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1. Introduction

This deliverable reports on the activities implemented under Task 3.1 — Interactive CAP Learning for
Students, within the COM-PACTO project. The task is designed to introduce the Common
Agricultural Policy (CAP) to younger generations through structured, age-appropriate and experiential
learning formats that translate European agricultural policy into accessible, engaging and meaningful
educational experiences. Task 3.1 supports the long-term objective of strengthening young public
understanding of the CAP by acting at an early stage of civic formation. By embedding CAP-
related themes into school-based activities and gamified learning tools, the project contributes to
building foundational awareness of sustainable agriculture, food systems, environmental stewardship
and rural development among children aged 6-12.

Through playful methodologies, collaborative dynamics and mascot-driven storytelling, the activities
implemented under this task make CAP priorities tangible and relatable within the educational
environment. In particular, Task 3.1 contributes to several core CAP objectives, including:

¢ Promoting environmental care, climate action and biodiversity protection by introducing children
to sustainable agricultural practices and responsible resource management;

e Reinforcing awareness of food quality, healthy eating and the role of EU-supported farmers in
ensuring food security;

e Highlighting the social and economic importance of agriculture and rural territories,
strengthening the link between urban and rural realities;

e Encouraging generational renewal and long-term engagement with the agricultural sector by
fostering positive perceptions of farming and rural livelihoods;

e Supporting knowledge transfer and innovation through gamified educational tools that translate
policy content into accessible and interactive formats.

By combining the development of the “PACO in Action” card game with structured school sessions
and the preparation of interactive treasure hunt activities for summer camps, COM-PACTO seeks to
position the CAP not as an abstract European framework, but as a policy that directly shapes
landscapes, food systems, environmental protection and everyday life. The activities reported in this
deliverable focus on the first implementation cycle of Task 3.1, including the deployment of the PACO
educational game in two schools and the finalisation of the treasure hunt protocol for summer camp
implementation. Together, these actions demonstrate how CAP communication can be effectively
adapted to younger audiences, ensuring that policy awareness begins early and contributes to the
development of informed, environmentally conscious and engaged future citizens.
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2. Activities at schools and the PACO in action educational game

One of the activities of this task is the development and implementation of the educational card game
“PACO in Action”, designed to introduce the CAP to children aged 6-12 in an interactive, accessible
and curriculum-aligned manner. Inspired by the structure of traditional games, this game has a
cooperative and strategic dynamic, while incorporating a strong educational component focused on
agriculture, sustainability and awareness of European policies. The game was conceived not merely as
a recreational tool, but as a structured educational instrument capable of translating CAP objectives
into age-appropriate narratives and challenges. Each element of the game was intentionally designed
to reinforce key CAP themes such as biodiversity protection, sustainable agriculture, climate action,
responsible consumption and support for rural communities.

The following sections present the main components of the “PACO in Action” educational model:

The principal character: PACO design and mascot ]

The Seven PACO Families

The Pest (as the thematic adaptation of the original wolf)

CAP and thematic questions (four difficulty levels)

The game structure

Schoolimplementation

Upcoming activities

€€g€eCeeaC

This approach reflects the broader objective of Task 3.1: to introduce CAP concepts through interactive,
age-appropriate and curriculum-aligned methodologies. By combining strategy, cooperation and
structured questioning, “PACO in Action” transforms policy awareness into an engaging and meaningful
educational experience.

2.1. PACO design and mascot

PACO was conceived as the official mascot of the project, particularly within Task 3.1, and quickly
became a central pillar of the communication strategy aimed at young audiences. The initial ambition
was clear: transform the CAP from an abstract European framework into something concrete, engaging
and understandable for children aged 6—12.

The creative process began with exploratory sessions focused on how to translate CAP themes into a
visual and narrative language suitable for schools. The mascot needed to be friendly, memorable and
strongly connected to agriculture. The choice of a sheep was deliberate. It reflects agricultural traditions,
is easily recognisable by children and symbolically represents livestock and rural life, core areas
supported by the CAP in Portugal and across Europe. From the outset, PACO was not designed as a
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decorative element, but as a pedagogical bridge. As the educational tools were developed, the mascot
became the narrative guide of the learning journey, helping children explore sustainability, food
production, biodiversity and climate action through storytelling and interaction. Once the visual identity
was consolidated (Figure 1), PACO was physically produced to accompany the sessions (Figure 2).
The presence of the mascot in classrooms significantly amplified engagement. Students reacted with
enthusiasm and curiosity, while teachers reported that PACO facilitated interaction, sustained attention
and reinforced key messages in a memorable way. PACO therefore functions as both a communication
asset and an educational facilitator, strengthening CAP visibility and making policy concepts accessible,
emotional and lasting.

FIGURE 1 — PACO DESIGN FIGURE 2 - PACO MASscOT

2.2. The seven PACO families

The Seven PACO Families were designed not only to represent agricultural sectors supported by the
CAP, but also to reflect diversity, inclusion and contemporary social realities. The design process was
extensive and carefully structured, taking into account Social Sciences and Humanities (SSH)
perspectives and gender inclusion principles. The objective was to ensure that the visual narratives
embedded in the game would avoid stereotypes and reflect the diversity of European rural communities.

