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Facts about GAME:
v International NGO with Danish roots. Founded in 2002
v Top 122 NGO on World Top 200 list based on criterias: 

innovation, sustainability and results
v Operates in Denmark, Ghana, Jordan, Lebanon,  

Norway, Somaliland and Tunisia
v Strategy: To create impact for 100k kids in 10 

countries in 2022
v Annual revenue of € 4.5 million (2019)

GAME’s mission is to create lasting social 
change through youth-led street sports 
and culture.

WHAT IS GAME?



WHY?



WHY?

Half of the world’s population is under 
25 years old

More than half of them live in cities. Young people 
represent a huge resource and are important drivers of 
change as entrepreneurs and youth leaders. 

But young people are vulnerable to barriers regarding 
health, wealth and rights. When deprived of access to 
opportunities, they can become drivers of conflict and 
instability.

GAME unites across divides, develops leadership skills 
amongst the youth, increases gender equality, and 
builds resilient communities.



HOW?



GAME PLAYMAKER 
PROGRAM

The Playmaker Program is a free education for youth 16 –
24 years old and prepares young people to lead weekly 
practices in street sports and street culture events for local 
kids.

Empowerment, life skills, teamwork, gender equality, and 
civic engagement is part of the Playmaker training.

GAME Playmakers serve as role models in underserved, 
marginalized communities and they are an important part 
of the social change that GAME works toward.

GAME trains local youth to become 
volunteers and role models in street sports 
and culture. In GAME they are called GAME 
Playmakers (#990 in 2019).



EMPOWERMENT
MODEL

•  Teamwork
•  Trust
•  Leadership 
•  Empathy
•  Effective communication
•  Problem solving

Social Life skills

•  Peace/reconciliation
•  Gender equality
•  Sustainable communities 
•  Democracy
•  Creating partnerships
•  Other local sustainability issues

Community (SDG)

•  Creative thinking
•  Critical thinking
• Self-awareness (physical and mental)
• Coping with stress and emotions
• Reflective decision-making

Individual life skills

Individual

SOCIAL

COMMUNITY



WHERE?



DENMARK
2002

TUNISIA
2020

LEBANON
2007

JORDAN
2018

SOMALILAND
2018GHANA

2019

NORWAY
2020

DENMARK  (2019)
29
GAME ZONES

4
GAME HOUSES

210,112
ATTENDANCES

125,451
ATTENDANCES DANISH PLATFORM OF 
STREET SPORTS

273
PLAYMAKERS

49%
FEMALES IN GAME ZONES

LEBANON (2019)
13
GAME ZONES

16,005
ATTENDANCES

2,102
PARTICIPANTS

155
GAME PLAYMAKERS

38%
FEMALE IN GAME ZONES

JORDAN (2019) 
11
GAME ZONES

13,261
ATTENDANCES

1,206
PARTICIPANTS

167
GAME PLAYMAKERS

32%
FEMALES IN GAME ZONES

SOMALILAND (2019) 
5
GAME ZONES

6,450
ATTENDANCES

45
PLAYMAKERS

33%
FEMALES IN GAME ZONES



VIBORG KØBENHAVN

ESBJERG AALBORG

INNOVATIVE FACILITIES



IMPACT!



Numbers 2019

Reach
v 1091 playmakers educated
v 76 GAME zones in total of which 29 in Denmark
v 381.952 attendances across borders

Female participation 
v Denmark 49% (up from 38% in 2018, 25% in 2017)
v Lebanon 39 %
v Jordan 32% 



Street Sports for Sustainable Development



IMPACT AMONG 
PARTICIPATING 
PLAYMAKERS
DENMARK

89 %

87 %
73 %

Feel like they are a part of a 
larger community

Have gotten to know people 
with another background

Feel better at solving conflict 
after they have started at 
GAME

Are more motivated to engage 
in voulenteer or political 
activities

Have acquired competences 
that they can use in other 
contexts of their lives

84 %

86 %



Goal 3: Good health and well-being

Of all children and youth have made 
new friends in GAME.71%

GAME engages children and youth in street sports to 
foster positives communitites. Being physically active 
and having friends and strong social networks increases 
physical health, well-being, lifespan and prevents 
loneliness and mental health issues.



