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In order to facilitate your navigation through this guidebook,
we created several interactive fields which allows you to move
between chapters and parts quickly and easily.
Find here the different interactive objects you can click on.:

The COMP-PASS logo will bring you to the table of contents page.

Each page contains navigation buttons on the right upper
corner. By clicking on the different color circles, you can
move between all the chapter’s main pages.

All the table of contents page is interactive, you can access
the chapters or their subsections by clicking on the headings
and subheadings. The same applies for the subheadings on
each of the chapter’s main pages.

ANNEX
In the description of one activity, click on the name of the
Annex related to this activity to access directly to the annex.
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1.1 Theme and structure

the method

The Intellectual output is a training module that aims at integrating the results of the storytelling in an
educational pathway for youngsters not in education, employment or training (NEET), to support their
empowerment and employability.
Like any educational approach, REAL-E (BBALE in English) is based on principles:
• Benchmarks (bearings)
• Balance (stability)
• Adaptation
• Limits
• Exchanges
The REAL-E method has been developed by Pistes-Solidaires over the last year and got enriched during the
COMP-PASS Project.
These 5 concepts are important for self-knowledge. The REAL-E method is aimed at helping young people:
• To understand how they react depending on situations and why
• To understand what are their influences, which impact their environment has on them (family, friends,
society…)
• To be aware of their own limits (I can/I can’t..) if any
• To know what they need to keep on moving in life
• To understand that a change in any situation is a matter of loss of stability. Which means to get ready to lose
something to gain something other
To know yourself is something that once acquired, is transverse to many life situations and promotes the
development of knowledge-being, living together too. It is not only physical or geographical terms, the
REAL-E method must be based on simple concrete, easy to integrate concepts even if it addresses complex
psychological and psycho-sociological notions. The principle of periphrases is therefore foreseen, this is also
what non formal education is about. The ease of tackling these concepts by youth workers is a key success
factor for IO2.
The principles of the approach are:
1. The use of non-formal methods (experiential learning when possible)
2. The work in small groups to create confidence and benefit from the group (the group as a resource for each
individual)
3. A working approach directly connected to their reality.
The REAL-E method is based on a board game, 40 boxes, 40 cards, 40 steps. It is played with a small group
of young people. Ideally, it should not exceed 6 participants.
The methods is structured in 6 sessions, each built on different activities followed by a moment of evaluation.
This step by step approach stimulates youngsters to go deeper on the topic of the session, bypassing a low
capacity of concentration and keeping youngsters’ attention thanks to the short duration or the artistic /
creative nature of the activities. A comfortable structure, repeated each session, that is reassuring and at the
same time is always proposing new ways of engaging the youngsters by sharing, discussing and imagining.
Sessions SWING between NEEDS (especially unsatisfied needs) and DESIRES, mapping an putting in value what
• I AM
• I CAN
• I WANT
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This model has integrated two important tools: DIGITAL STORY TELLING approaches and technics and COMPPASS e-PORTFOLIO that facilitate self-reflection and creative expression of the youngsters. The REAL-E method
makes the junction between these 3 tools. All together it creates the the COMP-PASS pathway.
The COMP-PASS pathway follows a logical continuation.

THE STRUCTURE OF THE
COMP-PASS PATHWAY
In brief:
- 9 workshops of approximatively 3 hours each
- 6 major themes
- Maximum 6 youngsters involved

SESSION 1
WHAT I KNOW ABOUT MYSELF

SESSION 2
WHAT IDENTIFIES ME

SESSION 3
WHAT DRIVES ME

Acknowledgement of personal
qualities and social skills, social
landmarks (“know yourself”) as
well as group’s confidence.

Identification of the interests,
talents and expertise of everyone
and their ideal project.

Identification of everyone’s
driving forces and values;
familiarisation with the concept
of learning/skills. Adaptation of
the dreams to the realities.

SESSION 4
WHAT STORY I CAN TELL

SESSION 5
WHAT I CAN BRING/
WHAT I HAVE

SESSION 6
WHAT I CAN BE(COME)

Highlight of my success through
digital storytelling and video
tools.

Experimentation
of
digital
storytelling. To highlight to the
skills used/developed in the
story.

Obstacles and levers, skills
ownership through e-portfolio
and fulfilment of the youngster’s
project.

Each workshop is made of 2 to 8 activities, triggered by a dice roll, referring to one of the squares of the game.
They can be approached in a different order since they respect the boxes of the session. 10 min break in the
middle of a half-day session.
Material:
- 40 squares and cards «Snakes and ladders» (identical verso and recto with the game, the question); participants’
cellphone, sticky notes of different shapes and colours + markers + computer(s) + Dixit + dictionary + paper
board + video projector; recorder if required.
- Guidebook on digital storytelling
- Account of COMP-PASS eportfolio
6
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1.2 NEETs,
NEET is a temporary condition that characterizes different kind of youngster, following the specificities of the
different countries.
According to Eurofound, “NEET is a useful concept for attracting attention to young people’s problems and the
multifaceted nature of disadvantage, it captures a very heterogeneous population. Some of its subgroups are
vulnerable and some are not, and it also varies over time”.

NEETs Young people not in employment, education or training: Characteristics, costs and policy responses in Europe, Eurofound ,
Publications Office of the European Union, 2012

Some characteristics of the NEETs we have worked with?
They were native consumers of technology, but often with a poor knowledge about which are and how to use
the opportunities that come from digital tools; personalising meant for them filling pre-ordered spaces with
punctual information and not creating new personal spaces; claiming for recognition from the society without
knowing their own value or expressing it; pretending to be reached without making a single step towards;
seeking utility in any energy investment, conceived as “to be used right now” (in the present); mistrusting
usefulness in any engagement, conceived as “undefined for the moment” (in the future); collecting an
enormous amount of experiences without converting them in abilities; well-educated but not ready to cope
with change (life is made of opportunities, options and choices, so it is a permanent change).
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1.3 REAL-E and active

education

REAL-E as well as the entire COMP-PASS are based on non formal education, active education
The educational approach adopted for the structuring of the interventions is that one from the non-formal
education. Quoting from the definition of UNESCO in 1997 Non Formal Education can be defined as any
organized and sustained educational activities that do not correspond exactly to the definition of formal
education. Non-Formal education may therefore take place both within and outside educational institutions,
and cater to persons of all ages. Depending on country contexts, it may cover educational programmes to
impart adult literacy, basic education, for out-of-school children, life-skills, and general culture. Non-formal
education programmes do not necessarily follow the “ladder” system and may have differing durations, and
may or may not confer certification of the learning achieved.
The methodological context from which derive the activities studied for the workshops at schools and for the
training pathway for peer educators is that from active methodology. The active methodology is based on
learning by doing, experimenting situations or activities meant to encourage individual and group reflection,
and of the individual in/within the group. In a process of human growth towards the increasing self-awareness,
the active methodology allows the participants to learn about them. A process based on the interaction with
the group through a continuous input and feedback exchange. The participant is thus not “an empty box” using
the training to get full of contents; but s/he assumes an active role for him/herself and for the other people
involved. Every proposed activity (simulations, games, knowledge games, sharing in small groups…) mainly
aims at building, together with the participants, an experience that can become an idea, a metaphorical bridge
towards new activities and future experiences, keeping on growing and exploring. The active methodology
refers to the development of the human being, as a process without a specific age span but as a continue
evolution, based on lifelong learning.
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1.4 REAL-E and co-lea

