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Abstract 

 

Adolescence is one of the most rapid changes that happen across the human life span, 

where physical, psychological, emotional, and personality changes happen. Especially for young 

girls, it's a critical time to describe themselves, make decisions, and be confident around their 

peers. Many young girls struggle with their transition from childhood to adulthood. Girls 

navigate puberty differently than boys, not due to biological or psychological changes only, but 

to the gendered cultural meanings that they absorb and learn from their world. Contemporary 

adolescent development requires a new approach to involve adolescents in more active, 

engaging, and leadership roles. This project aims to create a game for young girls to explore 

challenging situations, and how they might respond can lend them an important degree of 

confidence and resilience. The educational game contains a series of prompts, questions, and 

challenging scenarios, where girls are not always meant to know the answer. The game will 

provide a guide to young girls to understand more about leadership identities and their thoughts, 

by making sense of their emotions and assembling them to allow them to thrive. 
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Appendices 

 

Appendix A - Description of Technologies Used 

 

Description of Technologies Used Throughout the Development Process 

 

Technology Category Technology Description 

Programs Adobe Illustrator CC A software for creating vector 

graphics, logo, and 

illustrations. 

 Adobe Photoshop CC An editing and imaging 

software. 

 Adobe Dimension CC is an application to create and 

render three-dimensional 

images. 

 Adobe Premiere Pro is a real-time, timeline-based 

video editing software 

application. 

 Adobe Fresco CC A drawing and painting 

software. 

 iMovie A video clip editing took for 

macOS (Mac Operating 

System). 

 

 

 

 

 

 

Table A1: Description of technologies used.  
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Appendix B: The Young Leaders Young Women Design Document 

 

Figure B1: Cover page.  
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Figure B2: Identity and branding description. 
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Figure B3: Identity and branding. 
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Figure B4: Game identity description. 
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Figure B5: Game identity.  
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Figure B6: Board game box design description.   
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Figure B7: Board game box design.    
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Figure B8: Typefaces description.  
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Figure B9: Typefaces.  
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Figure B10: Color palette description.   
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Figure B11: Color palette. 
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Figure B12: Board game box components. Leadership cards description.  
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Figure B13: Board game box components. Leadership cards. 
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Figure B14: Board game box components. Game board description.    
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Figure B15: Board game box components. Game board.  
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Figure B16: Board game box components. Wall of fame set of cards description. 
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Figure B17: Board game box components. Wall of fame set of cards. 
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Figure B18: Board game box components. Challenging situations set of cards description. 
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Figure B19: Board game box components. Challenging situations set of cards. 
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Figure B20: Board game box components. Leadership guide description. 
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Figure B21: Board game box components. Leadership guide template. 
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Figure B22: Board game box components. Leadership guide template front and back. 
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Figure B23: Board game box components. Leadership guide page 1 and 2. 
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Figure B24: Board game box components. Leadership guide page 3 and 4. 
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Figure B25: Board game box components. Leadership guide page 5 and 6. 
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Figure B26: Board game box components. Leadership guide page 7 and 8. 
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Figure B27: Board game box components. Leadership guide page 9 and 10. 
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Figure B28: Board game box components. Leadership guide page 11 and 12. 
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Figure B29: Board game box components. Leadership set of cards. Courage skill description. 
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Figure B30: Board game box components. Leadership set of cards. Courage skill 1. 
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Figure B31: Board game box components. Leadership set of cards. Courage skill 2. 
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Figure B32: Board game box components. Leadership set of cards. Courage skill 3. 
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Figure B33: Board game box components. Leadership set of cards. Courage skill 4. 
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Figure B34: Board game box components. Leadership set of cards. Belief skill description. 
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Figure B35: Board game box components. Leadership set of cards. Belief skill 1. 
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Figure B36: Board game box components. Leadership set of cards. Belief skill 2. 
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Figure B37: Board game box components. Leadership set of cards. Belief skill 3. 
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Figure B38: Board game box components. Leadership set of cards. Belief skill 4. 
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Figure B39: Board game box components. Leadership set of cards. Communication skill 

description.  
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Figure B40: Board game box components. Leadership set of cards. Communication skill 1. 
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Figure B41: Board game box components. Leadership set of cards. Communication skill 2. 
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Figure B42: Board game box components. Leadership set of cards. Communication skill 3. 
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Figure B43: Board game box components. Leadership set of cards. Communication skill 4. 
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Figure B44: Board game box components. Leadership set of cards. Confidence skill description. 
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Figure B45: Board game box components. Leadership set of cards. Confidence skill 1. 
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Figure B46: Board game box components. Leadership set of cards. Confidence skill 2. 
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Figure B47: Board game box components. Leadership set of cards. Confidence skill 3. 
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Figure B48: Board game box components. Leadership set of cards. Confidence skill 4. 
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Figure B49: Board game box components. Leadership set of cards. Resilience skill description. 



 51 

 
 

 

Figure B50: Board game box components. Leadership set of cards. Resilience skill 1. 
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Figure B51: Board game box components. Leadership set of cards. Resilience skill 2. 
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Figure B52: Board game box components. Leadership set of cards. Resilience skill 3. 
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Figure B53: Board game box components. Leadership set of cards. Resilience skill 4. 
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Figure B54: Board game box components. Leadership set of cards. Change skill description. 
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Figure B55: Board game box components. Leadership set of cards. Change skill 1. 
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Figure B56: Board game box components. Leadership set of cards. Change skill 2. 
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Figure B57: Board game box components. Leadership set of cards. Change skill 3. 
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Figure B58: Board game box components. Leadership set of cards. Change skill 4. 
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Figure B59: Board game box components. Extra tools description. 
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Figure B60: Board game box components. Extra tools. 
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Figure B61: Board game box components. Leadership guide description. 
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Figure B62: Board game box components. Leadership guide front cover. 
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Figure B63: Board game box components. Leadership guide 1. 
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Figure B64: Board game box components. Leadership guide 2. 
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Figure B65: Board game box components. Leadership guide 3. 
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Figure B66: Board game box components. Leadership guide 3. 



 68 

 
 

 

Figure B67: Board game box components. Leadership guide 4. 
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Figure B68: Board game box components. Leadership guide 5. 
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Figure B69: Board game box components. Leadership guide 6. 
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Figure B70: Board game box components. Leadership guide 7. 
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Figure B71: Board game box components. Leadership guide 8. 
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Figure B72: Board game box components. Leadership guide 9. 
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Figure B73: Board game box components. Leadership guide 10. 
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Figure B74: Board game box components. Leadership guide 11. 
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Figure B75: Board game box components. Leadership guide 12. 
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Figure B76: Board game box components. Leadership guide 13. 
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Figure B77: Board game box components. Leadership guide 14. 
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Figure B78: Board game box components. Leadership guide 15. 
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Figure B79: Board game box components. Leadership guide 16. 
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Figure B80: Board game box components. Leadership guide 17. 
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Figure B81: Board game box components. Leadership guide 17. 
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Figure B82: Board game box components. Leadership guide 18. 
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Figure B83: Board game box components. Leadership guide 19. 
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Figure B84: Board game box components. Leadership guide 20. 
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Figure B85: Board game box components. Leadership guide 21. 
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Figure B86: Board game box components. Leadership guide 22. 
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Figure B87: Board game box components. Leadership guide 23. 
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Figure B88: Board game box components. Leadership guide 24. 
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Figure B89: Board game box components. Leadership guide 25. 
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Figure B90: Board game box components. Leadership guide 26. 
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Figure B91: Board game box components. Leadership guide 27. 
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Figure B92: Board game box components. Leadership guide 28. 
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Figure B93: Board game box components. Leadership guide 29. 
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Figure B94: Board game box components. Leadership guide 30. 
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Figure B95: Board game box components. Leadership guide 31. 
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Figure B96: Board game box components. Leadership guide back cover. 
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Figure B97: Board game box components. Wall of fame set of cards description. 
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Figure B98: Board game box components. Wall of fame set of cards 1. 
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Figure B99: Board game box components. Wall of fame set of cards 2. 
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Figure B100: Board game box components. Wall of fame set of cards 3. 
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Figure B101: Board game box components. Wall of fame set of cards 4. 
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Figure B102: Board game box components. Wall of fame set of cards 5. 
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Figure B103: Board game box components. Wall of fame set of cards 6. 
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Figure B104: Board game box components. Wall of fame set of cards 7. 
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Figure B105: Board game box components. Wall of fame set of cards 8. 
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Figure B106: Board game box components. Wall of fame set of cards 9. 
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Figure B107: Board game box components. Wall of fame set of cards 10. 
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Figure B108: Board game box components. Wall of fame set of cards 11. 
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Appendix C: The Young Leaders Young Women Website 

