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Executive summary 

 

This document presents Deliverable D5.2 of the SparkleFire project, a 

comprehensive stakeholder and end-user analysis designed to support the 

successful implementation of Work Package 5 (WP5) on Communication, 

Dissemination, and Exploitation. SparkleFire is an innovative European initiative 

that leverages playful learning and game-based methodologies to raise 

awareness and promote behavioral change in the context of wildfire risk 

reduction, with a particular focus on youth and educational communities. 

 

The purpose of this deliverable is to identify, classify, and prioritize the key 

stakeholders and end users of the project, understand their expectations and 

needs, and propose tailored engagement strategies to ensure their active 

involvement throughout the project's lifecycle. The analysis spans a diverse group 

of actors, including schoolchildren, educators, civil protection volunteers, media, 

NGOs, local authorities, and European policymakers, across four European 

biogeographical regions (Atlantic, Mediterranean, Continental, and 

Boreal/Northern). 

 

The methodology applied combines stakeholder mapping with a detailed needs 

assessment and a communication strategy alignment process, resulting in a 

multi-dimensional categorization that informs both the design of the project’s 

educational outputs and the associated dissemination pathways. The 

stakeholder groups were assessed in terms of their level of interest in the project 

and their influence over its outcomes, enabling the definition of engagement 

priorities through a standardized influence-interest matrix. 

 

The deliverable also outlines specific strategies for communication and 

dissemination, focusing on inclusive, accessible, and segmented messaging. 

Visual tools including a stakeholder influence-interest matrix, prioritization pie 

chart, and engagement timeline are presented to aid in strategic planning and 

monitoring. 

 

This analysis establishes a foundational framework for targeted outreach 

activities and collaborative opportunities. It ensures that the project’s tools and 

messages are co-designed, tested, and disseminated in a manner that 

maximizes relevance, usability, and impact. It further serves as a reference point 

for the ongoing evaluation and refinement of stakeholder engagement 

throughout the duration of the SparkleFire project. 
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Introduction 
 

The increasing frequency and severity of wildfires across Europe, exacerbated 

by climate change and land-use transformations, pose a significant threat to 

lives, livelihoods, and ecosystems. In this context, fostering a culture of 

prevention, preparedness, and resilience has become a strategic priority for the 

European Union and its Member States. The SparkleFire project responds to this 

challenge by promoting innovative educational and engagement tools that 

leverage the power of play and game-based learning to raise awareness of 

wildfire risks, especially among younger audiences. 

This deliverable, D5.2 – End Users and Stakeholder Analysis, is a key output of 

Work Package 5, which focuses on Communication, Dissemination, and 

Exploitation. It aims to support the effective design and deployment of 

SparkleFire’s communication tools and serious games by providing a detailed 

understanding of the project’s target audiences. The deliverable also 

contributes to the project’s overarching objectives by ensuring that stakeholder 

engagement is evidence-based, inclusive, and context-sensitive across the four 

biogeographical pilot regions.  

The need for such an analysis arises from the multidisciplinary and cross-sectoral 

nature of the SparkleFire initiative. The project spans educational systems, civil 

protection mechanisms, media landscapes, and community structures. 

Therefore, an integrated approach to stakeholder and end-user mapping is 

essential to ensure that all relevant voices are heard, and that the developed 

tools are co-created with and validated by those who are expected to use 

them. 

In particular, this deliverable supports the following objectives: 

• To identify and classify the key stakeholders and end users relevant to 

the project's activities, tools, and outputs; 

 

• To assess the specific needs, expectations, and constraints of each 

group; 

 

• To prioritize stakeholders in terms of influence and interest, guiding the 

depth and frequency of engagement; 

 

• To provide strategic recommendations for tailored communication, 

dissemination, and co-creation efforts; 

 

• To prepare the ground for future milestones and deliverables related to 

training (Milestone 21), exploitation (D5.3), and long-term impact 

tracking. 