With a group at risk, youth workers assure!
Within an active methodology process, the facilitator has at his disposal a wide range of more or less
structured teaching tools; we can cite the work in small groups for the discussion and comparison with
personal experiences, the frontal lesson and the orientation and specific information moments as well as for
the management of moments of plenary meeting, the study of cases for the deepening of specific situations
on the basis of experiences actually experienced by other young people, role-play and simulations to provoke
identification processes in different situations and by analogy, can increase awareness of personal resources
and limitations in different contexts, exercises of movement and activation (energizer) and creative activities
that stimulate the use of other communication codes in addition to the words and enrich the quality of the
information available to the group.
The common experience of the group of participants is represented by the activities that are proposed and
which act as a stimulus to the participant for a reflection on their reactions, on their way of relating to others and
the topic addressed, collecting, through sharing, even the reflections of the other participants. In this case the
circulation of the cues for reflection is then facilitated, possibly supporting their arrangement and abstraction
in terms of analysis. In this way, the abstraction allows the participants to grasp those elements useful for
their learning, the deepening of the theme and the greater awareness that comes with it. The action in this
case goes beyond the confines of the intervention and represents the conscious choice that the participant
will decide to do with what he has learned during the proposed intervention, when certain dynamics must
be repeated. The proposed training environment aims to create atmospheres and conditions of trust, where
non-violent, non-competitive attitudes are applied, where one is not judged and where everyone is asked,
even in different roles, to become aware of what is without feelings of guilt or fear. The activities will therefore
take place in this way in the absence of judgment, starting from the trust that is given to each person and
the respect for every opinion or emotion; the resulting reactions and responses, individual or group, do not
generate judgments, but become the object of careful evaluation, of listening, of respect, of self-evaluation.
A methodological choice of the COMP-PASS project, both for the delicacy of the target group and for the
complexity of the activities, is that of co-conduction, an aspect on which the international team of youth
workers was trained during the COMP-PASS Training Course C2.
Choosing the co-leading is undoubtedly more expensive in terms of energy and time dedicated to preparation,
but we believe that, together with the need to build a condition for systemic intervention that can accommodate
its effects and follow up support, it can lead to multiple benefits such as:
- Sharing a single common goal, but dividing roles and responsibilities
- Play a role of group observation in parallel with the conduct of the activity
- Concentrate energy on the adaptation of activities simultaneously with the emergence of new needs and
interests of in-depth analysis by the group
- Stimulate the attention of the participants through an alternation of voices in the conduction
- Provide individual support in case of crisis, while maintaining the focus on the group
- Enhance gender diversity in the management team
- Value the diversity of skills and styles within the management team
Attention must therefore be given to the construction of the management team, enhancing, where possible, the
characteristics of individuals beyond the educational or training background of individuals, but by highlighting
the areas of competence such as: communication, creativity, organization, motivation, proactivity, conflict
management, feedback skills, positivity, reliability, reflexivity.
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1.5 Empowerment
A key achievement of the entire COMP-PASS process, also included in this REAL-E method, is to become aware
about thyself. To know thyself is a need to get ready for empowerment.
When we talk about “empowerment” in the work with NEETS we do so within the framework of social and
educational work, where Empowerment is identified as the process of enhancing an individual’s perception
of his/her capacities to make decisions and to overcome his/her own challenges, as well as the development
of critical consciousness and self-awareness, which is needed in order to prevent intrinsic obstacles from
blocking the process.
Within this framework, empowerment offers an approach that allows the enhancement of the capacity
for self-help within the individuals, which allows them not to be seen as passive, unappreciated, lacking of
opportunities or powerless in the contemporary society but instead as self-empowered persons willing and
confident to create their own opportunities.
Empowerment is based on the assumption that the environment has to be adapted to people, and not
the other way around as is commonly perceived. For this reason, while designing empowering social and
educational programs, it is always fundamental to remember that different people require different solutions
for the same problems. The aim is always to enhance the strengths of those in need of help, using a mixture of
resources and providing an experience without dependence on the expertise of the youth worker and without
any attempt to create such dependence: this is necessary so that the people living the process can be as
responsible for the solutions, and not the youth worker.
Expression for individual empowerment
Individual empowerment is a process of restoring people’s self-confidence. With the development of the
empowerment process, confidence is already self-confidence which has been acquired with the commitment
to take responsibility and to continue bearing it even in difficult conditions of struggle, and becomes a transition
from a situation of passivity to a situation of activity and initiative. Critical consciousness develops side-by-side
with learning and with the ability to express. The ability to think, to understand, and to be critical develops
together with the right that a person receives, or takes, to express herself.
According to Freire, powerless people are in effect voiceless, they lack the ability to express themselves and
their world in a creative way and by choice. From this perspective, the value of expressing oneself in public is
important and demonstrates the personal as political—to learn to speak for yourself is to make your imprint
on the environment and to see yourself not from a victim position. A critical consciousness is the ability to
think and to criticize that comes together with the permission to express yourself. The transition from having
no voice to express yourself in front of an audience is both a physical and a mental change. Whereas isolation
is paralysis and silence, social belonging connects with upright bearing and action. The person begins being
busy, much more busy than she was in the past, and at the same time much more free.
Working on Individual Empowerment in a group
The group is a mediating agency among the various levels of empowerment: it connects between the individual
and the community empowerment processes, it connects among the individuals who participate in it and
between them and the environment that is relevant to their lives. The greater the individual’s investment in
the group, the more successful is his empowerment process. That is to say, the criterion for the realization of
individual empowerment is the level of the individual’s activity in the group, and not the level of the assistance
that the group provides him/her.
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1.6 E-portfolio and compe

The COMP-PASS e-portfolio is a tool that has been created for the purpose of the project. It is an entire part of
the process and you will discover that several activities are based on its use (see activities).
Get your own at http://comp-pass.eu/login.php
During the training pathway the youth workers support the participants in discovering and reflecting on their
values, personal interests, experiences and competences. The e-portfolio COMP-PASS is designed precisely to
welcome and make effectively communicable for the NEET youngster a new or enhanced vision of himself/
herself. This tool is available in 8 languages (FR, EN, ES, PT, IT, BG, SI, HU).
In the context of COMP-PASS we use the term “competence” to mean a combination of skills, knowledge, and
mindset or attitude. Competencies are often seen through the lens of personal and organisational values. They
are gained through lived experience, training and other forms of formal, non-formal and informal learning.
According to the OECD’s Definition and Selection of Competencies (DeSeCo) Project, “Today’s societies place
challenging demands on individuals, who are confronted with complexity in many parts of their lives. What do
these demands imply for key competencies that individuals need to acquire? Defining such competencies can
improve assessments of how well prepared young people and adults are for life’s challenges, as well as identify
overarching goals for education systems and lifelong learning1.
A competency is more than just knowledge and skills. It involves the ability to meet complex demands, by
drawing on and mobilising psychosocial resources (including skills and attitudes) in a particular context. For
example, the ability to communicate effectively is a competency that may draw on an individual’s knowledge
of language, practical IT skills and attitudes towards those with whom he or she is communicating.”2
In the context of COMP-PASS we have focused on competencies – that give emphasis to personal attributes
and behaviours - as these tend to be more generic and transferable to a range of situations and are more
accessible and inclusive.
This competences also refers to the ones identified by the World Economic Forum as the competencies needed
for tomorrow. The COMP-PASS e-Portfolio builds on them
The result is an accessible framework of 8 key areas:
1. Communication and use of Information technologies;
2. Working with others;
3. Critical reflection and problem solving;
4. Creativity and entrepreneurship;
5. Attitudes for work performance (Responsibility, flexibility and adaptability);
6. Effective organisation;
7. Learning to learn;
8. Management, leadership and developing others.
The OECD’s high-level approach to defining and selecting key competences suggests three areas:
“First, individuals need to be able to use a wide range of tools for interacting effectively with the environment:
both physical ones such as information technology and socio-cultural ones such as the use of language. They
need to understand such tools well enough to adapt them for their own purposes – to use
tools interactively.
Second, in an increasingly interdependent world, individuals need to be able to engage with others, and since
they will encounter people from a range of backgrounds, it is important that they are able to interact in
heterogeneous groups.