From the outset, the team considered how agricultural roles are often portrayed in traditional
educational materials and deliberately worked to move beyond conventional representations. Particular
attention was given to gender balance, role distribution and family composition. Female and male
figures are equally represented in active agricultural roles, including decision-making and technical
responsibilities, ensuring that farming is not depicted through traditional gender lenses. The families
were intentionally designed as diverse and non-traditional, portraying different structures and dynamics
that reflect modern society. This inclusive approach was not incidental but embedded in the creative
development process. Visual elements, character traits and sector representation were reviewed to
ensure that they aligned with equality principles while maintaining pedagogical clarity. The result is a
set of seven distinct families (olive, grape, bee, cow, maize, cabbage and walnut — Figure 3) each
representing a CAP-supported agricultural sector while also conveying diversity in identity, composition
and social representation.
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In the end, by integrating SSH-informed design and gender-sensitive perspectives, the Seven PACO
Families communicate a dual message: the CAP supports a wide range of agricultural sectors, and
rural life in Europe is diverse, inclusive and evolving. This strengthens the educational value of the
activity while subtly reinforcing broader European values of equality and social cohesion.

FIGURE 3 - THE SEVEN FAMILIES AND THE COVER CARD

2.3. The pest design

The Pest was conceived as an integral element of the “PACO in Action” game, designed specifically to
introduce challenge, tension and strategic thinking within an agricultural learning context. Rather than
functioning as a generic antagonist, the Pest represents real-world threats that can affect agricultural
systems and food production. Pedagogically, the Pest symbolises risks faced by crops and farming
communities, such as plant diseases, invasive species, climate pressures, soil degradation or
unsustainable practices. This conceptual choice ensures that the challenge mechanism of the game is
directly aligned with CAP-related themes, reinforcing the importance of sustainable agricultural
management and policy support.

Visually and conceptually, the Pest was designed to remain age-appropriate and engaging. It does not
represent fear or danger in a dramatic sense, but rather imbalance within agricultural ecosystems. As
Pest cards are progressively revealed during gameplay, participants experience a growing sense of
urgency. This dynamic reinforces cooperation, collective problem-solving and the value of knowledge
in protecting agricultural sectors.

The Pest is therefore not merely an obstacle within the game structure. It serves as a symbolic
representation of why sustainable practices, environmental stewardship and policy instruments such as
the CAP are necessary. By integrating this thematic element into the mechanics of the game, “PACO
in Action” becomes a fully coherent educational tool, where every component contributes directly to
CAP awareness and environmental literacy.
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FIGURE 4 — PEST DESIGN AND CARDS

2.4. Thematic questions cards

The “PACO in Action” game integrates structured educational questions directly into its gameplay
mechanics, transforming each round into a learning opportunity about the CAP and related themes.
The game includes 48 question cards organised into four difficulty levels: easy, medium, intermediate
and advanced (Figure 5). This progressive structure allows adaptation to different educational stages
(1° and 2° CEB), ensuring that the activity remains inclusive while also intellectually stimulating.
Teachers and facilitators can select the appropriate level according to students’ age and prior
knowledge. The content of the questions was carefully developed to ensure accuracy, accessibility and
alignment with curricular objectives. Topics include:

¢ What the CAP is and why it exists;

e How the CAP supports farmers and rural communities;

e Sustainable agriculture and organic farming;

o Biodiversity protection and pollinators;

o Climate action and responsible consumption;

e Food systems, local production and environmental impact;
e The role of the European Union in supporting agriculture.

The integration of these questions into the game mechanics is central to its pedagogical value.
Whenever players are unable to place a family card, they must answer a CAP-related question. A
correct answer allows them to progress; an incorrect answer advances the Pest. This dynamic ensures
that knowledge acquisition is directly linked to game progression, reinforcing learning through
immediate feedback and collective discussion. The four-level structure represents a key innovation of
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the game. It enables the same educational tool to be applied across different age groups and
educational contexts, ensuring scalability and replicability. More importantly, it transforms the activity
from a recreational experience into an active learning instrument. CAP content is not introduced
externally before or after gameplay; it is embedded within the mechanics of the game itself.

o \( -
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PAC? apOIa PRINCIPALMENTE... gEgETWD economico oa 0BJETIVO DA PAC?

a) Politica Animal a) O material para as escolas : a) Proteger o ambiente
Comunitaria b) O rendimento dos a) Garantir um salario justo b) Apoiar os agricultores
b) Politica Agricola Comum agricultores aos agricultores c) Aumentar a poluigio
c) Plantas, Alimentos e c) As estradas das cidades b) Aumentar os pregos dos
Comidas alimentos
¢) Aumentar impostos
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FIGURE 5 - QUESTION CARDS EXAMPLES AND COVER PER LEVEL OF DIFFICULTY

2.5. “PACO in Action” game structure

The game “PACO in Action” was created to help children aged 6-12 discover the CAP in a fun,
structured and collaborative way. Through strategic card placement and thematic questions, players
learn about agriculture, the environment, healthy eating and the role of the European Union in
supporting farmers and rural areas. PACO acts as the narrative guide of the adventure, introducing
challenges and helping students uncover the principles of sustainable agriculture. The game is
cooperative: all players work as one team toward a shared objective.

2.5.1.Game goal

The objective is to reunite the Seven PACO Families before the Pest is fully revealed. Each
family represents an agricultural sector supported by the CAP. If the team completes all seven
families, they win collectively. If the six Pest cards are revealed first, the Pest wins and the
game ends.

2.5.2.Game components

The game includes:

42 Family cards (7 families x 6 cards each);

6 Pest cards;

48 question cards divided into four difficulty levels (easy, medium, intermediate, advanced);
4 instruction cards.
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2.5.3.Game setup

e Shuffle the Families deck.

e Deal 3 cards to each player.

e Place the remaining Family cards face down in the centre.

e Arrange the 6 Pest cards face down beside the Family deck.

e Select the question deck according to difficulty (easy, medium, intermediate, advanced)
and place it face down.

2.5.4.How to Play (step-by-step)

Step 1 — Start the Game: The first player places one Family card on the table to begin a
sequence.

Step 2 — Continue or Start a Family: On their turn, each player must:

e Continue an existing family by placing the next card in sequence; or
e Start a new family with an appropriate card.

