
 

     

 

 

 

 

 

 

 
 
 

“WHAT THE FUN - QUALITY BADGES” 
From good practice to quality badge: Application and evaluation process for 

recognizing quality leisure spaces for young people through quality standards to 
help young people find safe and inclusive spaces to spend their free time. 
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1.​ Introduction to the project: What The Fun 

“What the Fun: Mapping the Opportunities for Quality Leisure Time through Service 

Learning” is an innovative project designed to create a dynamic, supportive environment for 

collaborative learning and creation among young artists, youth workers, social workers, and 

young people. At its core, the project addresses a significant challenge: the declining 

motivation and initiative among young people to seek out and engage in meaningful leisure 

activities. Our primary aim is to raise awareness about quality leisure opportunities while 

developing a digital tool that helps young people identify and access these spaces. 

Through artistic expression and digital innovation, we're bridging the gap between young 

people and enriching leisure experiences. 

The project's main outputs are:  

1. ArtMaps - the artistic maps that showcase communities from the perspective of young 

people;  

2. Online Platform: mapthefun.eu - a digital tool to help young people discover quality 

leisure spaces. The platform will not only list available spaces but will also feature a 

dedicated section where users can search for locations that have received the “Quality 

badge” recognition. This allows young people to easily identify and access spaces that are 

vetted for safety, inclusivity, and youth-centered design. The platform will also host the 

“ArtMaps”, showcasing communities from the perspective of young people and providing a 

visual complement to the listed spaces.  

3. Quality badge and Quality standards for leisure spaces - a recognition system for 

identifying exceptional youth leisure opportunities. 

 

The project runs from September 1, 2023, to October 31, 2025, it operates under project 
number 2023-1-BE05-KA220-YOU-000166921 as an Erasmus+ KA2 Strategic 

partnership, co-financed by the European Union. Partner consortium: Vzw Elegast 

(Belgium), Udruga Prizma (Croatia), Kuldigas Novada Pasvaldiba (Latvia), Fundación 

Splora (Spain), Fundación Universidad de Valladolid (Spain). 

​

​
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2.​ About the research 

 

The research “Quality Standards for Leisure Spaces,” which serves as the foundational 

document for the Quality Badges, was developed based on the perspectives of young 

people, youth workers, and educators. It was important to ensure that their vision of quality 

leisure spaces was integrated throughout the entire process and clearly reflected in the 

final outcomes of the project. To capture these insights, two rounds of focus groups were 

conducted in Spain, Croatia, Belgium, and Latvia.  In addition, an online questionnaire was 

developed to collect input from youth workers and educators across Europe, broadening 

the scope and representativeness of the findings. The first round of focus groups took place 

between February and March 2024, followed by a second round from March to May 2025. 

 

In total, 72 youth workers and educators, along with 135 young people — mainly from the 

participating countries but also from other parts of Europe — contributed to the discussions 

and research. The focus groups were organized separately — some exclusively with young 

people and others with youth workers — to create a safe and open environment where 

participants could freely express their views without influence from other stakeholder 

groups.​

 

3.​ The framework 

3.1.​ Objective of this framework 

Young people deserve leisure spaces that truly support their growth, wellbeing, and 

participation. At the same time, youth workers and organizations deserve recognition for 

the quality of the environments they create. This framework was developed to provide a 

clear, shared standard for what makes a “quality leisure space.” 

 

By defining criteria and turning them into practical evaluation tools, we can: 

 

●​ Objectify quality: make sure quality is not based on personal opinion, but on clear 

and observable elements, although we also recognize the complexity of this 

objectification process. 

●​ Support improvement: help leisure spaces reflect on their strengths and areas for 

growth. 

●​ Reward good practice: provide a quality badge that highlights leisure spaces doing 

excellent work, putting their efforts in the spotlight. 
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●​ Guide young people: make it easier for young people to identify and access 

spaces that offer meaningful, safe, and supportive leisure time. 

