
INTRODUCTION

A flip book game Adal Badal Ka Mel-Ek Gazab Khel (Flip and Turn- Have Fun and
Learn) was developed under a project sponsored by UNFPA (Delhi) in 2009-10 by students
and faculty of the Department of Development Communication and Extension, Lady Irwin
College (University of Delhi).

UNFPA (New Delhi, India) has been providing assistance to “Support the Adolescent
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ABSTRACT
The study titled  Creating Health Awareness and Building Life Skills of Youth was conducted
by an innovative approach using the Edutainment game Adal Badal Ka Mel (Flip and Turn) to
discuss sensitive health issues amongst youth. The study aimed at eliciting the youth’s views
about the use of edutainment games as a media for disseminating messages on health. The
youth’s awareness about selected health issues was assessed before and after playing the
game using an objective type inventory. The opinion of the youth regarding the design and
ease of playing the Edutainment game Adal Badal Ka Mel was sought. The role of the game in
helping them to share their issues and concerns regarding selected health issues was also
assessed. Its scope to offer creative opportunities to the youth and enhance their Life Skills
was also studied. The game enabled the youth to bond with their peers from other colleges and
mutually learns from each-others’ perspectives on health. Creative outcomes of the game
sessions provide insight into the minds of the youth and show the immense talent they have to
Edutain their peers and the community at large. The study established that a game and a
participatory approach can be used to elicit information from youth on sensitive issues under
non biased free living conditions. It was concluded that the Edutainment game Adal Badal Ka
Mel was an effective quantitative and qualitative tool in research and training on health and life
skills.
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Health and Development” Project being implemented under the Programme of Collaboration
with the Ministry of Youth Affairs and Sports, Government of India for Teen Club members
of Nehru Yuva Kendra Sangathan (NYKS). Under the project, Teen Clubs have been setup
in several Districts across nearly all the States of India for creating a space for adolescents
to meet and share experiences. UNFPA’s experience of engagement with these Teen Clubs
indicated that they need to be made more vibrant and that activities should be made more
interactive and interesting to sustain the interest of the adolescent members. It was concluded
that in order to make learning more interesting in the Teen Clubs, the activities that were
presently being conducted in the Teen Clubs needed to be revamped. There was a need to
develop material that promoted life skills through experiential learning among the Teen Club
members.

A game was identified at the most appropriate media to achieve the desired objective.
Further, it was decided to explore the concept of ‘engaging youth (University post graduate
students specializing in development communication and extension) to prepare a game for
youth’ (Teen Club members).

This led to the designing of the game Adal Badal Ka Mel- Ek Gazab Khel.

Fig. 1 : The edutainment game Adal Badal Ka Mel- Ek Gazab Khel

This game offers an interactive, entertaining and creative medium of learning to the
youth using a participatory peer-to-peer approach. It focuses on enhancing the knowledge
of youth about selected aspects of their health and also help in developing their life skills. The
game can be used as a media to enable the youth to share their issues and concerns,
experiences and beliefs, as well as effectively disseminate health messages among them.

The main objectives of the study were:
1. To create awareness about selected health issues and enhance the life skills of

youth using the Edutainment game Adal Badal Ka Mel (Flip and Turn).
2. To elicit the youth’s views about the potential of the edutainment game Adal Badal

Ka Mel as media for disseminating messages on health.
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3. To assess the youth’s awareness about selected health issues before and after playing
the game.

4. To study the role of the game in offering creative opportunities and enhancing the
life skills of the youth.

METHODOLOGY
The study was conducted on the Gyanodaya IV train of Delhi University. About 3-4

game sessions were conducted with youth groups of different colleges of Delhi University
every day. A typical game session took about 90-120 minutes. 16 groups of youth comprising
of 9-15 members and their Mentors from various colleges of DU travelling on the Gyanodaya-
IV train. For sampling, students from all the coaches were included in the sample. The data
was collected from the respondents through Questionnaire- semi structured, to collect data
from the youth about the game experience, to collect data from the Mentors about the scope
of game. Awareness Inventory consisted of objective type questions to measure any change
in awareness about selected health issues; administered before and after playing the game
and Focus Group Discussion Guide- to collect feedback from all the participants in a group
at the end of the game sessions.

Statistical analysis:
In accordance with the nature of data collected, the data was subjected to quantitative

as well as qualitative analysis. The data of different groups was compiled and analyzed in
various aspects of the respondents. The data was statistically evaluated and simple
percentages were calculated. The data was entered in SPSS 16 and analyzed. The averages
and range between maximum and minimum scores were calculated including the before and
after scores for all the youth who had selected a common topic for the game session.
Analysis of the records forms was done in tabular form, in order to see the number and
nature of creative outcomes.