Step 3 — Draw a Card: After successfully placing a card, the player draws one Family card to
return to three cards in hand.

Step 4 — If a Player Cannot Play: If no card can be placed, the player must answer a CAP-
related question.

e If the answer is correct: Draw one Family card. If it can be played, place it immediately.
If still unable to play, reveal one Pest card and discard down to three cards.
¢ If the answer is incorrect: Reveal one Pest card. The turn ends.

Step 5 — Winning or Losing: The game ends when either all seven families are completed
(team victory); or all six Pest cards are revealed (Pest victory).

2.5.5.0perational and Sustainability Notes

All printable materials are available in Annex | of this deliverable. The educational questions
are currently only available in Portuguese.

The structure was designed to ensure replicability, scalability and adaptability to different
classroom contexts. The modular format and difficulty levels allow use across age groups and
facilitate autonomous implementation by teachers beyond the initial project cycle.

2.6. Implementation at Schools

The outreach to schools began in November 2025, with the project team directly contacting and inviting
selected schools to host the PACO in Action activity. This targeted institutional approach ensured
alignment with school calendars and facilitated early coordination with teachers and school
management. In January 2026, the project team broadened dissemination efforts by launching an
announcement on social media inviting schools to express interest in receiving the activity. This
announcement generated significant interest, with more than 34 schools submitting expressions of
interest. Considering the operational capacity defined under Task 3.1 and the need to ensure high-
quality delivery, it was not feasible to extend in-person implementation beyond approximately 10
schools. In order to maximise outreach and ensure sustainability of results, the project team decided to
send two physical copies of the PACO in Action game by post to interested schools that could not be
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accommodated in the first implementation cycle. This strategy reinforces long-term impact and ensures
that CAP-related learning can continue independently within those institutions.

Following the development, testing and production phases of the cards game, the project transitioned
into the operational implementation stage in February 2026. This phase marked the first structured
deployment of the game in real classroom environments, allowing validation of its pedagogical
robustness, engagement capacity and adaptability across different education levels.

The implementation strategy was structured to guarantee alignment with school curricula and
classroom dynamics, age-appropriate adaptation of CAP-related questions, active involvement of
teachers and school management, structured time management to allow complete gameplay cycles,
and clear positioning of the CAP as the central educational theme throughout the activity.

2.6.1.Implementation structure

Each session followed a consistent pedagogical sequence. The activity began with a short introductory
briefing, during which students were introduced to the CAP in simple and contextualised language. The
CAP was explained as a European Union policy that supports farmers, protects the environment and
contributes to food quality and sustainability. This was followed by the mascot engagement moment,
where PACO was presented as the guide of the activity, reinforcing recognition and emotional
connection with the CAP message. Students were then divided into small collaborative groups of two
to four participants, ensuring peer interaction, cooperation and shared problem-solving during
gameplay. At the end of each session, a structured reflection and Q&A moment allowed students to
clarify doubts and consolidate key CAP concepts explored during the activity. Special attention was
given to adapting complexity levels according to the educational stage. In 1° CEB (Primary School),
simplified vocabulary, stronger visual reinforcement and shorter explanatory moments were used to
ensure comprehension of sustainability and food-related concepts. In 2° CEB (Lower Secondary), more
detailed explanations were introduced, including references to climate action, biodiversity preservation
and European Union support mechanisms.

The first schools implemented under this cycle represent distinct educational contexts (1° and 2° CEB)
(Table 1), allowing the project to test the tool across different age ranges and validate its pedagogical
flexibility, operational feasibility and scalability. The implementation on 19/02/2026 involved three
school units under the same school cluster, ensuring broader territorial outreach within a single
coordinated intervention.

TABLE 1 — SCHOOLS IMPLEMENTED UNDER TASK 3.1 (FIRST CYCLE)

School Education Date N° of N° of
Level Classes Students

CBE - Centro de Bem-Estar Infantil 1° CEB 03/02/2026 8 167
e Juvenil
Escola Basica e Secundaria Dr. 2° CEB 19/02/2026 9 169
Serafim Leite
Escola Basica de Fundo de Vila 1° CEB 19/02/2026 2 21
Escola Basica do Parque 1° CEB 19/02/2026 2 20

2.7. Upcoming activities

The project team has already scheduled the next implementation cycle under Task 3.1, ensuring
continuity of activities throughout March and April 2026. These confirmed sessions significantly expand
territorial coverage and reinforce progress toward the project's KPI target of 10 schools and 1,500
students reached. Below is the structured overview of the next schools scheduled:
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TABLE 2 - CONFIRMED UPCOMING SCHOOLS

School Education Date N° of N° of
Level Classes Students

Escola Basica Padre Antonio Luis 2° CEB 16/03/2026 12 261
Moreira
Escola Basica e Secundaria de 2° CEB 18/03/2026 2 50
Paredes
Eco Escolas Famalicao 1°e 2° CEB 30/03/2026 3 +100
Escola de Senhora do Monte 1° CEB 17/04/2026 4 91
Escola de Carvalhos 1° CEB 17/04/2026 1 20
Escola Basica de Recarei Sobreira 1°e 2° CEB 18/04/2026 3 +50
Agrupamento de Escolas André 2° CEB 23/04/2026 11 220
Soares
Colégio Jardim das Flores 1° CEB 28/04/2026 4 55

3. Summer Camps

In addition to the implementation of the PACO in Action game in formal school environments, Task 3.1
includes the deployment of interactive educational activities in non-formal learning contexts,
namely Summer Camps. The central methodology adopted is a structured CAP-themed Treasure
Hunt, implemented according to a dedicated pedagogical protocol.

