASENL (REDRAE)
MNEIZEOUREERETE

Social Work as a scientific profession (action theory)
Ethical codex based on human rights




Lebensweltorientierung
CIEEICEVEPIMAER AV AT R R

A very long German word: life-world-oriented

s NRDIEFHR IR DOWNV=770—F
An approach that is rooted in the “life-world” of the
people
c ANRIFETDANE-EFREREDIFRA/N—FTHS
The people are the experts of their own life and
environment




Lebensweltorientierung

M STH D RAEAE RN S A SEHRE BT S s
DANRD))—REBENIZEDINT
Community work is life-world-oriented: it happens locally
and with the ressources and expertise of the local people

- ERDRER OS2 2T/ NOBES. e, IEEibldF—
2793 —

Everyone belongs: participation, integration and
normalization within the community are key factors

s T REEHERYNT T |ATEITS

Balance: community work is constant negotiating and
networking




FEHL-BFHEDCW
Community Work with Youth

1. PHERALPF L TOSToR BLAOT L, F
EHL B EBEPLPREKICHMN TS,
Accessible: Local projects, friendliness, open doors for
children, youth and their families.

2. #BAEN-2FHN: 2 TORANRYNI—IDHTE)
{HEGFEL-FEHIREZEVZCEATHY., R
VAT LICEENH B EETRT,

Systemic-holistic: Every individual person is acting within
a network. Difficult children and youth are carriers
of symptoms, suggesting problems within the system.




F-HFAHEDCW
Community Work with Youth

SRR R R b —THY, FR-EEET
IN—F
Competencies: The community worker is a partner, not a
superior. The children and youth are the experts.

4. BB BEERITEICHEENLGDT, L—Ta40M
KYTHS

Pragmatically: Routines and the little things count. Every
day life is foremost functional.

EE AFITEELLTLAA, BEHLIELENITFZELY,
TUNT—AUMMEIREZHN, RELH D

Critical: Life is messy but it has to bo respected.
Empowerment & participation are important, but have limits.
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#MMHE ST —=2% | Urban Gaming
c WUDFEHD=HDT v /IN\AELTORTE (T s

The town or district as a canvas for playful activity

s TOFIIHRICIEREIOBERR
Re-discovering the “physical” in digital times
c BEIL—T12 D
Breaking of daily routines

Developing independent thinking

c OS2 =T LLTORER

Community experience

- BEID DR

Experience of self-esteem
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I\/Iedla, Culture and Education

ATATIFBRRDEFBICEVNVTHAARTHD

Media are integral parts of the modern life.
}747&L\90)liﬂ1m7{ﬁb\$ﬂ%u’cﬁaé FE. TLE. A
A=Y T—LTgE

Media is a broad term: newspapers, TV, radio, internet,
games,..

)‘T»rTIJIJEITcW’LT—Kﬂ: D9y B aART L,
FIREBA A TM-TAH—5 L, %’EE@Z??MEFH
Culture imprints media: classical music, cosplay,
international online forums, smartphone usage of
refugees,...
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Media, Culture and Education

DI AT 4T EXEIZFEUVDLINTLNS

As such, media and culture are linked

o ATATXIEBB L ATAT7IHAB(TRTOAR)
2. EOVRIFEMICE DETLAL, EUIZANE - EFDAE
WYL T AZEEZRKSETEH(IND—TFBH)TT
O—FTHD
Media-cultural Education is an approach to empower
media users (everyone) to navigate life competently and
informed



FEERGEDMN?
Why is this so important?

LNDHDBI

Just a few examples

« BUBHIMRIE: AMPRE—F(BEHXSE). 7z/9=21—X

Political Manipulation: Hate Speech, Fake News

EXNDEM: )T7)T4BM. RT—IRE
Distortion of Reality: Reality TV Shows Scary Movies

- REMNER:BRIZBITAR—IL-O—FHY

Ethical opinions: Paul Logan in Japan

© ATATHAFES—F AR -RAE. FIE

Usage of Media: Navigating, Researching, Composing

IIInI
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ATATITI—
Media Literacy

HE B MtER1E
Teaching Goal-Oriented

ATAT ATAT ATAT ATAT

T 5 I | A THAY
Media Media Media Media
Critic Studies Usage Design
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AT4F7 ELTDLARP LARP as Media
LARPIZE 1+ B AT 47 Media in LARP

o AT 47ELTOLARP LARP as Media
e F—ALlIAT«T7E R (AT —Y—¢a1—H—)

Games are media products, with producers and users

. Ti*“@%ﬁﬁfé)iﬂﬂib’cab . BEDEHIZH, NDE
EDT=HOIZHLFI Al g
They reflect trends in society, and can be used for
education or manipulation

‘LARPII B EICEAREMNGREZEAHLET . WA
[ H7ET —LTHS
LARP is a highly interactive game with spontaneous
developments




AT4F7 ELTDLARP LARP as Media
LARPIZE 1+ B AT 47 Media in LARP

o AT 47 ELTOLARP LARP as Media

5 — LPIZLARPA—H — (X7 AT 12— —T1H5
(O RRYIRBIARPTIL 4. F5TH D)

LARP-users are also producers while gaming (especially
Sandbox-LARPs)