 

https://www.playfulleadership.net/ 

 

 

 

Figure C1: Playful Leadership Website. 
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Appendix D: The Young Leaders Young Women Video 1 

 

 

Figure D1: How to play Young Leaders Young Women video.  
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Figure D2: How to play Young Leaders Young Women video. 
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Appendix E: The Young Leaders Young Women Video 2 

 

 

 

 

Figure E1: Young Leaders Young Women story video.  
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Figure E2: Young Leaders Young Women story video.  
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Appendix G: The Young Leaders Young Women Instagram Page 

 

Instagram: @playfulleadership 

 

Figure G1: Young Leaders Young Women Instagram page 1.  
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Figure G2: Young Leaders Young Women Instagram page 2. 
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Introduction 

 

Starting at the age of puberty, there are many different ways that girls' confidence is 

impacted, and this continues into adulthood. The sudden change in girls’ confidence is explained 

to be related to what girls are taught by their mentors. For example, to be nice and kind, and to 

silence what they feel. The female experience with their environment leads them to develop 

different perceptions and expectations for their self-evaluation (Egan & Perry, 2001; Spence, 

1985; Tobin et al., 2010). Others say that puberty happens very quickly, and young girls struggle 

to integrate these new changes and bodies into their selves (Egan & Perry, 2001; Yunger et al., 

2004). During adolescence, young girls go through hormone changes that are associated with 

different social behaviors, risk-taking, and cognitive functioning (Van Hoorn et al.,2019). Excess 

use of technology is also believed to harm young women (Spies et al., 2013;2014). By 

adolescence, girls know about discrimination and realize that males occupy more powerful, 

dominant, and higher positions (Bigler & Liben, 2007; Leaper & Brown, 2008). Similarly, how 

adolescents meet the gender challenges is likely to affect their adulthood (Perry & Pauletti, 

2011). 

 

In the adolescent years, girls go through significant brain growth and development. 

important changes take place in regions of the brain that are responsible for pleasure-seeking and 

reward processing, emotional responses, and sleep regulation (Pizzagalli, 2014). Besides the 

changes in the brain limbic system, the pre-frontal cortex is also changed; the executive function 

area that is responsible for making decisions, organization, impulse control, and future planning 

(WHO, 2019). Despite the huge brain development, the transition is an overwhelming experience 

that comes to the forefront of adolescent life (Chrisler & Gorman, 2015). Girls navigate puberty 

differently than boys do, not due to biological or psychological changes, but the gendered 

cultural meanings, they absorb and learn from their world (Martin, 2018). In another study, 

adolescents who are screen-addicted are found to be unhappy with themselves and become less 

interested in school, math, and science (Twenge, Martin, & Campbell, 2018). During 

adolescence, psychopathology is considered to be produced more in girls, while boys produce it 

more during early childhood (Marshall, 2016) It’s also found that girls at adolescence have their 

self-esteem drop significantly more than boys (Cross & Madson, 1997).  
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In today’s digital world, we are witnessing the explosive growth of the new idols who 

owe their fame to social media. Consequently, it's important to consider that media exposure is 

suggested to influence self-concept among girls. The concept of a role model has begun to be 

different and has created new forms of influence. Adolescents are growing up as digital natives, 

turning to Google for answers, or internet celebrities and social media influencers for advice. 

They are naturally curious and eager to use technology as it seems to make more sense of the 

world around them, and they relate more to what they navigate (Lou and Yuan, 2019). Evidence 

is mounting that there is a link between social media and depression. According to a poll by the 

UK charity Girlguiding, one in three young women feels under pressure to present themselves as 

having a “perfect” life on social media (GIRLS' ATTITUDES SURVEY, 2017). Young girls feel 

more pressure to compare themselves to others because everyone is their best on social media, 

even if it's not accurate. With all the changes happening while growing, young girls might face 

issues like eating disorders or anxiety to look like someone they look up to (Ricciardelli & 

McCabe, 2004). It has become almost a habit to use “face filters” amongst girls on social media 

platforms. Photo retouching might seem fun and innocent, but they are indirectly sending 

unrealistic beauty messages that we are more attractive when our features are modified. In 

addition to the biological and psychological aspects that happen during adolescence, girls might 

feel challenged to live up to a standard that is hard to achieve.  

 

While girls are developing physically, they are also experiencing a development in their 

identity. Younger girls look up to parents or caregivers to help shape how they behave and may 

try to copy teachers, coaches, and peers (Holsen et al., 2012), whereas adolescent girls might 

begin to naturally pull away from their families and connect with their friends or social platforms 

to establish individuality and independence (Gowda et al.,2012). Role models become important 

in helping young people identify attitudes and behaviors and are defined as a person who serves 

as an example by influencing others (Brown et al., 2008). Adolescents look up to their favorite 

people across social media platforms, who as well can have a great influence, especially when 

they embrace behaviors and lifestyles that young girls can relate to (O’Neil-Hart & Blumenstein, 

2016). The way adolescents relate to social media will impact their identity development. In 

some cases, social media influencers can contribute to negative outcomes like self-comparison 

and body dissatisfaction, and in other cases, they can contribute to positive outcomes like self-

expression and advocacy. 
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Over the last decades, mental health has been a major concern among young women. 

Although the rate of suicide in Canada is higher among boys, girls exhibit more self-harm 

behavior (Public Health Agency of Canada, 2019). To better understand the nature of mental 

health problems, there should be a focused effort to limit anxiety and depression associated with 

adolescence. Adolescent girls have begun exhibiting risky behaviors which pose a greater health 

risk, including substance use, violence, and sexual risks (Mahalik et al., 2013), (Charles et 

al.,2016;2017). High-risk behaviors associated with factors that influence health and longevity 

would be preventable if serious changes are made to these behaviors (Charles et al.,2016;2017). 

Girls are more likely to suffer from internalizing problems in early adolescence, gender norms 

and media exposure can aggravate the disparity between reality and their goals and aspirations 

(Tobin et al., 2010). Research shows that some adolescents are at a higher risk of developing 

mental health conditions due to their living conditions, and in return, they are particularly 

vulnerable to uncomfortable situations. Internalizing includes depressive and anxious disorders 

which are concerned with somatic, worry, and sadness symptoms (Black et al., 2019, p. 3). 

 

Providing inspirational role models is one method of regulating the thought patterns of 

adolescent girls and teaching by example. In today’s digital world, the concept of inspiration has 

evolved to include new forms. Young girls, who spend increasing amounts of their time on social 

media to give them a sense of identity and belonging, are finding an explosion of idols and 

celebrities to follow. In the past few years, social media has turned many average teenagers into 

international stars in a matter of weeks or days. As a result, girls start seeking out fame for 

themselves, building their influence on social platforms while spending hours scrolling through 

an infinite feed, hoping one day to command a similar level of attention. A study by Apter T. and 

The Female Lead (2018), found that girls introduced to positive role models; who posted career 

aspiration and achievements on their social media feed, had more positive actions and significant 

contribution in the outside world when they had an opportunity to learn about possible futures 

for themselves.  

 

Young women might fear leadership, given that they are expected to be feminine, and 

women who display confident behavior are not well received by their peers (Ibarra et al., 2013). 

Most women face challenges in leadership and when starting and leading companies (Fraser-
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Thomas et al., 2005). There are several reasons why women are under-represented in the power 

structure of many industries, and one is the inherited and instilled thought that resists changing 

this limitation (Fraser-Thomas et al., 2005). A survey by a nonpartisan economic think tank, 

encompassing about 22,000 companies in 91 countries, reported that half of the companies 

lacked senior women in key leadership positions and that a 30% increase in representation could 

generate a 15% increase in profits (Nolan, Moran, & Kotschwar, 2016). Women should know 

that leadership isn’t reserved for those who are formal roles or those who are insensitive, except 

that it's not always easy to raise girls during this very sensitive time with courage and 

confidence, and school education doesn’t necessarily cover interpersonal skills that could guide 

girls in similar contexts.  