1
2

For a discussion on the difference between these, see http://infed.org/mobi/what-is-non-formal-education/
http://www.cipd.co.uk/hr-resources/factsheets/competence-competency-frameworks.aspx
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Third, individuals need to be able to take responsibility for managing their own lives, situate their lives in the
broader social context and act autonomously.
These categories, each with a specific focus, are interrelated, and collectively form a basis for identifying and
mapping key competencies. The need for individuals to think and act reflectively is central to this framework
of competencies. Reflectiveness involves not just the ability to apply routinely a formula or method for
confronting a situation, but also the ability to deal with change, learn from experience and think and act with
a critical stance.”
This thinking speaks directly to the approach of COMP-PASS method. The method needs to support NEETs to
critically reflect in this way in order to articulate their competences and communicate the benefits of their
potential and so far experience for prospective learning, internship, job opportunities.
In the context of COMP-PASS project then, the conclusion is to make use of the pragmatic and accepted WEF
recommendation on competences, along with the OECD competencies.
Each competences is defined by 12 criteria that can help Young NEETS to think about specific evidence they
might use to justify claims of competence in each area. In order to stand out in the jobs market or a training,
Youngsters (like anyone else) need to not only claim competence at certain levels, but also provide evidence
to back-up their claims.
Three approaches are suggested for the process of gathering evidence together:
1. Start with the evidence to hand and consider what competences this might validate (qualifications, products,
citations, letters of appreciation);
2. Start with the competence framework and use it as a checklist to help look for possible evidence to be used;
3. Start with a job role or description and ask what competences are needed to do, and consequently, what
evidence will be needed.
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The COMP-PASS model proposes Storytelling and Digital storytelling as tools to foster the empowerment of
youngsters through an exercise of presenting themselves to others.
Based on the storytelling process the youngsters are guided to talk about themselves and about their personal
history.
The dedicated guidebook
www.comp-pass-project.eu

for
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role of the youth worker

The educational experience proposes aims at inspiring young participant’s reflection on his/her own reactions,
on his/her own way of relating to others and to a specific topic, collecting, through sharing, the reflections of
the other participants as well. In this case the youth worker facilitates sharing of food for thought, feeding the
debate. The youth worker will support the systematization and abstraction in terms of analysis. In this way, the
abstraction allows participants to catch those elements that are useful to their learning, deepening the topic
proposed.
The learning environment offered to young people should aim to create an atmosphere of reciprocal trust,
where non-violent, non-competitive and non-judging attitudes prevail. Everyone, according to the different
roles, is encouraged to work on his/her own self-awareness, without fears.
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The activities will take place so in the absence of judgment, with trust in each person and respect for every
opinion or emotion; the reactions and feedback, from the individual or from the group, do not generate
judgments, but they become the subject of careful evaluation, listening, respect and self-assessment.
The role of the youth worker is essential in the implementation of this REAL-E method, both during the
preparation phase and the implementation.
THE YOUTH WORKER DURING THE PREPARATION PHASE TOWARDS LOCAL PARTNERS,
THE YOUNGSTERS AND THE CONSORTIUM
• What’s his/her role?
His/her role is to be the core connection between local partners, youngsters and the consortium. He/she sets
the goals, initiates the activities such as contacting local partners to seek for participants, motivating the NEETs
to participate and mediating the whole process. He/she needs to be well prepared and aware of the topic with
good knowledge of soft skills.
• What does he/she need to know?
- The topic and especially soft skills and the target group
- To plan different activities
- What non-formal education is
- What the local resources are
- Himself/herself
• What does he/she need to know to do?
- Communicate in a formal and a non-formal context
- How to work with NEETs
- Manage time
- Be a mediator, a leader and a team worker
- Be ready to experience
• What are the attitudes he/she must be able to have?
- Engaging
- Flexible
- Patient
- Tolerant
- Motivated and a motivator
- Open-minded
- Be ready to learn
THE YOUTH WORKER DURING THE IMPLEMENTATION TOWARDS LOCAL PARTNERS,
THE YOUNGSTERS AND THE CONSORTIUM
• What’s his/her role?
He/she is a facilitator and a mentor of the learning process of the NEETs, able to motivate and support them
in recognizing and choosing opportunities. He:she is a responsible keeper of quality and coherence of the
project, as well as a bridge between local development and the consortium. The youth worker is a resources
and collaborator for local partners.
• What does he/she need to know?
- The COMP-PASS project: the aim, the approach and the objectives
- The REAL-E workshop: the aim, the approach and the objectives
- Group dynamics
- The tools: the learning ones such as storytelling and the technical ones (video, pictures...)
- Resources and opportunities (local and international)
13

- The youngsters he/she is working with: background, challenges, needs, interests...
• What does he/she need to know to do?
- Use storytelling
- Include everybody
- Use the e-portfolio
- Shooting and editing
- Guide NEETs to become aware of their learning and competences
- Manage crisis
- Build a safe and learning environment
• What are the attitudes he/she must be able to have?
- Focused
- Creative
- Positive and dynamic
- Patient
- Active listener
- Flexible
- Proactive
- Open-minded
- Empathic
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All the resources needed to implement this training program
are ready to be downloaded on the website of the project
www.comp-pass-project.eu (board game and cards in different
languages, annexes...)
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What I know about myself

CELLS 1-8

Acknowledgement of personal qualities and social skills, social landmarks
(“know yourself”) as well as group’s confidence.

My project

8

Start

1

2 3

4 5 6

7

Before starting the game...
As a facilitator, write down the name of each participant on a sticky note in the centre of a wall in order
to start creating the “portrait of each participant”. At that moment, it is needed to make some ice
breaking/team building game to create a nice atmosphere between the participants and to make them
feel at ease.

1

Who are you?
10 minutes
This activity is a Chinese portrait. Use the list “If I were…I would be…” (Annex “Who are you?”). You can
create also your own.
- Explain to the participants how the activity is organised. You will read out loud sentence by sentence
and the participants shall fill in the blanks with the word that comes first to their mind. Remind them to
fill in the first association that comes to their mind and to avoid overthinking.
- Invite some participants (if you have enough time, all of them can participate) to give some of the
answers they have chosen and ask them to explain their choice. What can be interesting is to ask to the
participants the story behind their choice if there is any.

2

What are you doing here?
15 minutes
This step aims at getting to know and reflect on each participant’s expectations and fears. This activity
must help them to answer the following questions: “Why am I here?” ; “What do I expect from my
participation in this training?”
16

1
3

Rules of the game!
15 minutes
Everyone tells 2 different rules about the game (taking, for example, the model of a football game),
players, clothing, and referee. The facilitator writes them on the left column of the board. In the
right column of the board, transpose these rules to the working environment, collective activity and
workshop. The youth worker supports the participants in associating how the context of the game is
similar to the context of a working place, collective activity or the workshop itself.
For example, one of the rules in football is that the players need to pass the ball and have good
teamwork with the other players of the team in order to manage to do goal. Similarly, in a working
context the working colleagues need to communicate, collaborate together in order to achieve certain
objectives.

«I like» / «I dislike»
15 minutes
- Give each participant a piece of paper on which 50-60 words are listed (Annex “I like/I dislike”). The
words are actually verbs connected to actions, activities…
- Ask each participant to choose his/her 6 favourite verbs and the 3 he/she likes the least. If they want,
the participants can share about their choices.
- After writing the 9 words on sticky notes, ask the participants to put them next to their portrait.

5

The nicest compliment!
10 minutes
This activity aims at leading the participants to find a positive characteristic of their personality that
was given by someone else.
- Give 5 minutes to the youngsters to think about the best compliment they have ever received from
someone else. The compliment can be anything from any field of life (personal and professional as
well).
- When their choice is made, ask them to share it with the rest of the group. They do not have just to
share the compliment but also the story that is behind it.

6

My positive aspects?
15 minutes
- Give the participants the document (Annex “My bundle”) where a bundle is drawn and on which
different characteristics and qualities are written.
- Ask the participants to choose 4 of the characteristics that describe them the most.
- Give each participant an empty printed bundle (Annex “My bundle – 2”) where he/she has to write
his/her choices.
- Invite the participants to share about their choices and to put the sticky notes next to their portrait.
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What I know about myself

4

1
7

My seatmate’s qualities?
10 minutes
- Give a sticky note to all the participants, as well as the list of capacities organized in 4 different
categories: manual aptitudes, knowledge, social aptitudes, and personal characteristics (Annex «My
seatmate’s qualities?»)
- Ask the participants to choose 3 capacities from the list that describe the best their neighbour on their
right according to them.
- At this step, what is interesting is to confront the points of view between the participants regarding
what has been written and what the participants think about themselves.
- In the end, ask the participants to add the sticky note to their portrait.

