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Dear reader!

The Myself&Europe Toolbox for youngsters is the practical result of the Myself&Europe Curriculum, the
Myself&Europe Innovative Training Manual and innovative Pedagogical Methodologies and

Innovative Training Materials for trainers and teachers.

Aim of the toolbox: provide a set of interactive, motivating and interesting tools to raise, promote and
discuss with young people about complicated social, economic and political issues and improving one's

understanding about processes living life.

Themes of the toolbox for the youth cover such fields:

e learning about the foundations and structures of the European Union,

democracy and citizenship,

employment and social rights,

interculturalism,

challenges of the 21st century.

Having youngsters with diverse backgrounds as a final user of tools, authors of this material have
thought, that this material has to take advantage from continuous exchange of information, training,
and networking between all the actors involved in the process, not only of creating this tool, but also
using this tool in future. This Toolbox is supporting material for all those people, who want to keep
alive values of the European Union, by spreading tolerance, freedom of speech, democracy, and
other values.

The development of innovative tools for youngsters was our main challenge. Using expertise of all our
partners we searched and developed innovative tools, addressing youngsters with diverse backgrounds
to engage, understand and apply very complex contexts. This tool is focusing on using in the learning
process digital resources, such as videos, images, animations, audio-books, interactive presentations,
but meantime gives opportunity to prepare, use and explore wonderland of gamification, most
importantly - role games, providing users with opportunity to experience situations, they would not

experience in the scope of ten years’ time, so intensive it could be.
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EU is around 500 billion people. What is the glue or possibility, what makes us feel alike, what makes
us feel belonging to the European Union? All citizens of the EU countries are automatically EU citizens.
Thus, if you are the citizen of an EU country, you have to keep it in mind — you are a European. And
what, if not? How to explain to newcomers that we are open, respect and care about each other? So,
experts from five countries — Belgium, France, Italy, Latvia, and Portugal have tried to find ways to

overcome disparities between people and provide space for dialogue, to overcome possible conflicts.

Rejection of other people, prejudices and stereotypes come from your inner fear. Overcoming the fear
is crucial to understand that people may have different origins, different life experiences and different
patterns of behavior. Only when you start thinking to whom you will let your apartment (if need be),
you realize your personal attitude. Authors of the toolbox wish, that after using this training tool many
people realize — life with different people in the same community can be rich, great and inspiring if you

are open to change some prejudice you have.

The current stream with great accessibility of ICT tools brings along cyberbullying between the
youngsters. It also brings us obligation to think, whether we are all equal and have the same
possibilities. Therefore, using this toolbox we want to train and strengthen ability of people to think
critically. Overcoming challenges is the issue of person’s readiness, willingness, and courage to rise and

change things if those are wrong.

We wish, that these tools are used and alive, therefore this material was created by involving in the
preparation phase people — users of this material, who came from all project countries and will be
there to train young people when toolbox will arrive in these countries in their native language.

We can’t change the world, but if we start with ourselves, the world will change.

Team of Myself&Europe
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Introduction

Myself&Europe Project stands for "promoting active European citizenship for disadvantaged
youngsters with diverse backgrounds". The Charter of Fundamental Rights of EU preserves
freedoms of speech, religion, rights to equality and non-discrimination. Now, more than
ever, it is crucial to speak about “Unity in diversity” and revitalize a sense European belonging.
Europe faces another threat: violent extremism. Data shows that "the majority of the terrorist
suspects implicated in those attacks were European citizens" and that radicalization grows
among poverty and social exclusion and targets "young people from different social
backgrounds". (EU Commission Communication 7.06.2016). Along this menace, EU and his
youngsters face early school leaving and failure in education.

This percentage of youngsters represents an easy target for radicalization, social
marginalization or criminality. If we add the people in migrant situations and their offspring,
we may also talk about situations of xenophobia, religious intolerance, broken family ties,
injustice, lack of prospects or traumas.

The Councils of Europe's conclusion of 26.11.2009 noted that "students with a migrant
background are generally more likely to leave school early. For migrants the average early
school leaving rate across the Union is double that of native students”.

Early school leaving results from social disadvantage and, at the same time, perpetuates the
risk of social exclusion and, perhaps, radicalization. There's no single solution for all EU
countries but, without a doubt, schools, teachers, trainers, and tutors "play a key role to help
people who are at risk of early school leaving, including those who have dropped out already”
(Official Journal of EU 28.06.2011). Itis urgent to continue to empower VET teachers, trainers,
and mentors with new methods, approaches and ICT competences. New, updated,
transnational and innovative curricula are essential, addressing needs and, at the same time,
motivations of the youngsters. This is the only way to engage them in education and training
and acquire key competencies so necessary to their future as European workers’ citizens, fully

integrated.
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Myself&Europe project

Myself&Europe project, implemented between November 2017 and December 2019 (26

months), tries to answer to these needs and contribute to motivating young people and

preventing them from drifting to the margins of society.

Main objectives of the project:

Establish an inclusive and transnational Curriculum - EQF and ECVET — addressing
sociocultural training for youngsters, related to partner’s countries' democratic
institutions and their place/role inside the European Union.

Enhance high-quality knowledge, skills, and competences addressing Social and Civic
Competencies, namely, sense of European citizenship, importance of the EU
institutions and the democratic values of cooperation, social inclusion freedom
through expression and respect for others.

Empower youngsters by developing their critical thinking and media literacy, creativity
and entrepreneurial attitudes.

Prevent early school leaving based on the idea that teachers, trainers and VET schools
can play a vital role in dropout prevention by using innovative and integrative
methodologies, tools (namely ICT) and appealing Curricula.

Test Curricula in partner countries, carrying on pilot training for both trainers and

disadvantaged youngsters.
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European foundation and structure
Upon completion of this activity, the participant will be able to:

e tobeable to describe broadly the main political facts behind
the origin of the European Union.

e |dentifying countries, dates and main facts behind each stage
of the European integration

e Storytelling

e Everygood non-formal education starts with a group activity,
in order to allow people to know each other and create a
good mood for work together and

e To acquire knowledge related to the Sense of European
Integration and results obtained. Origin and historical
evolution of the European communities and the European
Union

WHAT IS STORYTELLING?

Storytelling is one of our oldest art forms. It stimulates the
imagination and builds a sense of community between tellers and
listeners.

Stories are everywhere: in newspapers, books, on TV, and on the
internet. Everyday conversation is full of anecdotes and “real life”
stories. Storytelling helps us understand our environment and
personal experience.

Everyone is a storyteller. Storiesare how we explore our
surroundings and communicate with others, whether it's to
persuade them, inspire them or simply entertainthem.
As designers, storytelling is an integral part of our creative process,
because we use stories to connect with our students.

General introduction of the Storytelling technique through the use
of primary emotions. Screening of videos followed by a brief
discussion. Team formation and introduction to the dynamics of the
groups.

Can we tell a story by using just drawings, pictures, symbols, logos
or even emoticons? The participants will choose a symbol that

9 I
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perfectly matches with their stories. Afterward, they will have to
draw it on a piece of paper and explain it to the rest of the
participants. Feedback regarding the activity and introduction of the
next group dynamic: telling a story of the origin of the European
Union by using the Instagram Stories/Snapchat format. The groups
will prepare a maximum of six photos and will choose an order to
tell the story of the origin and evolution of the European Union.
Now that the groups have worked with different communication
media, it is time for them to reflect on how they want to express
their ideas. Once they have identified the story, participants will
choose a suitable digital resource that will best enable them to tell
the story. They can make use of any social network, but also a
webpage, blog, YouTube channel or other digital formats.

.TRY

to use the technique "That reminds me of a story" to collect
feedback on documentary films and share stories with a group, using
the camera during the activity.

.Grundtvig project, "Common Stories of Europe", dedicated to
storytelling as a tool for social projects between cultures and
generations.
https://commonstoriesofeurope.wordpress.com/project-

results/methodological-materials/

.GET INSPIRED

Fairy tales are more than true: not because they tell us that dragon

exists, but because they tell us that dragons can be beaten.
(G. K. Chesterton)

.GUIDE FOR DIGITAL STORYTELLING (for downloading):
Digital Storytelling for reflection and Engagement: a study of the

uses and potential of digital stories. Catherine Boase, Centre for

Active Learning & Department of Education, University of

Gloucesterhire




European foundation and structure
Upon completion of this activity, the participant will be able to:

¢ Identifying treaties of the European Union, main facts and
consequences behind each one of them

e Quiz

To learn an easy and fun way the listed EU institutions and their
roles.

Online quizzes that teach students how to approach standardized
tests with confidence and, also, apply their new knowledge to a wide
range of questions, problems, and situations related to the EU
institutions and roles. These teaching techniques for online quizzes
can help your students realize that education isn’t about showing
up, it’s about finding solutions.

(Using a variety of questions is the key to holding students’ interest over
time. These questions also help students learn to apply their knowledge
effectively in various situations. Keep your students engaged by using these

different types of questions in your quizzes. Ask your students to recall

simple solutions with multiple choice and checkbox questions. These types
of questions are great for low-stakes quizzes, since they’re easy and don’t

take long to complete.)