 

Women’s life stages are more exciting when understood than growth emotions which 

may be full of vulnerability, and unbalanced hormones. Those are real changes that women go 

through starting from puberty to menopause. Girls can go through different psychological and 

physical changes, mood swings, and cravings which are not always understood during 

adolescence (McKinzie et al., 2006). Unfortunately, some societies don’t talk or educate about 

the systemic gender where the topic is not very observed by many. The woman in media is 

always seen as a beautiful figure and a fashion icon, and sometimes it will only put real women 

under spot to behave and look a certain way. It's important to teach teenagers and young women 

who will go through real-life challenges on how to be more confident of who they are, while 

encouraging them to speak their mind, make decisions, and be the next change. 

 

To support girls and encourage them to become more confident, this paper will discuss 

creating a game using an authentic leadership paradigm to help adolescent girls build their 

leadership attitudes, skills, and experiences. The research comes out of global concern around the 

different effects on adolescent girls’ wellbeing. The literature review will introduce the 

adolescents’ development process, leadership education for young women, influencing 

leadership, and educational games. The paper will discuss the development of the game, the 

limitations, and the future implications that will assess if the project deliverable satisfied the 

objectives defined.  
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Literature Review 

 

A look at Adolescent Girls 

As of 2019, females make 49.5% of the world population (World Bank, 2020). Currently, 

there are 8% of girls ages 12-14, and 7.7% of girls ages 15-19, with the population growing 

faster in developing countries (World Bank, 2020). During adolescence, health and social 

behaviors are established for life. The situations adolescents face and the decisions they make 

will have long-term consequences. Many decisions during the adolescence period are influenced 

by other people (Van Hoorn et al.,2019). Besides the biological changes during adolescence, the 

developing brain goes through tremendous changes. Adolescents are more likely to engage in 

greater risk-taking behavior as a result of heightened affective sensitivity, paired with an inability 

to engage in effective regulation (Van Hoorn et al.,2019). The social orientation during 

adolescence is expected to influence decisions that an adolescent will make, and the decisions 

will not only affect adolescents themselves but others who are close to them (Telzer et al., 2018). 

Female social gender norms and roles have a great impact during adolescence, and in many 

places around the world, this can restrict a girl from her decision-making ability. According to 

Gowda et al. (2012), other factors impact the adolescent girl’s social connectivity and identity 

development. The advancement in today’s technology has changed the issues adolescent girls 

might face than previous generations. However, some issues are not exactly new, coping, and 

managing gender developmental challenges are common (Perry & Pauletti, 2011). 

 

Based on how they process social information, adolescent girls will react differently to 

given contextual cues or social experience (Perry & Pauletti, 2011). Besides the male greater 

physical strength and the female ability to conceive a biological child, there are different 

characteristics in adolescent girls (Galambos et al., 2009). Many girls tend to compare 

themselves with female role models portrayed in the media, and consequently develop a poor 

body image (Harter, 2006). Body image concerns can lead to health problems and eating 

disorders (Ricciardelli & McCabe, 2004). Since girls are believed to spend more time in 

relationship activities (Galambos et al., 2009; Su et al., 2009), the adolescent girl self-esteem 

during this period is based on (a) acceptance and respect from others (b) achievement in valued 

domains (Perry & Pauletti, 2011). Girls are strongly affected by relationships during 

adolescence. They are constantly seeking acceptance and their self-esteem can be damaged by 
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relationship problems (Cross & Madson, 1997). For young women, involvement in social 

networks and peer acceptance is a protective factor. Helping adolescent girls to understand social 

relationship quality and the effect of being involved in negative acts, would likely help to protect 

them from negative implications (Betts et al., 2017). Direct physical and verbal aggression are 

less common among girls because they tend to be afraid of the consequences. Yet, they might 

aggress anonymously or embed their aggression in collective actions (Hyde, 2005). Being a 

target of either perpetrating or receiving indirect aggression could place adolescent girls at risk of 

depression (Prinstein & Cillessen, 2003). Adolescence is believed to intensify specific attributes 

in young people. Girls increase in depression, eating disorder, time spent in relationship 

activities, and preference for people-oriented careers; while their participation in sport and 

physical activity is reported to decline (Galambos et al., 2009; Signorella & Frieze, 2008). 

 

Adolescents have fully embraced the use of technology and social platforms as a primary 

means of communication (Spies et al., 2013;2014). It is no surprise that their reliance on screens 

has been increased in the 2020 lockdown resulting from the COVID-19 pandemic. Nowadays, 

adolescents’ social engagement with the digital world can help maintain a sense of normalcy and 

provide an escape from the real world. On average, an 11-to-18-year-old spends over 11 hours 

per day exposed to technology (Rideout et al., 2010). Adolescents can replace traditional 

communication forms like face to face interactions by digital communications, and thus 

eliminate their opportunity to develop essential interpersonal skills. Social networking sites offer 

adolescents new opportunities as well as challenges to express themselves to the world (Spies et 

al., 2013;2014). The over-dependence on technology may be preventing adolescents from social 

activities such as sports, which can help reduce depression (Kremer et al., 2013;2014). The high 

use of the internet can affect adolescent well-being, school performance, sleep pattern, and 

family connection (Flisher, 2010; Siciliano et al., 2015). Adolescents may also experience 

conditions like “fear of missing out”, or FOMO, which leads to a feeling of loneliness and 

isolation (Alt et al., 2018). The social network has made bullying much more public and more 

persuasive. Consequently, cyberbullying has become the common type of harassment, and 

adolescents are at great risk of being involved as a victim, bully, or bully/victim (Selkie et al., 

2015). Although there are mixed studies on how cyberbullying affects gender, women are more 

likely to be affected by their peers and social relationships (Gorrese and Ruggieri 2012). This 

contributes to the evidence that any involvement in cyberbullying undermines young people’s 
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peer relationships (Jackson and Cohen 2012; Vandebosch and van Cleemput 2009). Further, a 

study shows how cyberbullying has impacted young women’s perception of learning and school 

(Betts et al., 2017). Female adolescents differently internalize and express wrongdoing in the 

digital world, and therefore they require a different version of anti-bullying intervention (Thomas 

et al., 2016). 

  

Social media can be great to connect adolescents and expand their social circle. The 

growth in social platforms and their fast adoption by adolescents is an indication that they are 

major tools in developing social comparison. Experts say that children today are growing up with 

more anxiety and less self-esteem than ever (Twenge, 2017). Adolescents and particularly 

adolescent girls report more body dissatisfaction and negative attitudes towards their physical 

appearance (Bucchianeri et al. 2013). Previous research has shown that social media is related to 

a long list of mental health issues that have been rising among youth. Adolescents can feel 

pressure to look perfect on social media, they carefully select and edit their pictures before they 

post them online (Chua and Chang 2016), similarly, social media is thought to be one of the 

reasons to the body dissatisfaction (de Vries et al., 2018;2019). A study found that adolescent 

girls who viewed others’ social media posts had increased body dissatisfaction concurrently 

(Tiggemann and Miller 2010). Social media has a large negative impact on teenagers’ life, a 

study published in The Lancet Child & Adolescent Health says that frequent social media 

exposure seemed to harm a girl’s health (Patton & Borschmann, 2017). Girls are more likely to 

show body dissatisfaction during adolescence than boys (Heider et al. 2018). According to a 

framework to understand the influences on body dissatisfaction, adolescents receive messages 

about their bodies and what they should look like from different resources, such as their parents, 

peers, and the media (Thompson et al. 1999). Parent-adolescent relationships play a role in the 

development of adolescents and their body dissatisfaction (Bearman et al. 2006). Adolescents 

receive messages about their appearance to gain acceptance. A study has shown that adolescents 

who have better parent-adolescent relationships develop less body dissatisfaction (Holsen et al. 

2012) and become less dissatisfied with their physical appearance over time (Bearman et al. 

2006). Improving the parent-adolescent relationship can have a protective and promotive impact 

on adolescents’ body image (de Vries et al., 2018;2019). 

