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PREFACE

THIS E-BROCHURE WAS CREATED AS PART OF THE PROJECT “YOUTH WORK
2.0", WHICH WAS DEVELOPED TO HELP YOUTH WORKERS IMPROVE THEIR
DIGITAL SKILLS AND LEARN HOW TO USE DIGITAL TOOLS IN YOUTH WORK
AND NON-FORMAL EDUCATION. TODAY, YOUNG PEOPLE SPEND A
SIGNIFICANT AMOUNT OF TIME IN THE DIGITAL WORLD, AND THEREFORE
YOUTH WORK ALSO NEEDS TO ADAPT AND USE MODERN TOOLS AND
METHODS TO STAY RELEVANT, ENGAGING, AND EFFECTIVE.

DURING THE PROJECT, 32 PARTICIPANTS FROM 8 DIFFERENT
ORGANISATIONS AND 6 COUNTRIES - GERMANY, NORTH MACEDONIA,
PORTUGAL, SLOVENIA, CROATIA AND ROMANIA CAME TOGETHER TO
LEARN, EXCHANGE EXPERIENCES, AND DEVELOP NEW SKILLS AND
METHODS FOR YOUTH WORK. PARTICIPANTS EXPLORED AND TESTED
VARIOUS DIGITAL TOOLS THAT CAN BE USED FOR ORGANISING
WORKSHOPS, TRAININGS, YOUTH EXCHANGES, AND LOCAL YOUTH
ACTIVITIES. THEY HAD THE OPPORTUNITY TO CREATE DIGITAL CONTENT,
WORK IN INTERNATIONAL TEAMS, AND SHARE EXPERIENCES AND GOOD
PRACTICES FROM THEIR COUNTRIES AND ORGANISATIONS.

THE PROJECT AIMED TO MAKE YOUTH WORK MORE INTERACTIVE,
CREATIVE, AND ENGAGING FOR YOUNG PEOPLE, WHILE ALSO IMPROVING
THE COMPETENCES OF YOUTH WORKERS AND EDUCATORS. AS A RESULT OF
THE PROJECT AND THE LEARNING PROCESS, THIS E-BROCHURE WAS
CREATED TO SHARE USEFUL DIGITAL TOOLS, WORKSHOP IDEAS, AND
PRACTICAL METHODS THAT CAN BE USED IN YOUTH WORK AND NON-
FORMAL EDUCATION. THE BROCHURE ALSO INCLUDES NON-DIGITAL
METHODS FOR ORGANISING WORKSHOPS, SUCH AS TEAM BUILDING
ACTIVITIES, GETTING-TO-KNOW-EACH-OTHER ACTIVITIES, AND OTHER
NON-FORMAL EDUCATION METHODS THAT CAN SUPPORT GROUP WORK
AND COOPERATION AMONG PARTICIPANTS.

THIS BROCHURE IS INTENDED FOR YOUTH WORKERS, TRAINERS,
EDUCATORS, TEACHERS AND ANYONE WORKING WITH YOUNG PEOPLE
WHO WOULD LIKE TO INCLUDE DIGITAL TOOLS AND NON-FORMAL
EDUCATION METHODS 1IN THEIR ACTIVITIES AND MAKE THEIR
WORKSHOPS MORE INTERACTIVE AND ENGAGING.



DIGITAL TOOLS AND PLATFORMS
FOR YOUTH WORKERS

COMMUNICATION & ONLINE MEETINGS

DISCORD
A COMMUNICATION PLATFORM WHERE GROUPS CAN CREATE SERVERS,
CHAT, SHARE FILES, AND COMMUNICATE THROUGH VOICE AND VIDEO
CHANNELS.

SLACK

A TEAM COMMUNICATION TOOL USED FOR ORGANIZING
CONVERSATIONS, SHARING FILES, AND MANAGING COMMUNICATION
WITHIN PROJECTS.

COLLABORATION & GROUP WORK

PADLET

AN ONLINE BOARD WHERE PARTICIPANTS CAN POST IDEAS, PICTURES,
LINKS, AND COMMENTS. VERY USEFUL FOR BRAINSTORMING AND
REFLECTION ACTIVITIES.

MIRO
AN ONLINE COLLABORATIVE WHITEBOARD USED FOR BRAINSTORMING,
PLANNING, GROUP WORK, AND VISUAL COLLABORATION.

MURAL
A DIGITAL WORKSPACE FOR TEAMWORK, BRAINSTORMING, AND
INTERACTIVE GROUP ACTIVITIES.

JAMBOARD
A DIGITAL WHITEBOARD BY GOOGLE WHERE PARTICIPANTS CAN
COLLABORATE, WRITE IDEAS, AND WORK TOGETHER VISUALLY.