 

The methodology employed combines desk research, consortium knowledge, 

and existing best practices from disaster risk reduction (DRR), education, and 

communication sciences. This deliverable also aligns with the European 
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Commission’s principles on inclusive stakeholder engagement, participatory 

design, and science-society interaction. 

Overall, Deliverable D5.2 lays the groundwork for a structured, transparent, and 

meaningful dialogue with all stakeholders involved in or impacted by wildfire 

risk and management, ensuring that SparkleFire’s outcomes are not only 

technically sound but also socially relevant and widely adopted. 

1. Methodology  

 

The methodological approach adopted for Deliverable D5.2 was designed to 

ensure a comprehensive, inclusive, and practical understanding of the diverse 

stakeholders and end users that the SparkleFire project intends to reach. The 

stakeholder and end-user analysis was carried out through a four-stage 

process, combining qualitative insights, project partner expertise, and 

alignment with established frameworks in communication, disaster risk 

reduction (DRR), and educational design. 

1.1 Stakeholder Mapping 

The first step involved mapping the universe of stakeholders potentially involved 

in or affected by the SparkleFire project. This was done by: 

• Identifying actors directly or indirectly connected to wildfire awareness, 

education, communication, and response. 

• Reviewing stakeholder profiles from prior EU projects in similar domains 

(e.g., FIRE-IN, FIRELOGUE, RESIST, CLIMATE ADAPT, EDU-GAMES). 

• Leveraging the knowledge of consortium partners, particularly those with 

experience in formal and non-formal education, civil protection, and 

community-based engagement. 

 

The resulting stakeholder map distinguishes between primary end users (who 

will directly use or be impacted by SparkleFire tools) and secondary 

stakeholders (who influence or support dissemination, adoption, or policy 

relevance). 

 

1.2 Categorization and Profiling 

Each identified stakeholder group was categorized according to: 

• Type of stakeholder (individual, institution, organization, network) 

• Sector of activity (education, civil protection, policy, media, technology, 

civil society) 

• Geographical relevance (EU-wide, national, regional, local; and 

biogeographical pilot regions) 

• Level of engagement (core user, multiplier, expert, amplifier) 

 

Profiles were then developed for each category, describing their motivations, 

pain points, communication channels, and typical barriers to engagement in 

DRR initiatives. 
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1.3 Needs and Constraints Assessment 

A qualitative needs assessment was conducted to better understand: 

• The knowledge and attitudes of stakeholders toward wildfire risks. 

• The types of content and formats that are most useful or accessible to each 

group. 

• Language, technological, and cognitive barriers to engagement. 

• Preferred channels and contexts for interaction (e.g. schools, social media, 

field exercises, etc.) 

 

This assessment was supported by discussions during consortium meetings, WP 

leader interviews, and analysis of target audience reports from recent wildfire 

campaigns and educational programs. 

 

1.4 Prioritization and Strategy Alignment 

To inform resource allocation and communication planning, the stakeholder 

groups were positioned within a 2x2 influence-interest matrix. This tool allows the 

consortium to distinguish between those who require intensive engagement 

("manage closely") and those who may be involved more passively ("monitor"). 

Each quadrant of the matrix corresponds to an engagement strategy: 

• High Influence / High Interest → Strategic co-creation and sustained 

collaboration 

• High Influence / Low Interest → Persuasive advocacy and early 

engagement 

• Low Influence / High Interest → Informative and participatory engagement 

• Low Influence / Low Interest → Occasional monitoring and updates 

 

This prioritization was then cross-checked with WP5 communication objectives and 

adjusted based on partner inputs. Visual tools (matrix, pie chart, timeline) were 

developed to support implementation and monitoring of the strategies. 

 

2. Stakeholder Categories and Profiles 

 

The stakeholders and end users identified in the SparkleFire project span a diverse 

ecosystem of actors operating across sectors and levels — from local 

schoolchildren to national policymakers. To ensure coherent planning and tailored 

communication, these stakeholders have been organized into two major groups: 

• Primary End Users: individuals or groups who are the main beneficiaries or 

direct users of the SparkleFire tools and activities. 