Students will complete online quizzes that test the students’

understanding of the EU institutions in class. These quizzes, which

can be as short and informal as you’d like, encourage students to
pay attention in class, while helping you evaluate the level of
students' actual knowledge.

. GET INSPIRED

www.funtrivia.com/trivia-quiz/World/European-Union-
Institutions-386339.html

http://www.funtrivia.com/playquiz/quiz3863392¢c39d70.html




European foundation and structure
Upon completion of this activity, the participant will be able to:

e |dentify the main objectives and amendments of each
European treaty

e Educational game

Identify the main objectives and amendments of each European
treaty and the EU policies.

Brainstorm as a class what the motto of the EU. Collect the pupils’
suggestions on the board.

Wheel of Life: As a starting point for creating balance, happiness and
success in your European policies, the Wheel of Life is the perfect
tool to begin your journey. Using this tool, you will be able to reflect
and gain some insight into the balance of European
competences/policies and how satisfied you are in life’s different
areas. Following on from this self-reflection, you can utilize this
exercise to further delve into why your wheel of European
competences looks the way it does, what you would like your wheel
of life to look like, and further into how to make this happen.

How do they reflect the EU values? Spend some time inventing a
motto for the EU. Ask some students for their suggestions. Then
share the actual EU motto with the class: ‘United in diversity’.

Discuss in class why this is a good motto for the European Union,
and also if the EU needs to be able to integrate new members?

. GET INSPIRED

Further information on the motto: It signifies how Europeans have
come together, in the form of the EU, to work for peace and
prosperity, while at the same time being enriched by the continent's
many different cultures, traditions, and languages. For more
information see:

http://europa.eu/about-eu/basic-

information/symbols/motto/index en.htm
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European foundation and structure
Upon completion of this activity, the participant will be able to:
e Distinct the main institutions of the European Union

e Recognize the roles of each European institution
e Educational game

This activity aims at empowering you on what the European Union
can offer and will enable you to discover member states of the
European Union and different aspects of the European Union.
Indeed, throughout the whole game, participants will be confronted
with real-life examples of the EU action.

It is an educational game that encourages young people to learn
more about the European Union, its current Member States, and the
candidate and potential candidates of the European Union.

The cards game could cover various themes such as history,
geography, and culture, as well as general facts about the EU and
how the enlargement process works (i.e. how countries can become
members of the EU).

CARDS GAME

Learning about the steps on the path to the EU membership.

Divide pupils into groups (4-6 pupils per group) and give each group
a set of shuffled cards showing the steps to join the EU. Explain to
students that they need to work together to put the cards in the
correct order. Give pupils 5 to 10 minutes to do this, then check the
order as a class.

. GET INSPIRED

https://www.cerebriti.com/juegos-de-UE/tag/mas-recientes/

europa.eu/kids- corner/countries/index en.htm

https://ec.europa.eu/neighbourhood-enlargement/news corner/eu-

trek en

Guide https://ec.europa.eu/neighbourhood-

enlargement/sites/near/files/eu trek manual en.pdf




FUTURE OF EUROPE: CRITICAL THINKING/ QUESTIONNAIRES/ VIDEOS WATCH

Learning unit European foundation and structure

Learning outcome Upon completion of this activity, the participant will be able to:

e Notice the challenges that European Union deals today
Methodology e Small group discussion

Aims Get involved in this questionnaire and open debate to express your
concerns, hopes, and expectations about the future of the EU in
main topics.

Description The questionnaire is about making to know your priorities for the
years ahead. This questionnaire was created by a Panel of citizens
selected on a random basis. It complements other initiatives from
the European Commission on the Future of Europe.

How to use it First of all watch a video, European voices on a Europe Future and
after all the students will complete the questionnaire and start a
Group Reflections with sharing the answers and open debate.

Resources .
DOWNLOADABLE QUESTIONNAIRE

https://ec.europa.eu/consultation/runner/Future-of-

Europe?surveylanguage=en

. WATCH

https://ec.europa.eu/commission/consultation-future-

europe enttvideo-european-voices-on-a-european-future
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Democracy and citizenship

Upon completion of this activity, the participant will be able to:
e Recognize a democratic state.
e Compare one or few democratic systems in Europe.
e Understand widely the system of the European Union.

® Recognize the main EU Institutions.

e Quiz

At the end of the unit, the participants have a clear vision of the EU
stakes by having the possibility to express their opinion

This quiz has been designed to give young people a quick and useful
introduction to the European Union. It can be used as a stand-alone
activity or alongside the publication ‘Europe. A journal for young
people’.

The quiz has four sections with 12 questions in each. You have two
attempts to answer each question. A correct answer on your first try
scores you two points and on your second go, one point.

But watch out, because the questions can be tricky. Often you need
to look for a statement which is FALSE, and a smiling green face will
tell you that you have found it.

This quiz is supported by an EU publication, ‘Europe. A journal for
young people’. It can be used within a school class by teachers or
because is very simple to use, in a professional training session or
during a session for youngsters led by social workers

http://europa.eu/teachers-corner/quiz en

file:///C:/Users/Asus/Downloads/DOC 1.en.pdf

Democracy and citizenship

Upon completion of this activity, the participant will be able to:

>
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e Define the concept of Democracy

o Acquire fundamental knowledge of the principles on which
the European Union is founded

¢ |dentify one or few European common values.
e (Card game

Learning how the “checks and balances” system of the different EU
Institutions influences politics. Learning the base of the ideologies
of transnational parties

European Union: The Board Game is a game for 3 to 7 players (or 3
to 5 players for the basic version). Each player takes the role of the
leader of a European political party; each party has different policy
preferences and special abilities.

Players have to try to get the proposals that are most advantageous
to them approved, whilst securing the maximum number of
influence points that they can in each round.

The game is played over three rounds, which simulates the
increased membership of the European Union over time. The player
with the highest number of influence-points at the end of the game
wins.

During the game, each player uses their influence points to secure
voting powers by bidding for the Member States in the Council of
the European Union (the Council) and Members of the European
Parliament (MEP) (the Parliament), if playing the advanced version.

The party with the highest bid also becomes the President of that
institution, i.e., when bidding for the Member States in the Council,
the highest bidder becomes the President of the Council. The
President is a powerful figure with the ability to set the agenda for
each round, chair discussions, and call votes.

Players can lobby other parties (players) to lend their support or
help block proposals, taking into consideration their preferred
policies and special abilities. Alliances can also be formed to further
a player's objectives. Players can make deals using influence points
or verbal commitments at any time during the game.

However, President Card, Party Cards, Member State Cards, and
MEP Cards may not be transferred or traded.

>
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Play the cards during a meeting or in the classroom. The trainer will
be the moderator and intervene for explaining further the rules if
needed.

Play cards to order here:
https://boardgamegeek.com/boardgame/181083/european-

union-board-game

Democracy and citizenship

Upon completion of this activity, the participant will be able to:
e Learn about the geography of member countries of Europe
e Acquire European cultural data

e Getinsight in geopolitics

e Online videogame

The Seterra game aims to make the learners “learn by doing”
through recognizing states, capitals, and facts on political and
physical maps in the European Union and beyond.

The Seterra game proposes some maps sorted by geographical,
political, geopolitical, historical criteria.

The player can challenge himself with the time and the number of
attempts.

It is interesting the interactive and comprehensive approach: all the
features are linked to Wikipedia and other resources.

The learner can post his results on Social Networks which is relevant
for the target public.

Use the tool preferably in a classroom in group mode.

https://online.seterra.com/en/vgp/3022

>
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Democracy and citizenship
Upon completion of this activity, the participant will be able to:

e Inspire and empower young Europeans to become open-
minded, tolerant and active citizens

e [nform about the decision-making process in Europe,

e Give pupils a basic understanding of European politics

e Engage pupils in an open discussion about current European
topics

e Encourage pupils to become active.

e |ecture
e interactive game
e discussion

At the end of the unit, the participants have a clear vision of the EU
stakes by having the possibility to express their opinion

“Understanding Europe” by Schwarzkopf Foundation and
International Office of the Young European Parliament. Between
three and four hours broken in highlights:

e Why the European Union?
e What’s the European Union?
e How can | participate in the European Union?

Every topic offers a new way of learning European issues and is
presented with the help of pedagogical support and playful tools.
The interaction between learners and trainers is crucial.

The sessions are organized by volunteer trainers of PEJ association
in colleges and high schools in France but even in Germany, Austria,
Belgium, Bosnia, Estonia, Italy, Portugal, and the Czech Republic.

www.pejfrance.org

www.understanding-europe.org

Contact: understanding-europe@ pejfrance.org

o
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Democracy and citizenship

Upon completion of this activity, the participant will be able to:

e Show how EU legislation is created
e Work together and make difficult decisions

e Learn to negotiate

e Speak to the media
e Role-play

The Role-Play Game of an EU plenary session and visits aims to show
how EU legislation is created, from consulting interest groups and
forming alliances to negotiating with other institutions and
speaking to the media.