This component reinforces the dissemination of the CAP by extending outreach beyond the classroom
and embedding CAP-related learning into experiential, outdoor and collaborative settings. Summer
Camps provide a dynamic environment where children engage through exploration, experimentation
and teamwork, allowing CAP priorities to be translated into concrete, hands-on experiences. The
Summer Camp intervention is designed to:

o Consolidate CAP knowledge introduced during school sessions;

e Promote environmental awareness and sustainable agricultural practices;

e Strengthen understanding of biodiversity, climate action and food systems;

e Encourage cooperation, critical thinking and problem-solving;

e Deliver tangible and memorable learning outcomes linked to CAP objectives.

3.1. Treasure hunt activity

The CAP Treasure Hunt is organised as a multi-station educational pathway in which participants work
in small teams to complete CAP-related challenges. Each completed task unlocks progression to the
next station, creating a sequential and immersive learning journey. The activity is structured around five
thematic stations, each aligned with core CAP priorities:

e Sustainable agriculture

o Biodiversity protection

e Climate action

e Responsible consumption

e Food systems and food quality

e The role of farmers and rural territories
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At each station, students engage in practical and sensory
activities combined with structured knowledge validation
through Challenge Sheets. Activities include soil
observation, vegetable sowing, species identification, food
chain sequencing, sensory exploration of alternative foods
and seed bomb workshops. Correct completion of each
challenge reinforces key CAP messages, ensuring that the
policy remains central and clearly identifiable throughout the
activity. The experience culminates in a collective closing
moment, during which participation certificates are
distributed and the “My First Agricultural Kit” is awarded to
the winning team(s). This kit (Figure 8), containing
containers, soil and seeds, functions as a tangible
reinforcement of CAP principles by linking policy concepts
to direct agricultural practice at home. The Treasure Hunt is
designed for implementation in both indoor and outdoor
settings, ensuring adaptability to different infrastructures
and weather conditions.

FIGURE 6 - MY FIRST AGRICULTURAL KIT
3.2. Activity protocol (for facilitators)

The Treasure Hunt activity is formally structured under the pedagogical protocol “A Descoberta da
PAC”, which defines the conceptual framework, operational methodology, thematic stations, materials
and learning objectives of the activity. The protocol establishes a standardised and replicable model for
implementation in Summer Camps, ensuring pedagogical coherence, CAP centrality and age-
appropriate engagement for children aged 6—12.

3.2.1.Activity structure

The activity follows a structured three-phase model, ensuring pedagogical coherence, progressive
knowledge acquisition and clear alignment with CAP communication objectives.

The first phase consists of a welcome and contextualisation moment (approximately 10 minutes).
During this stage, facilitators introduce participants to the core concepts that frame the activity, including
what agriculture is, where food comes from and what the CAP represents. The CAP is explained in
accessible language as a European Union policy that supports farmers, protects nature and promotes
sustainable and healthy food production. Students are then divided into teams and receive the
Challenge Sheets, which function as a learning checklist and monitoring tool throughout the activity,
ensuring that each team engages with all thematic stations and records their responses.

The second phase corresponds to the rotation through the five thematic stations (approximately 60
minutes in total). Each team spends around 10 to 12 minutes per station, engaging in hands-on, sensory
and problem-solving activities directly linked to specific CAP priorities such as biodiversity protection,
sustainable agriculture, climate action, responsible consumption and intergenerational sustainability. At
each station, participants complete a practical challenge and answer a key question in their Challenge
Sheet before proceeding to the next station. This structured progression reinforces teamwork, active
participation and incremental understanding of CAP-related themes.

The final phase consists of a closing and reinforcement moment (approximately 20 minutes). During
this stage, participation certificates are distributed and the “My First Agricultural Kit” is awarded to the
winning team(s). The activity concludes with a collective reflection, where students are encouraged to
share what they learned, what surprised them and how they can apply sustainable practices in their
daily lives. This final discussion consolidates learning outcomes and strengthens the connection
between the experiential activities and the broader objectives of the CAP.
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3.2.2.Indoor and outdoor implementation modalities

The protocol foresees two adaptable models of delivery. The indoor version organises stations within
classrooms or multipurpose rooms, using tables for soil analysis, sowing activities and seed bomb
workshops. Sensory tasting activities are conducted in controlled environments with allergy pre-check
procedures. Printed visual supports and station cards are used to structure movement between stations.
The outdoor version allows for species identification in green areas, observation of natural pollinators
when possible and greater spatial mobility between stations. This format strengthens real-time
biodiversity contextualisation and enhances experiential immersion. The dual-modality design
increases scalability, replicability and adaptability to infrastructure and weather constraints.

3.2.3.Materials required

The following materials are required for full implementation:

e Core materials include Challenge Sheets, five PAC Message Cards, participation certificates
and the “My First Agricultural Kit”.

e Station 1 requires native species cards, seed samples, juvenile plants in pots and descriptive
species cards.

e Station 2 requires two binocular magnifiers, healthy and poor soil samples, a vermicomposter,
Petri dishes, vegetable seedlings, sowing soil and seedling trays.

e Station 3 requires edible insect samples, algae samples, salicornia samples, descriptive food
cards and allergy screening procedures.

e Station 4 requires illustrated sequencing cards representing the nine stages of the food chain,
as well as water footprint and climate impact reference materials.

e Station 5 requires clay, native seeds, substrate, spray bottles, pollinator samples or images and
aromatic samples.