• Secondary Stakeholders: actors who influence, support, or amplify the 

reach and legitimacy of the project’s outputs, though they may not use 

them directly. 

For each group, the project consortium has defined roles, expectations, preferred 

engagement methods, and examples of concrete actions. 
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2.1 Primary End Users 

These are the direct users of the serious games, learning tools, and dissemination 

materials produced by SparkleFire. Their engagement is essential to validate the 

tools’ usability, effectiveness, and cultural relevance. 

 

Category Examples Needs and 

Expectations 

Proposed 

Engagement 

Strategy 

Schoolchildren Pupils aged 8–18 in 

Portugal, Spain, The 

Netherlands and 

Finland 

Fun, accessible games; 

engaging visuals; clear 

learning outcomes 

Co-creation of 

board games and 

Minecraft MODs; 

in-school pilots 

Teachers / 

Educators 

Primary and 

secondary school 

teachers; informal 

educators 

Curriculum integration; 

pedagogical resources; 

classroom-friendly 

formats 

Online training, 

printable guides, 

co-design 

workshops 

Volunteers VOST, Red Cross 

youth, civil 

protection 

volunteers 

Tools for community 

awareness; recognition 

of role; opportunities for 

engagement 

Field testing of 

materials; 

community 

awareness 

campaigns 

General Public Tourists, rural 

residents, parents of 

schoolchildren 

Practical information on 

fire prevention and 

preparedness; clarity of 

messages 

Public awareness 

campaigns; digital 

platforms; social 

media 

Professional 

Users 

Firefighters, civil 

protection staff, 

municipal officers 

Serious games with 

training potential; 

support for community 

engagement; scalable 

formats 

Seminars, hands-on 

testing, knowledge 

transfer events 

 

2.2 Secondary Stakeholders 

These actors do not directly use the educational tools but are critical for 

validation, dissemination, and policy impact. 
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Category Examples Role and Influence Proposed 

Engagement 

Strategy 

Policy 

Makers 

Municipal leaders; 

DG ECHO; national 

civil protection 

authorities 

Enable institutional support; 

ensure policy alignment; 

provide long-term 

sustainability 

Briefings, 

strategic 

workshops, 

involvement in 

exploitation plan 

Media Journalists, 

broadcasters, 

science 

communicators 

Disseminate results to wider 

audiences; shape public 

discourse 

Press kits, 

storytelling 

content, 

involvement in 

events 

Game 

Developers 

Indie studios, 

educational tech 

startups 

Ensure interoperability and 

scaling; explore 

commercial/exploitative 

opportunities 

Hackathons, joint 

design sprints, 

participation in 

WP5 demos 

NGOs / 

Associations 

Youth 

organizations, 

environmental 

NGOs, science 

outreach NGOs 

Act as multipliers; ensure 

inclusion of 

underrepresented voices 

Collaboration 

agreements, field 

pilots, co-hosted 

activities 

 

2.3 Biogeographical Specificity 

Given SparkleFire’s focus on four distinct biogeographical regions, the stakeholder 

engagement strategy is adapted accordingly. This allows the project to account 

for ecological, cultural, and risk-based variations in stakeholder profiles. 

Biogeographical 

Region 

Country Relevant Stakeholder Characteristics 

Mediterranean Portugal, 

Spain 

High wildfire exposure; strong civil protection 

culture; active volunteer base; decentralized 

education 

Atlantic Northern 

Portugal 

High rainfall but occasional high-risk summers; 

moderate awareness levels 
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Biogeographical 

Region 

Country Relevant Stakeholder Characteristics 

Continental The 

Netherlands 

Low awareness and preparedness; rural-urban 

interface issues; opportunities for cross-sectoral 

learning 

Boreal Finland Relatively low wildfire frequency; opportunity to 

raise awareness early; emphasis on digital tools 

 

3 . Stakeholder Needs Analysis 

 

To effectively reach and engage its diverse end users and stakeholders, the 

SparkleFire project conducted a qualitative needs analysis focused on identifying 

the specific expectations, challenges, and preferred modes of interaction for 

each group. This analysis is grounded in previous EU-funded projects, partner 

expertise, regional consultations, and observations from stakeholder practices in 

disaster risk reduction (DRR), civil protection, and education. 