 

3.2.​ Objectives of the evaluation 

The evaluation based on this framework has three main objectives: 

1.​ Measuring quality​

To check to what extent a leisure space meets the agreed criteria under the six 

elements (personal development, community, youth-centered approach, 

well-prepared youth workers, physical space, and positive impact on health). 

2.​ Providing feedback​

To give constructive insights that help youth workers and organizations build on 

what they already do well, and to identify where improvements can be made. 

3.​ Recognizing excellence​

To award the quality badge to spaces that meet the standards, highlighting them as 

inspiring examples and making them more visible to young people and 

communities. 

 

This framework is not only an evaluation tool, but also a support system: it strengthens 

leisure spaces, empowers youth workers, and ensures young people have access to 

leisure spaces that truly matter and create meaningful growth in young people’s lives. 

 

3.3.​ Elements of quality leisure spaces 

Apart from the transversal and fundamental criterion of a “safe and inclusive environment”, 

young people, youth workers, and educators have identified 6 additional key elements that 

define a “quality leisure space”. These elements are as follows: 

 

1.​ Personal development 

2.​ Community 

3.​ Youth-centered approach 

4.​ Well prepared youth workers 

5.​ Physical space 

6.​ Positive impact on physical & mental health 
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For each of these elements, the research points out specific items that contribute to quality. 

These items act as criteria: if they are met, a leisure space can truly be called a quality 

leisure space. 

 
Want to dive deeper into the definitions of these items, or learn more about how the research was carried out? 

You can find all of that explained in this background document. 

 

3.4.​ Criteria  

3.4.1.​ Personal development 

o​ Autonomy 

o​ Freedom of choice 

o​ Exploring identity 

o​ Personal expression and creativity 

o​ Emotional recharge 

o​ Personal fulfilment 

o​ Space for growth 

o​ Learning by doing in an environment that values mistakes 

3.4.2.​ Community 

o​ Meaningful social interactions 

o​ Participating in community initiatives 

o​ Volunteering possibilities 

3.4.3.​ Youth-centered approach 

o​ Young people are protagonists 

o​ Youth-driven space 

o​ Co-created activities 

o​ Young people involved in decision-making process 

3.4.4.​ Well prepared youth workers 

o​ Staff is approachable 

o​ Staff is supportive 

o​ Staff is skilled in active listening 

o​ Staff is skilled in non-violent communication 
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3.4.5.​ Physical space 

o​ Space is accessible 

▪​ Physically accessible 

▪​ Financially accessible 

▪​ Socially accessible 

o​ Warm and welcoming vibe 

o​ Clean and well-kept facilities 

o​ Physical space design: 

o​ Multiple activity options 

o​ Indoor and outdoor space 

o​ Modern amenities available 

▪​ Wifi availability 

▪​ Supporting digital inclusion 

3.4.6.​ Positive impact on physical & mental health 

o​ Promoting healthy-lifestyle 

o​ Substance-free space or governed by strict rules 

o​ No harassment or bullying 

 

 

3.5.​ From criteria to practical and observable items 

Now that we have an overview of the elements and their criteria, the next step is to make 

them more concrete. Criteria on their own can feel a bit abstract, so we will translate them 

into observable items. Things we can actually see or check in practice. From there, we will 

turn these into clear questions that can be scored in an evaluation form. This way, the form 

becomes a practical tool: It not only measures the criteria, but also helps us understand 

how well each element of a quality leisure space is being put into practice within the leisure 

space. 

 

3.5.1.​ First element: Personal development: 

 Autonomy and freedom of choice 
Young people can decide which activities to join, what roles to take, and how to spend their 

time within the space. 

 
Exploring identity 
Young people can try out different interests, roles, or self-expressions, and reflect on their 

personal or social identity. 
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Personal expression and creativity 
There are opportunities for young people to express themselves through art, music, 

performance, digital media, or informal dialogue. 

 
Emotional recharge and personal fulfilment 
Young people can relax, unwind, and engage in activities that they find enjoyable and 

meaningful. 