The Role-Play Game is designed for groups of secondary school
students age 14 to 18+ and takes place at the European Parliament
in Brussels.

Divided into imaginary political groups, students become Members
of the European Parliament and learn to negotiate between
themselves to build the future they want.

Players must work together and make difficult decisions as they
tackle issues such as water scarcity and the implications of
technological advances.

The Role-Play Game lasts about 2 % hours and is free of charge.
Games are held once on Monday afternoons, three times on
Tuesdays and Wednesdays and twice on Thursdays and Fridays.
Groups should consist of a minimum of 16 and a maximum of 32
students.

Use the tool preferably in a classroom or assign short homework

http://www.europarl.europa.eu/visiting/en/brussels/role-play-

ame

http://www.europarl.europa.eu/visiting/resource/static/files/broc

hure-role-play-game.pdf
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Employment and social rights in Europe

Upon completion of this activity, the participant will be able to:
e List the principles of the European social rights pillar
e List the 2 or 3 institutions of social dialog at European level

e List 3 to 4 organizations active in the field of employment
and social rights at the European level

e Play-based learning

The practice of the game is widespread in the training of adults. The
pedagogy of the game promotes the development of autonomy, the
expression of creativity and adaptability among young people. It
also allows trainers to easily conduct training in groups. The game
can be performed in a conventional classroom-based format (e.g.
role-playing, quiz, trivial pursuits...) or online (e.g. Serious games,
Apps, augmented reality, social media...)

The word “Play” is set in most of the current language dictionaries
as a not imposed physical or mental activity, purely free of charge,
usually based on the convention or fiction, which has no end in the
consciousness of the involved participants other than itself and the
pleasure and fun it provides.

The characteristics of “playing” include those of free and fun,
making this activity moving away from constraints and obligations
of social life.

A good play/game:

* must be related to what is studied and have content that is
meaningful to the participants

= containing clear objectives (training objectives) and an
understandable goal

* having a pleasant and friendly appearance

» having clear rules and concise instructions

= be playable within an hour and almost without costs

= involving all participants at the same time



giving participants the opportunity to make interesting
decisions

containing elements of surprise

making easier to make a debriefing

having easily understandable rules by any trainer, without

special training.

For future reading www.thiagi.fr

Employment and social rights in Europe

Upon completion of this activity, the participant will be able to:

List the principals of the European social rights pillar
List the 2 or 3 institutions of social dialog at European level

List 3 to 4 organizations active in the field of employment
and social rights at the European level

Flipped classroom

The four pillars of learning flipped aims to provide:

1.

Flexible environment
Establish spaces and time frames that permit students to
interact and reflect on their learning as needed.

Continually observe and monitor students to make
adjustments as appropriate.

Provide students with different ways to learn content and
demonstrate mastery.

Learning culture
Give students opportunities to engage in meaningful
activities without the teacher being central.

Scaffold these activities and make them accessible to all
students through differentiation and feedback.

Intentional content

>
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e Prioritize concepts used in direct instruction for learners to
access on their own.

e Create and/or curate relevant content (typically videos) for
your students.

e Differentiate to make content accessible and relevant to all
students

4. Professional educator/trainers
e Make yourself available to all students for individual, small-
group and class feedback, in real-time, as needed.

e Conduct ongoing formative assessments during class time
through observation and by recording data to inform future
instruction.

e Collaborate and reflect with other educators and take
responsibility for transforming your practice

The flipped classroom model is an instructional model in which
students learn basic subject matter knowledge prior to in-class
meetings, then come to the classroom for active learning
experiences. The flipped classroom describes a reversal of
traditional teaching where trainees gain first exposure to new
material outside of class, usually via reading or lecture videos, and
then class time is used to do the harder work of assimilating that
knowledge through strategies such as problem-solving, discussion
or debates. The collective space/face to face is turned into a
dynamic and interactive learning environment where the trainer
guides and accompanies the learners.

The first phase of the flipped classroom learning is the pre-class

learning phase. In this phase, trainees acquire basic subject
knowledge by viewing instructor provided learning materials in
various media formats, such as online videos, podcasts, or text-
format materials, prior to class.

The second phase of the flipped classroom learning is the in-class

learning phase. In this phase, trainees have trainee-centered active
learning activities in class, such as interactive lectures, problem-
solving, laboratory experiments, role play, and collaborative design
and creation.

It is necessary to distinguish between "flipped classroom" and
"flipped learning". These terms are not necessarily interchangeable.

’
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A Flipped Classroom is “a form of blended learning in which
students learn content online by watching video lectures, usually at
home, and homework is done in class with teachers and students
discussing and solving questions. Teacher interaction with students
is more personalized with guidance instead of lecturing.

A flipped learning is a pedagogical approach in which direct
instruction moves from the group learning space to the individual
learning space, and the resulting group space is transformed into a
dynamic, interactive learning environment where the educator
guides students as they apply concepts and engage creatively in the
subject matter. A flipped classroom may, but not necessarily, lead
to a flipped learning. Many teachers and trainers can already
"flipping" their classes by asking students to read text outside of the
class, to watch additional videos or other problems, but to engage
in a "flipped learning" pedagogy, the teachers and trainers must
integrate the four pillars of the " flipped learning approach" cited
above in their practice.

YouTube video about Flipped classrooms

Licence: Youtube licence

Employment and social rights in Europe
Upon completion of this activity, the participant will be able to:

e I|dentify the problematic issues regarding employment and social
affairs in Europe

e Argue and use facts regarding these issues

e (Critically analyse and develop a deeper understanding of the topic

e Shifting/Moving debate
The moving debate breaks down into 3 phases:

1. The statement and setout of instructions (Introduce the idea that
at the beginning of a debate a learner may be clear about whether
he/she agrees or disagrees with a given statement.

2. The debate (After all aspects of the issue are discussed the
student may be persuaded to change his/her mind).

>
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3. The exploitation of the collected material (It can identify the many
complexities involved in the employment issues. It can include
dialogue, debate and the resolving of conflict).

Shifting/Moving debate is a methodology for hosting conversations
about problematic questions using argumentation. The activity
encourages learners to think about all sides of an argument.

1. The trainer has the affirmations on posters related to the topic to
be discussed on the walls (facilitating the positioning of the
participants).

2. The participants discover the proposals, identify one that
challenging them and positions themselves below it.

3. Once everyone has chosen its statement, the trainer asks
someone to explain its positioning.

4. Then, another person expresses an argument that ties in with
what was said previously.

5. At the end of each intervention, if the proposed argument makes
another participant change his point of view, the concerned persons
may change places and position themselves under the same poster.

6. The debate continues until everyone has been able to express
themselves and everyone feels that they are in tune with the
statement they defend.

A debriefing momentum should be organized at the end of each
session to make the repossession of the contents possible.

Possible statements to initiate a debate:

e Europe has not enough power in the field of employment regarding
member states.

e Europe has too much power in the field of employment regarding
member states.

e Posted workers directive (96/71/EC) is bad for Europe.

e Posted workers directive (96/71/EC) is good for Europe.

Europe



Employment and social rights in Europe
Upon completion of this activity, the participant will be able to:

e List the fields of intervention of the EU in the field of
employment and social affairs

e List the 20 principles of the European Social Security pillar
e List the structures of social concertation throughout Europe

e |dentify some issues and challenges related to employment
and social issues across Europe

TRANSVERSAL COMPETENCES

. Voicing criticism: enabling participants to make an analysis
in connection with European issues.

o Making political choices and defending their point of view.
. Asserting rights, adopting a position, building a position
collectively

e Play-based learning (Turnkey exercise)

The exercise aims two complementary objectives:

e Understand the main topics related to employment & social
rights managed by EU

e Arise awareness of participants regarding their rights and
duties in Europe

Other objectives comprise:

e To enhance knowledge of European social issues and raise
awareness regarding their complexity.

e To explore the consequences on our everyday life of political
choices made at the European level especially on
Employment and at a social level.

e To sensitize and make people aware of their social and
economic rights and duties.

This training tool allows players to explore the competences of the
EU in fields of Employment and some related fields such as social
protection, access to the labor market, work conditions and social
dialog. The game allows also to explore the consequences of our
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everyday life of political choices made at the European level.
Understanding the issues and challenges will help people to
participate more effectively in the construction of a social human
Europe. This game encourages the participants to analyse European
social policies and thus to be able to act more effectively individually
(as citizens) and collectively (as associations).

Before the game starts, the facilitator, either alone or with the
players, should agree on the following:

Playing area: The game board is divided into 4 sections that can be
used independently or grouped according to the objective and the
target audience defined by the facilitator.

Aim of the game: Depending on the participants, the objective and
the time available, the facilitator

chooses between the following 2 rules:

e Time rule: The team that collects the most “Charter of
Fundamental Rights” cards by the end of the time agreed at
the start of the game wins.

e Number rule: The first team to collect the number of
“Charter of Fundamental Rights” cards agreed at the start of
the game wins.