RESULTSAND DISCUSSION
All the youth were in the age group of 17 to 23 years. A majority of them (86.5%) were

less than 20 years of age. The sample comprised of 55.48% boys and 44.51% girls. It was
heartening to know that a large number of boys and girls showed interest and willingly
participated in the game sessions. All the students on Gyanodaya IV were undergraduates.
More than half of the sample comprised of I year students (56.12%) (Table 1).

Feedback of the youth about the game :
Edutainment (Education and Entertainment) potential of the Game:

Almost all the youth (98.8% male and 98.5% female) were of the opinion that the game
could impart both entertainment and Education to them. The game involved them in discussing
important health issues, sharing experiences and opinions as well as concerns along with
concise and accurate information through Fact Sheets.
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Fig. 2 : Age group of the youth (years) (n= 155)

Age group of the youth (n=155)

Table 1: Edutainment (Education and entertainment) potential of the game (n= 155)
Gender Yes No Not sure Total (Percentage)

Male 98.83% 0 % 1.16% 55.48%

Female 98.55% 1.44% 0% 44.51%

(100%)

Ease of understanding the rules of the game through a poem:
The rules of the game had been explained in the form of a poem. A majority of the

youth (89.5% male and 95.6% female) were able to understand the instructions for playing
the game written in the form of a poem. They found it simple and interesting.

Opinion about the Flip Book based design of the game:
More than 90% of the boys and 98.5% of the girls reported that they found the flip book

based design (with pull-out panels) of the game very interesting and innovative. None of
them had seen this kind of a game designed in a book before. The colorful visuals were
appreciated by all the youth.

Fig. 3 : Youth discussing their experiences in a game session
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Adequacy of information in fact sheets:
The game contained Fact Sheets on the following topics with special focus on adolescence

and youth: Physical changes in boys, Physical changes in girls, Social and emotional changes,
Substance abuse, HIV and AIDS, Nutrition and Life Skills A total 155 students from 16
colleges participated in the game sessions. All the topics included in the game were selected
for discussion by one group or the other. Youth were not familiar with the concept of Life
Skills and hence, this topic was not selected for discussion by any group. Table 8 lists the
various topics selected by the youth. The Fact Sheets were found to be adequate and accurate
by a large majority the youth. Their contents were read with interest and curiosity. Refer
Table 1. Fact Sheets were reported to be easy to read and understand by a large majority of
the youth. A need to translate the Fact Sheets in English was expressed by more than half
the youth.

Need to include other topics in the game:
It was found that 82.55% males and 89.85% females in the sample wanted the game to

be made on other important development concerns in the area of health (cancer, life style
diseases, nutrition and deficiency diseases), social issues (gender, violence, child abuse, caste
and class differences), environment, civic issues, ragging, senior citizens, etc. The game’s
concept was reported to be facilitating in depth discussions which encouraged the youth to
talk openly, express their opinions freely in a non-threatening atmosphere. The youth expressed
that the game design was such that it could be used to discuss just about any other topic. The
youth need to be familiarized with this feature of the game (Table 2).

Table 2 : Need to include other topics in the game (n=155)
Gender Yes No Not sure Total (Percentage)

Male 82.55% 15.11% 2.32% 55.48%

Female 89.85% 10.14% 0% 44.51%

100%

Ability to play the game individually:
The game has been designed to be played in a group. However, it can also be used to

read and reflect by a person individually. About 70% of the youth felt that the game could be
used by an individual alone also to increase their awareness and clarify concepts related to
important health concerns.

Ease of playing game in group:
The youth were asked whether they encountered any difficulty in playing the game in a

group. More than 70% youth stated that they encountered no particular difficulty in playing
the game in a group. Rather, they enjoyed talking and sharing experiences with each other.
They reported that they had never got an opportunity to share their concerns openly amongst
their peers.

Role of a leader in the game :
The game is designed to encourage leadership amongst youth. Each game session
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begins by the group electing a leader to facilitate the game session, help in identifying a topic
for discussion, motivate all members to participate and share experiences and opinions. The
leader is also expected to read the Fact Sheet on the selected topic and clarify myths and
misconceptions. Besides this, leaders encourage their groups to share their learning’s and
experiences through creative outcomes like slogans, stories, role plays, songs, etc. Thus, the
leader has a very important and responsible position and role to play in a game session. It
was found that 52.32% males and 44.92% of the females were of the opinion that there was
a strong advantage in having a leader in a game session.

