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“Què t’hi jugues?” has included several stages: 

 
 

Design of the teaching unit “Què t’hi jugues?”, which starts from the students’ experience to shift from self- 
knowledge to critical consumption and prevention of risky behaviour (drawn up by eduCAC). 

 

 
Design of questionnaires to gather data on consumption habits related to video games and gambling 
among teenagers (HUB). 

 

 
Pilot and intervention based on the teaching unit at Bellvitge High School and Virolai School with 
students aged 14-16 (3rd and 4th years of lower secondary) (eduCAC and HUB). 

 

 
Study of the data gleaned from the questionnaires (HUB). 

 
 
 

Review of the teaching unit based on the assessments of the teaching staff (eduCAC). 
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intensity and frequency of video game use. 

video games 5-7 days a week. After the 

positive effect on prevention. 

intensive use. 

 

The results of the consultation carried out in the two schools are twofold: 

• Video games 

• Online gambling 
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The expanded version of the “Què t’hi jugues?” teaching unit includes new resources and tools 

which have worked in the classroom. It is organised into four parts: 

 Activities and material about video games. 

 Activities and material about gambling and betting. 

 “We already know how to gamble responsibly” proposal which involves making a product that 

reflects the knowledge acquired. 

 A final part called “To find out more” 

gambling. 

addictive behaviour. 