The game board is made up of 4 sections linked by a middle square.
Each of the sections corresponds to an issue addressed at the
European level, namely:

e Equality and access to the labour market

e Social dialogue: Europe has set in place a number of
instruments to strengthen social dialogue.
e Pillars of social protection & inclusion

» Fair work conditions

The game begins in the middle square. If several sections of the
board are used, the team is free to choose the section where it will
start the game. Arrows point the way across the different sections
of the board. If the team lands on the middle square, the facilitator
asks a general knowledge question about Europe.

To decide who goes first, each team throws the die twice. The team
that gets the highest score on these two throws added together
goes first.

Each participant plays the role of a Euro MP, so the teams represent
various parliamentary groups of the European Parliament. Before
the game starts, each parliamentary group will be identified by the
name of an existing political party or by a made-up name. If the
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participants are divided into teams, each team will choose a
spokesperson. In this case, only the spokesperson can answer the
questions.

Each team, in turn, throws the die and moves the pawn the
corresponding number of squares and plays according to the square
the pawn lands on. If the answer is correct, the team gets another
throw of the die. If the answer is wrong, the next team plays. N.B.
The number of consecutive throws cannot exceed the number of
years of the mandate of a Euro MP (5 years = maximum 5
consecutive throws).

The cards are kept and organised by the facilitator.

e game board

e 5 pawns

¢ a 3-number die (1,2,3)

e x general knowledge questions

¢ 4 x theme-based questions

* 4 x Taboo cards

¢ 24 language pictures

e 4 x 12 Right cards

e 52 cards on the Charter of Fundamental Rights of the EU

¢ a stopwatch

Employment and social rights in Europe

Upon completion of this activity, the participant will be able to:

o List the fields of intervention of the EU in the field of
employment and social affairs

e List the structures of social concertation throughout Europe

e |dentify some issues and challenges related to employment
and social issues across Europe

e Role Play (Put participant in situations)

The exercise aims two complementary objectives:

e Understand the main topics related to employment & social
rights managed by EU

-
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e Arise awareness of participants regarding their rights and
duties in Europe

This training tool allows players to explore the competences of the
EU in the fields of Employment. More, the players can understand
the importance of the EU in some competencies which have
consequences on companies and industries.

Understanding the issues and challenges will help people to
participate more effectively in the construction of a social human
Europe. This game encourages the participants to analyse European
social policies and thus to be able to act more effectively individually
(as citizens) and collectively (as associations).

Finally, the trainer can use the concept of this roleplay about many
subjects in the field of employment and social rights. This is a base
that can evolve.

Before the game starts, the facilitator, either alone or with the
players, should agree:

The role of “director/manager”: this role must play the role of
facilitator during the discussions.

The situation problem: during the play, the players “live” a
situation. The players and the facilitator chose a problem situation.
If it’s a big group, the facilitator can split the group into small ones
with a specific problem situation for each group.

The participants (except the facilitator) You are in a cooperative
enterprise that has been producing stuffed teddy bears for 15 years.
All workers have interests in the company. There are also
cooperators who own shares. The company experiences financial
difficulties.

Each participant plays a role (manager, workers, co-operators).
Before the beginning of the roleplay, each participant receives a
description of the role. The group receives also a problem situation
about gender equality, working time, personal data management,
tendering, work conditions and discrimination.

For 10 minutes, each participant takes notice of his role and the
problem situation.

For 20 minutes, each participant plays his role and trying to find a
solution.

After these first 20 minutes, the facilitator handles out and explains,
using the attached thematic sheets, the rights, and duties for the
specific situation in Europe.
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During 20 minutes, the group can adapt its solutions according to
the given additional information.

In the end, each group presents his solution to other groups with
arguments.

Description of the roles of players

- The director/manager: you are in charge of the daily management
of the Company. Despite your many recovery efforts, the company
is losing money every year. You are afraid that in future years, jobs
will be threatened.

- Worker 1: you choose to work in the company because precisely
you are like the model of cooperatives’ companies. For you, this
model must be saved at any cost. Workers must own shares as much
as "cooperators".

- Worker 2: For you, it's your place/job that counts most. No matter
how, but all that matters is that your place and your wage are
preserved.

- Cooperator 1: You know this company for years. When you are a
child, your favorite teddy bear was of this brand. You consider a
good issue that the company is a cooperative one. As soon as you
could, you bought shares. You know workers and you find it normal
that workers and cooperators get the same place around the table.
- Cooperator 2: All you are interested in is the benefit, that’s the only
link you have with the company.

Description of the situation of the company

You are in a cooperative enterprise that has been producing stuffed
teddy bears for 15 years. All workers have interests in the company.
There are also cooperators who own shares. The general and
strategic orientations of the company are discussed every year at
the General Shareholders Meeting. All co-operators are invited to
this meeting. Every month, representatives of different cooperators
meet for daily management. The cooperative enterprise has had a
“good life” for 10 years. But for five years, the company is losing
money. The Company is no longer profitable. For 10 years, as a result
of a collective decision, 50% of profits were reinjected into the
Company. 25% formed a reserve fund and 25% was
given/distributed to the cooperators as a dividend.

Description of the problems

- A feminist association accuses you of making a difference in pay for
the same work between women and men in the Company. If you
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don’t regulate the situation quickly, this association promises to sue
you.

- A worker (fired for a while) has sold a client file with personal data
to a commercial enterprise. This enterprise uses the data actually to
sell new products. What to put in place so that it does not happen
again?

- During a rush period with a lot of orders, three of your employees
worked 48 hours continuously. Following a visit to a trade union
representative, they told you that it’s an infraction and that you
must review your practices.

Thematic sheets

To handle out to the participants
The director/manager

You are in charge of the daily management of the Company. Despite
your many recovery efforts, the company is losing money every
year. You are afraid that in future years, jobs will be threatened.
Worker 1

You choose to work in the company because precisely you are like
the model of cooperatives’ companies. For you, this model must be
saved at any cost. Workers must own shares as much as
"cooperators".

Worker 2

For you, it's your place/job that counts most. No matter how, but all
that matters is that your place and your wage are preserved.
Cooperator 1

You know this company for years. When you are a child, your
favorite teddy bear was of this brand. You consider a good issue that
the company is a cooperative one. As soon as you could, you bought
shares. You know workers and you find it normal that workers and
cooperators get the same place around the table.

Cooperator 2

All you are interested in is the benefit, that’s the only link you have

with the company.
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Interculturalism and multiculturalism

Upon completion of this activity, the participant will be able to:
Distinguish values in accordance with different cultural profiles
Analyze the most common points of view in your cultural
environment and/ or people you interact

Highlight cultural similarities, not cultural differences

Educational game

Group work

Enable students to distinguish between the visible and invisible
aspects of culture.

Enable students to explain how the invisible aspects of culture
influence the visible ones.

When we see an iceberg, the portion which is visible above water is,
in reality, only a small piece of a much larger whole. Similarly, people
often think of culture as the numerous observable characteristics of
a group that we can *see* with our eyes, be it their food, dances,
music, arts, or greeting rituals. The reality, however, is that these are
merely an external manifestation of the deeper and broader
components of culture -- the complex ideas and deeply-held
preferences and priorities known as attitudes and values.

Through this activity students will raise their awareness about their
own and others' cultures, thus improving their ability to understand
others and, consequently, to live, work and share social spaces with
others.

Before beginning, this lesson, remind students that

Culture is a complex concept.

Everyone has a culture.

It shapes how we see the world, ourselves, and others.

Explain that metaphors often help us understand big ideas by relating

something we don't know to something we do know. A useful
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metaphor for culture is an iceberg. Ask students what they know
about the size and shape of icebergs. How much of an iceberg is
above the water? How much is underwater?

Make the point that only about one-eighth of an iceberg is visible
above the water. The rest is below. Culture is very similar to an
iceberg. It has some aspects that are visible and many others that can
only be suspected guessed or learned as an understanding of the
culture grows. Like an iceberg, the visible part of culture is only a
small part of a much larger whole.

Ask students to look back at Worksheet Features of Culture. Review
with students that the numbered items on the list are all features of
culture. If students haven't completed the worksheet, make sure that
they understand all the features on the list. Ask them for examples
or provide examples if needed.

Provide students with a copy of an outline drawing of an iceberg with
a clear line delineating the part of the iceberg that is above the
water's surface and the larger part that is below the surface.

Divide students into groups of four. Ask them to bring the Features
of Culture worksheet with them. Have them discuss in their groups
which features of culture they think are visible and which are
invisible.

Ask students to look at both their outline drawing of the iceberg and
their Features of Culture worksheet. Have them review the features
one by one and decide as a group if a particular feature belongs
above the line (i.e., is "visible") or below the line (i.e., is "invisible").
Have students write above the water line the numbers of those
features of culture that they, as a group, consider to be observable
features. They should write the numbers of the "invisible" features
below the waterline. Do the first few features with them. Provide
examples, e.g., values cannot be directly observed; holiday customs

are visible.
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After students have had time to work in groups on the remaining
features, have each group pair with another group and compare their
placement of features. Students must be prepared to say why they
placed a particular feature where they did. (Note: In the list of
features, the numbers that should appear below the waterline are
#3, H#4, #6, #8, #9, #10, #16-18, #22-24, #26-30.)