DIGITAL TOOLS AND PLATFORMS
FOR YOUTH WORKERS

PROJECT MANAGEMENT

TRELLO
A PROJECT MANAGEMENT TOOL THAT HELPS ORGANIZE TASKS,
DEADLINES, AND RESPONSIBILITIES USING BOARDS AND CARDS.

ASANA
A TOOL FOR MANAGING PROJECTS, TASKS, TIMELINES, AND TEAMWORK
WITHIN ORGANIZATIONS AND PROJECTS.

MONDAY.COM

A PROJECT PLANNING PLATFORM USED TO ORGANIZE WORKFLOWS,
TASKS, AND TEAM COLLABORATION.

NOTION
A WORKSPACE FOR NOTES, PROJECT PLANNING, DATABASES, AND
COLLABORATION IN ONE PLATFORM.

CLICKUP
A PRODUCTIVITY AND PROJECT MANAGEMENT TOOL FOR PLANNING
TASKS, TRACKING PROGRESS, AND MANAGING TEAMWORK.



DIGITAL TOOLS AND PLATFORMS
FOR YOUTH WORKERS

DESIGN & CONTENT CREATION

CANVA

A GRAPHIC DESIGN PLATFORM USED FOR CREATING POSTERS,
PRESENTATIONS, SOCIAL MEDIA POSTS, BROCHURES, CERTIFICATES,
AND EDUCATIONAL MATERIALS. THE CONTENT OF THIS E-BROCHURE
WAS MADE IN CANVA DURING THE TRAINING COURSE.

POWTOON

A PLATFORM FOR CREATING ANIMATED VIDEOS AND
PRESENTATIONS, USEFUL FOR EDUCATIONAL CONTENT AND
STORYTELLING.

VIDEOSCRIBE
A TOOL FOR CREATING WHITEBOARD ANIMATION VIDEOS FOR
EDUCATIONAL AND PRESENTATION PURPOSES.

CAPCUT
A VIDEO EDITING TOOL USED FOR CREATING AND EDITING SHORT
VIDEOS AND DIGITAL CONTENT.

DAVINCI RESOLVE
A PROFESSIONAL VIDEO EDITING SOFTWARE USED FOR EDITING
VIDEOS, WORKSHOPS RECORDINGS, AND PROJECT VIDEOS.



DIGITAL TOOLS AND PLATFORMS

SURVEYS, EVALUATION & INTERACTIVE TOOLS

GOOGLE FORMS
A TOOL FOR CREATING REGISTRATION FORMS, SURVEYS, QUIZZES, AND
EVALUATION FORMS.

MENTIMETER
AN INTERACTIVE PRESENTATION TOOL USED FOR LIVE POLLS, QUIZZES,
WORD CLOUDS, AND PARTICIPANT FEEDBACK.

KAHOOT
A GAME-BASED LEARNING PLATFORM USED FOR QUIZZES, ENERGIZERS,
AND INTERACTIVE LEARNING.

SLIDO
A TOOL FOR LIVE QUESTIONS, POLLS, AND INTERACTION DURING
PRESENTATIONS AND WORKSHOPS.

QUIZIZZ
AN ONLINE QUIZ PLATFORM USED FOR LEARNING, COMPETITIONS, AND
INTERACTIVE ACTIVITIES.

WORDWALL
A PLATFORM FOR CREATING INTERACTIVE GAMES, QUIZZES, AND
EDUCATIONAL ACTIVITIES.



DIGITAL TOOLS AND PLATFORMS
FOR YOUTH WORKERS

ONLINE LEARNING PLATFORMS & VIRTUAL
CLASSROOMS

MOODLE
AN ONLINE LEARNING PLATFORM USED TO CREATE COURSES, UPLOAD
MATERIALS, MANAGE LEARNING, AND TRACK PROGRESS.

GOOGLE CLASSROOM
A VIRTUAL CLASSROOM PLATFORM WHERE TRAINERS CAN SHARE
MATERIALS, ASSIGNMENTS, AND COMMUNICATE WITH PARTICIPANTS.

COURSERA
AN ONLINE LEARNING PLATFORM OFFERING COURSES FROM
UNIVERSITIES AND ORGANIZATIONS WORLDWIDE.

EDX
A PLATFORM PROVIDING ONLINE COURSES AND EDUCATIONAL
PROGRAMS FROM UNIVERSITIES AND INSTITUTIONS.

UDEMY
AN ONLINE PLATFORM WHERE USERS CAN LEARN DIFFERENT SKILLS
THROUGH VIDEO COURSES.

FUTURELEARN
AN ONLINE LEARNING PLATFORM OFFERING COURSES, TRAINING
PROGRAMS, AND EDUCATIONAL CONTENT.