Adolescence is a high-risk period for developing depression (Nelson et al,.2016), A 

survey in 2019 by The American Pew Research Center reported that 36% of girls are being 
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extremely anxious every day. Another study by the Pew Research Center on U.S teens ages 12 to 

17, found that nearly 2.4 million teenage girls had experienced at least one major depressive 

episode (A.W. Geiger and Leslie Davis, 2019). The total number of teenagers who experienced 

depression increased 59% between 2007 and 2017 and the growth rate of depression was faster 

amongst teen girls (66%) than boys (44%) (A.W. Geiger and Leslie Davis, 2019). Adolescence is 

an opportunity to examine risk factors for depression to address the issues, especially in girls 

who are at a higher risk (Nelson et al,.2016). Adolescence is characterized by high levels of 

stress, due to physical maturation, brain development, and environmental and social changes 

(Pizzagalli, 2014). Different scholars around the world have identified adolescence, specifically 

pubertal timing, as a major factor in the increase of girls’ depressive symptoms (Hamilton et 

al. 2014; Trépanier et al., 2013; Joinson et al. 2011; Kaltiala-Heino et al. 2003; Wichstrøm, 

2000). Girls who experience puberty before most of their same-age peers are more likely to be 

sexually harassed in early to mid-adolescence (Skoog and Bayram Özdemir, 2015). And girls 

who have sexually harassed display a wide range of adolescence internalizing problems and 

depressive symptoms (Lichty and Campbell 2012). Early maturing girls will experience the 

emergence of sexual characteristics and consequently will stand out among their physically 

immature peers (Pellegrini 2001). When girls are sexually active, they are likely to be engaged in 

harassment or viewed as willing sex partners (Skoog et al., 2016). Additionally, sexual 

harassment contributes to worse mental health than bullying does (Gruber and Fineran, 2008). 

Thus, girls’ sexual violence prevention strategies should be addressed in adolescence or even 

earlier (Skoog et al., 2016). 

 

During adolescence, a combination of developmental changes – pubertal maturation, 

brain development, sensitivity to stimulation, changing relationship with parents, and expanding 

social circle – all work significantly towards a girls’ decision-making process. Adolescence is a 

vulnerable time where the social world is salient (Blakemore, 2018). Beyond finding that 

decisions that young people make during adolescence are based on different factors, girls are 

powerful advocates, leaders, and contributors to their communities and countries, and they 

should be given the right to do so. Although women make up almost half of the world 

population, yet they continue to be underrepresented in making decisions (Profeta, 2017). 

Women who participate in political and professional leadership positions can be role models for 

young girls and other women. Adolescent girls should be given the right guide and support, and 
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they should develop their capacity to practice leadership if they choose to. When young women 

have women examples in leadership, it can help them explore opportunities to advance their 

learning (Komives et al., 2005). Now more than ever, we should set out the particular 

vulnerabilities for adolescent girls and provide practical guidance on how to support them during 

the COVID19 pandemic. School closures could lead to less access to resources and social 

networks. This could lead girls to drop out before they complete their education, especially girls 

living in poverty. The pandemic risks might not just affect equitable access to education, but it 

might lead to early or forced marriage as a coping mechanism in developing countries (Batha, 

2020). It seems that the pandemic will cause a significant global economic impact, and it’s 

evident that economic insecurities can lead to sharp rises in the exposure of adolescent girls to 

gender-based violence (Bouillon et al., 2020). It’s important to take into account adolescent girls’ 

safety, understand how best to stay connected with them, and how best to get information to 

them. Adolescent girls will have the ability to develop leadership skills when they make 

decisions, communicate with others, learn about themselves, and work with groups who are 

associated with leadership. Because girls are more closely aligned with groups and social 

leadership activities (Mullen and Tuten, 2004), engaging them in leadership can influence social 

outcomes and develop their confidence (Dobosz and Beaty, 1999; Holland and Andre, 1999; 

Mullen and Tuten, 2004). As a result, leadership education is suggested to attenuate the effect of 

adolescence development. 

 

Leadership Education  

The term leadership has different meanings among scholars. This paper will discuss 

understanding leadership education for adolescents, and the awareness of responsible action. The 

fact that leaders play a huge role in developing society, substantial effort and resources are 

devoted to developing leaders. In 2012, companies in the United States spent 12 billion dollars 

on adult leadership development (Loew & O’Leonard, 2012). While the concept of leadership is 

mainly referring to hierarchical models and authority roles (Higham et al., 2010), it can also 

focus on individuals’ skills and dispositions. “Authentic leadership” can enable students to 

reflect their values through their actions, both individually and collectively (Higham et al., 

2010). Many pieces of literature on leadership education focus strongly on a business-oriented 

context (George, B., 2003), which may place constraints on young people to learn leadership. 

Similarly, the examples given in leadership literature tend to discuss the individual heads of the 
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organization (Shamir and Eilam 2005). This can lead to a fixed mindset on leadership which is 

not the most helpful for youth education (Higham et al., 2010).  

 

There is no doubt that each individual has a unique and pre-existing self and can develop 

natural leader characteristics. When 75 members of Stanford Graduate School of Business’s 

Advisory Council were asked to recommend the most important leadership capability, their 

answer was almost unified: self-awareness (George et al., 2018;2017). Self-awareness for 

adolescents is crucial. Developing an authentic sense of self requires the courage to become 

more humane and accept vulnerability. Although leadership styles are derived from one’s self 

and their core beliefs and values (Pinelli et al., 2018), still young people are not fully prepared to 

engage productively in society and develop positively (Fraser-Thomas et al., 2005). Authentic 

leaders know who they are: they have a purpose, they practice their values consistently with 

passion, and they develop meaningful relationships (George et al., 2018;2017). The journey of 

authentic leaders begins within themselves; they are self-disciplined, and they learn from their 

life experience. They don’t wait for others’ recognition and they find an inspiration within 

themselves to make an impact (George et al., 2018;2017). Many leaders have experiences that 

included a positive impact from parents, teachers, athletic coaches, and mentors. However, many 

leaders report that their motivation came from difficult life experiences (George et al., 

2018;2017).  

 

Adolescence is an important time for leadership education, introducing leadership to 

adolescents can lead to high self-esteem and flourishing adulthood (Karagianni & Jude, 

2017;2018;). With the advancement in technology, the distance between countries around the 

world has been shortened. As a result, leadership is about the local and the global (Lee & 

Olszewski-Kubilius, 2014). Adolescents are already taking the lead when using and adapting 

new technology and social media. It’s important to explore leadership skills in developmental 

years; early and middle adolescence, as what happens during can have an impact on leadership 

behaviors in adult life (Karagianni & Jude, 2017;2018;). Adolescents who practiced and showed 

leadership skills are more likely to be ready for management when they are adults, and 

consequently, the development of leadership skills can have a positive change on future wages; 

the most common earnings of people (Kuhn & Weinberger, 2005). 
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Leadership education can allow students to experiment with different approaches without 

taking risks. It can be considered in schools or safe and confidential settings (Bolden, R. 2005). 

Leadership programs within a constructive leisure context can lead to positive psychosocial 

outcomes that include a feeling of responsibility, initiative, autonomy, and leadership. A study 

explored how the participation of individuals in leadership programs has helped them develop 

leadership-related skills: self-confidence, effective communication, and handling difficult 

situations. (Bruce, Nicola, & Menke, 2006; Hellison et al., 2008). Eccles and Gootman (2002) in 

their work with the National Research Council and Institute of Medicine (NRCIM), proposed 

eight strategies to enhance youth development: (1) physical and psychological safety; (2) 

appropriate structure; (3) supportive relationships; (4) opportunities to belong; (5) positive social 

norms; (6) support for efficacy and mattering; (7) skill-building opportunities; (8) integration of 

family, school and community efforts (National Research Council, 2002).   

 

Leadership for Adolescent Girls 

In today’s society, socioeconomic status, race, gender, and environmental factors can all 

limit adolescents’ opportunities (Fraser-Thomas et al., 2005). The focus of this study is to 

stimulate adolescent girls’ motivation for communication and action and help them to respond 

insightfully and ethically to new and challenging situations. Adolescents should know how to 

transform a difficult experience; the feeling of being rejected discriminated against and being 

excluded by peers, to a change story. Change starts with a decision, successful people overcome 

seeing themselves as victims and use formative experiences to give meaning to their lives. 

Adolescents should know that integrating their lives is one of the greatest challenges that leaders 

face. Similarly, young people should learn to bring together all the life integral elements – 

family, community, school, and friends – to have a balanced life and to bring their unique selves 

in each environment. According to Wingenbach and Kahler (1997), secondary school students 

can practice leadership skills when they make decisions, get along with others, learn about 

themselves, and take part in youth leadership programs in or outside the school. 