 
Space for growth / learning by doing 
Young people can experiment, take initiative, make mistakes, and learn through hands-on 

experiences. 

 

3.5.2.​ Second element: Community 

 

Meaningful social interactions 
Young people interact with peers in ways that are respectful, supportive, and allow for 

genuine connection in an inclusive environment.​

 

Participating in community initiatives 
Young people are involved in local projects or initiatives organized by the leisure space or 

its wider community. 

 

 Volunteering possibilities​

Opportunities exist for young people to volunteer and contribute to projects within or 

outside the space. 

 

3.5.3.​ Third element: Youth-centered approach 

 

Young people as protagonists​

Young people actively shape the activities and take central roles rather than being passive 

participants. 

 

Youth-driven space​

The space’s culture and energy are influenced by young people’s input and initiative. 
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Co-created activities​

Activities are developed together with young people, based on their ideas and preferences. 

 
Young people involved in decision-making​

Young people participate in decisions about rules, priorities, and the overall direction of the 

space. 

 

3.5.4.​ Fourth element: Well prepared youth workers 

 

Staff is approachable 
Youth workers are easy to talk to and available when young people need them. 

 

Staff is supportive 
Youth workers encourage, motivate, and provide help when challenges come up. 

 

Staff is skilled in active listening 
Youth workers take time to listen carefully, reflect back, and understand young people’s 

perspectives. 

 

Staff is skilled in non-violent communication 
Youth workers use respectful and empathetic communication and use healthy conflict 

resolution strategies. 

 

3.5.5.​ Fifth element: Physical space 

 

Physically accessible 
The building and activities can be accessed by young people with different physical abilities 

and is reachable through transport modes fit for young people. 

 

Financially accessible 
Participation is affordable, with low or no costs, and no hidden barriers. 

 

Socially accessible 
All young people feel welcome, regardless of their background, culture, or identity. 
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Warm and welcoming vibe​
The space feels friendly,inviting, safe, and comfortable to spend time in. 
 

Clean and well-kept facilities 
The environment is clean, safe, and well maintained. 

 

Physical space design 
The layout and decor reflect youth culture and allow young people to contribute or 

personalize the space. 

 

Multiple activity options 
Young people can choose from different kinds of activities (sports, arts, social spaces, etc.). 

 

Indoor and outdoor space 
There is access to both indoor and outdoor areas, so young people can choose where they 

feel best. 

 

Modern amenities available 

Digital resources and technology are available to support participation, learning, and 

inclusion, with opportunities for unplugged activities as well. 

 

3.5.6.​ Sixth element: Positive impact on physical & mental health 

 

Promoting healthy lifestyle 
The space encourages and support physical activity, balanced nutrition, rest, and mental 

wellbeing. 

 

Substance-free space (or governed by strict rules) 
There is a clear policy on alcohol, drugs, and smoking, ensuring a safe and healthy 

environment. 

 

No harassment or bullying 
The space actively prevents and addresses bullying, discrimination, and harassment, 

creating a safe atmosphere for all. 

 

3.5.7. Seventh element: Safe and inclusive environment 
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3.6.​ Evaluation form 

3.6.1.​ Evaluation questions 

Now that we have translated the criteria into clear and observable items, the next step is to 

formulate evaluation questions. These questions make the framework practical: they allow 

leisure spaces and evaluation commissions to reflect on whether and how the criteria are 

being met in daily practice. 

The questions will be grouped under the six main elements of a quality leisure space. They 

are written in a way that is easy to understand and answer, while still capturing the essence 

of each criteria. ​

A table with all the questions and an overview of to which element and criteria they respond 

can be found below.​
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Element Question Criterion 
name 

Code 

Personal 

development 
Can young people decide which activities to 

join and what roles to take on in the space? 

Autonomy PD1 

Personal 

development 
Can young people explore different interests, 

roles, or self-expressions in the space? 