DIGITAL TOOLS AND PLATFORMS
FOR YOUTH WORKERS

INTERACTIVE &§ NON-FORMAL EDUCATION
TOOLS

ACTIONBOUND
A TOOL FOR CREATING INTERACTIVE CITY GAMES, CHALLENGES,
TREASURE HUNTS, AND LEARNING ACTIVITIES.

GENIALLY
A PLATFORM FOR CREATING INTERACTIVE PRESENTATIONS, QUIZZES,
INFOGRAPHICS, AND DIGITAL LEARNING MATERIALS.

NEARPOD
AN INTERACTIVE TEACHING TOOL WHERE TRAINERS CAN CREATE
INTERACTIVE LESSONS, QUIZZES, AND PRESENTATIONS.

THINGLINK
A TOOL FOR CREATING INTERACTIVE IMAGES AND VIDEOS WITH
CLICKABLE CONTENT AND INFORMATION.

LEARNINGAPPS
A PLATFORM FOR CREATING SMALL INTERACTIVE LEARNING ACTIVITIES
SUCH AS MATCHING, QUIZZES, AND PUZZLES.



GETTING TO
KNOW
EACH OTHER ™™™ o

A CREATIVE AND FUN ACTIVITY WHERE
PARTICIPANTS DRAW PORTRAITS OF
DESCRIPTION EACH OTHER WHILE ROTATING IN
CIRCLES, HELPING THEM INTERACT AND
GET TO KNOW ONE ANOTHER.

e PAPER SHEETS

MATERIALS « MARKERS OR PENS

1.DIVIDE PARTICIPANTS INTO GROQUPS
OF AROUND 10 PEOPLE.

2.GIVE EACH PARTICIPANT ONE SHEET
OF PAPER AND A PEN OR MARKER.

3.ASK PARTICIPANTS TO FORM TWO
CIRCLES: ONE INNER CIRCLE AND
ONE OUTER CIRCLE, FACING EACH
OTHER.

4.PARTICIPANTS IN THE OUTER CIRCLE
START BY DRAWING ONLY THE SHAPE
OF THE FACE OF THE PERSON'IN
FRONT OF THEM.

S.AFTER ABOUT 20-30 SECONDS, THE
TRAINER GIVES A SIGNAL FOR
PARTICIPANTS TO MOVE ONE STEP TO
THE RIGHT. THE TRAINER SHOULD
WALK AROUND, OBSERVE THE
DRAWINGS, AND ADJUST THE TIME IF
NECESSARY, BUT SHOULD NOT ALLOW
TOO MUCH TIME FOR EACH STEP.

STEP-BY-STEP
EXPLANATION
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STEP-BY-STEP
EXPLANATION

6.AFTER EACH MOVE, PARTICIPANTS
ADD ANOTHER PART OF THE FACE TO
THE PORTRAIT (EYES, NOSE, MOUTH,
HAIR, EARS, GLASSES, ETC.).

7.THIS PROCESS CONTINUES UNTIL ALL
PARTS OF THE FACE ARE DRAWN AND
THE PORTRAIT IS COMPLETED.

8.AT THE END, EACH PARTICIPANT
RECEIVES THEIR PORTRAIT.

DEBRIEF / REFLECTION

AFTER THE ACTIVITY, ALLOWTIME FOR
PARTICIPANTS TO SHOW THEIR
PORTRAITS, TALK ABOUT THEM, AND
LAUGH TOGETHER. THE FACILITATOR CAN
GUIDE THE DISCUSSION WITH
QUESTIONS SUCH AS:

e« WHAT WAS THE MOST DIFFICULT PART
OF DRAWING?

e WHAT SURPRISED YOU WHEN YOU
SAW YOUR FINAL PORTRAIT?

e« HOW DID THE PORTRAIT CHANGE
FROM PERSON TO PERSON?

e« WHICH PORTRAIT WAS THE FUNNIEST
OR MOST UNEXPECTED?

TIPS FOR THE
FACILITATOR

e PLAY QUIETBACKGROUND MUSIC
DURING THE ACTIVITY,

e GIVE CLEAR SIGNALS WHEN
PARTICIPANTS SHOULD MOVE.
PARTICIPANTS SHOULD MOVE ONLY
ON THE TRAINER'’S SIGNAL:

« WALK AROUND THE ROOM AND
CHECK HOW FAR PARTICIPANTS HAVE
PROGRESSED SO YOU CAN ADJUST
THE TIME IF NEEDED.

e REMIND PARTICIPANTS THAT THE
DRAWINGS DO NOT NEED TO BE
PERFECT - THE GOAL IS
INTERACTION, CREATIVITY, AND FUN.
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MISSION
IMPOSSIBLE ......

