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 Introduction: The Project Teachers4Europe



1. Introduction: The Project Teachers4Europe

The project “Teachers4Europe: setting an Agora for Democratic Culture” (T4E) is targeting all the 
above challenges in an equal way: using education as the vehicle for the promotion of principles 
and values comprising the EU democratic culture, which can contribute to better appreciation of 
the EU as an entity that works at many different levels in favour of all people, irrespective of 
their identity; the Teachers 4 Europe (T4E) will act as inspiring social and cultural agents that will 
spread the European values to colleagues, young people and the society.

Moreover, they will foster a dialogue with and among relevant stakeholders on a social and 
policy level and will contribute towards realising synergies and improving the quality of 
training and learning through knowledge about Europe and its values, especially in the field 
of Democratic Culture.

T4E will be evolved as a European learning network involving additional schools, teachers, policy 
representatives and community stakeholders that will be committed to act in favor of EU values. 
In this way, not only the teachers’ role will be upgraded but also inclusive and democratic 
learning environments will be established.
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2. The Simulation action

The Teachers4Europe Project 
includes a Simulation Action for 

Pupils and Educators.

In this concept we have chosen to 
organize a European Parliament 

Simulation exercise, in which 
pupils will participate.

Such an action can be conducted 
both virtually and face-to-face.

Moreover, HAPSc will cooperate 
closely with those schools that 

will be interested in sending 
students to the simulation 

exercise or those schools of 
primary or secondary education 

that will be interested in 
organizing a local or regional 

simulation.

HAPSc will prepare and organize 
a simulation exercise, including a 

guide which is available for all 
Ambassadors T4E and 

Teachers4Europe project 
partners. 

Our European Parliament 
Simulation will be organized by 

the Hellenic Association of 
Political Scientists (HAPSc), under 

the academic coordination of 
Professor Fotini Asderaki.



2. The Simulation action

The aim:

• The simulation aims 
to teach pupils the 
way the European 

Parliament functions 
and thus, deepen the 

importance of 
democratic 
institutions. 

What are we going to 
simulate?

• The consultation and 
legislative process of 

the European 
Parliament will be 
simulated, through 
the performance of 
the main roles from 

the participants 
(Members of different 

groups of the 
European Parliament, 

Board members of 
the European 
Parliament, 
journalists). 

What will the pupils  
gain?

• Pupils will be able to 
understand both the 

functions of the 
institutional 

preparatory process 
and the differences 

between party groups 
based on their 

different ideological 
backgrounds.



Stages of the preparedness of a Simulation Project:

1. Prepare the 
educators 
throught

seminars and 
webinars.

2. Provide materials, 
directions and study 
guides and prepare 

the details of 
implementation of

simulation.

3. Educators 
prepare the pupils 

for the 
implementation of 

simulation 
throught

directions, lessons 
and simulate the 

processes.

4. Implementation of 
simulation.

2. The Simulation action



 Why a Simulation action? What is the experiential learning?



3. Why a Simulation action? What is the experiential learning?

1.Pupils who will 
participate in the 
simulations will learn 
about the decision 
making procedures of 
the European 
Parliament.

2.Young people will not 
learn with a formalistic 
way the decision-
making processes but 
also though their 
emulation and thus, 
through active 
participation in policy 
formulation. 

3.Therefore, the 
implementation of the 
simulation will offer the 
opportunity for 
enhancing participatory 
democracy and 
European citizenship

4.At the end of the 
simulation processes a 
wave effect among 
pupils is expected as 
long as they will spread 
the awareness on the 
issues of democracy, 
participation and 
debate on 
contemporary 
problems and 
challenges. This wave 
effect will work as a 
democratic multiplier, 
creating a positive 
impact on the society 
towards democratic 
participation and 
awareness of European 
citizenship. 



3. Why a Simulation action? What is the experiential learning?

Kolb (1976; 1981; 1984), Kuk & Holst (2018) 

The Experiential Method



 The Simulation’s Study Guide



• It has to be written in simple language, fit in pupils knowledge.

• At the same time it should enrich the linguistic background of pupils.
1. Language of the 

Guide:

• It has to include all the necessary information about the EU Parliament and 
the related processes.

• Also, the meaning of the written material should be very clear and 
understandable.

• It should give stimuli and incentives to pupils for acquiring more knowledge.

2. The information:

• The content should have all necessary images, graphics etc., so the pupils can 
understand, learn and study better and easier.

• Study Guide is one of the basic ways for pupils to learn and prepare.  
3. The content:

 The Study guide has (and every Simulation guide like it should have)
all the important and necessary information about the EU Parliament and the EU parties.

4. The Simulation’s Study Guide

Tips: 



 You can see the table of Contents of our Study Guide:

4. The Simulation’s Study Guide



 The Guide should include general information such as National Appointment 
by Country, or the Composition of the EU Parliament.
 Our Guide include graphics like the following:

4. The Simulation’s Study Guide

Tip: you can find all the images and graphs on EU sites and
on information papers, but don’t forget to cite them!

Let’s make it familiar to the pupils! ;)



 Among other, the Guide should includes general information and parties’ positions about  some crucial issues 
and the rules of procedures of Parliament:

 Example from our Study Guide:

4. The Simulation’s Study Guide



 What are the expected outcomes?



 Empowering young people towards democracy and its 
benefits:

It is pointed out that in 
our view, only this 

holistic approach can, 
in practical terms, 

prepare and achieve 
the essential and 

integrated democratic 
identity of an active 
citizen in the 21st 

century.

The simulation will 
empower young 

participants though 
the experiential 

learning of a European 
institution functions.

Also, it will enhance 
human rights, 

tolerance, solidarity, 
youth engagement, 
gender and general 

equality through 
increasing the 
awareness on 

European citizenship.

In this way, we will 
achieve the maximum 
possible results for 
the essential non 
formal education, 
information and 

awareness, namely, 
all the prerequisites 

that every citizen 
needs in 

contemporary 
society. 

5. What are the expected outcomes?



✓ is a feeling for pupils and a way of interactive learning,

✓ can strengthen the democratic dialogue,

✓ increase the coexistence,

✓ can build the future democratic European citizens, 
promote learning of different cultures and cultivate 
friendships among pupils from other EU countries.

5. What are the expected outcomes?

Remember: the experiential learning
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