Ask students whether they see any item below the water line that
might influence or determine any item above (e.g., ideas about
modesty might affect styles of dress; religious beliefs might influence
holiday celebrations, painting, and music).

Outline drawing of an iceberg for each student

Worksheet Features of Culture

Further info about the Cultural iceberg can be found at

https://www.languageandculture.com/cultural-iceberg

http://www.englishandculture.com/blog/bid/64946/Culture-We-re-

All-Playing-the-Same-Game-with-Different-Rules

Interculturalism and multiculturalism
Upon completion of this activity, the participant will be able to:

e |dentify strategies for the management of stereotypes,
prejudices and discriminatory behaviors

e Group work
e Educational game

Raise awareness of the ways in which we can normally take opinions,
evaluations, and interpretations as facts. Even in our use of wording
there may be hidden evaluations, such as “European settlement”
whereas some call it an “invasion.” It's a great exercise to learn to
notice our patterns of responding to things through certain lenses.

We don’t often realize the filter through which we see the world.
Our upbringing, culture, and beliefs are just a few of the factors that
can tint our perception. Our thinking is something we can easily
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become aware. This activity allows for exploring the ways we can see
and interpret things and events.

We've all heard of the half full or half empty glass concept. We even
have metaphors such as “to see the world through rose-colored
glasses.” (Glasses are also a great metaphor for discussing the
meaning of culture). To give an example, suppose it’s raining. People
who prefer fair weather may see the dark clouds and puddles and
feel annoyed. Had those same people been through a period of
drought they may instead be happy to see it raining and hope for it
to continue.

This is called subjectivity; the personal and varying ways different
people can view the same thing. A cultural example maybe how
someone of an older generation views the style of dress today versus
a person from a younger generation. The younger generation may
view their clothes as stylish while the older generation may find the
outfit too revealing. Their experience filters their feelings.

We can train ourselves to be conscious of our thought processes and
bring awareness to opinions that before may have been automatic.
Kyoung-Ah Nam and Colleen M. Meyers have designed an exercise
to assist people in gaining awareness of their habits of perception;
its name is the initials DAE. Previously it was Describe, Interpret and
Evaluate but its acronym of DIE was a little ominous so Interpret was
changed to Evaluate, it is described below.

D = describe the event.
A = analyze the event/object/photo in several ways.
E = evaluate your results.

Description: What is going on? Some people may call this the “data.”
It’s “just the facts” that can be generally agreed upon and described
as plainly as possible. For example, you hear somebody raising his or
her voice. If your first instinct is to say, “they are angry,” then you
are using the A for analyze, you are making an explanation of what
is happening. Instead, if you were to only describe, you would say
“the person is raising their voice,” or “they are speaking more loudly
than before.”

Analyze: Why is it happening? This is where alternative explanations
are possible. There are many reasons why somebody would raise
their voice, perhaps they are not angry but instead they are speaking
to a person who has hearing difficulty. Maybe they themselves have
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hearing difficulty and this is why they are raising their voice, or
perhaps it is noisy where they are. With analysis there are a number
of explanations that can be possible, it is where we can project many
ideas onto a situation.

Evaluate: How do | feel about it? This is concerned mainly with your
personal opinion and no one else has to agree. You may feel the
person is annoying for talking loudly, or inconsiderate since they
disturbed you. This is what people refer to as subjective experience,
filtered by personal perspective, their individual way of looking at
things.

Nam and Meyers write, “The DAE model is an engaging way to bring
out several themes important in communication generally and
intercultural relations specifically. We often respond to people or
situations unfamiliar to us with our most subjective evaluations,
projecting our judgments onto what we think we see (or hear or feel
or otherwise perceive).” A person’s first instinct can often be to
evaluate. To use words like pretty, interesting, annoying, ugly, great
and so on.

Time: 20-30mins including discussion

Materials needed: the DAE presentation embedded here, Images

from sources such as National Geographic, Discovery Channel,
anything that could be interpreted in different ways. They can either
be cutouts or projections on the board.

Objective: In response to a range of images of people the learners
will declare whether a statement about them is defined as
Description, Analysis or Evaluation.

Procedure: Using the PPT, students can take turns selecting D, A or
E in response to the slide cues. The activity can be extended allowing
students to collect their own images and assign D, A and E -
statements and opening them up for class discussion.

https://uminntilt.com/2012/03/12/interpreting-classroom-
behavior-the-dae-model/
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Interculturalism and multiculturalism
Upon completion of this activity, the participant will be able to:

e |dentify strategies for the management of stereotypes,
prejudices and discriminatory behaviors

e Find ways to wuse cultural differences to improve
communication and mutual understanding

e educational game
e role playing

e group work

e discussion

The exercise is useful to develop group work skills, general
leadership skills, personality styles by bringing learners to deal with:

o Difficulty with language
e Having to take the initiative
e Paying close attention to what other people are doing

e Finding something that initially seemed easy being actually
very hard

e Coming to an impasse and wanting to give up
e Breaking rules that seem pointless
e Feeling lost

The game can take less than fifteen minutes, with as much as % hour
of discussion to follow. It is an excellent opening exercise for cultural
training programs, and it is especially useful when there is no time
for longer simulation games.

With the special rules of no talking or other non-verbal
communication and not allowing participants to take or ask for
puzzle pieces, the participants are put in a high-pressure situation
similar to early experiences in a new culture.

A useful way to do the discussion after is to ask how the exercise
might be similar to learning to live in another culture. Points brought
out often include:

o
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It is often most effective to bring out the learning points in a
discussion, then have people give examples from their own or
others’ experiences. Finally, it can be tied in with various theories or
models, such as the typical stages of culture shock.

Five people play the game for each set of puzzles. Ideally, there are
seven in each group, so that two people are observers/judges.

These two can often tell what was happening in the group when the
group members were too caught up in the action to notice. Several
groups can play simultaneously. It is essential to have observers if
there are several groups. The leader cannot keep up with all of this
— because it often goes very fast.

If there are multiple groups, it will also become clear that some
groups get it faster than others. If one or more groups get stuck, it is
also ok to have them get up and look at successful squares (without
talking). A learning point from this is that we can learn from others
who have successfully done something — like crossing cultures.

Cut in pieces the puzzles you can find in the link from the resources
section.

Five people play the game for each set of puzzles. Ideally, there are
seven in each group, so that two people are observers/judges.
Several groups can play simultaneously. If one or more groups get
stuck, it is also ok to have them get up and look at successful squares
(without talking). A learning point from this is that we can learn from
others who have successfully done something — like crossing
cultures.

Participant Directions: In each envelope, there are puzzle pieces
that will form squares. When the facilitator indicates it is time to
begin, the task for the group is to assemble five squares of equal size.
The task is completed when each group has a square of the same
size as everyone else.

There are special rules of conduct for the exercise:
¢ No one may speak.

e No one may gesture or attempt any other form of verbal or
non-verbal communication, to signal that another person is
to give him/her a puzzle piece. In other words, no one may in
any way ask for a piece.

'

O’L

Europe



e Anyone may give away any number of pieces, any number of
times.

Observer directions: Observer has a twofold job. First to enforce the
rules and second to observe what happens. If someone violates a
rule, simply point out to them that what they have done is against
the rules. The observer might look for things like:

e What was the emotional tone of the group, or of specific
individuals?

e How did this change as the exercise progressed?

e What strategies, if any did, individuals seem to take?

e Who took a leadership role? What did they do?

e How did the group deal with frustration?

e Was there a turning point, or points? What happened?
e Who was the first to give away pieces?

e If the group didn’t finish, how did they get stuck?

e What other observations do you have about how the
exercise went?

https://www.nafsa.org/Professional Resources/Browse by Intere

st/Internationalizing Higher Education/Network Resources/Teach

ing, Learning, and Scholarship/Intercultural Activity Toolkit Br

oken Squares/

Interculturalism and multiculturalism
Upon completion of this activity, the participant will be able to:
e Recognize emotional barriers and cultural taboos

e |dentify and deconstruct stereotypes in intercultural settings

e Educational game

e Discussion

e To see how the people differ in their initial impressions of
others;

1

'

>



e toexplore how our past experiences color our impressions of
others;

e to become more aware of how our impressions affect our
behavior towards others;

e to start the discussion about prejudice and stereotypes.

This educational game gives the opportunity to start the discussion
about prejudices and stereotypes, through a funny activity followed
by a group discussion that will help to raise students’ awareness
about the negative impacts of a judgment based on a first
impression and not on real knowledge of others.

Group size: 8-30
Time: 1 hour
Process:

1. Select pictures from magazines of people who have
interesting/different/minority/ look or background. Selection
should be done with regard to the group, the background of the
participants and the topic of the training.

2. Cut out the pictures and stick each on a top of separate A4 paper.
Pass each A4 paper sheet around and ask each participant to look at
the picture and write down the first impression of the person on the
picture at the bottom of the page.