What I know about myself

8

Tell the story...
25 minutes
This activity is a role-play. The participants have to split into pairs.
- Explain them that they are going to be journalists and that they will interview a really famous person,
who is, in this case, the other participant!
All the participants have to make the interview, so they will change at one moment.
- Give them the script they have to follow (Annex “Tell the story…”)
LET’S START WITH THE E-PORTFOLIO!
At the end of this activity, you will start to present the COMP-PASS e-Portfolio that will be used during
the whole training process. Present the global approach of the tool and ask the participants to fill in the
first parts: “Identity” and “Education”.
The tool is presented in the first part of this booklet (section 1.6).

Assessment of the session
10 minutes
In order to evaluate this first phase of the game, you can use the Blob Tree (see in Annex). Ask he
participants to choose the character representing the best how they feel at the end of this session.
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SESSION 2
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CELLS 9-16

Identification of the interests, talents and expertise of everyone and
their ideal project.

16 15

13
12
11
10
9

Start
To introduce this session, that can take place in another day or after some time from the previous
session, as a facilitator, you need to make a link with the first session “Self-confidence and knowledge
of the group”, starting from the qualities of the participants revealed during the activity n° 7 (“My
seatmates qualities”). Remind the qualities that were mentioned, make a short summary, or, to make
it more dynamic and put in value the participants, choose a quality for each participant asking the
group to guess who it refers to. (10 minutes)

9

Eh, seatmate!
5 minutes
- Ask the participants: “What do you like about the personality of your right seatmate?”
- Once they have written their answer on the sticky note, the participants have to stick them on the
back of their neighbour.
- Once all the participants have completed this task, their left seatmate will read the answer.

10 Voluntarily?
10 minutes
- Ask the participants think about a voluntary work/action they have successfully achieved.
- Then, go around the table so that each participant shares his/her story.
19

What identifies me

My project

14

2
- Ask them to write a few words about the story they have told on sticky notes that will be added to
their “portrait”.
- Once everybody has told his/her story, each young person adds the sticky not to his/her portrait.

11 Maximum respect!
10 minutes
- Read out loud the following situation to the group:
“Your neighbour parks on your parking lot for a week. How do you deal with this issue?”
- Ask the participants to perform a skit by pair.
- After the role-play ask the participants to say how they felt in their roles.
- Ask them also to explain how they faced the situation and why they managed it the way they did.

What identifies me

The next step is to discuss with the participants about what respect towards others is and how it is
connected with the respect towards oneself.
This activity tries to guide the participants to go deeper on the reflection of “what identifies me”,
through a role-play that takes them out of their comfort zone and drives them to project themselves in
a “limit” situation.

12 Passionately!
10 minutes
- Ask the participants to answer this question by mimicking:
“What do you do with so much pleasure you end up forgetting about time? Manual work? Artistic
endeavour? Hobby or sport?”
- The rest of the group has to guess what the participants want to share with the group.
- After this activity, ask them to fill in the “Centres of interests” part of the e-portfolio.

13 Your achievements?
15 minutes
The objective is here to support the youngsters to become aware of their successes, small ones and
big ones and to make them be able to acknowledge the conditions and competences that led them to
these successes.
- First of all, explain what we mean by “success”. By “success” we mean, for example, “an activity
accomplished”, “an objective reached”, “a project with good results”, “an accomplishment for which
one feels proud”.
- Ask the participants to think of a situation when they managed to do something, when they were
successful in doing something and to describe this success.
- Ask them to think about the conditions and competences that were useful at that time.
- Give them the “Wheel of success” (Annex “Your achievements”) and ask them to fill it in.

14 The project of your dreams
20 minutes
- Ask the participants by group of 2-3 to answer the following questions about the project of their
dreams: where, how, for whom, with whom? They have to share their answers to the other members
of the group.
20

2
- The next step of the activity must be done with the whole group to share the dreamt projects. In
each group, ask the participants not to present their own project but the one from someone else.

15 The ideal city
35 minutes
This activity aims at helping the participants to express and share within the group the things they like
through a drawing.
- Divide the group in small groups.
- Then, explain the different steps of the activity to the participants. In small groups, they will have to
imagine a city, their ideal city. 20 minutes will be let to the groups to draw this ideal city, deciding what
are the things they would like the most to see in this city.
- After the 20 minutes of work in subgroups, each group has to present its ideal city and the main
elements that are part of it.

Tip: in this creative activity, as a facilitator, it is important to tell the participants how much time is left
to be sure they drawing is finished when the time is over.

16 A good life?
15 minutes
For this activity, use the template provided by the project (Annex “A good life?”). This template
proposes 5 different categories that refer to 5 aspects of life: plate (what we eat), place (where we
live), activity (what we do), entourage (people we are close to) and lifestyle (the way of living).
- Give one template to each participant.
- Ask them to complete each category according to their idea of what they consider as a good life,
which is, actually, the life they would like to have.
- Then they have to place the 5 aspects of life following a scale from 1 to 5 according to the their
importance for them, where 1 refers to the most important aspect.
- Once they have completed this template, ask the participants to share what they have written with
the others, giving a short explanation.

Assessment of the session
10 minutes
Ask the participants what they have learned about themselves during this session and what are the
talents and qualities they have discovered. Ask the participants one by one since it is really important
that they express themselves at that moment.
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What identifies me

During this presentation time, the facilitator’s role is to underline similarities and differences about
what has been done in the different groups and to lead the participants to express themselves about
how easy and/or difficult it was to discuss and take decisions in the group.

3

SESSION 1

VES ME
I
R
D
T
A
WH

Identification of everyone’s driving forces and values; familiarisation
with the concept of learning/skills. Adaptation of the dreams to the
realities.

CELLS 17-24

What drives me

23
24

22 21 20 19 18 17

Start
17 To each their own pyramid!
15 minutes
- In order to start this activity, give a blank pyramid of Maslow’s pyramid, with pieces of paper where the
needs from the Maslow’s pyramid have been written (Annex «To each their own pyramid!»):
• Basic/physiological
• Safety
• Love/belonging
• Esteem
• Self-actualisation
- Ask the participants to complete their Maslow’s pyramid.
- Once the participants have completed their pyramid, the facilitator can discuss with the group, asking
some questions, such as: can Maslow’s pyramid change from individuals, taking into consideration
countries, age, social class, life circumstances...

22
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18 What recognition?
15 minutes
This activity is organised under the form of a quick roundtable.
- Ask the participants: «What do you get, personally, from an action made for others? Why?» Write
down the answers on the board as and when the participants say them.
- Once all the answers have been given, start a debate with them about the 3 most chosen first
“profits”.

19 Dream and reality
10 minutes

20 Compromise
15 minutes
- From a list of 10 items (Annex “Compromise”), ask the participants to select 5 items they would take
with them, for example in a trip.
- To go further in the compromise, you can ask the participants after having chosen individually their
items, to choose together 5 or 3 items for the entire group.

21 Mount your dreams
20 minutes
- To lead this activity, take the projects that had been presented during the Activity “The project of
your dreams” (activity n°14).
- Split the group of participants into subgroups of 3 people and ask them to think about the following
question: “How to adjust your dreams to have a chance to achieve them in reality?” This is actually
the moment when, from the identified obstacles, they have to imagine together how to face them,
alone or with others.
- The facilitator writes on the board the ideas and remedies depending on the different projects.
- During the activity, draw a mountain or a scale to help the participants to visualize the process “step
by step” before achieving the final objective written on the top.

