
Country 
FRANCE

Organiser/Provider 
IRDSU

Target Group 
Young adults

Theme/Focus Area 
Media literacy, soft skills 

Description of the practice 
This project targets young people aged 16 to 25 who are neither in education, 
employment, nor training.

A structured program built around video games, held in a dedicated gaming 
space, offers them an opportunity to regain self-confidence, develop 
transferable skills (such as teamwork, communication, and time management), 
and work on their career plans in a fun and engaging environment.

Guided by professionals from both the social inclusion and digital sectors, 
participants take part in workshops that combine video game practice, career 
exploration in digital industries, and personalized coaching. The goal is to re-
engage these young people, who are often disconnected from traditional 
pathways, using a medium they are familiar with and passionate about.

This innovative program leverages the potential of video games as a tool for 
social and professional inclusion, highlighting the skills developed through 
gaming (strategic thinking, decision-making, teamwork, etc.) while opening 
concrete pathways toward training or employment in fields such as digital 
technology, communication, or game-related industries.

Results/ Impact
Increased motivation and engagement among young participants

Improved soft skills (communication, teamwork, critical thinking, time 
management)

Clarified career goals or renewed interest in training or education

Transferability/Innovation
It’s a relatively low-cost project, that can be applicable to various places. The 
innovation is to use mainstream video games as a tool do enhance hard and 
soft skills, not educative software. 

Website
www.cybergrange.eu 

Justification for the selection 
<Why was this practice chosen as a best practice for the project? Mention the 
relevance to the project objectives>
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