Exploring 

identity 

PD2 

Personal 

development 
Are there opportunities for young people to 

express themselves creatively (art, music, 

performance, digital media, dialogue)? 

Personal 

expression & 

creativity 

PD3 

Personal 

development 
Can young people relax and engage in 

activities that they find enjoyable or 

meaningful? 

Emotional 

recharge & 

personal 

fulfilment 

PD4 

Personal 

development 
Can young people experiment, take initiative, 

and learn through hands-on experiences, 

including learning from mistakes? 

Space for 

growth / 

Learning by 

doing 

PD5 

Community Do young people interact with peers in ways 

that are respectful, supportive, and allow for 

genuine connection? 

Meaningful 

social 

interactions 

C1 

Community Are young people involved in local projects or 

initiatives organized by the space or the wider 

community? 

Participating in 

community 

initiatives 

C2 

Community Are opportunities provided for young people to 

volunteer and contribute to projects within or 

outside the space? 

Volunteering 

possibilities 

C3 

Youth-centered 

approach 
Do young people take active roles in shaping 

activities rather than being passive 

participants? 

Young people 

as 

protagonists 

YC1 

Youth-centered 

approach 
Does the culture and energy of the space 

reflect input and initiatives from young people? 

Youth-driven 

space 

YC2 

Youth-centered 

approach 
Are young people involved in decisions about 

rules, priorities, and the overall direction of the 

space? 

Young people 

involved in 

decision-makin

g 

YC3 

Well-prepared 

youth workers 
Are staff approachable and easy for young 

people to talk to? 

Approachable 

staff 

YW1 

Well-prepared 

youth workers 
Do staff provide help, guidance, and 

encouragement when needed? 

Supportive 

staff 

YW2 
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Well-prepared 

youth workers 
Do staff listen attentively and respond 

appropriately to young people’s expressions 

and concerns? 

Skilled in 

active listening 

YW3 

Well-prepared 

youth workers 
Do staff communicate respectfully, model 

empathy, and handle conflicts constructively? 

Skilled in 

non-violent 

communication 

YW4 

Physical space Is the space accessible for young people of all 

abilities, backgrounds, and financial situations? 

Accessibility 

(physical, 

financial, 

social) 

PS1 

Physical space Does the space feel inviting, inclusive, and 

non-judgmental? 

Warm and 

welcoming 

vibe 

PS2 

Physical space Are facilities tidy, safe, functional, and well 

maintained? 

Clean and 

well-kept 

facilities 

PS3 

Physical space Does the layout and décor reflect youth culture 

and allow young people to contribute or 

personalize it? 

Physical space 

design 

PS4 

Physical space Are diverse activities available that cater to 

different interests, abilities, and needs? 

Multiple 

activity options 

PS5 

Physical space Are both indoor and outdoor areas available 

and suitable for socializing, creativity, 

relaxation, or physical activity? 

Indoor and 

outdoor space 

PS6 

Physical space Are digital resources and modern amenities 

available to support participation, inclusion, and 

learning, while also allowing unplugged 

opportunities? 

Modern 

amenities 

PS7 

Positive impact 

on health 
Does the space support physical activity, 

healthy eating, rest, and mental well-being? 

Promoting 

healthy 

lifestyle 

PIH1 

Positive impact 

on health 
Are clear policies in place to regulate alcohol, 

tobacco, and other substances? 

Substance-fre

e space or 

governed by 

strict rules 

PIH2 

Positive impact 

on health 
Are systems in place to prevent and address 

harassment, bullying, or discrimination? 

No 

harassment or 

bullying 

PIH3 
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3.6.2.​ Scoring system 

To measure how well a leisure space meets each criterion, we use a covered 1–5 Likert 

scale. Each point on the scale describes a level of quality, from not meeting minimum 

requirements to being an excellent example. This helps evaluators and self-assessing 

spaces give a fair and consistent assessment. The ans​

 

1: Does not meet minimal requirement 
The space does not provide the necessary conditions for this criteria. Immediate 

improvements are needed. 