 

Research shows that most women face challenges in leadership, and when promoted to 

high-risk leadership positions (Glass & Cook, 2016). Women are taught to focus on how they are 

perceived, they are told to downplay their feminine leadership, to soften a hard-charging style, or 

to try to balance between both (Ibarra et al., 2013). During adolescence, a range of physiological, 
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environmental, and psychological changes happen (Hayward, 2003) besides changes in brain 

parts that are responsible for processing emotions (Dahl 2004; Nelson, Leibenluft, McClure, & 

Pine, 2005). Research suggests that during this change, adolescent girls are more susceptible to 

increased emotional intensity and reactivity (Dahl & Gunnar, 2009). Some emotional symptoms 

of premenstrual syndrome are sadness, anxiety, irritability, and anger (Chrisler & Gorman, 

2015). While the young brain is confusing and complex, girls need to understand their abilities to 

make decisions. Girls need to be taught how to think with clarity in handling problem situations, 

and that being emotional doesn’t make them weak.  

 

Social media, it’s suggested to affect adolescent girls more than boys (Patton & 

Borschmann, 2017). There is an association between the compulsive use of the internet and 

social stresses. Girls can’t keep a distance from their stresses when devices are constantly used 

and checked (Chiu et al.,2015;2014;). When scrolling on social media, girls are exposed to a 

different type of content, including posts from friends and family, targeted adverts from brands 

and companies, and content posted by celebrities and media influencers. While this may not 

seem to affect adolescents’ mental health, young girls are susceptible to embedded messages 

such as influencer marketing. Indeed, adolescents have difficulties recognizing hidden and 

embedded advertising on social media (Martínez and Olsson, 2019; Van Dam and Van 

Reijmersdal, 2019).  

 

As adolescents become more independent decision-makers, their decisions are highly 

influenced by inadequate inhibitory control and heightened impulsivity (Pechmann et al., 2005). 

At this unique life stage, adolescents are vulnerable especially to marketing strategies on digital 

media (Folkvord et al., 2019), including celebrities and media influencers who can play a role in 

shaping the behaviors of adolescent users, according to Story, M. et al. (2002). Because youth 

mental health is becoming a threat to global health (Patton & Borschmann, 2017), we should be 

considering that adolescents are heavy users of multiple social media platforms (Rudan,2000) 

and highly sensitive to social influencers (Rudan, 2000; Van Dam and Van Reijmersdal, 2019). 

For this reason, it’s important to help the young adolescent to develop resilience and healthy 

habits while using the internet and their social media.  
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The Importance of Influencing Leadership 

With the remarkable rise of influencer marketing, social media influencers are becoming 

more popular among young digital users. According to O’Neil-Hart & Blumenstein, (2016), 70% 

of adolescent YouTube subscribers can relate to social media influencers more than traditional 

celebrities. Adolescents consider social media influencers as more authentic and natural when 

they send a message, and they are more likely to feel that they can relate to (Lou and Yuan, 

2019). Adolescent users develop a friendship relationship with social media influencers rather 

than a fan relationship (O’Neil-Hart and Blumenstein, 2016), social media influencers seem to 

exert greater influence over adolescents than peers and family members do. Although parental 

supervision can control the negative effects of media exposure (Buijzen and Valkenburg, 2005), 

such as self-esteem and body dissatisfaction (Holsen et al. 2012), adolescents are easily 

influenced by almost everything that surrounds them (Fraser-Thomas et al., 2005). 

 

Growing media has changed the public view of influencers and idol figures. Because of 

the vulnerability of adolescence, the daily interactions with the technology has a great impact on 

adolescent users’ characters (Flisher, 2010; Siciliano et al., 2015); nonetheless, adolescence can 

be an “age of opportunity” according to Dr. Laurence Steinberg (Ebert, 2015). It’s equally 

important to emphasize values and positive characteristics such as leadership to adolescents. 

Research shows that positive role models can influence and inspire adolescents to be their best 

selves, and they can develop their career aspirations, educational goals, and behavior (Yancey, 

Siegel, & McDaniel, 2002). Role models provide adolescent girls with a vision that can lead 

them to more regulated thinking by setting examples.  

 

According to UN Women in 2019, women were only 24.3 percent of all US national 

parliamentarians (UN Women, 2019). For so long, women have determined leadership by their 

ability to adjust to the male-dominated success (Dorrance & Gettings, 2020). There is a piece of 

suggested evidence that women, who are transitioning into their early years of career, will go 

through a gendered process (Bullis & Stout, 2020). When women are participating in political 

and professional leadership positions, they can become an inspiration to young girls and other 

women and in return, this can help young girls explore opportunities to advance their learning 

(Komives, Owen, Longerbeam, Mainella, &Osteen, 2005). Female influencers can help 

adolescent girls to change their perspective to leadership by showing that leadership is accessible 
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for people of all genders. Leadership should be inclusive beyond narrow and predominant 

masculine approaches (Tillapaugh, 2017, p.18). Indeed, inclusive leadership promotes an 

approach to encourage adolescent girls to accept their challenges and identify their limitations. 

Because leadership is developed over one’s lifespan (Karagianni and Jude, 2018;), it is important 

to start it when young women are developing biologically, psychologically, and socially. 

Systemic genders and sexism play an important role in how adolescent girls view leadership with 

our societies. Society ideas must be critiqued to provide girls an equitable environment, and the 

ways where gender might affect girls’ leadership opportunities should be questioned. Leadership 

education should have the potential to offer an engaging experience to girls and reinforce the 

idea that identifies alarming messages in their societies. Ultimately, girls will understand that 

leadership is not a labeled practice and is available for everyone. This will shift the mental 

models of what leadership looks like and girls will find their voice and engagement as a 

meaningful change with their communities, regardless of their gender.  

 

Gamification in Education 

The concept of gamification appeared in the early twenty-first century (Sánchez & 

Trigueros, 2019). It was involved in different perspectives until it became popular in the business 

world where it originated the term. It became popular and useful to be applied in different 

contexts including education (Sánchez & Trigueros, 2019). The term “gamification” started to be 

used in vocabulary in 2010 and became a trend a year later (Dichev & Dicheva, 2017). 

Gamification of education is becoming a popular method that helps to develop and improve the 

learning experience. The approach of gamification has enhanced the educational value of human 

factors (Bishop, 2014). Different meaningful learning experiences are believed to be 

implemented within gamification (Bishop, 2014). Gamification is “the use of game design 

elements in non-game contexts” (Deterding et al., 2011, p. 9), and in recent years it has appeared 

to be very highly effective in education. Gamification is considered an important technology 

trend when leading technology consultancies (Anderson & Rainie, 2010). Leading e-learning 

platforms have adopted gamification to motivate their users. However, some instructors have 

considered the huge amount of required effort as a major reason against using gamification in 

education (Anderson & Rainie, 2010). According to Kapp (2012), “Gamification is using game-

based mechanics, aesthetics and game thinking to engage people, motivate action, promote 

learning, and solve problems” (p. 10). There are multiple gamification options to reduce the 
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instructors’ effort while promoting motivation to students. Those include, but not limited to, 

learning activities that allow students to test and improve self-knowledge. The involvement of a 

gamified system can impact psychological and behavioral changes in end-users (Kim, Song, 

Lockee, & Burton, 2018). Several findings have conducted that gamification learning has 

enhanced student engagement, motivation, and performance results. Positive change has been 

seen in learners when gamification is applied with elements like progression, points, levels, 

rewards, and leadership (Kim, Song, Lockee, & Burton, 2018). 

 

Gamification of learning is different from using mechanics or tools during an activity, it 

uses concepts and dynamics to stimulate the teaching-learning process (Kiryakova et al., 2014). 

The learning experience is more attractive to students in game-based learning, they are more 

motivated and entertained to gain knowledge. Gamification allows learners to develop their 

analytical and multitasking skills (Kiryakova et al., 2014). Throughout the game, the student’s 

key skills are developed, and they are encouraged to use their creativity and imagination more 

than in a traditional classroom. There are several requirements before designing a successful 

gamified educational activity (Ibanez et al., 2014). The educational objectives must be defined 

along with the attitudes and skills to be achieved by the learners. Before the educational activity, 

the types of participating students must be set (Ibanez et al., 2014). It is also required to adjust 

the used objectives and activities including game mechanics, challenges, achievements, and rules 

(Ibanez et al., 2014). Designing the game will, to a great extent, determine the success of the 

activity. 