© B

GROUP
WORK

DESCRIPTION

MISSION IMPOSSIBLE IS A TEAM
BUILDING ACTIVITY WHERE
PARTICIPANTS MUST COMPLETE A LIST
OF DIFFERENT TASKS WITHIN A LIMITED
TIME USING ONLY NON-VERBAL
COMMUNICATION. THE WHOLE GROUP
MUST WORK TOGETHER TO COMPLETE ALL
TASKS. THE ACTIVITY ENCOURAGES
TEAMWORK, CREATIVITY, LEADERSHIP,
PROBLEM SOLVING, AND GROUP
ORGANISATION.

MATERIALS

o TASK LIST (PRINTED OR SEND THEM
ONLINE)

e PHONES FOR PHOTOS/VIDEOS

e PAPER AND PEN
NOTE: THE TASK LIST USED IN THIS
ACTIVITY CAN BE FOUND ON THE NEXT
PAGE AND CAN BE PRINTED AND USED
DIRECTLY. THE TASKS CAN BE ADAPTED
DEPENDING ON THE GROUP SIZE,
LOCATION, AND TOPIC OF THE ACTIVITY.

STEP-BY-STEP
EXPLANATION

1.ALL PARTICIPANTS WORK TOGETHER
AS ONE GROUP. THE GROUP CANNOT
BE DIVIDED INTO SMALLER TEAMS.

2.GIVE PARTICIPANTS THE LIST OF
TASKS THAT THEY MUST COMPLETE
WITHIN THE GIVEN TIME (FOR
EXAMPLE 30 MINUTES).

3.EXPLAIN THAT PARTICIPANTS ARE
NOT ALLOWED TO TALK DURING THE
ACTIVITY. DO NOT EXPLAIN HOW
THEY SHOULD COMMUNICATE - LET
THEM FIND THEIR OWN WAY TO
ORGANISE AND COMMUNICATE.

12




STEP-BY-STEP
EXPLANATION

5.MANY TASKS REQUIRE PHOTOS OR
VIDEOS AS PROOF THAT THE TASK
WAS COMPLETED.

6.THE FACILITATOR CHECKS THE
COMPLETED TASKS AT THE END OF THE
ACTIVITY.

7.AFTER THE ACTIVITY, ORGANISE A
REFLECTION AND GROUP
DISCUSSION.

DEBRIEF / REFLECTION

AFTER THE ACTIVITY, DISCUSS WITH
PARTICIPANTS:
« HOW DID YOU ORGANISE
YOURSELVES AS A GROUP?
e WAS IT DIFFICULT TO WORK WITHOUT
TALKRING?
e DID SOMEONE TAKE A LEADERSHIP
ROLE?
« HOW DID YOU DECIDE WHO DOES
WHICH TASK?
« WHAT WAS THE BIGGEST CHALLENGE
DURING THE ACTIVITY?
e WHAT HELPED YOUR GROUP SUCCEED
OR FAIL THE MISSION?
« WHAT WOULD YOU DO DIFFERENTLY
NEXT TIME?

TIPS FOR THE
FACILITATOR

e THE TASKS CAN BE ADAPTED
DEPENDING ON:
o = THE NUMBER OF PARTICIPANTS
o = THE SPACE AVAILABLE
o = THE TOPIC OF THE PROJECT
o = THE AGE OF PARTICIPANTS
e FACILITATORS CAN ADD, REMOVE, OR
CHANGE TASKS DEPENDING ON THEIR
NEEDS.