22 Business?
5 minutes
This activity aims at introducing and lead the participants to think about entrepreneurship and the
values related to this concept.
23

What drives me

- Read out loud the situation to the participants: “You are offered at the same time a job in your
professional sector quite far from home and a job you dislike 5 minutes from home”.
- Give the participants an empty weighing scale (Annex “Dream and reality) and ask them to fill it
in by writing on it what you win and lose depending on the made choice of the situation read in
introduction.
- Conclude the activity with a collective sharing about what they have written for both situations.

3
- Take a broad definition of business and entrepreneur from the dictionary. Print set of tags with
definitions from the dictionary and put them on the wall.
- Ask the participants to take a stance (agree/disagree) depending on their vision of this word.

23 Dominoes of the achievable
15 minutes
- Give to each participant a sheet where there are blank dominoes (Annex «Dominoes of the achievable»).
The domino looks like a little person with a left side (left arm, left shoulder, left upper body, left leg, left
foot) and a right side (right arm, right shoulder, right upper body, right leg, right foot), represented by
small squares.
On their personal domino, each participant has to complete the squares writing on each left small
square a skill and on each right square the working environment where the skill could be used.

What drives me

Once it is done, summarize all the answers on a big domino on the board.

24 Lifelong learning
15 minutes
- Read the following situation to the group: “Here is Laurent, 25, whose dream is to establish an urban
farm in his hometown. He is gardener since he’s 18 when he got his landscaping vocational schoolleaving certificates.”
- Ask the participants to imagine what Laurent has today in his bundle to make his future project come
true.
- Split the group in sub-groups so that they can think about it. They have to draw Laurent and to write
down their answers on the different parts of the body, following this repartition:
• Head: knowledge
• Hands: know-how, expertise
• Heart: passion, personal qualities
The participants have to give at least two answers for each category (verbs, adjectives, common nouns...)

Assessment of the session
10 minutes
Ask the participants what surprising thing they have discovered about themselves during this session.
Ask them to write their answer on a sticky note and to add it to their portrait.

24

4

SESSION 4
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CELLS 25-31

TELL

Highlight of my success through digital storytelling and video tools.

Start

This fourth session can be done over one or more days. Both half-day workshops are not compulsorily
to be done over the same day.

25 A story behind the hero?
15 minutes
- Split the group into groups of 3 people and give to each group the 3 famous characters from Alice’s
Adventures in Wonderland: Alice, the rabbit and the queen. You can either draw them or put some
images of the 3 famous characters.
They are seemingly considered as timid and naive, equivocal and indifferent to everything, harsh and
unpleasant.
- Tell the participants that they have to imagine their story!
- Prepare in advance the categories to be filled out by participants: family situation, studies, personality,
and centres of interest (Annex: a story behind the hero?)
Tip: you can change the heroes and take some that would be more relevant for the group of participants
attending the session.
25

What story I can tell

25
26
27
My project
28
29 30 31

4
26 Matter of viewpoint
15 minutes
Find the 6 pairs of strengths that can be transformed in weaknesses!
- Give to each participant a paper containing 6 sentences. (Annex 26 “Point of view”)
- Based on their meaning, the sentences need to be associated forming couples, where one sentence
represents a weakness and the other a strength.
Tip for the debriefing: this activity aims at leading the participants to realize that there are plenty of
ways to look at a situation and to reflect on why weaknesses are natural but also why strengths are
more constructive and how to turn weaknesses into strengths.

27 The 7th art!

What story I can tell

15 minutes
This activity aims at introducing the topics of cinema and video. The approach for this is to raise selfawareness of what kind of knowledge, experience, and tools the participants use or already have and
that can be useful to help them to think about and create a movie.
- Symbolize a river in front of the participants with a rope for example and ask the participants to stand
up behind this line.
- Read out loud sentences (see below). If the participants identify themselves with what is said, they
have to make one or two steps to cross the river. After each sentence, the participants have to go back
to the initial place, behind the rope.
- The sentence for the participants:
“Cross the river if…
• You like movies or cinema
• You like reading books or comic books
• You are fond of writing
• You ever wrote a story
• You have a hero
• You consider yourself as an adventurous person
• You ever faced a problem or an obstacle in your life
• You ever thought of you of as a main character of a story
• You enjoy filming or taking pictures
• You know some tools to produce a self-made movie
• You think that it is possible to create a cool movie with a mobile phone

28 Good shots!
15 minutes
To each cinema shot its meaning! Explanation of the basic rules of photography (different shots) useful
in cinema. How to use smartphone camera to record short pieces of video with the purpose to be
merged later? Share with the participants some tips on shooting.
Create an instruction table very easy with few and very clear suggestions for the participants to
remember when they start to create the pieces of their video story. The editing and the whole story will
be worked out the next day after the technical training on the free software to be used combining PC.
You can look for some additional tutorial videos on YouTube. You can find support videos in every
language and it helps in the visualization, therefore the participants can understand better what this
activity refers to. If the examples are actual videos of personal storytelling it helps the participants to
get inspiration on possible ways to video-tell their stories.
26
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29 The 7th element!
45 minutes
This activity aims at making the participants be aware of the 7 key elements of good stories.
- Ask the participants to form two circles face-to-face. Everyone should have a participant facing him/
her.
- The participants of the centre circle have 2 min and 30 seconds to tell a story that happened to them
in the past and of which they are proud. At the end of the time allowed, the pairs change and people
facing them must in turn tell the story that was told to their new discussion partner.
- Start a collective discussion, asking to the participants: «which elements did you pass on to your next
partner? Which elements have been forgotten?»
- Ask then to the participants to think about any good story they know. Brainstorm the elements that
characterizes them and define the 7 key elements of a story. The facilitator introduces in this way the
“The Hero’s journey”, a structure present in all stories (see the part (MY)STORYTELLING: when stories
talk about REAL-E LIFE of the document).

30 One project, yours!
40 minutes
- Ask the participants: “If you had a project to try, what would it be?” Make the link with the activity
21.)
- Ask the next question about this project: “To which extent creating a video can be beneficial to the
success of this project?”
- Discuss about the advantages of storytelling for the participants in terms of learning and valorise
themselves.
- Give concrete examples of storytelling. Take as much as possible an example of a young person of
your local environment who has done a video using storytelling (such as a volunteer to highlight his/
her experience).
- The next step is to make the participants to think about the skills that are obvious from this video
and to identify what the new skills entered this person’s bundle according to this video?
- For this, use the AKI cards (https://www.aki-mobility.org/en/guidebook-for-five-transversalcompetencies/) and ask the participants to vote from 1 to 10 for each skill card (open-mindedness,
self-confidence, adaptation to change, interpersonal relation skills, sense of responsibility). To facilitate
the understanding of the participants, put the different capacities under each skill.

31 Let’s write!
180 minutes
Different activities to encourage participants to recall and express their memories and own experience
in order to be ready to reflect on the « Journey of their Life » (Annex «Mapping the Journey of Life»)
to prepare storyboarding. After the exercise « Mapping the Journey of Life », participants choose one
fragment of their own story they want to share through video. They write down the useful storyboard
for the creation of the video. They need to use the 7 key elements of a story that was worked in the
activity 29 («The 7th element!»).
27

What story I can tell

- Explain to the participants that they will find these elements in story-videos they will see (for instance
the tale of the three brothers in Harry Potter). Let the participants realize that without those elements
the story would be boring.
- Ask the participants to think about their previous experience to see if it included all the elements.

5

SESSION 5
WHAT I

What I can bring / What I have

CELLS 32-33
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Experimentation of digital storytelling. To highlight to the skills used/
developed in the story.