The complete materials framework ensures operational clarity, logistical preparedness and
reproducibility across multiple Summer Camp sessions.
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3.2.4. Thematic Stations overview and questions

The activity is structured around five thematic stations, each aligned with specific CAP priorities:

TABLE 3 — THE FIVE THEMATIC STATIONS OF THE TREASURE HUNT ACTIVITY

Station

Station name - goal

Hands-on activity descripti

Final question

"Guardians of Nature"
Protection of biodiversity
and natural habitats

"Sustainable Farmers"
Sustainable agriculture and
healthy soils

“‘New forms of feeding’-
Sustainable food production

Native species identification challenge: pupils
match seed samples + young plants (pots) +
species cards (name + key ftraits) to correctly
identify native forest species (e.g., oak, cork
oak, maritime pine, strawberry tree, hawthorn).

Soil health investigation + sowing: using two
magnifying lenses, pupils compare a healthy
soil sample (with visible organisms) vs a
dry/poor soil sample, explore a vermicomposter
(option to observe worms), then carry out a
vegetable sowing mini-activity (e.g., lettuce,
spinach, radish) in trays/alveoli.

Sensory exploration (smell/touch/taste): pupils
explore alternative foods (edible insects, algae,
samphire) and discuss how they can be used in
food, their nutrition, and why they can have a
lower footprint. (Check allergies beforehand.)

How does the CAP help protect forests?

Options:

A) By supporting farmers and forest owners in caring for the land and
protecting biodiversity

B) By allowing all trees to be cut down to produce more food

C) By encouraging the abandonment of rural areas

D) By replacing forests with cities and roads

Correct answer: A

What is organic farming?

Options (select all that apply):

A) No use of synthetic fertilisers, synthetic pesticides, GMOs or hormones
B) Intensive soil use and monoculture planting

C) Respect for natural cycles and soil organisms

D) Crop rotation to maintain soil health and control pests

E) Promotion of biodiversity and ecosystem balance

F) Use of herbicides for pest control

Correct answers: A; C; D; E

What makes these foods (algae, samphire, edible insects) more
sustainable?

Options:

A) They require less water, land and natural resources to produce

B) They are more expensive and difficult to produce

C) They can only be consumed in coastal countries

D) They contain more sugar and fat than other foods

Correct answer: A
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“Mission Farm to Fork’-—
Climate action and
responsible consumption

“The future is in our hands”

— Biodiversity, pollinators
and intergenerational
sustainability
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Farm-to-fork sequencing game: pupils use
illustrated cards to order the food chain steps

(soil prep — sowing — growth — harvest —
transport — processing — distribution —

consumption — waste/composting). Facilitator

introduces water footprint + climate footprint
and links to food waste at each step.

Seed bomb workshop + pollinator observation:
short explanation of seed bombs (clay +
substrate + native seeds + water), pupils make
their own seed bombs, and observe
examples/images/samples of pollinators while
discussing their role in ecosystems and food
production.

Why is it important to reduce food waste?

Options (select all that apply):

A) Because it makes food bigger and tastier

B) Because it helps save water and energy used in food production
C) Because it makes crops grow faster

D) Because it reduces greenhouse gas emissions

E) Because it helps protect ecosystems and biodiversity

Correct answers: B; D; E

Why are bees and other pollinators important?
Options (select all that apply):

A) Because they help plants produce fruits and seeds
B) Because they ensure greater food diversity

C) Because they help maintain ecosystem balance
D) Because they are only useful for producing honey
E) Because they replace farmers in growing crops

Correct answers: A; B; C

Page 14



3.3. Calendar and Implementation Planning

The Summer Camp activities (5 sessions) are scheduled to be implemented during April and May 2026,
in line with the academic and extracurricular calendars of the Portuguese institutions. This phased
implementation ensures continuity between school-based sessions and non-formal learning
environments, strengthening the overall impact of Task 3.1 and consolidating CAP communication
among younger audiences.

TABLE 4 — SUMMER CAMPS CALENDAR

Summer Camp School  Estimated number of students
1 Escola Basica da Foz do Neiva 80
2 Escola Basica da Foz do Neiva 80
3 Escola Basica de Mar 78
4 Escola Basica de Belinho 67
5 Escola Basica de Guilheta 45

4. Key Performance Indicators (KPIs) and impact assessment

The monitoring and evaluation of Task 3.1 (Interactive CAP Learning for Students) is implemented in
full alignment with the project’s Evaluation and Impact Assessment Plan (D1.3) and contributes directly
to WP3 objectives. This section presents the KPIs related to the first implementation cycle of the PACO
in Action activity, delivered in four schools (1° and 2° CEB), and summarises the initial impact evidence
collected.

TABLE 5 - KPIS OF THE FIRST IMPLEMENTATION CYCLE — PACO IN ACTION

Indicator Measurement Method Result (Cycle 1
Number of schools Activity records / implementation 4 schools
implemented calendar
Education levels covered School records 1° and 2° CEB
Number of classes involved School confirmation 21
Number of students reached | Attendance list (by teachers) > 350 students

The baseline assessment conducted prior to implementation confirmed a clear knowledge gap
regarding the CAP. Teachers reported that most students aged 6—12 had very limited or no awareness
of the policy, its objectives, or its relevance at European level. However, students demonstrated basic
familiarity with broader themes such as environmental protection, biodiversity and agriculture, indicating
that while CAP-specific knowledge was absent, the conceptual foundation for introducing CAP priorities
was already present.

Following the implementation of the activity in the four schools, qualitative teacher feedback highlighted
very high levels of student engagement and participation. The interactive format, collaborative
gameplay and structured questioning were described as effective in maintaining attention and
stimulating discussion. Teachers expressed excellent satisfaction with the activity, considering it
pedagogically coherent and well aligned with curricular themes related to environmental education and
citizenship. The activity was perceived as adding clear pedagogical value by reinforcing existing
curriculum topics while simultaneously introducing CAP concepts in an accessible and age-appropriate
way. In addition, the PACO mascot proved to be a strong engagement driver. Teachers reported
extremely positive reactions from students, with the mascot significantly enhancing emotional
connection, memorability and enthusiasm during the sessions.