2: Minimal or weak requirements met 
The space meets the criteria at a basic level, but significant improvements are still needed. 

3; Average level met 
The space meets the criteria at an average level. There is potential to improve further and 

reach a higher standard. 

4: High level / good practice 
The space meets the criteria at a high level, showing good practice and added value 

beyond the average. 

5: Excellent / model example 
The space is an excellent example. It operates as a model for how this criteria can be fully 

implemented. 

 

For each question in this evaluation framework, we provide qualitative, text-based answer 

options rather than a simple numeric score. Each option describes a level of quality in 

normal language that reflects what is actually happening in the space regarding the criteria.​

 

We chose this approach because of: 

●​ Consistency across evaluators: Different members of the evaluation commission 

may interpret numeric scores differently. There will also be different commissions, 

as this project is implemented in different countries and regions, but also based on 

time, the composition is likely to change. Text-based answers make it easier for all 

evaluators to apply the same standard. 

●​ Clear guidance for self-assessment: Leisure spaces filling in the evaluation 

themselves can understand exactly what is expected for each level, rather than 

guessing what “3” or “4” might mean and can already estimate if they might qualify 

or not and know what to improve to do so. 

●​ Quantitative approach, but user-friendly: Even though the answers are text, 

each option corresponds to a Likert-scale from 1 to 5, with 1 representing no 
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compliance and 5 representing excellent, exemplary practice. This preserves the 

ability to calculate total scores and simple quantitative analysis while keeping the 

assessment practical and user-friendly. 

 

3.6.3.​ Final calculations and badge requirements 

The evaluation framework covers the six elements. Each has a maximum number of points 

with their own weight, giving a total possible score of 100 points: 

Element Weight 

Safe and inclusive environment 23.5 

Personal development 17.5 

Community 11.75 

Youth-centered approach 6 

Well-prepared staff 6 

Physical space 23.5 

Positive impact on physical & mental health 11.75 

 

3.6.3.1 Scoring within each element (unweighted) 
Each element contains multiple criteria. For each criteria, the evaluation commission 

selects a text-based answer, which corresponds to a score from 1 to 5.To calculate 

the element’s score, the mean of all criteria scores within that element is taken. All 

criteria within an element are equally weighted. So each criteria contributes equally 

to the element score.​

 

3.6.3.2 Calculating the total score (weighted) 
Each element carries a different weight toward the total score, reflecting its relative 

importance. The element score (mean percentage) is multiplied by its weight factor 

to get the points contributing to the total score. The sum of all weighted element 

scores gives the total score out of 100 points.​

​

To qualify for the badge, the total score should be at least 70 out of 100 points.​
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3.6.4.​ Evaluation procedure: 

1. Application submission:  
The organization applying for the Quality Badge submits a completed application 

form. The organization provide supporting materials such as photos of the space, 

lists of activities, examples of youth participation, and any relevant documents or 

reports.​

The following documents will be asked from applying organizations: 

●​ Vision and mission of the space 

●​ Some photo’s or video’s that show activities and the space 

●​ Calendar of activities for the coming month 

●​ Contact information 

 

Organizations can apply via the website of the what the fun project:  

www.mapthefun.eu / (apply link here) ​

 

The application allows the evaluation commission to understand the venue’s 

structure, activities, and quality practices before any in-person visit. 

​

The evaluation commission consists of 4 members with experience in youth work 

and an understanding of the project's goals.​

 
●​ A project consortium representative: Ensures that the evaluation aligns with the project's 

goals and international best practices.  

●​ A young person: Provides a critical perspective directly from the target audience. 

●​ An expert/worker from the youth field: Offers a professional viewpoint and knowledge of 

good practices in youth work. 

●​ A local municipality/community representative: Provides a local community perspective, 

as leisure venues are integrated into the local environment. 

 

2.  First evaluation stage: ​
The evaluation commission reviews the materials and checks if all documents are in 

order and the space qualifies to be awarded with a badge.  