My project

32 33

Start

32 3, 2, 1...ACTION !
From 180 to 360 minutes
This part of the training curriculum is the realisation of the creative part. Here is the moment when
a stop motion/video/photos workshop takes place, taking into consideration what has been worked
previously under the form of written stories by the participants.
- Introduce one of the video techniques: stop motion. For that, prepare a flipchart with theoretical rules
for this technique so that the participants can refer to it during the whole duration of the activity.
- Show the participants 4 video examples with different styles of stop motion.
- Explain them how to use mobile apps to make stop motion videos (by showing them screenshots of
the apps). One application to show them is “Videoshow”. It is a video editor - and maker with music
and very easy to use with smartphones!
- Ask the participants to create a stop motion video (or a video using other techniques) about the part
of their storyboard they want to share.
- Organize regular “Pit stops” (at least 2 or 3 during the activity), to help the participants to take stock
about the progress of their video. After having been guided, the participants are led to finish their video
in autonomy. The time allowed to make the video is at the discretion of the facilitator, according to the
group and the needs of the participants.
28
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33 You have all the requisites!
180 minutes
It’s up to the participants to vote!
- Using again the AKI Cards, tell them that they have all the requisites to measure which capacities and
skills (3 capacities X 5 skills) appear in their teammates’ videos.
- Give the participants the AKI project cards, as well as a blank card for each of them for pasting the
circles corresponding to each skill. Each young person then has its own “photography skills”.
- Then, all the videos are shown and the participants vote for the different skills and capacities they
see in each video.

29

What I can bring / What I have

Tip: although this workshop is an integral part of the session 5, it is not appropriate to do it the same
day as the previous activity in order not to put pressure on the participants’ shoulders and let them
time to make the video.
Suggestion: it is possible to let participants being autonomous for a day between both workshops of
this session. You can also use the 8 competences of the e-portfolio instead of the ones of AKI.

6

SESSION 6
WHAT

CELLS 34-40

Obstacles and levers, skills ownership through e-portfolio and
fulfilment of the youngster’s project.

40

What I can be(come)
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39
38

My project

34

37
36
35

Start

34 My bundle misses...
15 minutes
- Ask the participants to fill in the blank in the Bundle template (Annex “My bundle misses”) including
the quotes: knowledge and skills, contacts, motivation, funding, accompanying, take risks...
- Everyone has to write/circle what they think they still miss.

35 Definition...
45 minutes
- For this activity, make the link with the activity n°24 (skills of Laurent the gardener) and present the
different skills of the e-portfolio.
- Define the key words related to each main skill to help the understanding each of them. From a list of
different verbs, adjectives, nouns, young people have to link each word to the skill defining it the best
in their opinion.
- Ask the participants to do this work in pairs and that each group focus on 2 skills only.
- Make a collective debriefing with all the participants about all the skills.
30
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36 What profits?
60 minutes
This activity will lead the participants to think about the skills they have developed and/or reinforced
while writing, listening and creating the videos during the previous activities.
For this step, refer to the 8 skills of the e-portfolio.
- Ask each participant to list the different steps of the creation of their video (from the story choice
to the final production). They have to link each step of the process to one or several skill(s) of the
e-portfolio (creativity, autonomy, organisation, digital tool...)

37 To each, its share of the pie!
60 minutes

38 To each, their own portfolio!
60 minutes
This activity is exactly the same as the n°37 but focused on the last 4 skills of the e-portfolio: critical
reflection and problem solving, creativity and entrepreneurship, learning to learn, attitude for work
performance. Use the same annex as the one used in the previous activity: « Challenges! »

39 Let’s sum up!
30 minutes
Taking into consideration everything that has been done and especially the work on the competences,
ask the participants to elaborate their personal SWOT (strengths, weaknesses, opportunities, and
threats). This activity must be done at individual level.

40 Let’s share!
10 minutes
- Reuse the Blob tree template that had been used at the beginning, asking the participants to choose
a character representing how they feel at the end of the sessions.
- Give the participants back the first character they had chosen and ask them to compare their two
choices and the evolutions/changes that occurred between the beginning of the sessions and the end.
31

What I can be(come)

This activity must be led alternately with filling in the e-portfolio.
- Give to each participant a pie (in cardboard) made of 4 shares representing the first 4 skills of the
e-portfolio: working with others, management, leadership and developing others, communication
and use of information technologies, effective organisation.
- For each share to gain (divided in 5 squares corresponding to the 5 levels for each criteria within the
e-portfolio), there is a planned challenge (to be done individually or in team depending on the tested
skill). Each participant has an allowed time to do it. At the end of the allowed time the participants
share the results. Filling in of the e-Portfolio every time a workshop is finished according to the skills
level (from 1 to 5).
Important: do not underline the failure feeling if one participant does not manage to do the challenge.
Explain that learning and skills are acquired and developed throughout the entire life as we could see
it many times during the game.
To have ideas about challenges to do, please refer to annex « Challenges! »

ANNEX
1

Who are you?

If I were a color, I would be..................................................................................
If I were a fruit I would be....................................................................................
If I were a season, I would be...............................................................................
If I were an animal, I would be.............................................................................
If I were a country, I would be..............................................................................
If I were a natural phenomenon, I would be.......................................................
If I were a place, I would be.................................................................................
If I were a movie, I would be................................................................................
If I were a book, I would be..................................................................................
If I were a word, I would be..................................................................................
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ANNEX
4

«I like» / «I dislike»

HELP - COMMUNICATE - TEACH - BUY - LISTEN - SELL PLAN - BUILD - MOTIVATE - CALCULATE - EVALUATE WORK IN TEAM - ORGANISE - MAKE - INVENT - ADVISE GARDENING - NEGOTIATE - TRAIN - ANALYSE - THINK INFORM - CREATE - DECORATE - GUIDE - MANAGE A
BUDGET - FIND A SOLUTION - EXPRESS MYSELF - WRITE SHARE - RENOVATE - REFORM - CHOOSE - DRIVE - DRAW
DRAFT - ARRANGE - WIN - ENCOURAGE - ANTICIPATE REVISE - MAKE PROFITABLE - PAINT - ACCOMPANY IMAGINE - TAKE CARE - INNOVATE - SEARCH INFORMATION LEARN - COOK - EXERT ONESELF - CRITICIZE - SPEAK A
FOREIGN LANGUAGE
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ANNEX
6

My positive aspects?

WHAT KIND OF PERSON AM I?

Helpful
Sad

I like science

Selfish
Imaginative

Impatient

Brave
«Leader»
I exaggerate a lot

A bad loser

Always late

Resourceful
Angry

Artistic

Honest

Competitive
Sociable

Soft

Sporty

Stubborn
Chatty

I like music

Agressive

Persistant

Funny

34

Curious

Tidy

ANNEX
6

My positive aspects?

WHAT KIND OF PERSON AM I?
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ANNEX
7

My seatmate’s qualities?

MANUAL APTITUDES

KNOWLEDGE

SOCIAL APTITUDES

PERSONAL
CHARACTERISTICS

Physicality

Concentration

Interpersonal sense

Determination

Good health

Precision

Team spirit

Calm

Dexterity

Creativity

Adaptation and
integration

Flexibility

Agility

Reactivity

Organisational skills

Enthusiasm

Sense of touch

Innovation

Honesty

Patience

Empathy

Reliability

Problem solving

Autonomy
Self-esteem
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ANNEX
8

Tell the story...

THE QUESTIONS TO ASK TO THE STAR IN FRONT OF YOU
• How old are you ?
• Do you live alone, with your friend, with your family ?
• What did you study before ?
What was it about ?Did you like it ? If you didn’t, try to explain why ?
• Have you ever worked before ?
If yes, what kind of professionnal experiences ? What did you like in this work ?
If no, tell us about an activity you participated in and that you really liked a lot doing.
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ANNEX
Assessment
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ANNEX
8

Your achievements?

THE WHEEL OF SUCCESS

What talents, skills, and knowledge do you already have ?

Ph
ys
ica
l

l
ua

an

r traits
e
t
c
a
r
a
Ch

rpe
r
s
o
nal

Inte

In which
circumstances
have your skills
been appreciated ?

Knowledge

M
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ANNEX
16

A good life?

Place
I__________I__________I__________I__________I____________I
Plate
I__________I__________I__________I__________I____________I
Activity
I__________I__________I__________I__________I____________I
Entourage
I__________I__________I__________I__________I____________I
Lifestyle
I__________I__________I__________I__________I____________I
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ANNEX
17

To each their own pyramid!
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ANNEX
17

To each, their own pyramid!