- LARPD EERERIIXRBHGIRRTH S
Emotional experience is a major game element in
LARP




ATFA4TFELTDHOLARP LARP as Media
LARPIZE[TH AT 47 Media in LARP

F—LIZETEBAT 147 Media in Games

c F—LTERINTWSAATA4T7IE, £EIZOZS2 =45 —
avDN=HOER . FIEX . RRDIZHOOEETHS

Media in games are often tools
for communication or discovery

cATATDIEFEIX. T —LDERFEIZEH>TELS
The kind of media used depends on the setting




AF4T7ELTDHLARP as Media
ARPIZEITFHMedia in LARP

F—LIZHB T B AT 4T Media in Games

* LARPTIL B ABRNKUIIzO . ATATIET — LD
HANGZOENITFEL

In LARP, immersion is important, so media needs to
have a in-game purpose

cATATHEDERDHAHLARPIEAT AT EEIERIIC
FHAIAFTIZNEL TR
LARP with media education background need
to creatively incooperate the media







MWNT, ZBT!
Hide, Seek & Shoot

SERT (A —2aV) IZE DWWV =ENSIIL- T — L4
Location-based mobile Game (Urban Smartphone Game)
THA D= T ORZDLASTURENL AT I
Designed by Leila Ammar & Kai Herman (University of Siegen)

KT IW—TRITT—L QOB UL, BIZIX. FEHITR)

Big Group Game (20 or more, e.g. school classes)

TR E = (I D—E T

Played over a part of town or a district
‘RPGIZWHZEDERE SR | Obligatory RPG-Elements
TIAND—IZEHT HATAT TSV —ELTRHEAEDAR

Obligatory Media literacy component on privacy




HTHELELD!

Let’s have a look!

https://youtu.be/ix1Y5u-uMrU



https://youtu.be/jx1Y5u-uMrU

EDEIZTLAEINTLNSDY,

How is it played?
BatEnt=F—LBIZIE. FEHROBE)

2 color-coded Teams (e.g. green and red armbands)

B F—LIZ2DDEENH D a—A—E—N—

Each Team split in two: Shooters and Seekers

11 =yhd2~34
2-3 People forming a unit

Bl Z 1L | For example:
o TLA4¥—I[F£404 40 Players
> Team Red & Team Green = %204 20 players each
o FF—LIFLa—a2—5HEL—h—5# (1 =24)

Each Team has 5 shooter units & 5 seeker units (2 player/unit)
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EDELITLAINTLSD,
How is it played?

B2 LYIYNAIZE

= S IEFTICEIE

The goal is to get to the Meeting Point within a time limit
—h— EABFRICEET AETITIVL AV E R
Seekers: Fulfilling missions on the way

S a—AB— BT IN—TERAIKRTERET S

Shooters: Capturing enemy groups with the smartphone



EDELITLAINTLSD,
How is it played?
Bi-L-2viavF B -BEZEIZRAU N EERD

Points for every successful Mission/Photo

‘RPGF VTV F—%BMT 2N ELADHIDTLAH
RPG-Characters can be added, or just ‘for fun play’

FHELL =T —LTL A DI=HNPCEIEN
NPCs may be added for enhanced game play

BEIBEED=OHDEMIL—ILIZETEAT4T7 )75 —EIHE

Media literacy aspect on additional rules for photo shooting

BLANDAEEIELI=S Y v BBICEEL =Sy aVvh

Missions can be banal or relevant to an educational topic







JAO Ik TJAA—TOX
Project Prometheus

ATATEBA- BHBE TR Fv—5—LA
Transmedial, urban adventure game
HEOME : CHIET — LTI !

Blending of Reality: This is not a game!
HEBFEIDNY)—F T4 EFTIAY

Puzzle trail — online and offline




JAO Ik TJAA—TOX
Project Prometheus

IHENGRTENPCED B R EFE

Interaction with NPCs on real locations

fEER T IREETEDT — L

Conspiracy theory scenario: Game of lies and truth

AL REBE  ATLAFMTETHT S
Cultural and civic education: breaking of
stereotypes




HTHELELD!

Let’s have a look!

https://youtu.be/wGetMjkLNTQ



https://youtu.be/wGetMjkLNTQ

ATATDER
Media Aspect

)T Ak, Fryb,SNS, GPS, ET7A . QRI—F. SD
N—R12E

Websites, Chats, Social Media, GPS, Video, QR-Codes, SD-
Cards, etc.

BEGAIE: ATATIZLHE81E

Major aspect: manipulation of media

=)L ATA4T EIZBIFAT LAV —DRER

Pre-Research of players in social media

T —LICHBITHEELE. BEICEITHRFEORME

Blending of manipulation in game and IRL




EDIHZTLAEINTULNS DN,

How is it played?

HEARTOT —LQOIBEE:N)LYY)

Game over an entire town (in 2018: Berlin)

FUFDFRIZHZDIETODEE

A terrorist plot at the center

RATLARATESYDTAY A (HIL)

A stereotypical terrorist (alleged)

TLAV—IXREERZEL. RERNICERZREAKT D

Players uncover the plot and dismantle the bomb in time

TLAV—IZLERRITHZATRIESNTIVS: S

22 (L] ?

The player research is constantly manipulated: what is truth?
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Thank you very much for your time!