13



MISSION IMPOSSIBLE - TASKS

1.WRITE THE NAME OF THE GROUP OR ACTIVITY IN ALL LANGUAGES SPOKEN BY THE
PARTICIPANTS.
2.WRITE DOWN THE TOTAL NUMBER OF SOCIAL MEDIA FOLLOWERS OF ALL
PARTICIPANTS TOGETHER.
3.TAKE A SELFIE OF A PERSON TAKING A SELFIE OF A PERSON TAKING A SELFIE (AT
LEAST THREE LEVELS).
4.STAY COMPLETELY SILENT FOR 1 MINUTE.
S5.GIVE A BIG APPLAUSE FOR 5 SECONDS.
6.MAKE A GROUP HUG WITH ALL PARTICIPANTS.
7.ONE PARTICIPANT PASSES UNDERNEATH A TUNNEL MADE BY ALL PARTICIPANTS
IN BOTH DIRECTIONS.
8.FIND THE MOST FLEXIBLE PARTICIPANT AND TAKE A PHOTO.
9.CREATE THREE HUMAN SCULPTURES AND TAKE A PHOTO.
10.BUILD A HUMAN PYRAMID AND TAKE A PHOTO.
11. CREATE A SHORT GROUP SONG, PERFORM IT, AND RECORD IT.
12.FIND THE PARTICIPANT WITH THE MOST SIBLINGS AND WRITE THE NUMBER.
13.FIND THE PARTICIPANT WITH THE MOST UNREAD EMAILS OR MESSAGES AND
WRITE THE NUMBER.
14. WRITE DOWN THE NAME OF THE CLOSEST SUPERMARKET OR SHOP.
15.WRITE DOWN THE NAME OF THE CLOSEST PHARMACY OR HOSPITAL.
16.RECREATE A TRENDING DANCE AND RECORD A SHORT VIDEO.
17.RECORD A 10-SECOND VIDEO OF EVERYONE LAUGHING TOGETHER.
18.FIND THE PARTICIPANT WITH THE MOST UNUSUAL HOBBY AND WRITE A SHORT
DESCRIPTION.
19.HOLD A GROUP PLANK POSITION FOR 15 SECONDS AND TAKE A PHOTO OR
VIDEO.
20.BALANCE AN OBJECT ON SOMEONE’S HEAD FOR 5 SECONDS AND RECORD IT.
21.CREATE AN ART PIECE USING EVERYONE'S FINGERPRINTS.
22.CREATE A HUMAN WAVE WHERE EVERYONE JUMPS IN SEQUENCE AND RECORD IT.
25.FORM A LETTER OR SYMBOL USING ALL PARTICIPANTS AND TAKE A PHOTO.
24. TAKE A GROUP PHOTO WHERE EVERYONE IS JUMPING AT THE SAME TIME.
25.CREATE A GROUP HANDSHAKE AND RECORD IT.
26.MAKE A SILENT BIRTHDAY CELEBRATION FOR ONE PARTICIPANT AND RECORD IT.
27.BUILD THE TALLEST POSSIBLE STRUCTURE USING OBJECTS AROUND YOU AND
TAKE A PHOTO.
28.CREATE A GROUP PHOTO WHERE EVERYONE SHOWS A DIFFERENT EMOTION.
29.FIND THREE THINGS THAT EVERYONE IN THE GROUP HAS IN COMMON AND WRITE
THEM DOWN.
30.TAKE A CREATIVE GROUP PHOTO.



DIGITAL
STORY LAB

© B

60-90 MIN GROUP
WORK

DESCRIPTION

DIGITAL STORY LAB IS A CREATIVE
DIGITAL ACTIVITY WHERE PARTICIPANTS
COLLABORATIVELY CREATE A STORY
ONLINE. THE TRAINER STARTS THE STORY,
AND PARTICIPANTS CONTINUE IT BY
ADDING ONE SENTENCE AND ONE IMAGE.
THE STORY DEVELOPS STEP BY STEP ON A
SHARED DIGITAL BOARD. THE ACTIVITY
ENCOURAGES CREATIVITY,
COLLABORATION, AND DIGITAL SKILLS.

MATERIALS

e« LAPTOP, TABLET, OR SMARTPHONE (AT
LEAST ONE PER PARTICIPANT OR PAIR)

e INTERNET CONNECTION

e PADLET OR GOOGLE JAMBOARD
(SHARED DIGITAL BOARD)

« FREE IMAGE WEBSITES SUCH AS
PIXABAY OR UNSPLASH

STEP-BY-STEP
EXPLANATION

1.THE TRAINER CREATES A PADLET OR
GOOGLE JAMBOARD AND WRITES THE
TITLE OF THE STORY.

2.PARTICIPANTS WORK INDIVIDUALLY OR
IN PAIRS.

3.EACH PARTICIPANT OR PAIR ADDS ONE
SENTENCE TO CONTINUE THE STORY.

4.THEY ALSO ADD ONE IMAGE OR GIF
THAT MATCHES THEIR SENTENCE USING
FREE IMAGE WEBSITES SUCH AS
PIXABAY OR UNSPLASH.
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STEP-BY-STEP
EXPLANATION

5. THE STORY CONTINUES STEP BY STEP
UNTIL ALL PARTICIPANTS HAVE
ADDED THEIR PART.

S.AT THE END, THE GROUP READS THE
STORY TOGETHER AND LOOKS AT THE
IMAGES.

DEBRIEF / REFLECTION

AFTER THE ACTIVITY, DISCUSS WITH
PARTICIPANTS:

e WAS IT DIFFICULT TO CONTINUE
SOMEONE ELSE’S STORY?