GAME educates all young volunteers, using a life skills 
model and teaching aspects of conflict management, 
gender equality, cultural diversity and sustainable 
development.

86% Of all children and youth in 
GAME have learned things that 
they can use in other areas of 
life, such as in school, or with 
family or friends.

Goal 4: QUALITY EDUCATION



90%
of all children and youth in 
GAME think that boys and girls 
should have the same 
opportunities in life.

Goal 5: Gender equality
GAME supports and empowers female role models and 
motivates inclusion of females in active communities to 
counter discrimination against women and girls.



Goal 10: Reduced Inequalities

80%
of all children and youth in 
GAME got to know people with 
another background in GAME.

GAME strives to create inclusive and safe communities 
where children and youth become part of diverse 
fellowships across age, ethnicity, skill level and social 
background.



Corporate 
PARTNERS



IMPACT
v Let street sports and role models be the means to create 

social change 
v Increase individual and social life skills 
v Provide inspiration for bigger dreams
v Reduce racism and increase gender equality
v Increase the health level in underserved communities
v Increase level of education 
v Reduce the need for social welfare – reduce crime levels
v Increase the work force and enable growth in society

Join GAME in creating lasting social 
change and support the scalable impact 
through GAME role models.

Partner with GAME



GAME & Friends
We offer three standard partnership models for SMEs close 
to GAMEs’ Houses which give access to benefits e.g. the use 
of GAMEs facilities.

Corporate partnership 
Customized win-win agreements offered to large corporate 
partners who share one or more of GAMEs focus areas, SDGs 
etc.

GAME Business Partner



Quotes



SOCIAL CHANGE

It is GAME’s mission to create lasting 
social change through youth-led street 
sports and culture.

To be part of a positive community is 
important for all youth. It has a positive 
effect on health and well-being and is 
especially important in underserved 
neighborhoods where negative 
communities recruit the youth. 

John Kerry, Former Secretary of 
State USA (Quote from 2016)
- It is really wonderful what you are 
doing here. All of you as GAME Players 
can make so much difference in the 
lives of brothers and sisters, friends, 
people in the streets. There are a lot of 
kids who don’t necessarily have a sense 
of that there’s a tomorrow for them or 
don’t know where they are going.



Esmat Najibi was a GAME Playmaker in an underserved neighborhood of Viborg, Denmark. He and his family fled from 
Afghanistan to Denmark in 2009. There was not much to do for Esmat and his friends. This is unfortunately reflected in the 
criminal records of some of those with whom he grew up. Esmat has now moved to Aarhus and studies at the University.

- We learn about much more than just football here. For instance, it’s also about conflict management. This has helped to 
shape my personality and taught me to tell the difference between right and wrong. Now, I understand how we can 
influence each other with what we do and say. I use this at practice when I see a conflict.

v 73% of Playmakers in GAME Denmark feel better at solving conflicts after they have started at GAME

SPORT FOR DEVELOPMENT
Addi Somo, Playmaker in Næstved, 
Denmark
”When I started in GAME, I only had 
criminal friends. We lived in a bad 
neighborhood. For many kids, GAME is a 
way to get away from their problems. 
In GAME they meet new friends and 
people who become part of their 
network.”

Among Playmakers in GAME  Denmark:
v 89% feel part of a larger community
v 86% have acquired competences 

that they can use in other contexts 
of their lives



Batoul has been football Playmaker in Kolding, 
Denmark. With GAME she has a platform for 
dialogue with her farther about what it means 
to her to be active as a volunteer and to lead 
the football practice for the local kids. She has 
succeeded in creating a cultural change in her 
family, and now they allow her to participate in 
Playmaker Camps even though it is held in 
Copenhagen.

Her farther is proud of his daughter who 
become the ”Trust Creator of the Year 2019” 
among all of GAMEs Playmakers.

In GAME  54% of Playmakers are girls and  49% 
of participants are girls. 