3. Then turn the bottom of the paper cup, to hide what they have
written and passed the sheet to the next person. Repeat until each
participant has had all the pictures.

4. After that unfold the sheets and ask some participants to read out
all the impressions collected under each picture.

5. Open up a discussion, focusing on:
e What surprises were there?
e Why are the impressions so different?

e Isitlinked to our background, experience, place we live in ...,
what else?

e What feelings did participants have doing it, hearing the
results?



Discussion on stereotypes and prejudice do not let participants
criticize each other’s impressions. Try to focus on the reasons for the
impressions. After the discussion, a more theoretical input on
stereotypes and prejudice can follow.

http://www.toolfair.eu/tf6/sites/default/files/tools/2011-09-
29/Thesis%20all%20in%200ne%20-%20Updated%20NE.pdf

Interculturalism and multiculturalism

Upon completion of this activity, the participant will be able to:

o Identify strategies for the management of stereotypes,
prejudices and discriminatory behaviors

e Analyse the most common points of view in your cultural
environment and/or the people you interact

e Create the conditions to overcome difficulties to express
different emotions

e group work

e discussion

e show the power of prejudices

e start discussing implicit values and preferences

The facilitator tells the story of family Miller:

“In a nice, big house live Mr. and Mrs. Miller with their 20-year-old
son David. The family lives quite happily together in this house. One
day a bad accident happens, and father and mother Miller lose their
lives. David inherits the house of his family and lives a single and
satisfied life, until one day David loses his job. David is no longer able
to afford to live in the big house by himself. With his last money, he
decides to split the house into 6 apartments and puts them up "for
rent" in the newspaper."

>

"‘3



Now, imagine you are David and that you must choose five tenants
from the list of people applying to your ad, in order to be able to
keep the house.

Divide the class into groups of up to 7 people per group.

Time: 45 minutes for the group work and another 30 minutes for the
plenary discussion.

The task for the participants: each group must agree on the choice
of 5 tenants (approx. 20 min.)

Debriefing:

e Has the group found 5 common tenants? Yes /No? Why
(not)?

e How did the group work together to find those common
tenants?

e What was difficult, what was easy?
e Discuss the reasons why you decided on these persons.
Attention! The debriefing is the most important part of the exercise.

Take care of the possible emotions in the group!

List of potential neighbors
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Challenges of the 21st century
Upon completion of this activity, the participant will be able to:

e Recognize human rights and freedoms in daily basis
situations and/or role models

e Recognize individual and collective liberties and freedom of
speech

e Relate human rights issues and changing environments

e |dentify concrete situations when human rights are endangered

Educational game

To rise dialogue in an unusual way, but to make people think about
things, people usually are trying not to think or avoid thinking about

Game- If the group is 1-10 - one picture is enough, but it should be
chosen as much as a possible rising discussion

Group 10 -25 — two or three pictures should be prepared.

The main task — nobody speaks! Discussions are ongoing, using
pencils for writing on the flip charts, around the picture.

Everybody sits around or stands next to the wall where the white
paper with a picture in the middle is placed. In the middle of big
paper there is some picture or cartoon. All participants are asked to
react to the picture. After explanation, everybody should keep silent
and if they have some opinion about the picture to express, it should
be done in writing. Reactions can be also in regard to the things
written by other participants. People can argue and ask each other
additional questions, but all discussion is taking place in writing
without speaking. To start the discussion with the group about any
topic, teacher or trainer has chosen to discuss this unit. To sensitize
importance about different ways of communication activity is
organized detaching from participants' ability to speak. This game
supports those people, whose possibility to express themselves
takes more time or has faced or is facing difficulty to speak up in
bigger group or audience. This exercise can serve also as great
introduction to concrete themes - this exercise also slows down
those speakers, who always are speaking, but not listening to others.

Time:

10 minutes for the explanation



10 minutes for the “silent discussion”
30 minutes for discussion after “silent discussion”
The task for the participants: to keep silent

Debriefing: Ask some questions in regards to the physical conditions,
was it difficult to run the discussion without speaking? Questions can
be related to the thoughts and feelings of the participants, as well as
their thoughts about a concrete topic, reflected in the picture. This
exercise can be beginning for opening up some themes, such as
democracy, migration in Europe, cybersecurity, mobbing on internet
and others.

Big paper
Pens and pencils to write

Slogan, picture, cartoon or some other initiator for the particular
discussion.

Themes for pictures:
e Gay pride
e Refugee child
e Woman in a Muslim outfit
e President of the USA D. Trump
e Facebook icon
e Another picture, depending on the theme you wish to
develop.

This game is from the handbook called “Do you see, what | see?” Not
electronically available
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Challenges of the 21st century
Upon completion of this activity, the participant will be able to:

e Recognize human rights and freedoms in daily basis
situations and/or role models

e Recognize individual and collective liberties and freedom of
speech

Roleplay

To visualize how different social roles influence the decisions of the
people when their life is endangered. To raise understanding about
the importance of each member in the society, to learn group
dynamics in real-life situations, to understand possibilities of
different minority groups to be pressurized and threatened by the
majority, understanding and analyzing own reactions in the difficult
circumstances. Exercise allows, after the actual game, during
debriefing to sensitize issues about people’s attitudes to each other,
also discussing possible cases of bullying in real life as well as on the
internet. The teacher or trainer during the discussion should be able
to run comprehensive discussion, engaging each participant in the

group.

Exercise includes all participants, divided into small groups by 7-8
people. Small groups spread in the room, that they do not bother
each other in the discussions. Each participant received a role,
he/she should be acting throughout the whole process, except final
discussion

Each participant receives a role, he/she should be trying to imagine
while playing the game. The role should not be reviled till the game
starts in small groups, till the process is not explained by moderator.

Proposed roles:

e Priest

e Drug addict person
e Homosexual teacher
e Pregnant girl

e Policemen

e Actor, with HIV

e Scientist

e Refugee



When groups are seated, and everybody reads their role, the
moderator explains the situations they are in.

People are explained, that there is a situation of crisis. In 15 minutes,
they should decide who will have to leave the shelter, as there will
be not enough air, water and other supplies to sustain so big group.
People start the discussion by telling what their role and discussion
is can start. When 15 minutes have passed, the moderator stops the
discussion and asks groups to stay close to each other. One by one
group presents their decision and explains their arguments.

Time: 15 minutes for the group work and another 50 minutes for the
plenary discussion.

The task for the participants: each group must agree who, out of the
group 8-10 people will need to leave the shelter.

Debriefing:

Debriefing should start with the question about the participants'
ability to imagine such a situation and about his/her ability to
associate himself or herself with role he/she received. How did they
feel in this role?

Then the moderator is asking about their decision and arguments,
why the decision was like that? Who initiated discussion? Who
suggested the solution? If some group has made decision, because
someone has proposed to leave the shelter voluntarily, moderator
is provoking group members, asking, why they did not stop this
person? One of the final questions should be —if in reality, now, they
would have to decide “live or die”, would they feel comfortable. Why
did nobody refuse to follow instructions?

Papers with roles prepared according to the number of participants
in the group.

This game is from the handbook called “Do you see, what | see?” Not
electronically available



Challenges of the 21st century
Upon completion of this activity, the participant will be able to:
e Relate human rights issues and changing environments

e |dentify concrete situations when human rights are
endangered

Roleplay

Showing young people, that there are different groups in the society,
that society is diverse, and it is the richness of it, not the weakness,
but still opportunities of some people and even human rights are
limited, even in democratic setups. Exercise raises awareness and
understanding different restrictions, different people might have,
but the same time, showing, that despite the difficulties, if you really
want to succeed, very much is depending on your will to do so. This
exercise contains elements of role-playing and sincere and deep
discussion about our own limitations and courage, about our choices
and successes and will to succeed.

Each participant pulls out one of the papers, provided by the
moderator of the game. He/she is silence reads his/her role written
on the paper, but it is strongly forbidden to show it to others. The
moderator of the game invited everybody to go outside of the room,
or stays in the room without chairs and tables and kindly asks
everybody to stand in line. Moderator asks everybody to notice who
is on their left, and who is on their right. Moderator reads out
guestions and participants make the decision. If a participant, within
his/her role can answer yes, he/she steps one step forward. If
answer is “no”, participant is standing still. Moderator of the game,
continue to ask question after each other, coming question is read
out only when everybody has made the decision and action. Move
and standing in action. There is no hurry, people can think for 15-20
seconds.

When the moderator is finishing his/her questions, everybody in
silence returns into the room or make a circle.

Time: 30 minutes for the group work and another 40 minutes for the
plenary discussion. Roles given to participants should not be reviled
till the final discussion. People can also try to guess what role each
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group member had and participants will be surprised, how
differently different people perceive the world and thing, what
happened to them.

The task for the participants: Keep in secret their role given till the
end of the game and reveal it only, when the trainer is asking.

All participants stand in one line, as cars in the car park. The
moderator of the game reads out questions. Questions to be asked,
when playing this game:

1. Canyou getinsurance?

2. Canyourunin the elections?

3. Can you get condolences and support,

whenever it is needed?