« HOW DID THE IMAGES INFLUENCE THE
STORY?

e DID THE STORY DEVELOP IN THE WAY
YOU EXPECTED?

e« HOW WAS IT WORKING TOGETHER ON
ONE DIGITAL PLATFORM?

TIPS FOR THE
FACILITATOR

e PREPARE PADLET OR JAMBOARD
BEFORE THE ACTIVITY.

e SHOW PARTICIPANTS HOW TO ADD
TEXT AND IMAGES BEFORE STARTING.

e« ENCOURAGE PARTICIPANTS TO BE
CREATIVE AND FUNNY.

e REMIND PARTICIPANTS TO KEEP
THEIR SENTENCES SHORT.

e AT THE END, READ THE STORY
TOGETHER - THIS IS USUALLY THE
FUNNIEST PART.

e YOU CAN SAVE THE
PADLET/JAMBOARD AND SHARE IT
WITH PARTICIPANTS AFTER THE
ACTIVITY.
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CREATIVE
RY CHALLENGE .......

© &

GROUP
WORK

DESCRIPTION

CREATIVE STORY CHALLENGE IS A
CREATIVE GROUP CHALLENGE WHERE
PARTICIPANTS CREATE A SHORT DIGITAL
STORY WITHIN A LIMITED TIME. GROUPS
FIRST GENERATE THEIR OWN STORY

PROMPTS USING A CREATIVE METHOD, AND

THEN BUILD A STORY BASED ON THOSE
PROMPTS. THE STORY MUST INCLUDE A
TITLE, VISUAL CONTENT, AND A TWIST
ENDING. AT THE END, EACH GROUP
PRESENTS THEIR STORY TO THE OTHERS.

MATERIALS

o LAPTOP, TABLET, OR SMARTPHONE (AT

LEAST ONE PER PARTICIPANT OR PAIR)

e INTERNET CONNECTION

e PADLET OR GOOGLE JAMBOARD
(SHARED DIGITAL BOARD)

e FREE IMAGE WEBSITES SUCH AS
PIXABAY OR UNSPLASH

STEP-BY-STEP
EXPLANATION

1.DIVIDE PARTICIPANTS INTO SMALL
GROUPS OF 3-4 PEOPLE.

2.EACH GROUP GENERATES STORY
PROMPTS USING A CREATIVE METHOD
(FOR EXAMPLE STORY DICE, RANDOM
OBJECTS, RANDOM WORDS, OR
DRAWING PROMPTS FROM A BOX).

3.BASED ON THE PROMPTS, EACH GROUP

CREATES A SHORT STORY.
4.THE STORY MUST INCLUDE:
o = ATITLE
o = A SHORT STORY
o = VISUAL ELEMENTS (IMAGES OR
VIDEO)
o = A TWIST ENDING

17



STEP-BY-STEP
EXPLANATION

5. GROUPS CREATE A PRESENTATION
USING TOOLS SUCH AS CANVA OR
GAMMA.

6.AT THE END, EACH GROUP PRESENTS
THEIR STORY TO THE OTHERS.

DEBRIEF / REFLECTION

AFTER THE ACTIVITY, DISCUSS WITH
PARTICIPANTS:

« HOW DID YOU GENERATE YOUR STORY
IDEA?

e WAS IT DIFFICULT TO CREATE A STORY
FROM RANDOM PROMPTS?

e« HOW DID YOUR GROUP ORGANISE
THE WORK?

e DID EVERYONE HAVE A ROLE IN THE
GROUP?

e WAS IT DIFFICULT TO WORK UNDER
TIME PRESSURE?

TIPS FOR THE
FACILITATOR

e PREPARE DIFFERENT WAYS FOR
PARTICIPANTS TO GENERATE STORY
PROMPTS (STORY DICE, RANDOM
WORDS, OBJECTS, PICTURES, ETC.)..

e REMIND PARTICIPANTS THAT THE
STORY SHOULD BE SHORT AND CLEAR.

« MAKE SURE THERE IS ENOUGH TIME
FOR PRESENTATIONS.

« ENCOURAGE CREATIVE AND FUNNY
STORIES - THIS INCREASES
ENGAGEMENT.

18



EXPLORING

DIGITAL TOOLS 40-60 MIN

© &

GROUP
WORK

DESCRIPTION

IN THIS ACTIVITY, PARTICIPANTS EXPLORE
DIFFERENT DIGITAL TOOLS BY TESTING
THEM AND DISCOVERING HOW THEY WORK.
EACH GROUP IS ASSIGNED ONE OR MORE
DIGITAL TOOLS THAT THEY MUST EXPLORE,
TEST, AND EVALUATE. AFTER EXPLORING
THE TOOLS, EACH GROUP PREPARES A
SHORT PRESENTATION WHERE THEY
PRESENT THE TOOL AND SHARE THEIR
EXPERIENCE USING IT. THE ACTIVITY HELPS
PARTICIPANTS DISCOVER NEW DIGITAL
TOOLS AND UNDERSTAND HOW THEY CAN
BE USED IN YOUTH WORK, EDUCATION, AND
EVERYDAY LIFE.

