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Why dysto? Why larp? How dystopian larp can 
enhance civic engagement and environmental 

responsibility of EU youth 

Dystopian stories and role-playing practices have been part of culture for centuries 

across the world. Beyond entertainment, they offer powerful educational potential 
by creating immersive fictional spaces where complex issues can be explored 
safely. The DystoLarp project builds on this potential by combining dystopian 
narratives with live action role-playing (larp) to help youth develop necessary 

social and soft skills, along with a deeper understanding of civic engagement, 
environmental awareness and democratic values. 

Why dystopia serves civic learning and environmental awareness  

A dystopian fiction “explores societies in which social and political systems 
have gone wrong” (Moylan, 2000). As such, dystopian settings represent and 
highlight real-world issues, such as climate crisis, political abuse, injustice or loss 

of essential rights, universalising marginalised groups’ struggles through fiction to 



make them more accessible and tangible, thus encouraging participants to confront 
the consequences of ecological, social and political decisions.  

In education, dystopia functions as a mirror: it reflects familiar or realistic 
dynamics engaging with complex themes through fictional characters that provide 

enough distance to allow discussion without direct personal confrontation. As 

such, young participants can more readily ask difficult societal questions and 
experience their meaning:  

• Who holds power and shapes laws and norms?  

• Is the system fair and honest?  

• What is the impact of voting, fact-checking and speaking up?  

• How can we navigate misinformation, surveillance and inequalities?  

In asking these questions, ideally, they can recognise democratic responsibilities 
and rights in real life without feeling that their safety, beliefs or identities are 
under attack.  

Why larp is a uniquely powerful learning strategy 

Live action role-playing (larp) is a form of role-play in which participants physically 
and socially embody fictional characters, interacting and making decisions with 

diverse consequences within a structured scenario. Educational larp (commonly 

called edu-larp) thus naturally fits experiential learning principles, in which the 

learner literally plays an active role in their education: they explore, act, reflect, 
form insights, test new approaches and grow.  

Most larp experiences are designed to be highly social, with complex social 
dynamics emerging organically through play. Civic engagement is rarely an 

individual activity; it is shaped by trust, leadership, peer pressure, cooperation and 

conflict. Through dystopian larp, participants practise empathy, communication, 
negotiation, problem-solving, emotional awareness, self-regulation, ethical 
decision-making and critical thinking, all skills that are essential for democratic 

participation but often difficult to teach through traditional methods. 

Better futures start with empowered citizens 

The DystoLarp project was born from this simple premise: if we want young people 

to understand civic engagement, EU citizenship and sustainability, we should let 



them experience these topics in safer, controlled and collective settings with 

intentional structures and settings that facilitate reflection on their role and decisions 

and explore how these lessons translate into real-life actions and mindsets. 

To reach this goal, we aim to provide a variety of resources, such as ready-to-use 
scenarios, practical guides and detailed tutorials for youth workers to 

implement, facilitate and create engaging and educational dystopian larp 
experiences which touch on a wide range of social, civic and environmental matters.  

Through these immersive activities, young people can more safely rehearse civic 

and democratic dilemmas, and enhance their ability to analyse current issues, 

contribute to better systems and make a real change. Thus, by acting and 

playing through potential futures or alternate pasts or presents, whether grounded in 

our own world or set in a fantastical one, young people can learn, reflect and 
evolve into a generation of empowered, aware and active citizens. 

Stay tuned through our project website to discover our upcoming resources 
soon! 
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