​
3.  Second evaluation stage: ​
The commission visits the leisure space to verify the information and gain a better 

understanding of the space in practice. 
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During the visit, evaluators: 

●​ Observe the physical space: layout, accessibility, amenities, 

indoor/outdoor areas, and cleanliness. 

●​ Observe activities in action: how youth participate, interact, and express 

themselves. 

●​ Talk to youth workers and staff: ask about approaches to autonomy, 

co-creation, personal development, and youth participation. 

●​ Talk to young people using the space: gather feedback about their 

experience, sense of belonging, and opportunities for growth, creativity, and 

social interaction. 

​

The text-based answer options help evaluators consistently score each criteria based on 

what they see and hear.​

​

 

4.  Decision-making: Scores are calculated to determine eligibility for the Quality 

Badge with the principles mentioned above.​

​

Either the commission is moving forward with​

 

 Awarding the badge: 
●​ The final score will be shared with the applicant and the scoring of the 

individual criteria. 

●​ A venue must achieve at least 70% of the maximum points (70 out of 100) 

to receive the Quality Badge. 

●​ The badge is awarded for two years. 

●​ After two years, the venue must apply for re-evaluation to maintain the 

badge, showing continued commitment to the quality standards. 

●​ The badge will be officially presented and handed over to the organization 

by the evaluation commission and a project consortium’s representative.  

​

OR ​

 

Not awarding the badge: 
●​ Feedback will be provided by the evaluation commission on why the 

badge has not been awarded to the applying organization. 
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●​ The final score will be shared with the applicant and the scoring of the 

individual criteria.In this way the applying organization can have a clear 

overview of which criteria or elements need improvement to receive the 

badge in the future. 

●​ If the applying organization does not agree with certain scoring for 

specific criteria, explanation for the given scores will be given by the 

evaluation commission.  

●​ Organizations can re-apply as many times as they want.  
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1.​ Evaluation form 

 

1.​ Personal development​
 

PD1 Can young people decide which activities to join and what roles to take on in the space? 

  Young people have almost no choice; adults decide everything. 

  Some options exist, but adults still make most decisions. 

  Young people have a fair number of choices and influence in some roles. 

  Most young people can freely choose activities and roles. 

  Young people have full freedom to choose and actively shape activities and roles. 

 

PD2: Can young people explore different interests, roles, or self-expressions? 

  Opportunities for exploration are almost nonexistent. 

  Only a few limited opportunities exist, mostly guided by adults. 

  Young people can explore some interests and social roles with guidance. 

  Many opportunities exist, and young people are encouraged to try new things. 

  Young people can fully explore personal and social identity freely in multiple ways. 

 
PD3 Are there opportunities for creative expression (art, music, performance, dialogue, digital media)? 

  No creative activities are offered. 

  Only a few structured or limited creative activities exist. 

  Some creative activities are available, with moderate participation. 

  Multiple diverse creative activities are available and accessible. 

  Young people can fully create, lead, and share creative ideas across many forms. 

 
PD4 Can young people relax and do activities that feel meaningful? 

  Activities are mostly structured or stressful; no space to relax. 

  Some downtime or enjoyable activities exist but are very limited. 

  Young people regularly have opportunities to engage in meaningful activities. 

  Many activities support relaxation, enjoyment, and personal fulfilment. 

  Young people can freely choose and participate in activities that fully recharge and satisfy them.​

 

PD5 Can young people experiment, take initiative, and learn from mistakes? 

  Mistakes are not allowed; experimentation is discouraged. 

  Some limited opportunities for experimentation exist, but support is weak. 

  Young people can experiment and learn with guidance, including learning from some mistakes. 

  The space encourages initiative and learning from mistakes in many activities. 

  Young people are fully empowered to experiment, take risks, and learn from mistakes 
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2.​ Community​
 

C1 Do young people interact with peers in ways that are respectful, supportive, and allow for genuine 
connection? 

☐​ Interactions are limited, superficial, or often negative. 