GENDER EQUALITY



Kristoffer Licht, Co-founder of the Street football association  ”Copenhagen 
Panna House
- The funding from the National Platform for Street Sports in Denmark has been a help 
and also a step board for us to be able to fundraise and create events in the future. 
I honestly think the Platform is one of the most brilliant ideas”

The Platform for Street sport has supported 858 projects which has meant over 600.000 
attendances of children and youth. 

SPORTS  ENTREPRENEURSHIP



Thomas Alslev Christensen, Novo Nordisk Fonden
- We support GAME project “ASPHALT” which combines health-promoting 
activities and research in a new and  innovative way. 
With the support of the project, we wish to contribute to the development of 
new concepts, tools and technologies which can  include children and youth in 
underserved communities in physical activities in order to  improve their health.

Health



Henrik Lehmann Andersen, Nordea Fonden
- Today it is only 30% of children in Denmark who live up to the 
recommendation from WHO about six hours of physical activity per day. 
In Nordea Foundation we have decided to contribute to change this which 
requires Denmark to do something different than before. We see Street Sports 
as a new way of increase the physical activities among children and youth.

Physical Activity



Rufus Gifford, GAME International Advisory Board and former Ambassador of the United States to Denmark
– I had many wonderful experiences and met fantastic peoples as Ambassador to Denmark. But I don’t know that any experience was
as meaningful to me as being able to look into the eyes of a young person and being able to tell that you are making a difference. 
That’s how every interaction was with the staff, the Playmakers and the entire community at GAME. I am so glad to be able to 
continue to work with this inspiring group of people and perhaps help take this concept global.

Empowerment



Ulrik Wilbek, Mayor in Viborg
- Danish Architecture and design is well-known all over the 
world. It is great that GAME Viborg can continue this 
tradition with a sustainable project which involves reuse of 
materials and is less costly than new construction. At the 
same time we nurture integration and communities among 
a group of children and youth, who rarely can be part of the 
traditional sport associations. GAME is a place where youth 
meet from diverse social, cultural and economical 
backgrounds to have fun together with Streetsports. This 
means more are physically active and have the opportunity 
to be part of a community. 
Quote from “Dagens Byggeri” Nov 2019.

INNOVATIVE AND 
SUSTAINABLE FACILITIES



WINNER OF THE 
GLOBAL GOALS 
INCLUSION AWARD
As a GAME volunteer, Kaddi Sawaneh organizes weekly 
dance practices as a tool to empower children and youth 
with a special focus on including girls in positive and 
safe communities.

Kaddi is a role model for the girls and she has started an 
Instagram account creating a safe and supportive space 
for young girls on topics such as body, sexuality, 
consent, safe sex, racism etc.

For this, Kaddi won the Global Goals Inclusion Award by 
The World's Best News 2021. 

KADDI SAWANEH



Maymi Asgari, Playmaker, Freestyler and 
Influencer
Maymi Asgari is a very strong role model. She has 
chosen to use herself, her history and her talent to go up 
against the barriers that exist for girls in football.
With patience and commitment, she stands on the 
asphalt every week and motivates girls to find out that 
they can. Be included. Play football.
And every day she teaches the boys to respect 
diversity.

- Sport brings people together in a totally different 
way. There is truly space for everyone. No matter your 
background, ethnicity or religion, when you are on the 
asphalt, all is play. It's important for me to be a role 
model for the younger girls, so that they can see that a 
girl that looks like them, can actually do it. 
- Maymi Asgari

MAYMI ASGARI



Simon Prahm, Co-Founder & CEO of GAME
- The young role models experience a 
significant change in personal development as 
they become active leaders in their community. 
Some stay on for the long-term. We try to 
provide a career ladder for them and some 
become interns in the organization, while 
others become part time employees at our 
indoor facilities.

Lotte Marschall, Chair of GAME
- GAME is a modern NGO with a professional, 
well-functioning administration. GAME has a 
strong concept that provides children and 
youth in vulnerability with a community, an 
active life  and educates life skills - it empowers 
them to take responsibility for their own lives, 
educate themselves and contribute to society. 
At GAME, I am proud to help young people 
achieve their dreams and help social mobility.

Thank You