The needs analysis not only supports the design of project tools and 

communication materials but also ensures ethical and inclusive engagement 

throughout the project lifecycle. 

 

3.1 Schoolchildren 

Needs: 

• Interactive, fun, and visually stimulating content 

• Clear instructions and intuitive game mechanics 

• Safe, inclusive spaces for participation 

• Recognition of their agency as learners and climate-aware citizens 

 

Constraints: 

• Cognitive and attention span limitations vary by age 

• Language and literacy barriers in some rural/underserved areas 

• Dependence on schools and guardians for access to tools 

 

Preferred Formats: 

• Board games with storytelling and cooperation mechanics 

• Minecraft MODs with localized scenarios 

• In-class play sessions with teacher support 
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3.2 Teachers and Educators 

Needs: 

• Alignment with national curricula and learning outcomes 

• Easy-to-implement resources requiring minimal prep time 

• Validated pedagogical value 

• Support materials (e.g., lesson plans, guides, evaluation rubrics) 

 

Constraints: 

• Time and workload pressures 

• Lack of DRR expertise or confidence in teaching fire-related topics 

• Institutional resistance to new tools without accreditation 

 

Preferred Formats: 

• Printable teaching kits and workbooks 

• Digital assets ready for classroom projection 

• Online workshops or recorded webinars for professional development 

 

3.3 Volunteers and Civil Protection Actors 

Needs: 

• Serious games that simulate decision-making in fire scenarios 

• Tools that can be used in community outreach and local schools 

• Recognition of their contribution to awareness raising 

• Materials that connect knowledge to real-life action 

 

Constraints: 

• Limited time and financial resources 

• Volunteer burnout or turnover 

• Regional variation in technical capacity 

 

Preferred Formats: 

• Hands-on role-playing activities (e.g. tabletop exercises) 

• Portable card games for field use 

• Scenarios that reflect their local environment 

 

3.4 General Public 

Needs: 

• Basic understanding of wildfire risk, prevention, and safety 

• Reassurance and empowerment, not fear 

• Culturally and linguistically adapted messages 

• Motivation for behavioural change 

 

Constraints: 

• Information fatigue and distrust in institutions 

• Rural/urban divide in access to information 

• Socioeconomic factors affecting attention to climate risks 
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Preferred Formats: 

• Short videos, reels, or stories on social media 

• Illustrated flyers or posters in public spaces 

• Integration with festivals, museums, or community events 

 

3.5 Practitioners  

Needs: 

• Training tools that can be used in drills or preparedness workshops 

• Game-based exercises to engage community groups 

• Technical credibility of the tools 

• Local adaptability and institutional visibility 

 

Constraints: 

• Preference for formal procedures over informal games 

• Regulatory restrictions in some contexts 

• Inter-agency coordination challenges 

 

Preferred Formats: 

• Serious games with structured decision-making simulations 

• Printable facilitator guides 

• Case studies with risk-reduction best practices 

 