Can you be active in social life?

Can you go on holidays, abroad?

Can you adopt the child freely?

Can you get a loan for buying the house?

Can you be sure, police will be just to you?

Can you work in kindergarten?

10. Can you have a sexual relationship as you
want and when you want?

11. Can you kiss your loved one whenever you
want?

12. Can you plan your future 20 years ahead?

13. Can you receive medical support, whenever
you need it?

14. Can you be safe alone on the street at
nighttime?

15. Can you receive support from society, your
community?

16. Can you receive support and understanding
from your family?

17. Can you be open with your colleagues?

18. Can you be safe at your workplace?

19. Can you plan your family?

20.Can you receive help from the dentist,
whenever you need it?

21. Can you get married to your partner?

22. Can you die whenever and when you want it?

e R

Debriefing:

All people are seated in the circle according to their position after
asking the questions. The one, who was first, is sitting next to the
trainer on the right, the one who was the last is sitting on the left.
First questions are asked to the one who was the last — how was it
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to see, that others are going further? The second question is asked
to the one, who was the first, how was it to see, that others are left
behind, while he or she was moving further?

Questions to discuss:
1. Was it difficult or easy to imagine the role and act in it?

2. How different people are reacting in the same kind of situations?
Why so?

3. What hurdles were imposed on them, according to the role they
had, what is the opinion of the society about a concrete group of
people, they represented in the concrete role?

4. What they have learned about imposed stereotypes of different
groups?

Discussion can be adapted to the themes of leadership.

In accordance with the number of people in the group — small pieces
of paper with different roles should be prepared in advance.

Samples of roles:

- Asylum seeker

- A person with HIV/AIDS

- 42 years old heterosexual man, sometimes using drugs, very
rich

- 25 years old black woman, sex worker

- Pregnant lady, addicted to alcohol

- Heterosexual woman, working in government

- Homeless man

- Professor in University, a single father with 4 children

- Teacher, suffering from breast cancer

- Single mom, business lady

- Homosexual politician

The number of roles should be prepared before the exercise, as
many as the number of participants. Always prepare some
additional. To make it more interesting, some people can be given
the same role. And you will be surprised — how different will be the
answers.

This game is from the handbook called “Do you see, what | see?” Not
electronically available.
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Challenges of the 21st century
Upon completion of this activity, the participant will be able to:

e Outline information about the meaning of the European
Union foreign policy

e Select and use simple terminology used in the European
Union context

e Contextualize the European Union foreign policy

e Qutline information on how the European Union acts in
terms of neighborhood policy
Educational game

An interactive, sincere and deep discussion about the freedoms of
the EU, obtaining new knowledge regarding possibilities of youth as
the citizens of the EU.

It is important to see and to recognize, that the European Union is
also facing issues, what is not “black” or “white”. It is important to
understand fundamental freedoms in European Union, but also, to
recognize, that the EU is important player of global political arena,
therefore accents on neighborhood policy, development co-
operation programs and foreign policy of the EU. This game, well
prepared will rise understanding how different opinions and people
can be point of view can contradict and how crucial these opinions
are when creating public policy. This exercise will improve public
speaking, as well as training group members to respect other
opinions.

Print out for A4 pages on each written: Agree; Disagree; More agree,
more disagree. Each page is fixed in the corners of the room (with
no chairs or tables) Place for the game can be formed anywhere.

Before the session trainer prepares statements (as well as gets
acquainted with concrete themes of the units nr.5.) in accordance to
the theme chosen for the session: for example: foreign policy of the
European Union, Neighborhood policy of the European Union,
political situation of the respected country, other important issues,
concerning European Union, for example Brexit, or others. Each
theme can be played out using six to seven statements. The first
statement is universal to warm up the discussion and practice the
game itself.

>

v

Europe



Sample of the statement:

1.

10.

11

12.

13.
14.

Apple juice is better than pineapple juice — (statement to
introduce the game, to ensure everybody understood the
game);

Women are better leaders than men;

President (name and last name) is a good leader for our
country;

| know, what are the fundamental freedoms in the European
Union (if trainer has chosen statement with some question
about something, it is good, that after listening presentations
of the groups, he/she gives immediate feedback about the
topic, in this case, giving right information — what the
fundamental freedoms in the EU) are;

Young people are not eager to look for a job;

Non-formal education is not providing enough facts as formal
education but is more fun

EU should have its own army

European Union is using a lot of funding to support
undeveloped countries

When I'll grow up, | will leave my country

Migration is an opportunity for my country.

. The institutions of the EU are very bureaucratic and remote

from its citizens

Every human deserves to receive refuge in EU countries,
even if he or she is an economic refugee

Women are better drivers than man

Emmanuel Macron is the most visible and powerful politician
on the political landscape of the EU

Last or closing statement can be: | like this exercise; it will give me
the opportunity to move to the debriefing session.
Duration of the game 1,5 h, e.g. final discussion

Trainer reads out the statement, participants choose the most
appropriate corner, what fits their opinion. Standing in the middle of
saying “l don’t have an opinion” is not allowed. Everybody in the
room takes part in the game, observers are not allowed. The trainer
should observe, that some people are not dominating the
discussion, therefore, when opinion from each corner listens, each
time another participant is speaking, it will ensure, that everybody
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has the opportunity to express their point of view about the topics
discussed.

Time: 1.5 h, including the discussion.

The task for the participants: All participants come in the center of
the room and waits until the trainer reads out the statement. When
a statement is read out, each participant chooses to join one of the
corners — agree, disagree, more agree, more disagree. When they
meet their peers in the corner, they discuss — why they have chosen
this corner, what is their opinion. After few minutes of the discussion
trainer asks one of the representatives to present common groups'
opinions. Each group has possibility to present their view. Trainer,
after all four presentations ask openly, if somebody wants to change
their mind as well as the corner. This option is not obligatory but
provides opportunity to be convinced about other possibilities how
to see things. If somebody changes the corner, this person should
explain, why she or he did so.

Debriefing:

e Trainer explains, that in life there are more than four
possibilities.

e Trainer explains that each opinion is valuable and important.

e Trainer explains that even those questions, what are not “life
and death” questions can be discussed with respect to
others, even opponents.

e Trainer explains that people have the right to different
opinions.

e Trainer asks —what new thoughts people have and what they
have learned from the game?
Four, separate A4 pages with words: agree, disagree, more agree,
more disagree — posted in the room (each corner — another poster)
without chairs, and tables to ensure free movement.

List of statements in accordance to the theme chosen. (One game,
should be used no more than 8 statements)

This game is from the handbook called “Do you see, what | see?” Not
electronically available
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Challenges of the 21st century
Upon completion of this activity, the participant will be able to:

e Name main issues in regards to the cybersecurity

e Use ICT tools in a safe and constructive way e.g. apply
computer Security Skills; Create safe passwords in digital
environments; Create safe and unharmful social profiles

e Minimize the consequences of personal stolen information

e Recognizes different forms of Cyber Bullying

Educational game

Learn the importance of digital communication and start the
discussion and pay attention to cybersecurity and develop creativity
and use critical thinking, when using ICT tools as well as to raise
awareness about security in internet

The game should be used, after a lecture about cybersecurity in
concrete context of the country and main challenges you are willing
to address in the field of digital competencies and cybersecurity. It
can be — creation of safe passwords in digital environments, how to
recognize different forms of cyberbullying or others.

The game can be played in the group — up to 30 participants, who
have at least one mobile phone per two participants. Each mobile
phone would have a google translate option installed on the phone,
as well as access to internet. Prepare 30 pieces of cards for
participants and two cards for the moderator of the game.

Time: 1.5 h, including the discussion.

1. Before the start of the game in the room or in the
surrounding pin 30 cards. On each card, there is one word in
different languages

2. All participants are invited to make a circle

3. Make a short introduction of the game and explain the
importance of security and possibilities on internet

4. Moderator of the game introduces participants to the aim of
the game and, rules and process of the game

Participants are divided into pairs or by three

6. Participants are moving around the room or the place, where
cards are displayed and try to understand what language the
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words are and in what language those are and how to
translate it to mother tongue

7. Using words, translated each team makes one story, each
team should collect at least 7 words

After 45 minutes stories are presented to others
Every story receives applause from other participants
10. Optional — participants can vote for the three best stories

11. When the game is over, moderator conducts debriefing

Debriefing:

e What was your experience, what did you observed during the
game? What happened? Howe you ever used google
translate?

e How did you feel during the game/ What were the difficulties
during the process? What was the most difficult moment?
What did you like about the game? Was it more difficult to
translate words or to prepare stories?

e What are the main conclusions of the game? What did you
learn about yourself? Did you learn some new words? What
did you learn? What digital knowledge did you gain during
the game? What applications do you use and for what
purpose?

e How can you use gained knowledge in real life? What skills
learned in this game can be used and applied in everyday life
- where and when you can use this application?

www.8competencesgame.com

The Digital Adventure game: material to print
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Transversal

The treasure hunt is often used for blended learning, distance
education, flipped classroom and other e-learning scenarios.