MASLOW’S HIERARCHY OF NEEDS

BASIC PHYSIOLOGICAL
Eating, sleeping, drinking, breathing, shelter
SAFETY
Living space, income, physical health
LOVE/BELONGING
Family, friends, partner, community
ESTEEM
Feeling valued and self-confidence
SELF-ACTUALISATION
Personal fulfilment
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ANNEX
19

Dream and reality
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ANNEX
20

Compromise

CONCESSIONS
• A home in the vineyards
• A network of friends
• A vehicle
• A blow up mattress
• 5 plane tickets
• 8 train tickets
• 3kg of apples
• A pint of good mood
• A mobile phone
• 4 bars of chocolate
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ANNEX
23

Dominoes of the achievable
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ANNEX
25

A story behind the hero?

Name of the hero: ............................................................

Family situation

Studies

Personality

Centres of interest

Name of the hero: ............................................................

Family situation

Studies

Personality

Centres of interest
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ANNEX
26

Matter of viewpoint

I don’t know anything about this field.
I’ve had nothing but problems for so long.
I don’t want to go abroad because I’m scared of leaving my family.
Life has prepared me for lots of unexpected situations.
I’m curious to better understand your activities.
With me, you’ll gain a technician who can speak multiple languages !
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ANNEX
31

Let’s write!

MAPPING THE JOURNEY OF LIFE
Give each participant large sheet of paper and ask them to draw a winding
pathway. At the middle of the path ask them to draw a circle. To the left of the
pathway, ask them to write “road already travelled” and to the right – “the path
yet to come”.
Part One: Looking Back (30 min)
1. At the starting point ask participants to reflect and include elements of where
they come from. For example, places, culture, language, and/or spirituality.
2. Ask them to reflect on their companions throughout this journey. These might
be individuals, groups, communities, organisations. Ask them to include people of
different generations, also they can include invisible friends, spiritual leaders, pets,
etc.
3. Ask them to draw or list some of the favourite places along the road they have
been on this journey so far.
4. Ask participants to identify two milestones of their journey. Ask them what
key things they have already accomplished and represent it on their pathway.
5. Ask them to draw a mountain and a river to symbolise two obstacles they
have already overcome. Ask them to indicate how they overcame it, avoided or got
around the obstacles.
6. Ask participants to draw the survival kit at the top of the page. Within it they
have to write down what helped them during difficult times. These could be values,
skills, people, proverbs, songs, etc.
Part Two: Looking Forward (30 min)
1. Ask participants to write their hopes, dreams, wishes toward the end of the
path. These might be for themselves, their family members, friends, even next
generations.
2. Ask them to identify some places they wish to see on the rest of their journeys
and ask them to mark it on the pathway.
3. Ask participants to look at the milestones they have already achieved and then
ask them to mark three future milestones. Note that these should be achievable
steps, something they really wish to happen.
4. Ask the participants to draw a mountain to symbolise one obstacle that she/
he (or others they care about) may face in the future along the future path.
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ANNEX
31

Let’s write!

Ask how them and their journey companions will try to avoid, get around or
overcome this difficulty. Ask them to reflect on how they can stay strong as they
will face these troubles.
5. Finally ask the participants to mark the songs that they will be taking with them
and singing or playing while they will be travelling forward. Ask them to reflect on
why those particular songs, what do they mean to them and sign it along their
path.
Part three: Looking Down at Your Journey (30 min)
1. Give participants some time to reflect on their Journey.
2. Ask participants what are some good memories that they will take with them
to the future and let them draw these as stars along their Journey. They can include
sounds, sights, tastes, touches or smells they are linked to. Ask them who played an
important part in those memories and why each of these memories is important
to them. Let them to reflect on what those memories offer to them and their
companions of the journey. Ask them to place responses to these questions inside
or alongside the stars.
3. Ask participants to give names to their paths to symbolise what this Journey
of Life means to them.
4. Finally, ask participants to look back over everything they have spoken about.
Ask them if they want to pass a message to the person just starting out on their
journey and what would be one lesson they have learned that would like to share
with others.
Part Four: Sharing the Journey
When all “Journeys of Life” are finished give time to participants to walk around
and look at the stories of other participants. Gather participants in the circle and ask
for volunteer to share hers/his story. Have them all one by one to tell the journey
and what images they drew represent their life, following the time dimensions.
Ask that all group give their full attention to the person who is sharing and that all
questions and comments wait until the end. Allot 5-7 minutes for each story.
*If the group is too large for it to be feasible that everyone hears all of the stories,
you can divide into smaller groups of 5-6 people.
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ANNEX
31

Let’s write!

Finish the activity with the reflection on how participants felt, what were the most
difficult aspects to identify, if they have discovered something new or forgotten.
Ask series of questions to prompt group discussion:
- What was it like for you to tell your story to this group?
- What was it for you to hear all of these stories?
- What insights have you gained about yourself and your group friends?
Learning material:
Denborough D. (2014) Retelling the stories of our lives. Everyday Narrative Therapy
to Draw Inspiration and Transform Experience. Norton&Norton:New York
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ANNEX
34

My bundle misses...
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ANNEX
Challenges!

Examples of activities for pieces of Cake: choose one fitting your needs.
Digital competence
1. Take 3 photos and download them in the computer as quick as possible and
write down the time (easier – take 3 detailed/zoomed photos of the flowers with
the I-phone).
2. Remove two rows in Tetris
3. Draw a dog with the computer
Competence in your own language
1. Write a poem of 6 lines
2. Describe EVS in 5 lines in your own language
3. Present yourself verbally to someone in 1 minute in your own language
Competence in foreign languages
1. Translate a word in 5 different languages
2. Translate a sentence in the language in the hosting country
3. Listen to the tape and pronounce the word you listen (in the language of the
hosting country)
Cultural expression
1. Make a sculpture to represent EVS (with plasteline)
2. Make a drawing of yourself
3. Make a list of the 3 most popular songs which represent your country
Mathematical competence
1. Make a simple Sudoku
2. Mathematical puzzle (small problem to solve )
3. Make a shopping list of products what you can buy for 5 EUROS here in Vienna.
Entrepreneurship
1. Build an house with the materials you find in 3 minutes
2. Do something useful for somebody else
3. Do you have an idea of a personal project to implement during your EVS?
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ANNEX
Challenges!

Learning to learn
1. Write down in 4 lines what was the last thing you learn about yourself?
2. Simpson learning style questionnaire or similar
3. You have to learn how to make an origami in 1minute
4. How and where do you prefer to learn (photos of different environments)
Social and civic competence
1. Vote for the most active volunteer in the group
2. Create an ecological present for someone
3. Offer the others a help with 1 of their tasks

53

S
S
A
P
P
M
About CO
s
r
e
n
t
r
a
p
d
n
a
t
c
e
j
pro

54

About the project
This guidebook is one of the main results of the COMP-PASS project; a two-year long KA2 Erasmus+ project
(Strategic partnership in the field of youth) which consists of the activities focused on developing new working
and educational approaches, fostering social inclusion with special emphasis on NEETs.
The main aim of the COMP-PASS project is to contribute to the reduction of the percentage of NEETs at the
European level by promoting the empowerment, participation and the active citizenship of young people.
The project consists of different stages, starting with the development of working tools (digital storytelling
guidebook), and the implementation of a short-term training course to train 14 educators to use the developed
working tools and later facilitate 10 NEETs per partner (70 young people in total) for NEETs to create their digital
storytelling.
Aside from dealing with NEETs and the development of educators’ competences, the strategic partnership has
worked on the COMP-PASS platform(comp-pass.eu/login.php/) for soft competences assessment and evaluation.
This unique platform allow the users to:
•

Have a sense of belonging and help the youths to develop self-confidence

•

Develop learning by performing activities through the development of IT competences

•

Make individual presentations through an innovative and creative tool (CV of the future)

•

Create CVs with hyperlinks to the e-portfolio profile

•

Include references and recommendations (multimedia, scanned documents, audio/video)

•

Provide accessibility of any important and useful information for employers, training centres or hosting
organizations

By implementing project activities, the consortium set the following specific objectives:
•

Professionalization and competence development of educators, supporting the acquisition of skills through
non-formal and informal educational activities

•

Encouraging and supporting the creation of the working space and participation of young people

•

Fostering quality improvements in youth work, through enhanced cooperation between organizations in the
youth field and other stakeholders

Results of the project are:
•

Professional and personal development of educators

•

Enlarged network and strengthened cooperation between participating organizations

•

Contribution to the reduction of the number of NEETs through the creation of their digital storytelling

•

Developed digital storytelling guidebooks for educators

•

Developed and implemented Training Course on digital storytelling

Established Online platform for soft competences assessment and valorisation http://comp-pass.eu/login.php
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About the partners
The project involves seven European non-governmental organisations with rich and diverse backgrounds and
expertise in youth work; thus aiming to foster capacity building, exchange of experience, good practices and
development of new tools. .