 

Gamification can offer educational scenarios and resources to achieve different learning 

objectives and can promote the learning of relevant social problems (Huang, & Soman, 2013). 

However, some authors have warned the limitations of using gamified systems in learning social 

science due to the lack of enough empirical evidence to confirm its benefits. Educational 

gamification reinforces the learning of immersive formative experiences (Huang & Soman, 

2013). Learners show greater motivation and dedication in educational contexts. This 

methodology is seen to enhance project-based learning when it actively involves students and 

promotes teamwork. Students will develop individual and collective decision-making skills, 

collaborative attitudes and behaviors, and healthy social habits (Huang & Soman, 2013). 
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Students who practice gamified learning can develop communication, social, and 

technological skills, and they can show higher cognitive processes such as empathy and creative 

thinking when solving problems (De-Marcos et al., 2016). Social problems can be tackled with 

gamified strategies and resources (De-Marcos et al., 2016). Creating action-learning and problem 

solving can make a connection with the real world in educational settings. Gamification can be 

used as a strategy to strengthen the positive attitudes of participants, and as a tool to train them to 

think critically about a social problem (De-Marcos et al., 2016). In one study, the use of gamified 

learning aimed at reducing social problems such as gender inequality where the results showed 

useful strategies in generating changes and learning social science content (Ortega Sánchez & 

Gómez Trigueros, 2019).   

 

Researchers appreciate gaming for motivating people in learning experiences to keep 

them healthy, engaged, and goal-oriented (Ortega Sánchez & Gómez Trigueros, 2019). To 

design a gamified educational experience, game design elements, and gamefic experiences 

should be considered. Gamification has been adopted to support learning in different contexts to 

address relevant attitudes, activities, and behaviors (Ortega Sánchez & Gómez Trigueros, 2019). 

Adding elements to a game experience will create an immersive experience (Jennett, C. et al., 

2008). Learners will be engaged in a productive learning experience and more likely will 

desirably change their behavior. Gamification is not just a technology but a methodology that 

educational systems and organizations can adopt, and It can also be viewed as an effective 

behavioral design trend that can be applied to different areas, including education (Deterding, S. 

et al., 2013). 

 

According to Robson, K. et al. (2019), the gamification process has three different 

categories: dynamics, mechanism, and components. Dynamics includes emotions, narratives, 

constraints, progression, and relationship, where mechanics includes elements that move the 

action forward: challenges, chance, competition, cooperation, feedback, resource acquisition, and 

rewards (Robson et al., 2015). The last category in gamification scenarios is components, at the 

basic level and hold the first two categories together (Robson et al., 2015). A study on the impact 

of gamification on different demographic groups, found that game mechanics in virtual learning 

environments did not have much effect on motivation and performance on female learners 

(Pedro, L. Z. et al., 2015). The women's experience showed a greater effect when the 
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gamification included social aspects as opposed to men, who showed higher performance when 

there is competition (Koivisto & Hamari, 2014). 

 

Playful Leadership  

Game design in education is adopted to make non-game activities more enjoyable and 

motivational. Games can produce greater engagement for students, the use of gamification for 

learning is not just determined by measuring performance. Performance can be influenced by 

other factors as ability, prior knowledge, and quality of instructions (Dichev & Dicheva, 2017). 

Although motivation is what makes students want to learn and achieve something, yet it’s 

important to measure motivation and how gamification influences learners to consequently 

improve and engage. A user-centered approach is suggested to be used to design the appropriate 

gamified learning experience to reach a desirable outcome. 

 

Leadership in Educational Games 

Educational leadership can support virtual and physical environments. Leadership skills 

in-game environments can improve the learners’ skills and improve their social interactions 

(Freitas, S. & Routledge, H. 2013). Leadership and soft skills development were utilized in early 

training game environments (Zyda, 2005). Freitas, S. & Routledge, H. (2013) argue that 

leadership and soft skills need to be taught differently from hard skills. A study on gamers found 

that 74% of the participants aged 16-19 have played entertainment games in their spare time; and 

75% of the female players selected adventure games which included leadership skills 

(International Software Federation of Europe, 2010). Today, there is a shift of emphasis on 

educational games and the capabilities of learning with games. According to Dondlinger, M. J. 

(2007), games are considered the perfect environment to teach soft skills and allow players to 

communicate and negotiate important skills for problem-solving and leadership; therefore, there 

is a huge shift in pedagogy towards a more game-based approach. In a game experience, players 

can transfer leadership skills and a range of other skills outside the game (Jang & Ryu, 2011), 

which makes education practiced in-game environments more effective than traditional learning 

methods. 

 

Gamification can be used as a tool to motivate students to learn a subject that might be 

hard to understand (Hamada, R. et al., 2019). The approach encourages students to be motivated 
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to exchange their ideas. A study shows that age is not a major factor when it comes to a gamified 

learning experience, and both kids and adults can enjoy learning (Hamada, R. et al., 2019). 

Gamification and game-based learning are different. Gamification is used in different aspects to 

increase engagement, while game-based learning is only used for education. Structural and 

content gamification are two main groups of gamification. Structural gamification is when game 

elements are applied to an educational context (Kapp, 2012). The second type is content 

gamification, and it’s when the content is altered to make it more game-like experience (Kapp, 

2012). Two types of academic motivation discussed by researchers are intrinsic and extrinsic 

motivation (Ayub, N., 2010). Intrinsic motivation develops when the student is motivated to 

engage in learning and can enjoy it, while extrinsic motivation happens when the student is 

motivated to make an action through external factors (Ayub, N., 2010). Structural gamification 

can be less motivating when the learner is focused on getting rewards rather than performing the 

activity, whereas, in content gamification, internal motivation can be increased when the game 

elements are meaningful to the learner (Nicholson, S., 2015). 

 

Learning through gamification can improve the quality of learning by positively 

impacting the learning and teaching experience of any subject (Kiryakova, G. et al., 2014), and 

learners can develop powerful emotions within their game learning experience because of the 

higher levels of engagement and motivation compared to a classroom setting. During a game 

experience, students can engage socially to discuss challenges and problems they are facing 

through speaking, listening, and actively exploring options (Kiryakova, G. et al., 2014). The 

experience is useful for students who are not comfortable speaking publicly, where they will be 

able to express themselves. The self-learning context is a great opportunity to give students 

ownership of their learning. And if students fail, they can always try again without developing 

negative feelings. Within a gamified learning experience, students will be able to receive 

immediate feedback based on their performance and interaction.   

 

Developing education in the digital world is fundamental today, given that students are 

imposed by the new culture of technology. The majority of the population nowadays are forced 

to adjust to the new realities of life under COVID-19, where both learners and teachers are 

involved in digital learning. The COVID-19 pandemic is forcing schools and learning 

professionals to shift rapidly from in-person to online learning. Gamifying a learning experience 
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can be an innovative strategy for possible online tools and resources. For this reason, this project 

will use this knowledge in developing an educational game within the context of leadership skills 

for adolescent girls. The game will support girls to foster leadership during this transitional phase 

of growth. A leadership guide might not solve everything they might go through, but what counts 

is that it is immediate and at once effective. 

 

In any education process, it’s important to consider that there are barriers when adopting 

gamification in learning including lack of resources, time restriction, and teaching activities 

(Sánchez-Mena & Martí-Parreño, 2017). The lean gamification process is promising to 

overcome the gaming challenges by including activities the students can engage in (Pereira, 

Oliveira, Vieira, Lima, & Paes, 2018). The student should understand the importance to perform 

in learning activities. They also should be aware of the necessity to perform in these activities 

and decide not to skip or postpone them. Students will be aware of how necessary those learning 

activities are by which it might increase their performance probability. Making learning activities 

more salient will increase the probability to perform an activity at a certain time, and as a result, 

will have a positive influence on academic performance (John, T. et al., 2017).  

 

Designing a learning gamified experience on topics related to adolescent girls will help to 

raise the profile of female adolescent challenges. The goal is to make young females aware of 

their adolescence to a wide range of social concerns. There are many timeless questions on how 

young women should cope with the changes of puberty, and how social factors might affect it. 