A Treasure Hunt, as a learning tool, can be used in transversal areas
of knowledge depending on the subject you'll choose to develop.
In this kind of Treasure Hunt, in particular, the participants should
have a mobile phone with an internet connection and social media
software installed for sharing messages, photos and receiving
instructions. There are several ways to construct a Treasure Hunt
but the following steps are a good way to start.

1st step - Find a purpose

Select a theme or an objective to build the basis of the Treasure
Hunt. The questions, tasks, and scenarios should be related to the
theme.

2nd step - Create a plan

After finding a theme, think about the possible tasks, questions or
people (besides the participants) that can be involved in the
Treasure Hunt. Make sure you have a “treasure map” of the area
with the places (steps) signed. Define tips and clues and, also
important, define the time to accomplished the hunt. Make sure
that the time is manageable and the tasks are achievable.

3rd — Build the Hunt itself

For each step make sure you have a task: write a question to post
and also ask for a picture. Let the participants find their way. The
answer should be given in the form of a texted message and a
photo taken.

It is structured in courses that contain activities and resources.

This type of activity demands long and careful planning, but the
results achieved in this kind of activity worth the effort. Participants
usually get thrilled with this kind of challenge, It’s an opportunity
to get outside the class and, most important, they are using
gadgets, apps, selfies. It's also a great opportunity to develop
teamwork and empathy inside the group.

For maximum incomes, we advise to do this activity outdoors so,
meteorological conditions should be taken into consideration.

Be sure that everyone has an internet connection and use a
common app to communicate.



Do not forget to hide a real prize available for everyone: winners
and losers.

There are about 20 different types of activities available (forums,
glossaries, wikis, assignments, quizzes, SCORM players, databases,
etc.) and each can be customized in alignment with each course-
specific expected learning outcomes.

https://edu.glogster.com/

Transversal

An Internet meme is an activity, concept, catchphrase or piece of
media which spreads, often as mimicry, from person to person via
the Internet. A meme is "an idea, behavior, or style that spreads
from person to person within a culture". An Internet meme may take
the form of an image, hyperlink, video, website, or hashtag. It may
be just a word or phrase, including an intentional misspelling. These
small movements tend to spread from person to person via social
networks, blogs, direct email, or news sources.

They may relate to various existing Internet cultures or subcultures,
often created or spread on various websites, or by Usenet boards
and other such early-internet communications facilities. Fads and
sensations tend to grow rapidly on the Internet because the instant
communication facilitates word-of-mouth transmission.

Rage Comics are a series of webcomics with characters, sometimes
referred to as “rage faces”, that are often created with simple
drawing software such as MS Paint. The comics are typically used to
tell stories about real-life experiences and end with a humorous
punchline. It has become increasingly popular to create comics using
web applications often referred to as “rage comic generators” or
“rage makers”.

An Internet meme /comic may stay the same or may evolve over
time, by chance or through commentary, imitations, parody, or by
incorporating news accounts about itself. Internet memes can
evolve and spread extremely rapidly, sometimes reaching
worldwide popularity within a few days. Internet memes usually are
formed from some social interaction, pop culture reference, or
situations people often find themselves in. Their rapid growth and
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Aims

Description

How to use it

Resources

impact have caught the attention of both researchers and industry.
Academically, researchers model how they evolve and predict which
memes will survive and spread throughout the Web.

(Adapted from Wikipedia and http://knowyourmeme.com/)

Being something so popular between 2.0 users, viral and easy to
create and share, we purpose to use a “rage comic generator” or
“rage makers” as a tool to develop critical thinking and valorization
of democracy and freedom of speech.

The idea is to challenge youngsters to create a small comic-inspired
in contemporary European themes: Brexit, immigration, Eurozone,
unemployment, etc. The humoristic approached should be
encouraged in order to stimulate the reader the use of his own
critical thinking.

e Why not recreate real situations where people face
tolerance/intolerance inside the EU?

e Why not take them to write a warning message to their
peers, about the danger of extremist behaviors?

At the beginning of the activity, you could find some resistance
between the youngsters. Try to show some examples, help them to
build the story, to write a script, to get inspired on the internet
studying some possible punch-lines.

We encourage the youngsters to share their work in their social
media, spreading the word between their peers. It's a way to
motivate them and also “cover” their visibility needs (likes) in a
constructive way.

You can use any tool available on the internet to create a comic.

http://ragegenerator.com/

http://knowyourmeme.com/memes/rage-comics

https://www.culturalfoundation.eu/comics/

https://www.pixton.com/

More online tools:
https://www.emergingedtech.com/2014/12/free-tools-for-
making-comics-cartoons/




Transversal

Developing videos is an effective way to stimulate motivation and
creativity, to improve cooperative learning and transversal skills
(working in a group, being in charge of a task, respect of timing, etc)

e Videos are really effective for youngsters (iconic skills, avoiding
being bored) and respect their learning process (as digital
natives)

e Videos may be used to work on both school-related topics and
transversal skills

e Videos are a simple way for students to demonstrate their
knowledge of the subject—whether they’re recapping a lesson
or explaining how photosynthesis works—boosting
comprehension at the same time.

Videos are particularly attractive for youngsters and it makes very
easy to actively involve them in activities video-related.
Furthermore, the development of videos implies several aspects
that may be linked to educational purposes:

e students may develop videos deepening topics studied;

e students should be able to focus on the topic, define the aim of
the video, plan the footages in order to develop the plot, use
ICT tools like cameras, microphones, editing software, etc.
improving, at the same time, some transversal skills, such as
working in group, respect their role, being in charge of a task,
respect timing, among others.

Videos may be easily used:

e Asan educational material to be shown to students in order to
raise awareness about specific topics, with prevention purpose
or with the aim to stimulate a debate/brainstorming;

e As an educational process: video-making means working on
several transversal skills and potentially on school topics.

e Developed videos could be used and shared easily with other
professionals or students.
https://www.mindflash.com/blog/why-video-in-training-can-be-so-

powerful
https://www.edutopia.org/blog/using-video-in-classroom-ron-peck

http://blog.whooosreading.org/create-how-to-videos/
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Digital Tools for learning

www.quizlet.com Quizlet is a website providing learning tools for students, including

flashcards, study, and game modes.

www.polleverywhere.com Poll Everywhere is an easy way to gather live responses in any

venue: conferences, presentations, classrooms, etc — using SMS, web, or Twitter.

www.flipgrid.com Flipgrid is a video discussion platform in education in the world. Now

owned by Microsoft

www.mentimeter.com Mentimeter is a tool that lets you engage and interact with your

audience in real-time. You set the questions and your audience can give their input via a
mobile phone or any other Internet-connected device.

www.hihaho.com HiHaHo lets you create interactive videos for e-learning.

https://jeopardylabs.com/ This template is easier to edit and save online than the many

PowerPoint game templates available to teachers and there are other games on this site too

http://flippity.net/ Flippity offers several opportunities to design learning games with a

Google spreadsheet.

https://quizlet.com Quizlet has been around a long time as a way for students or teachers to

create flashcards for study practice.

www.beekast.com Beekast makes meetings, events and training sessions more productive

and interactive.

http://memorize.com/ Another site that can be used to create flashcards

https://www.classtime.com Classtime is a solution for teachers that complements in-class

teaching with immediate feedback on students’ level of understanding. Create great
guestions, engage everyone, improve understanding. No registration required to see how it
works!

https://www.socrative.com/ Socrative helps teachers engage the class with educational

activities to measure and visualize student understanding. In the background, we track
student performance and provide analytics to help teachers personalize learning.

http://versolearning.com/ Activate student voice, gain authentic feedback and personalize

learning

https://hypersay.com/ Hypersay is a platform for interactive presentations that massively

increase engagement.

https://www.acadly.com/ Free unlimited live polls and quizzes, one-tap instant roll calls,

social Q&A, LaTeX support
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http://www.triventy.com/ Triventy is a collaborative game-based learning platform, which

allows teachers &amp; students to co-author and play quizzes in class.

https://kahoot.com/mobile-app/ Kahoot! is a tool for using technology to administer quizzes,
discussions or surveys. It is a game-based classroom response system played by the whole

class in real-time. Multiple-choice questions are projected on the screen. Students answer the
guestions with their smartphone, tablet or computer.

http://clearlycultural.com/games-simulations/ the platform contains some intercultural
games to play in class.

http://www.gamesforchange.org/games/ Games For Change curates digital and non-digital
games that engage contemporary social issues in a meaningful way. The list below contains

over 175 games from the Games for Change Community including past G4C Awards nominees
and winners. Some games are free to play and others have fees that can be paid on external
sites.

http://learningforsustainability.net/online-games/ This site aims to provide a practical

resource for those who work with communities (in the wider sense of the term) to help them
identify and adopt more sustainable practices. It provides a guide to resources relevant for
those working to support social learning and constructive action in multi-stakeholder settings.
It brings links to a wide range of on-line resources together in one easy to access place.

http://intercultural-learning.eu/it/ the platform offers training and tools to include
intercultural learning in every subject and aspect of school life.
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