☐​ Some respectful interactions happen, but conflicts or exclusion occur regularly. 

☐​ Young people generally interact respectfully and cooperatively. 

☐​ Most interactions are positive, supportive, and collaborative. 

☐​ Young people consistently experience strong, meaningful, and inclusive social connections. 

 
C2 Are young people involved in local projects or initiatives organized by the space or the wider 
community? 

☐​ Young people have no involvement in community projects.  

☐​ Occasional participation is allowed, but roles are minor. 

☐​ Young people can take part in some community initiatives or local projects. 

☐​ Most young people are actively engaged in meaningful initiatives. 

☐​ Young people lead or co-create community initiatives or local projects, making significant impact. 

 
C3 Are opportunities provided for young people to volunteer and contribute? 

  No volunteering options are available. 

  Very limited opportunities exist, with little responsibility. 

  Some volunteering opportunities exist and are supported. 

  Multiple opportunities allow young people to contribute meaningfully. 

  Young people can fully lead, organize, and take responsibility in volunteering activities. 
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3.​ Youth-centered approach​
 

YC1 Do young people actively shape activities rather than being passive participants? 

  Young people have no role in shaping activities. 

  Limited involvement; mostly follow adult decisions. 

  Some influence on activities is possible. 

  Most young people help shape activities actively. 

  Young people fully lead and co-create all activities. 

 
YC2 Does the culture and energy of the space reflect input and initiatives from young people? 

  Space reflects mainly adult ideas; youth input is absent and has not been asked. 

  Some youth ideas are considered occasionally, but not visible. 

  Youth influence is visible in some aspects of the space. 

  Most aspects of the space reflect youth input and energy. 

  The space fully reflects young people’s ideas, energy, and priorities. 

 
YC3 Are young people involved in decisions about rules, priorities, and overall direction? 

  No involvement in decision-making. 

  Minimal involvement; decisions mostly adult-driven. 

  Young people influence some decisions. 

  Most decisions include youth input and influence. 

  Young people actively co-decide and lead in shaping the space. 
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4.​ Well-prepared youth workers​
 

YW1 Are staff approachable and easy to talk to? 

☐​ Staff are not approachable. 

☐​ Staff are occasionally approachable but limited in support. 

☐​ Staff are generally approachable. 

☐​ Most staff are consistently approachable. 

☐​ All staff are highly approachable, welcoming, and available. 

 

YW2 Do staff provide help, guidance, and encouragement when needed? 

☐​ Staff rarely provide support. 

☐​ Support is minimal or inconsistent. 

☐​ Staff provide adequate support most of the time. 

☐​ Staff are supportive and guide young people consistently. 

☐​ Staff go beyond guidance, actively empowering and mentoring young people. 

 

YW3 Do staff listen attentively and respond appropriately? 

☐​ Staff rarely listen or respond appropriately. 

☐​ Listening happens occasionally but inconsistently. 

☐​ Staff generally listen and respond adequately. 

☐​ Staff are attentive and respond constructively most of the time. 

☐​ Staff consistently listen deeply, respond empathetically, and validate young people’s input. 

 

YW4 Do staff communicate respectfully and handle conflicts constructively? 

☐​ Staff communication is often harsh or dismissive. 

☐​ Staff sometimes use respectful communication, but conflicts are poorly managed. 

☐​ Staff generally communicate respectfully and manage conflicts adequately. 

☐​ Most staff consistently handle conflicts constructively. 

☐​ Staff are exemplary in communication, modeling empathy, respect, and effective conflict 

resolution. 
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5.​ Physical space 
 
PS1.1 Is the space accessible for all abilities, backgrounds, and financial situations? 

☐​ Space is mostly inaccessible physically. 

☐​ Some adaptations exist, but access is limited. 

☐​ Accessibility is adequate for most users. 

☐​ Space is accessible for almost all young people. 

☐​ Fully inclusive:Space is physically accessible for everyone. 

 

PS1.2 Is the space accessible for all social backgrounds?  
☐​ Space is mostly inaccessible socially. 