3.6 Secondary Stakeholders 

Stakeholder Needs Constraints Engagement 

Recommendations 

Policy 

Makers 

Evidence of impact; 

alignment with EU 

strategies; 

institutional value 

Limited time; 

political agendas; 

timing of 

elections 

Policy briefs; strategic 

meetings; quotes in 

success stories 

Media High-impact visuals; 

human interest 

stories; expert access 

Low science 

literacy; tight 

deadlines 

Pre-packaged content; 

open press days; social 

media shareables 

Game 

Developers 

Clarity on technical 

specs and licensing; 

access to testbeds 

Profit models may 

not align with 

nonprofit goals 

Open-source 

collaborations; demo 

events; hackathons 

NGOs / 

CSOs 

Resources for 

outreach; 

community 

validation; 

multilingual access 

Limited capacity; 

donor-driven 

agendas 

Joint dissemination 

campaigns; involvement in 

piloting 
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This needs analysis will be revisited throughout the project to ensure ongoing 

responsiveness and adaptation. It directly informs WP5 tasks and feeds into 

training development (M21), exploitation planning (D5.3), and pilot 

implementation (WP2). 

4. Engagement and Communication Recommendations 

 

Building on the stakeholder identification and needs analysis, this chapter outlines 

strategic recommendations to guide all communication and engagement efforts 

throughout the SparkleFire project. These recommendations ensure that tools, 

messages, and outreach formats are inclusive, accessible, and tailored to the 

specific profiles of the project's diverse audiences. 

 

The strategies below are designed to support the successful implementation of 

Work Package 5 (Communication, Dissemination, and Exploitation), and ensure 

synergies with WP2 (Game Design and Development), WP3 (Educational 

Methodologies), and WP4 (Pilots and Co-Creation). 

 

4.1 Segmented Messaging 

One-size-fits-all communication is ineffective in a multi-actor, multi-country project 

like SparkleFire. Instead, the project will adopt a segmented messaging approach, 

tailoring both content and format to each stakeholder category. This includes: 

• Age-appropriate and visually engaging materials for children and youth 

• Curriculum-aligned messages and tools for educators 

• Technical and scenario-based language for civil protection professionals 

• Empowering and community-focused narratives for the general public 

• Policy-relevant framing for institutional actors 

 

Messaging should also consider cultural and linguistic diversity, and avoid 

technical jargon or alarmist tones unless contextually justified. 

 

4.2 Inclusive and Accessible Design 

All materials and tools will be developed following the principles of universal 

design and inclusivity, ensuring access across socio-economic, linguistic, and 

ability-related lines. Key practices include: 

• Use of plain language and visual storytelling 

• Multilingual assets for all pilot regions (Portuguese, Spanish, Dutch, Finnish, 

and English as default) 

• Attention to colour contrast, legibility, and usability in digital tools 

• Gender-sensitive and culturally appropriate imagery 

• Options for offline access in schools or rural areas 

Accessibility will also be monitored during the pilot phases to iteratively improve 

based on real-world use. 
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4.3 Multi-Channel Approach 

To maximize reach and participation, SparkleFire will deploy its communication 

activities across multiple channels, both digital and physical: 

• Online: Project website, social media channels, newsletters, press releases 

• Offline: Educational kits, events in schools, community games, printed 

materials 

• Hybrid: Webinars, online training with downloadable resources 

The selected mix will be adapted to each stakeholder and biogeographical 

region. Social media campaigns will be planned around key wildfire risk periods 

and educational calendars. 

 

4.4 Feedback Loops and Co-Creation 

SparkleFire emphasizes continuous engagement, not just dissemination. 

Stakeholders are invited to co-create and co-test the tools, ensuring mutual 

learning and relevance. This includes: 

• Feedback forms integrated into board games and digital tools 

• Structured pilot workshops with teachers and civil protection actors 

• Surveys and interviews during implementation phases 

• Youth-led storytelling or communication campaigns 

• Involvement of volunteers and local communities in design iterations 

 

This participatory model also increases ownership and boosts the project's long-

term sustainability. 

 

4.5 Cross-Sectoral Collaborations 

SparkleFire will leverage partnerships and synergies with other projects, institutions, 

and networks: 

• VOST Europe, educational authorities, and civil protection agencies in all 

pilot regions 

• Schools, museums, libraries, and youth associations as local hosts for events 

• Game developers and digital education actors for design input and 

exploitation 

• Other EU-funded initiatives for sharing good practices and interoperability 

 

Such collaborations enhance the visibility, credibility, and uptake potential of 

SparkleFire outputs. 