Awareness scores before and after the game sessions:
The youth were found to be quite informed about selected health issues in general. The

mean awareness scores of girls were found to be higher than that of boys for all the topics
selected for discussion in the game. Substance abuse was an issue where the both boys and
girls expressed a need for intervention and awareness building. Awareness scores indicated
that the youth needed greater information on nutrition, physical changes, and social ande
emotional changes during adolescence. Refer Table and Figure below for mean awareness
scores of the youth on the various topics selected by them for discussion during game sessions.
It was found that the game enabled the youth to bond with their peers from other colleges
and learns from each-others’ perspectives on health.

Fig. 4 : Mean awareness score of the youth before and after the game sessions (Maximum
score=10, n=155)

Mean awareness score-before and after the
game session (Maximum score-10)

Creative outcomes of the game sessions:
Under non biased free living conditions, it was found that the game was perceived by

the youth as an effective media for Edutainment and building their life skills. It offered them
creative opportunities and helped them to voice their concerns and increase their awareness
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about selected health concerns. Creative outcomes of the game sessions provide insight into
the minds of the youth and show the immense talent they have to Edutain (Educate and
Entertain) their peers and the community at large.

In the 16 game sessions following creative outcomes were collected on selected health
issues: 18 slogans, 3 songs, 9 stories, 1 role play and 1 graphic. The game sessions were
photo documented and video recorded for documentation and analysis.

Suggestions for improving the game:
Majority of the youth were satisfied with the game and had no suggestions for improving

the game design or visuals. However, the youth had many suggestions for adding new topics
in the game. The youth also suggested new names for the game.

Feedback of Mentors about the game:
A total of 8 mentors gave their opinion about the game through Questionnaires. All

these mentors agreed that the game Adal Badal Ka Mel offered both education and
entertainment for the youth. They liked the concept and design of the game. The mentors
were unanimous in voicing their opinion that the game was successful in enhancing the life
skills of the youth. They were pleased to see their students sharing their experiences, discussing
their concerns and voicing their opinions. The creative outcomes of the youth were appreciated
by mentors from all colleges.

Fig. 5 : Perception of increased in life skills of youth after game sessions (n=8)

Perception of inceased in life skills of youth
after game session (n=8)

Outcomes of the study:
Increased awareness of the youth on selected health issues through peer-to-peer learning

approach. Enhancement of the life skills of youth- Thinking Skills (self-awareness, critical
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thinking, problem solving, decision making, creative thinking, planning and goal setting), Social
Skills (empathy, effective communication, interpersonal relationships and team building) and
Emotional Skills (managing emotions and coping with stress). Opportunities for self-expression
and creative engagement of youth through sharing of stories, role-plays, street plays, poems,
songs, puppet shows, posters, comics, flip books, banners, mobile phone films, games, Life
Style Products, etc. Creation of a resource bank of User Generated Communication Materials
using a participatory approach- ‘of the youth- by the youth-for the youth’ on selected health
issues to be used in training programs for health awareness and building life skills of youth.

Summary and Conclusion :
The study titled Creating Health Awareness and Building Life Skills of Youth was

conducted by an innovative approach using the Edutainment game Adal Badal Ka Mel (Flip
and Turn) to discuss sensitive health issues amongst youth. The study was conducted with
students and faculty travelling on the Gyanodaya IV train on an eleven day journey during
March 2014. A sample of 155 youth (male and female) from 16 colleges and 8 Mentors
were included in the sample for the study. It was found that the game was perceived by the
youth as an effective media for Edutainment and building their life skills. It offered them
creative opportunities and helped them to voice their concerns and increase their awareness
about selected health concerns. The topics selected for discussion included: nutrition, physical
changes in boys and girls, social and emotional changes, substance abuse and HIV and
AIDS. The youth were quite informed about selected health issues in general. The mean
awareness scores of girls were found to be higher than that of boys for all the topics selected
for discussion in the game. Awareness scores indicated that the youth needed greater
information on nutrition, physical changes, and social and emotional changes during
adolescence. Substance abuse and HIV and AIDS were issues on which both boys and girls
expressed a need for intervention and awareness building. The game enabled the youth to
express themselves freely and bond with their peers from other colleges and mutually learn
from each-others’ perspectives on health. Creative outcomes of the game sessions provide
insight into the minds of the youth and show the immense talent they have to Edutain their
peers and the community at large. The youth suggested a number of social, environmental
and civic issues on which the Edutainment game Adal Badal Ka Mel should also be made.
The study established that a game and a participatory approach can be used to elicit information
from youth on sensitive issues under non biased free living conditions. It was concluded that
the Edutainment game Adal Badal Ka Mel was an effective quantitative and qualitative tool
in research and training on health and life skills.
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