☐​ Some adaptations exist, but access is limited. 

☐​ Accessibility is adequate for most users. 

☐​ Space is accessible for almost all young people. 

☐​ Fully inclusive: Space is socially accessible for everyone.​

 

PS1.3 Is the space accessible for all people regardless of their financial situation? 
☐​ Space is mostly inaccessible financially. 

☐​ Some adaptations exist, but access is limited. 

☐​ Accessibility is adequate for most users. 

☐​ Space is accessible for almost all young people. 

☐​ Fully inclusive: Space is financially accessible for everyone​

 

PS2 Does the space feel inviting, inclusive, and non-judgmental for visitors? 

☐​ Space feels cold, unwelcoming, or exclusive to visitors. 

☐​ Occasionally welcoming, but not consistent. 

☐​ Generally warm and welcoming to visitors. 

☐​ Mostly inclusive, positive atmosphere for visitors. 

☐​ Space feels consistently warm, inclusive, and fully inviting to visitors. 

 

PS3 Are facilities tidy, safe, functional, and well maintained? 

☐​ Facilities are dirty, unsafe, or poorly maintained. 

☐​ Some maintenance exists, but issues remain. 

☐​ Facilities are mostly clean and functional. 

☐​ Well-maintained, safe, and tidy most of the time. 

☐​ Facilities are exemplary in cleanliness, safety, and upkeep. 

 

PS4 Does layout/decor reflect youth culture and allow personalization? 

☐​ No youth-friendly design or personalization. 

☐​ Minimal youth influence, basic layout. 

☐​ Some youth input reflected, design moderately youth-friendly. 

☐​ Layout and decor mostly reflect youth culture, some personalization allowed. 

☐​ Fully youth-driven design, allowing personalization and reflecting youth identity. 

 

PS5 Are diverse activities available? 

☐​ Very limited or single activity type. 
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☐​ A few options exist, but limited variety. 

☐​ Some diverse activities offered. 

☐​ Many activities available for different interests. 

☐​ Extensive and flexible activities, responding fully to youth interests. 

 

PS6 Are both indoor and outdoor areas available and suitable? 

☐​ Only indoor or outdoor space, or poorly maintained making it unavailable. 

☐​ Some space available, limited suitability. 

☐​ Adequate indoor and outdoor spaces. 

☐​ Both indoor and outside spaces are functional, safe, and usable. 

☐​ Full variety of well-designed indoor and outdoor spaces for multiple activities. 

 

 

PS7 Are digital resources available, while also allowing unplugged opportunities? 

☐​ No digital resources / no balance for unplugged time. 

☐​ Limited resources / few opportunities to unplug. 

☐​ Some digital resources available / some unplugged activities. 

☐​ Good digital access with clear unplugged options. 

☐​ Extensive digital inclusion and creative unplugged opportunities. 
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6.​ Positive impact on physical & mental health 
​
PIH1 Does the space support or stimulate physical activity, healthy eating, rest, and mental wellbeing? 

☐​ No attention to health or wellbeing. 

☐​ Limited support for healthy habits. 

☐​ Some health-promoting activities exist. 

☐​ Regular and effective health-promoting activities. 

☐​ Comprehensive support for physical, mental, and emotional wellbeing. 

 

PIH2 Are policies on alcohol, tobacco, or other substances clear? 

☐​ No rules or enforcement. 

☐​ Rules exist but are poorly enforced. 

☐​ Rules are in place and mostly followed. 

☐​ Strict rules are consistently enforced. 

☐​ Exemplary management, clear, enforced, and role-modeled policies. 

 

PIH3 Are systems in place to prevent or address harassment? 

☐​ Harassment/bullying occurs frequently. 

☐​ Some prevention, but incidents still common. 

☐​ Measures prevent most incidents. 

☐​ Systems consistently maintain safety and prevent harassment. 

☐​ Exemplary culture of zero tolerance, proactive and fully safe environment. 
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