 

These engagement principles will guide the implementation of WP5 and be 

revisited during the project’s duration, for example in WP2’s deliverable D2.2 - 

Educational Objectives and Game Content Report. A dynamic communication 

strategy will ensure responsiveness to stakeholder feedback and evolving project 

conditions. 
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5. Stakeholder Mapping  
The SparkleFire project uses a structured stakeholder mapping methodology to 

identify, categorize, and prioritize its target audiences based on two critical 

dimensions: influence over project outcomes, and interest in the project’s themes 

and outputs. 

 

Stakeholders were classified into four distinct categories to guide engagement 

strategies: 

• High Influence / High Interest – Manage Closely 

These stakeholders are crucial to the project’s success and must be actively 

involved in planning, piloting, and co-creation. This includes teachers, civil 

protection authorities, youth networks, and local institutional actors. 

• High Influence / Low Interest – Keep Satisfied 

Typically includes national and EU-level policymakers or institutional actors 

who may not be directly involved in project activities but hold strategic 

relevance. They require targeted, high-value updates aligned with their 

policy agendas. 

• Low Influence / High Interest – Keep Informed 

Includes students, youth volunteers, and community educators. These 

actors are keenly engaged but lack institutional decision-making power. 

Communication should be regular, accessible, and empowering. 

• Low Influence / Low Interest – Monitor 

Peripheral stakeholders or entities that may become relevant in later 

phases or indirectly benefit from open-access materials. They are 

monitored but not prioritized for intensive engagement. 

 

This classification supports WP5 in allocating time, tools, and resources effectively 

and remains adaptable throughout the project as relationships evolve and new 

actors become engaged. 

6. Stakeholder Prioritization for Engagement Strategy 

 

Building upon the stakeholder map, the project further refined its outreach 

strategy by quantifying the engagement focus allocated to each group. This 

prioritization was informed by three criteria: 

 

1. Strategic Relevance – Alignment with SparkleFire’s mission, including the 

potential to scale, replicate, or validate tools; 

2. Engagement Feasibility – Willingness and capacity to participate 

meaningfully in co-creation and testing phases; 

3. Impact Potential – Ability to catalyze behavior change, disseminate 

knowledge, and promote long-term adoption. 

 

 

Stakeholders were ranked according to these criteria, resulting in the following 

prioritization: 
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• Educators and Schoolchildren: Represent the largest focus area, reflecting 

the project’s educational mandate and its aim to embed wildfire 

awareness in formal learning systems. 

• Civil Protection Actors and Volunteers: Prioritized for their technical input, 

operational insights, and community outreach capacity. 

• General Public and Families: Engaged through accessible, low-threshold 

materials, particularly during public campaigns and pilot phases. 

• Policy Makers and Institutional Stakeholders: Although smaller in number, 

they receive high-leverage attention through targeted communication 

and policy-oriented materials. 

• Media and Game Developers: Serve as amplification agents and technical 

partners; engaged through open content packages, demo events, and 

collaborative pilots. 

 

This prioritization guides the frequency of contact, depth of involvement, and 

format of materials produced for each group, and will be reviewed during WP5 

progress evaluations. 

7. Stakeholder Engagement Timeline and Phasing 

 

To synchronize outreach with project milestones and external conditions (such as 

school calendars, wildfire seasons, and funding cycles), SparkleFire developed a 

phased stakeholder engagement plan spanning the project’s full 24 months. 