MATERIALS

e DEVICES

e INTERNET CONNECTION P

o RESENTATION TOOL (CANVA,
POWERPOINT, GAMMA, ETC.)

STEP-BY-STEP
EXPLANATION

1.DIVIDE PARTICIPANTS INTO SMALL
GROUPS.

2.ASSIGN EACH GROUP ONE OR MORE
DIGITAL TOOLS TO EXPLORE.

3.PARTICIPANTS TEST THE TOOLS AND
TRY TO CREATE SOMETHING USING
THEM (FOR EXAMPLE AN IMAGE, VIDEO,
MAP, SCHEDULE, DESIGN, ETC.).

4.EACH GROUP PREPARES A SHORT
PRESENTATION ABOUT THEIR TOOLS.
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STEP-BY-STEP
EXPLANATION

9.GROUPS PRESENT THEIR TOOLS AND
EXPLAIN THEIR EXPERIENCE USING
THEM.

6.AFTER ALL PRESENTATIONS, THE
GROUP CAN DISCUSS WHICH TOOLS
WERE THE MOST USEFUL AND WHY.

EXAMPLE TOOL GROUPS

GROUP 1: GRAPHICS - SORA

GROUP 2: AR - ARTIVIVE

GROUP 3: VIDEO TOOLS - PIXVERSE, VIDU
GROUP 4: AI TOOLS - CHATBOTS, TEXT
HUMANISERS, ETC.

GROUP 5: USEFUL APPS - MAPS.ME,
FLIGHTPASS, BRAVE, WHATTHEFONT,
TEAMUP CALENDAR, MOOVIT, DAYSLEFT

QUESTIONS FOR THE PRESENTATION
EACH GROUP SHOULD ANSWER
FOLLOWING QUESTIONS:

« WHAT IS THE NAME OF THE TOOL?

e WHAT IS THIS TOOL USED FOR?

e IS THE TOOL FREE TO USE?

e IS REGISTRATION REQUIRED?

« IS THERE A FREE VERSION AND A PRO
VERSION?

e IS THE TOOL EASY OR DIFFICULTTO
USE?

« WHAT CAN YOU CREATE WITH THIS
TOOL?

« WHO COULD USE THIS TOOL (YOUTH
WORKERS, STUDENTS, TEACHERS,
ORGANISATIONS, ETC.)?

e« HOW COULD THIS TOOL BE USED IN
YOUTH WORK OR WORKSHOPS?

 WHAT ARE THE ADVANTAGES OF THIS
TOOL?

« WHAT ARE THE DISADVANTAGES OF
THIS TOOL?

e WOULD YOU USE THIS TOOL AGAIN?
WHY?

20



DEBRIEF / REFLECTION

e« WHICH TOOL DID YOU FIND THE MOST
USEFUL AND WHY?

e« WHICH TOOL WAS THE EASIEST TO
USE?

e« WHICH TOOL WAS THE MOST
DIFFICULT TO USE?

e DID ANY TOOL SURPRISE YOU? WHY?

e WHICH TOOLS COULD BE USEFUL IN
YOUTH WORK OR WORKSHOPS?

e« WHICH TOOLS COULD BE USEFUL IN
EVERYDAY LIFE?

« WOULD YOU RECOMMEND ANY OF
THESE TOOLS TO OTHERS? WHY?

« WHAT PROBLEMS DID YOU HAVE
WHILE TESTING THE TOOLS?

e DO YOU THINK DIGITAL TOOLS CAN
MAKE WORKSHOPS MORE
INTERACTIVE? HOW?

TIPS FOR THE
FACILITATOR

e TRY THE DIGITAL TOOLS YOURSELF
BEFORE THE ACTIVITY SO YOU CAN
EXPLAIN THEM AND HELP
PARTICIPANTS IF NEEDED.

e MAKE SURE EACH GROUP CLEARLY
UNDERSTANDS THE TASK AND WHAT
THEY NEED TO PREPARE FOR THE
PRESENTATION.