The one-month follow-up questionnaire will provide further evidence regarding knowledge retention,
continued discussion of CAP-related topics in the classroom and the integration of materials into
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teaching practices. This phased monitoring approach ensures that Task 3.1 not only reports outputs
(schools and students reached) but also generates measurable impact evidence aligned with the
project’s evaluation framework.

5. Conclusion

The activities carried out under Task 3.1 during this first cycle (September—February) demonstrate a
structured and effective rollout of interactive CAP learning tools targeted at school-aged children (6—12
years old). During this period, the project moved from conceptual development to concrete
implementation, ensuring that educational design, pedagogical alignment and operational readiness
were fully consolidated before large-scale deployment. The PACO in Action card game was
successfully finalised, produced and implemented in four schools across 1° and 2° CEB, reaching more
than 350 students. This first implementation cycle confirmed both the relevance of the intervention and
the existence of a clear knowledge gap regarding the CAP. While students showed basic awareness of
environmental and agricultural themes, baseline assessment revealed very limited familiarity with CAP
itself. The activity effectively addressed this gap by translating CAP priorities (sustainability, biodiversity,
climate action and responsible food systems) into an accessible, engaging and age-appropriate format.
Teacher feedback highlights high levels of student engagement, strong pedagogical value and clear
alignment with curricular themes. The PACO mascot proved to be a particularly effective communication
tool, strengthening emotional connection and reinforcing message retention. These qualitative results,
combined with the quantitative outputs achieved, confirm the effectiveness of the methodology adopted.

In parallel, the detailed Treasure Hunt protocol for Summer Camps was finalised, ensuring replicability,
operational clarity and adaptability (indoor and outdoor formats). This preparatory work guarantees
continuity in the next implementation phase (April-May), strengthening the scalability of Task 3.1 and
expanding CAP outreach beyond formal classroom settings.

Overall, this first cycle confirms that Task 3.1 is fully aligned with WP3 objectives and the project’s
Evaluation and Impact Assessment framework. By embedding CAP communication within experiential,
participatory and curriculum-aligned activities, COM-PACTO is contributing to building early awareness
of the CAP and fostering a more informed and sustainability-conscious younger generation.

Page 16



c Cofinanciado pela
P Unido Europeia

6. Annex|

Page 17



Cofinanciado pela Unidao Europeia. No entanto, os pontos de vista e as
opinides expressas sao as do(s) autor(es) e nao refletem necessariamente

a posi¢ao da Unido Europeia. Nem a Unido Europeia nem a autoridade que
o concede a subvengao podem ser tidos como responsaveis por essas
Cofinanciado pela

Unido Europeia opinioes.

IDaDe RECOmenDana  PaRTICIPaNTes
6-12 aNos s 2d4




-~
Este jogo foi criado para ajudar criangas e jovens dos
6 aos 12 anos a descobrir a Politica Agricola Comum

(PAC) de forma divertida e interativa.



INSTRUGOES

OBJETIVO DO JOGO
0 objetivo do jogo é reunir as 7 familias da mascote PACO antes que a
Praga seja revelada por completo. Cada familia representa um setor
agricola apoiado pela Politica Agricola Comum (PAC):

Azeitona — setor das culturas fruticolas e horticolas

Uva - setor da viticultura

Abelha - setor da apicultura

Vaca - setor animal

Milho — setor das culturas vegetais

Couve - setor das horticolas

Noz - setor dos frutos secos

Se conseguirem completar todas as familias, o grupo vence. Se a Praga
for totalmente revelada antes disso, o jogo termina com a vitéria da
Pragal!

JOGRDORES

2 a4 jogadores

0 QUE VEM NO JOGO
42 cartas de familias da PACO (total 7 familias. 6 cartas cada)
6 cartas da praga
48 cartas de perguntas sobre a PAC
4 cartas com instrugdes
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® Nivel 1-Fécil

0 Que SiGniFicaa SiGLa
PAC?

a) Politica Animal
Comunitaria

b) Politica Agricola Comum
c) Plantas, Alimentos e
Comidas



® Nivel 1-Fécil

A PAC aP0Ia @ PRODUGAO
DE...

a) Carros
b) Alimentos
c) Roupa



® Nivel 1-Fécil

auem ReceBse aPoI0 Da
PAC?

a) Agricultores
b) Médicos
c) Professores



® Nivel 1-Fécil

0 QUE & UM aGRICULTOR?

a) Alguém que cuida de
animais selvagens e ndo tem
medo

b) Alguém que cultiva
plantas e cria animais para
produzir alimentos

c¢) Um cientista das estrelas e
dos planetas



® Nivel 1-Fécil

APAC 8 IMPORTaNTe
PaRa..?

a) Garantir que todos tenham
comida suficiente

b) Vender brinquedos e
chocolates

c) Construir avies e triciclos



® Nivel 1-Fécil

0 Que PoDemos
eNnconTRaR numa guinta?

a) Plantas e animais
b) Hoteis
c) Barcos e carros



® Nivel 1-Fécil

ALEM DOS AGRICULTORES,
QUE Mais & PROTEGIDO
PeLa PAC?

a) O futebol
b) A musica
c) O ambiente



® Nivel 1-Fécil

QuaL DesTas 0PGOes & um
PRODUTO GRiCOLa?

a) Sapatos
b) Leite
c) Plastico



® Nivel 1-Fécil

AS dBELHaS aJupam as
PLANTAS POROUE...

a) Cantam cangdes
b) Polinizam as flores
c) Fazem vento



® Nivel 1-Fécil

0 MILHO & uma CULTURA
IMPORTANTE PORQUE...

a) Pode alimentar pessoas e
animais

b) Serve s6 para enfeitar
campos

c) Serve apenas para fazer
brinquedos



® Nivel 1-Fécil

Aazeitona é usana Para
FAZER QUAL DESTES
PRODUTOS?