For the past decade or more, social media has significantly changed youth culture and issues, is 

the major mean of communication in developing their knowledge. The game is not giving 

biological changes the central place discussing the transition from child to adult, instead, there 

are complex changes that happen during adolescence and include psychological and social 

developments, which can be different from one culture to another. Education enables young 

people to develop adolescent knowledge and skills and is likely to be most effective if included 

common major issues and practices of the target audience. The game should consider how 

leadership education fits into the biological, psychological, and social aspects of adolescent 

development. It is the right way to expand knowledge and cognitive skills that allow young 

women to evaluate their points of view. 
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Everyone can develop their capacity to practice leadership if they choose to (Wheatley, 

M. J., 2017). Female learners will be empowered and supported by leadership educators to 

engage in critical self-reflection. They will be guided through leadership models to work 

collaboratively with others to engage in positive social change. The game will explore 

opportunities to advance leadership development, to get young women to engage in leadership. 

Research on young adults suggests the importance of gender roles for life experience and 

development (Schuh, S. C., et.al, 2014). Exploring gender mediates one’s development, and 

leadership education can play a huge role in helping young girls understand the role they play in 

their leadership journey. 
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Methodology 

 

Action Research Methodology 

To fulfill the aim of developing an educational game within the context of leadership 

skills for adolescent girls, the project adhered to the action research methodology. Action 

research or research design consists of three recurring stages: inquiry, action, and reflection 

(Kemmis and McTaggart, 2013). The knowledge and understanding of social action are 

improving, and reflection on actions leads to new areas of inquiry (Greenwood and Levin, 2003, 

p 149). Because of the diverse societal influence and nature of relationships experienced by 

adolescents, the focus of the game is not to talk about sexual attitudes and practices that happen 

in adolescence. Although everybody’s social media experience is unique, adolescents tend to 

encounter similar personality types online; however, they are greatly affected by their family, 

community, or personal characteristics which can’t be universal. A list of heritable factors, ethnic 

differences, weight, environmental pollutants, and stress are triggers or disruptors to the onset of 

puberty. Hormone changes at adolescence are associated with different social behaviors, which 

can be negative such as risk-taking, and other positive behaviors such as cognitive functioning 

(Steinberg, 2008). 

 

Problem Identification and Inquiry  

In this inquiry stage, the problem is identified. Research is used to provide accurate 

knowledge of the nature of adolescent girls’ development and common challenges. This 

information will also be used as a baseline set of data to help assess the proposed project and the 

future consequences of the action research process (Mackenzie et al., 2012). To develop 

leadership for young women, it is important to promote an inclusive approach to leadership and 

encourage students to share their challenges and identify their limitations (Hopkins, M. & 

O’Neil, D. 2015). Students will examine issues of power, privilege, and oppression to learn 

about social justice. Leadership educators believe that leadership identity is developed over one’s 

lifespan (Murphy & Johnson, 2011); with that being said, it is important to start leadership 

education when young women are developing biologically, psychologically, and socially. 

Systemic genders and sexism play an important role in how we view leadership with our 

societies (Haber‐Curran & Tillapaugh, 2017). Accordingly, it is the responsibility of a leadership 

program to help students understand and unpack how this can be problematic and dangerous. 
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Promoting leadership in education would play a role in bridging the gender gap between men 

and women. The set of scenarios inside the game was decided as part of the action research. As 

adolescent issues arise and the decision-making process becomes more complicated, the aim is to 

solve real-life problems to help adolescent girls gain self-knowledge and find authentic sources 

of leadership. 

 

Action and Design Development 

The learning intervention developed and described in this research is a serious game, in 

which education is the primary goal, rather than entertainment (Michael & Chen, 2006). 

Gamifying a transformative educational experience is a great method to create a connection 

between students (Domínguez et. al, 2013). Educators have the potential to offer an engaging 

experience to students and learners and to reinforce messages that analyze hidden messages in 

our society. The game will engage students in self-work to challenge their assumptions, 

expectations, and limitations. Young women will understand that leadership is not a labeled 

practice and is available to everyone. It will shift the mental models of what leadership looks 

like, and students will find their voice and engagement is meaningful within their communities 

regardless of their gender. Being part of a group of like-minded individuals will help students to 

better understand the lived experiences of other people. As a result, girls and young women will 

be prepared for their future careers and leadership aspirations. A significant challenge in this 

context is to remove the barriers between a leadership mentor and someone who is exercising 

leadership towards a change or an adaptive challenge. The game will be designed to address 

young female-specific issues, teach them how to speak with a strong voice, allow them to talk 

about their experience with biases, and practice body language, tone, volume, and word choice, 

to help them to confidently advocate their ideas. Young girls will feel engaged to talk to like-

minded girls in a supportive, judgment-free zone, and will develop positive self-esteem and 

confidence. The focus of the game is not the end goal of obtaining a high-level position for 

young women, but rather to build deep and meaningful leadership skills that will positively add 

to their future. Additionally, leadership education will build responsibility and accountability in 

young women and will ignite ownership in their projects and initiatives. Along with promoting 

leadership skills and engagement, role models and guidance will take part in their leadership 

development. 
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The designed game is an educational learning module where students demonstrate 

leadership knowledge. It builds self-knowledge and resilience through the creation of a set of 

cards. To design the cards, life experiences, major studies on adolescent development and 

leadership skills were involved to improve the learning experience of adolescent girls. During the 

design process, a look at recent studies that revealed the challenges young women are facing 

today was helpful to decide the leadership skills that will be discussed in the game. Over time, 

the content for 60 Leadership Cards, 60 Wall of Fame Cards, A Leadership Guide, and a Game 

Manual was written. Leadership Cards are based on real-life challenges that an adolescent girl 

might go through. A set of scenarios provide the player with key topics around family, friends, 

religion, and self. A sample of the cards developed is presented in (Figure B13).  Wall of Fame 

Cards is based on real women, who knew what it takes to achieve real success. The examples of 

inspiring women will surely have something to resonate with each girl (Yancey et al., 2002), 

their qualities can demonstrate a leadership mindset such as perseverance, courage, commitment, 

and determination. (Figure B95) lists some of the Wall of Fame cards. The Leadership Guide 

discusses what’s most urgently needed to contain a situation until more substantial help can be 

called for. When it comes to decision-making, there is no right or wrong answer; however, the 

guide acts as an essential tool to develop leadership skills. The Game Directory is written to 

introduce adolescent girls to six leadership skills, their meaning, and what approaches they can 

take to reach a decision. They will be introduced to different empires and historical characters 

illustrated and written, (Figure B22-B27), and Figure (B61-94) present the Game Directory and 

the Leadership Guide. 

 

Prototype 

Young Leaders Young Women is a game designed specifically for adolescent girls, to get 

the very best out of their adolescence. The game is designed for girls who are ten years and 

above and can be played solo, in pairs, or a group of six, (Figure B7). The game is played on a 

board; (Figure B15), with dice and cards. And it invites girls to ask one another a series of 

challenging scenarios that might happen during adolescence. The more honestly and clearly, they 

respond, the more they learn about themselves. The winner of the game is the person who best 

demonstrates true leadership characteristics and can accept and think non-defensively about 

themselves. Although a player is unlikely to face all of the game’s challenges in real-life, being 

able to rehearse a response in a safe and controlled environment can help build confidence and 
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resilience. This guide is a collection of what leadership mentors might say to young girls if they 

were beside them in a crisis.  

 

In its first volume, Young Leaders Young Women will discuss six leadership skills: 

courage, belief, communication, confidence, resilience, and change (Figure B27). The player will 

be traveling to different historical empires on the board while reading challenging questions. 

Each historical empire will represent a different leadership skill, and a different color will 

distinguish each group, (Figure B19). The player must roll the dice to transition between the 

cards. Each card will present a different leadership approach that the player should use as well as 

personal knowledge. The game box will provide an Answer Sheet Booklet to write the answers 

(Figure B59). The girls will be able to remember and explain the decision she made. The rules 

are pretty simple and straightforward. The player starts by rolling the dice, and the color shown 

on the dice will determine the leadership skill and empire to play. Each player who answers three 

questions of three different leadership approaches should pick a card from the Wall of Fame 

cards, (Figure B95). When the game is played in a group, the girls can discuss their ideas, 

decisions, and characters together.  

 

The first step in getting a game off the ground is to create a physical concept, to provide 

enough detailed information and make sure everything works properly. Later, to execute the 

project and construct the game elements, I used Adobe Creative Suite for creating the brand 

logo, board design, characters, and empire maps. Adobe Illustrator was used to creating most of 

the graphics, in addition to a photorealistic image of the game rendered using Adobe Dimension. 