 

Phase 1 – Mapping and Mobilization (Months 1–6) 

• Identification and categorization of stakeholder groups 

• Establishment of contact networks in all pilot regions 

• Initial outreach to schools, educators, and civil protection authorities 

• Launch of digital communication channels 

 

Phase 2 – Co-Creation and Early Testing (Months 7–12) 

• Engagement of teachers, volunteers, and youth in design workshops 

• Release of beta versions of SparkleFire tools (e.g., board game, Minecraft 

MOD) 

• First round of testing in classrooms and community settings 

• Targeted media engagement to build momentum 

 

Phase 3 – Pilots and Expansion (Months 13–20) 

• Full deployment of tools in pilot schools and communities 

• Broader public campaigns and participation events 

• Local exhibitions and storytelling actions 

• Collaboration with national networks and civil protection actors 
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Phase 4 – Evaluation and Exploitation (Months 21–24) 

• Structured interviews and feedback loops with stakeholders 

• Dissemination of final policy briefs and learning materials 

• Final stakeholder events and cross-project networking 

• Capacity-building for long-term adoption and reuse 

 

Engagement Rhythm by Stakeholder Group 

Stakeholder Group Planned Engagement Timing 

Schoolchildren M6–M20, in alignment with school calendars 

Teachers / Educators Continuous, with peaks during M7–M12 and M13–M20 

Volunteers Early activation (M4–M6), sustained through M20 

General Public Peaks around campaigns in M10, M14, and M18 

Policy Makers Strategic briefings in M6, M12, and M22 

Media and Amplifiers Active at every tool launch and public milestone 

 

This timeline provides WP5 and WP2 with a practical planning tool to ensure timely, 

targeted, and resource-efficient engagement with all relevant audiences across 

the project lifecycle. 

 

Conclusion 

 

Deliverable D5.2 represents a foundational milestone in the SparkleFire project’s 

journey toward inclusive, evidence-based, and impactful stakeholder 

engagement. This report has gone beyond surface-level identification to provide 

a nuanced and structured analysis of the individuals, institutions, and networks 

that will shape, use, and amplify SparkleFire’s outputs. 

 

By systematically mapping stakeholders and end users across five countries and 

four distinct biogeographical regions, the project recognizes that wildfire 

awareness and educational strategies must be culturally, ecologically, and 

institutionally adapted. A one-size-fits-all approach would not be fit for purpose. 

Instead, D5.2 ensures that SparkleFire is responsive to local realities while operating 

under a shared European framework. 

 

The deliverable's integrated approach — combining stakeholder categorization, 

needs assessment, influence-interest analysis, engagement prioritization, and a 

sequenced timeline — equips the consortium with operational tools that are 

directly actionable across Work Packages. This means: 

• WP2P Play with Fire can draw on detailed user profiles and needs to shape 

interface design, narrative, and learning mechanics; 
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• WP3 SparKids is supported with pedagogical insight into how teachers and 

youth engage with climate and risk topics; 

• WP4 Scoping Inventory benefits from structured entry points into schools, 

communities, and volunteer networks; 

• WP5 (Communication and Dissemination) has a clear blueprint for whom to 

engage, when, and how — ensuring both reach and resonance. 

 

Beyond technical coordination, this deliverable affirms SparkleFire’s ethical and 

social commitment. In a context of increasing wildfire frequency and social 

fragmentation, the project promotes not just awareness, but agency: enabling 

children to become climate-literate citizens; empowering volunteers as risk 

communicators; equipping educators as catalysts for resilience; and engaging 

policymakers with evidence-based innovation. 

 

Moreover, this deliverable lays the groundwork for legacy and sustainability. 

Stakeholders are not merely recipients of communication — they are co-creators, 

validators, and multipliers of SparkleFire’s value. The trust, knowledge, and 

networks cultivated through this engagement process are essential to the long-

term adoption, adaptation, and scaling of the project’s tools across Europe. 

 

As the project advances, D5.2 will evolve into a living document, revisited and 

refined as pilots unfold, and new actors join the ecosystem. Deliverable D5.2 

provides more than an analytical snapshot — it sets the tone for engagement with 

purpose, ensuring that SparkleFire becomes a shared European platform for 

wildfire resilience education, rooted in diversity, collaboration, and actionable 

knowledge. 

 

 

 

 

 

End of document 