a) Chocolate
b) Sumo
c) Azeite



® Nivel 1-Fécil

0VINHO & FEITO @ PARTIR
DE QudL FRUTa?

a) Das magas
b) Das uvas
c) Das laranjas



niveL2
MEDIo



0 PRIMEIRO PILaR D@ PAC
dP0Ia PRINCIPALMENTE...

a) O material para as escolas
b) O rendimento dos
agricultores

c) As estradas das cidades



QuUAL & um 0BJETIVO
amBIenTaL Da PAC

a) Fazer estradas alcatroadas
b) Destruir florestas

c) Proteger o climae a
natureza



auem Faz 0 PLano
ESTRATEGICO DA PAC €M
Capa Pals?

a) 0 Governo de cada pais
b) As escolas
c) Os veterinarios



0 Que bevemos Fazer
PdRa aJuDaR a NdTuReza
enouanto CcuLTivamas
dLimentos?

a) Usar muitos produtos
quimicos

b) Cuidar da terra e das
plantas sem quimicos

c) Plantar apenas uma fruta



0 QUe & IMPORTANTe PaRra
TERMOS Uma ,
aLImenTacao SaunaveL?

a) Comer apenas doces
b) Comer frutas e vegetais
c) Comer apenas carne



Quals DOS SeauInTes
dLImenTos Sao mais
PRODUZIDOS €M
PORTUGAL?

a) Milho, azeite e romas
b) Azeite, vinho e maga
c) Chocolate e café



NO SETOR Da uva, 0 aroI0
Dd PAC aJuDa SOBRETUDO
d..

a) Melhorar a qualidade do
vinho

b) Produzir mais plastico
c) Fechar as exploragdes
agricolas



Avaca, @S OVELHas e as
CdBRas REPRESENTAM 0
SETOR animat ba
dGRICULTURA. A PAC aPOId...

a) Melhorar o bem-estar dos
animais
b) Ensinar os animais a puxar
carrogas
c) Fazer espetaculos de circo



ANOGUEIRA FazZ PARTE DAS
dRVORES De FRUTOS
SECOS. uma vanTtaGem ba
NOGUEIRA € QUe...

a) Produz alimentos ricos em
energia e nutrientes

b) Sé da flores secas e folhas
c¢) Ndo produz nada, sé faz
sombra



APAC PODE @POIaR 0S
dGRICULTORES DE MILHO
guanoao...

a) Usam demasiados
quimicos

b) Usam praticas
sustentaveis

c) Deitam lixo no campo



0 Que aconTece Se 0S
dGRICULTORES DE couve
Ndo CuIDarem sem no

S0L0? .

a) O'solo produz mais couves
b) O solo fica sem nutrientes
¢) O solo transforma-se em
pedra



APAC & Uma PoLiTICa DA...

a) Liga dos Super-Herois
b) Unido Africana
c¢) Unido Europeia



niveL3
INTERMEDIO



QuaL e 0 PRINCIPAL
0BJETIVO BCONOMICO DA
PAC?

a) Garantir um salario justo
aos agricultores

b) Aumentar os pregos dos
alimentos

¢) Aumentar impostos



ooueea
BIODIVERSIDADE?

a) A variedade de plantas e
animais

b) Um desporto

c¢) Um tipo de solo



A “@STRATEGIA DO PRADOD
a0 PRAT0” (FARM TO FORK)
PREOCUPa-SE com...

a) Toda a cadeia alimentar
b) Apenas os supermercados
c) Apenas o transporte



QuaL DEesTas menipas
VISa d@ PROTECAO DO SOLO?

a) Corte de arvores

b) Rotacéo de culturas

c) Deposicéo de lixo ao ar
livre



0 0UE SIGNIFICA
“SUSTENTAVEL"?

a) Que pode ser mantido por
muito tempo sem prejudicar
o meio ambiente

b) Que usa todos os recursos
rapidamente

c¢) Que depende de muita
energia para funcionar



NO SETOR Dd azeItona,
uma PRATICA SUSTENTaVeL
INCentivand PeLa PAC €:

a) Queimar arvores

b) Usar rega eficiente e
proteger o solo

c) Deitar 6leo no campo



NaVvITICULTURG, @
PROTECA0 amBlentaL e
IMPORTANTE PORQUE...

a) As vinhas preferem
terrenos poluidos

b) O vinho precisa de lixo
para ficar cheiroso

c¢) Solos saudaveis produzem
uvas de qualidade



Na aPICULTURQ, @ PAC
PODE aJuDaR a...

a) Aumentar pesticidas

b) Proteger abelhas e criar
zonas com flores

c) Retirar flores dos campos



A PRODUGAO DE MILHO
PODE SER aPoIana PeLa
PAC PdRa...

a) Produzir fogo de artificio
b) Servir de decoragdo na
mesa de jantar

c¢) Garantir alimentos e
ragoes sustentaveis



NO SETOR Das HORTICOLaS,
Uma B0a PRATICA 6.

a) Manter diversidade de
legumes no campo

b) Plantar sempre no mesmo
sitio

c) Cobrir o campo com
plastico



NO SETOR Das FRUTEIRAS,
Uma FORMa D PROTEGER
d BIODIVERSIDaDE €...

a) Plantar apenas uma Unica
espécie de arvore
(monocultura)

b) Misturar nogueiras com
outras arvores

c) Retirar todas as plantas do
campo



UMa BSCOLHA
SUSTENTAVELNO
SUPERMERCADO &...