A description of all the software that has been used throughout the project is discussed in (Table 

A1). During the design phase, research was done on historic empires and characters who also 

symbolize different leadership approaches in the game. (Figure B23-26).  

 

The next step is to choose leadership skills that fit the purpose. The goal is to give girls 

the ability to make things happen, instill confidence, and help them solve problems creatively. 

The six leadership skills are essential for young girls to develop leadership. Courage, girls are 

introduced to the basic step in making a decision. Belief, girls should learn to practice their trust 

and faith in their decisions regardless of the faced challenges along the way. Communication; 

one of the most important leadership soft skills where girls will send significant messages to 
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others and share knowledge when needed. Confidence, girls will learn to make strong decisions 

and have a positive attitude regardless of the consequences. During the journey, girls could face 

failures, but it’s an opportunity to see it as a temporary setback that they will recover quickly and 

that is; Resilience. The sixth leadership skill is Change; the time of growth that enables young 

girls to inspire, influence actions, and respond with vision. For simplicity, an initialism for the 

six leadership skills is CBC-CRC, formed from the first letters of each of the leadership skills. 

 

Considering the limitations of showcasing the physical board game prototype, due to 

COVID-19, the game will be available to order online. The game website will include all the 

information that will help adolescent girls know what the game offers and will be a useful source 

for educational organizations that would like to include the game in their in-school or outside-

school curriculum. The viewer will be able to discover the world of leadership and the challenges 

of adolescent girls. The website will be linked to a YouTube Channel, which will consist of brief 

videos explaining more about the game. The initial videos cover young women’s real-life 

challenges, an illustration on adolescence development, and how to play Young Leaders Young 

Women board game. 

 

Each video lasts less than ten minutes in duration and consists of information related to 

the game, the videos are narrated throughout, with subtitles available in English. Custom 

illustrations, created to explain adolescence in girls, added to an animated video and Instagram 

posts and designed using Adobe Fresco, (Figure E1) and (Figure G2). All the videos were edited 

using Adobe Premiere and iMovie software (Figure E1) and (Figure D1). 
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Conclusion 

 

Today’s young generation convey optimism about using their leadership skills and 

recognizing their need to speak with more confidence. This paper presents a game design method 

to teach leadership to adolescent girls to help them find perspective and resilience in the face of 

life’s challenges. Adolescence can be a challenging experience for girls but learning leadership 

can help them become more confident in the face of adversity. It is important to foster leadership 

during a transitional phase of growth when girls tend to begin their adolescence with a deeply 

unrepresentative experience. Girls grow up inducted into a world of astonishing indifference to 

almost everything they are, they think, they say, or they do. Leadership can train girls to disrupt 

social stereotypes and redefine what it is to be a leader. Introducing leadership to adolescents can 

lead to higher self-esteem and flourishing adulthood. Leadership can teach young women how to 

be more confident of who they are, to speak up when they are asked a bias question, and not to 

focus on how they are perceived. 

 

Implications for Future Research 

The research project brings forth many opportunities for future work, further studies will 

validate the effectiveness of the leadership game on adolescent girls through an interview. A 

sample of players is to be invited voluntarily to take part in semi-structured interviews before 

and after playing Young Leaders Young Women, (Figure B7). The interviews should be 

anonymous to respect the privacy of young girls and provide them with a safe environment to 

express their ideas. To test the usefulness of the project, it is recommended to test the game on 

adolescent girls in different countries and societies. As explained above, the period of 

adolescence brings physical and psychological changes and gender roles become more defined. 

It is important to understand the effect of the game in providing adolescent girls the opportunities 

for acts of leadership. Considering the leadership skills and scenarios, they are tools to cultivate 

young girls for self-reflection and discovery. The main challenge in assessing educational 

leadership is the need to determine whether the act of leadership has influenced girls unless they 

have had a similar scenario. Future studies should explore how young girls are engaging in the 

game. If the game is played in groups, it should explain how girls are connecting. In addition to 

future testing, research should assess how effective is the board game design to a digital game. 
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Implications for Practice & Recommendations Limitations 

The game was planned to be produced and distributed amongst adolescent girls for 

feedback. Because of COVID-19 and time constraints, the game is developed as a digital copy. If 

the game showed success in adolescent girls to explore self-awareness and leadership in making 

decisions, the serious game can be digitalized and offered on platforms. In the future, the board 

game can introduce AR technology. The board game will keep the “hands-on” feature while 

digitalizing some elements of the gameplay. Augmented reality will enhance the game 

experience when young girls are transitioning between the historical empire. The game 

experience may be enhanced by combining the features of a classical board game and a video 

game. To keep a safe interactive environment during the pandemic, girls will be asked to have 

their own handheld devices (such as smartphones) to interact with the board game objects. In 

addition to the expansion of the game leadership skills and scenarios, augmented reality (AR) 

will be added to enrich the gaming experience. Other volumes of the game can be produced to 

include more leadership skills, challenging scenarios, different characters, and empires. Future 

volumes can discuss different and new places, to enable young girls to develop a better 

understanding of the world in which we live. Building knowledge about historical characters that 

took place over the past century can develop a greater sense of insight into cultures for 

adolescent girls. Also, an updated Wall of Fame will be considered, featuring more characters 

who are insignificant because of their commitment. Having an entire set of cards to showcase the 

known and lesser-known women who contributed to a change, is a way to support and encourage 

young girls and make them realize that efforts are recognized. By telling stories of women from 

all backgrounds and careers, young girls will realize that any woman can lead her life and make 

an impact. 

 

A limitation of this study was that I was not able to engage with adolescent girls who can 

try the game and play individually or in groups. The plan was to measure the players’ behaviors 

during and after playing the game. As I did not measure or report the experience due to COVID-

19, I don’t know if the game will improve the leadership and decision-making skills following 

the game playing. This is a limitation for my study and an area for future research.  
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Summary 

There is perhaps no greater priority in childhood than to require an education. But there is 

one unstudied subject that we live through every day, that is leadership. Young leadership 

education is a chance to lead a fulfilled adult life. It depends overwhelmingly on the knowledge 

and engagement with the nature of adolescence. Leadership can help us skirt adult danger and 

guide us to fulfillment. It's the subject that far more than any other subject has the decisive power 

to teach us about ourselves. In this inner journey, girls will learn about six steps to become a 

leader. By the time, girls will understand leadership when they will raise the question of change, 

they will realize that they can control themselves while it's remarkably hard to exert any sort of 

direct control over anyone else. Every leadership quality is a perspective for girls to understand 

and know themselves better. Girls will feel their sense of possibility expand, and a tolerable way 

forward gradually emerge from the present confusion. Like any human whatever their flaws, 

girls deserve to lead their lives and be happy. 

 

Today, young women are leading a change. Women are contributing positively to social 

reforms through social platforms, they are using their capacities to further raise the awareness of 

messages and ideas that are considered “taboo” in some societies and cultures. Young women 

around the world are demanding a change and calling for amendments to provide at-risk girls 

and women with sustainable protection. Let’s take the Middle East and North Africa for 

example, the underage marriage phenomenon, and the increase in violence against women has 

impacted their social security and opportunities in life. Hundreds of women in Egypt speaking 

out about sexual violence against women after a Me-Too hashtag campaign on social media. 

Similarly, the issue of violence against women in Turkey and Arab countries has been under the 

social media spotlight covering the issue of “honor killings”. Behind mobile screens, young 

women have successfully shared their ideas to draw attention to social matters. Today, thousands 

of young women who are running protests for Black Lives Matters are digital natives, which 

might indicate that global movements don’t require centralized leadership structures to push for 

change. Powerful women leadership was also noticeable during the COVID-19 pandemic. 

Jacinda Ardern, the prime minister of New Zealand, lead her country with an emotional approach 

that did not just resonate with her people, but also worked well during the crisis. 
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A significant approach to this game is the immersed learning of leadership skills. The 

game discusses the emergence of technology besides the different challenges young girls can 

face. The leadership cards, in particular, discuss real-life scenarios that can happen anytime 

during adolescence. A sign that girls have graduated in leadership with honors is when at last 

they can accept and think non-defensively about themselves. 

 

“In the future, there will be no female leaders. There will just be leaders.” 

― Sheryl Sandberg, Lean In: Women, Work, and the Will to Lead. 
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