PISTES-SOLIDAIRES, Pau, France
www.pistes-solidaires.fr, contact@pistes-solidaires.fr
Pistes-Solidaires is an educational organisation
that champions the knowledge, skills and
attitudes that promote justice and equality in our
multicultural society and interdependent world.
Pistes-Solidaires was founded in 2002 with the
aim of raising awareness of global problems
and showing the potential for change; the
organisation also works to enable individuals to
better understand the links between their own

lives and those of others across the world.
Pistes-Solidaires views education as an allencompassing and life-long process, and their
work in the educational domain is based on
UNESCO’s four pillars of learning: learning to
know, learning to do, learning to be, and learning
to live together.

Pistes-Solidaires is a European Non-Governmental Organisation that is very active at European level. The
organisation comprises 3 departments:
Educational mobility: this department gives people the chance to experience learning mobility through
European programmes such as EVS, youth exchanges, training courses, lifelong learning projects, as
well as international voluntary civil service through the French civil service.
European cooperation: Pistes-Solidaires aims to increase the impact of EU cooperation at local level in
the following spheres: education, social inclusion, socio-cultural fields
Local development: the aim is to augment local knowledge of Europe and European values. PistesSolidaires was awarded the ‘Europe Direct Information Centre’ label by the European Commission in
2013.

SDRUDZENIZ ZNAM I MOGA / KNOW AND CAN ASSOCAITION, Sofia, Bulgaria
www.znamimoga.org, rumy6@abv.bg, natalia.shalamanova@znamimoga.org
Know and Can is a non-governmental
organisation founded in 2007 in Sofia, Bulgaria.
It works on national and European projects,
vocational guidance and career counselling, and
develops programmes, courses and activities
in the sphere of non-formal and informal
education. The main goals of the organisation are
to develop the social and civil skills of children,
young people, NEETs and adults; to implement
modern methods for the development of non-

formal education; and to train specialists in this
field. The Know and Can Association performs a
range of non-formal courses and activities. The
main objectives of these courses and activities
are raising the qualification of young people
and the improvement of their knowledge and
personal and professional skills in order to help
them to be competitive, aware, successful and
bright citizens.
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PINA, ASSOCIATION FOR CULTURE AND EDUCATION, Koper, Slovenia
www.pina.si, info@pina.si
PiNA, founded in 1998, is an organisation for
social development. Their work revolves around
the following core principles: respect for basic
human rights and democracy; active participation
of individuals in the community and in cultural

engagement; respect for the environment and
focus on sustainable development; critical
thought and ethical engagement; life-long
learning and a holistic approach to education.

PiNA’s contribution to social development and better inclusion of NEETs is put into practice in the following
ways:
Education and training based on non-formal education principals; the development of fundamental
skills, values and approaches for the holistic development of responsible individuals;
Organisation of various awareness and educational events, such as cultural events, conferences,
seminars, round tables, workshops, fairs…;
Publishing educational and informational material, such as manuals, promotional brochures, bulletins…;
Offering multimedia and web solutions for information and education, such as videos, documentaries,
web pages, webinars, intermedia installations…;
Performing analyses, offering opinions and recommendations or other forms of expertise;
Performing specific fieldwork projects;
Providing other non-governmental institutions, social enterprises, non-formal groups and artists with
support, mentoring and coaching;
Cooperating with domestic and international partners, and participation in international organisation
networks.

ASSOCIAÇÃO MAIS CIDADANIA, Lisbon, Portugal
www.maiscidadania.pt, info@maiscidadania.pt
Associação Mais Cidadania (AMC) is a European
NGO founded in 2003. Its missions are to promote
responsible citizenship, active participation and
“learning community” through the forging of
local and international partnerships; to train
young people and adults to put their skills and
abilities at the service of society.
AMC is the manager of two Youth Centres, one
in Lisbon, open in the afternoon for youngsters
facing social and economic difficulties, living
in/or near neighbourhood which enable
them to come after school. The other Youth
Centre is in Apelação, a neighbourhood with
a disadvantaged community , with residents
of low socio-economic backgrounds, in a city

right next Lisbon – Loures. The two involved
communities are composed people from
different backgrounds who face various problems
including; unemployment, anti-social behaviours.
With its youth centre, AMC fights against social
exclusion creating opportunities for the training
of adults (professional and informatics), based
upon the principles of Non-Formal Education.
AMC organizes daily activities (homework or
school support, plastic art, dance, painting, arts
and crafts activities, trips into the city or visit
nice places during holidays) for children and
youngsters to have a safe place where to go after
school or in substitution of school/family.
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CAZALLA INTERCULTURAL, Lorca, Spain
www.cazalla-intercultural.org, info@cazalla-intercultural.org
Cazalla Intercultural is a Spanish NGO located in
Lorca, Murcia, registered in 2007, but officially
functioning in 2001 as a youth association
of Cazalla. Their mission is to promote active
citizenship, social inclusion, youth mobility,

voluntary service, sustainable development,
human rights, integration, non-discrimination
and combat gender-based violence, through
non-formal education, youth information and
international cooperation.

Its work is structured around 4 main fields.
Voluntary service; working as a sending/hosting/coordinating EVS organization since 2003, promoting
and international voluntary activities, hosting about 35 volunteers/year, sending annually nearly 60
volunteers worldwide. In 2011 started working on the “Be Volunteer” initiative, offering volunteers
exchanges between Europe and other continents.
Capacity building through the local and international cooperation, working with the local authorities;
advising information centres and developing high quality systems of youth work and volunteering
International cooperation in the field of youth; promoting youth exchanges and implementing training
courses; offering local youngsters and youth workers the chance to gain international and intercultural
experiences and networking.
Local youth work; as youth information centre providing local projects to foster creativity and
participation of youngsters, integration of migrants and fighting against racism and discrimination.

REPLAY NETWORK, Roma, Italy
info@replaynet.eu, www.replaynet.eu
REPLAY NETWORK (Resources for European
Projects and Learning Activities for Youth) is an
association of trainers, active at an international
level within almost all the EU programs, dealing
with non-formal education, learning mobility
and active citizenship. The main goal of the
organization is to project, organize and develop

different kinds of training activities addressed
to trainers, youngsters and adults, and
organizations, etc., using non-formal learning,
active methodology and international mobility
in order to contribute to the personal and
professional growth of individuals.

FEKETE SEREG IFJÚSÁGI EGYESÜLET, Nagyvázsony, Hungary
The Fekete Sereg Youth Association was
founded in 1997 and mainly comprises young
people living in Nagyvázsony and in the Vázsony
valley in Hungary. Their mission is to represent
the interests of young people at a regional,
national, and international level. They give local

youth the possibility to contribute positively
to society, and they support the local bottomup initiatives. Their aim is to provide the same
opportunities to local young people in Hungary
as other youths across the European Union.
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Contact

Pau, France
www.pistes-solidaires.fr
contact@pistes-solidaires.fr