a) Comprar produtos locais
b) Produtos que vém de avido
¢) Ignorar a origem



con-
PPPPP

niveL4
avancano



‘ Nivel 4 - Avangado

QuUAL DeSTes nao é um
0BJETIVO DA PAC?

a) Proteger o ambiente
b) Apoiar os agricultores
c) Aumentar a poluig¢do




‘ Nivel 4 - Avangado

AQuem a PAC BENEFICIa,
dLem DOS aGRICULTORES?

a) A todos os cidadaos
b) Apenas aos politicos
d) Apenas as escolas




‘ Nivel 4 - Avangado

0 Que SiGnirica
“DesenvoLvimenTo
RURAL™?

a) Melhorar as condigdes de
vida nas cidades

b) Promover uma
alimentagao saudavel

c) Melhorar as condigées de
vida nas aldeias

e



‘ Nivel 4 - Avangado

QuaL  a LIGacao Da PAC
a0 amsiente?

a) A PAC aumenta a poluigéo
b) A PAC incentiva praticas
sustentaveis

c) Nenhuma




‘ Nivel 4 - Avangado

QuaL é 0 PRINCIPAL
0BJETIVO DA PAC?

a) Aumentar os pregos dos
produtos agricolas

b) Garantir a seguranca e
sustentabilidade alimentar
c¢) Promover a agricultura
intensiva

e



‘ Nivel 4 - Avangado

0QUE & Que 0 PRIMEIRD
OBJETIVO Da PAC aPoIa
Mals DIReTamenTe?

a) As empresas de tecnologia
b) As escolas e hospitais
c) O salario dos agricultores




‘ Nivel 4 - Avangado

AS MeDIDas SUSTENTAvelS
Da PAC, N0 SETOR DA
azeltona, PReTenDem...

a) Tornar o azeite mais doce
e espesso

b) Proteger solo e usar agua
de forma eficiente

c) Acabar com o azeite e as
oliveiras

e



‘ Nivel 4 - Avangado

UM arP0I0 DA PAC a0 SETOR
Dduva e DOVINHO E...

a) Promogao dos vinhos
europeus

b) Promogéo de vinho para
criangas

¢) Proibir o consumo de
vinho

e



‘ Nivel 4 - Avangado

Nd aPICULTURA, PaRa
dJuDdR @ PRODUCA0 DE
MeL, a PAC...

a) Recomenda o aumento de
pesticidas

b) Recomenda retirar todas
as colmeias

c) Recomenda solugdes
biolégicas contra pragas

e



‘ Nivel 4 - Avangado

NO MILHO, @S MeDiDas Da
PAC DEvenm...

a) Incentivar a produgdo em
monocultura

b) Promover rotagao e
protecao da agua

c) Obrigar a utilizar mais
quimicos

e



‘ Nivel 4 - Avangado

APAC FInanciao
DESenvoLvVimenTo RURAL,
ISTO SIGNIFICa:

a) Campos abandonados
b) Centros comerciais nas
aldeias

c) Pomares modernos e
sustentaveis

e



‘ Nivel 4 - Avangado

PaRa JOVENS
dGRICULTORES, @ PAC
PODE...

a) Ajudar a trabalharem
menos no campo

b) Apoiar a instalacdo de
novas tecnologias no campo
c) Proibir que usem
pesticidas no campo

e






0BJETIVO DO JOGO
O objetivo do jogo é reunir as 7
familias da mascote PACO antes
que a Praga seja revelada por
completo. Cada familia representa
um setor agricola apoiado pela PAC:
Azeitona — setor das culturas
fruticolas e horticolas
Uva - setor da viticultura
Abelha - setor da apicultura
Vaca - setor animal
Milho - setor das culturas vegetais
Couve — setor das horticolas
Noz - setor dos frutos secos

Se conseguirem completar todas as
familias, o grupo vence. Se a Praga
for totalmente revelada antes disso,
0 jogo termina com a vitéria da
Praga!

JOGADORes

2 a 4 jogadores



0Quevemno JoGo

42 cartas de Familias da PACO

(total 7 familias - 6 cartas cada)
6 cartas da Praga

48 cartas de Perguntas sobre a
PAC

4 cartas com instrugdes

PREPARAR 0 JOGO

1.
2.
3.

Baralhar as cartas das Familias;
Dar 3 cartas a cada jogador;
Colocar o resto das cartas das
Familias viradas para baixo no
centro da mesa;

Montar a Praga: colocar as 6
cartas da Praga alinhadas,
viradas para baixo, ao lado do
baralho das familias;

Escolher o baralho de perguntas
de acordo com o nivel de
dificuldade e colocéa-lo virado
para baixo ao lado do baralho
das familias.



COmo JoGar

O primeiro jogador escolhe a

familia que quer iniciar e coloca

essa carta na mesa. O préximo
jogador, joga uma carta que:

+ Continue uma familia ja
comegada (a carta anterior ou a
seguinte na ordem da
familia/dos nimeros das
cartas);

Ou inicie uma nova familia;

+ No fim da jogada, o jogador
deve tirar 1 carta do monte das
familias para voltar a ter 3
cartas na mao;

+ O jogador ndo precisa de
responder a nenhuma pergunta
sobre a PAC.



Se o jogador nao conseguir jogar

nenhuma das suas cartas:

+  Tem de responder a uma
pergunta sobre a PAC;

Se acertar, tira 1 carta do

baralho das familias;

o Se essa nova carta puder ser
jogada, pode jogé-la
imediatamente. Se mesmo
assim nédo conseguir jogar, o
grupo vira 1 carta da Praga;

> Como ficou com 4 cartas na
mao, tem de escolher 1 carta
para deitar fora, colocando-a
no fundo do baralho das
familias;

Se errar, o grupo vira 1 carta da

Praga e passa a jogada.
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