« ENCOURAGE PARTICIPANTS TO
REALLY TEST AND USE THE TOOLS, NOT
JUST READ ABOUT THEM.

e ASK EACH GROUP TO CREATE
SOMETHING SMALL USING THE TOOL
(FOR EXAMPLE AN IMAGE, VIDEO,
DESIGN, MAP, OR SHORT TEXT).

o KEEP THE PRESENTATIONS SHORT (3-5
MINUTES PER GROUP).

e AFTER ALL PRESENTATIONS, DISCUSS
TOGETHER WHICH TOOLS WERE THE
MOST USEFUL AND HOW THEY COULD
BE USED IN YOUTH WORK OR
WORKSHOPS.
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AUGMENTED @ @

R EALITY AR 40-60 MIN GROUP

WORK

IN THIS WORKSHOP, PARTICIPANTS
EXPLORE HOW AUGMENTED REALITY (AR)
CAN BE USED FOR YOUTH ACTIVISM,
AWARENESS CAMPAIGNS, AND
EDUCATIONAL PROJECTS. PARTICIPANTS
WORKED IN GROUPS AND CREATED SMALL
AR CAMPAIGN IDEAS AND SHORT VIDEOS
RELATED TO SOCIAL TOPICS. THE
WORKSHOP INTRODUCE PARTICIPANTS TO
AR TOOLS AND SHOW HOW DIGITAL
TECHNOLOGIES CAN BE USED FOR SOCIAL
ENGAGEMENT AND CREATIVE CAMPAIGNS.

DESCRIPTION

« SMARTPHONES

MATERIALS « INTERNET CONNECTION

1.THE FACILITATOR INTRODUCES
AUGMENTED REALITY AND EXPLAINS
HOW IT CAN BE USED IN YOUTH WORK,
EDUCATION, AND ACTIVISM.

2.PARTICIPANTS ARE DIVIDED INTO
SMALL GROUPS.

STEP-BY-STEP 3.EACH GROUP RECEIVES A TOPIC FOR

EXPLANATION AN AR CAMPAIGN.

4.GROUPS DEVELOP A CAMPAIGN IDEA
AND CREATE AR CONTENT AND SHORT
VIDEOS RELATED TO THEIR TOPIC.

5.EACH GROUP PREPARES A SHORT
PRESENTATION AND PRESENTS THEIR
AR CAMPAIGN IDEA AND VIDEOS.

yy!



STEP-BY-STEP
EXPLANATION

6.AT THE END, THE GROUP DISCUSSES
HOW AR CAN BE USED IN YOUTH
WORK AND EDUCATIONAL
ACTIVITIES.

DEBRIEF / REFLECTION

AFTER THE ACTIVITY, DISCUSS WITH
PARTICIPANTS:

« HOW EASY OR DIFFICULT WAS ITTO
USE THE AR TOOL?

e WHAT DID YOU LEARN ABOUT
AUGMENTED REALITY DURING THIS
WORKSHOP?

e DO YOU THINK AR CAN ATTRACT
YOUNG PEOPLE’S ATTENTION? WHY?

« HOW CAN AR BE USED FOR
AWARENESS CAMPAIGNS OR SOCIAL
TOPICS?

e WAS IT EASY TO COMBINE
TECHNOLOGY AND A SOCIAL
MESSAGE?

« HOW DID YOUR GROUP ORGANISE
THE WORK?

TIPS FOR THE
FACILITATOR

e REMIND PARTICIPANTS THAT THE
GOAL IS COMMUNICATION AND
AWARENESS, NOT TECHNICAL
3 {aJeaple] B

e« WALK AROUND AND SUPPORT
GROUPS DURING THE CREATION
PROCESS.

e MAKE SURE GROUPS HAVE ENOUGH
TIME TO PREPARE THEIR
PRESENTATIONS.

« ENCOURAGE CREATIVE AND
MEANINGFUL CAMPAIGN TOPICS.

e THIS WORKSHOP WORKS BEST WHEN
PARTICIPANTS USE SMARTPHONES.

e TEST THE AR TOOL BEFORE THE
WORKSHOP TO AVOID TECHNICAL
PROBLEMS.

23



VIRTUAL

CLASS ROOMS 40-60 MIN

© S

DESCRIPTION

IN THIS WORKSHOP, PARTICIPANTS
EXPLORE DIFFERENT VIRTUAL
CLASSROOMS, ONLINE LEARNING
PLATFORMS, AND DIGITAL LEARNING
ENVIRONMENTS. THE WORKSHOP
INTRODUCE MOOCS, ONLINE COURSES,
AND VIRTUAL MEETING PLATFORMS THAT
CAN BE USED FOR ONLINE LEARNING,
TRAINING, MEETINGS, AND WORKSHOPS.
PARTICIPANTS EXPLORE THE PLATFORMS
AND DISCUSS ON SPECIFIC TOPIC.

MATERIALS

e LAPTOP OR SMARTPHONE
e INTERNET CONNECTION

STEP-BY-STEP
EXPLANATION

1.INTRODUCE THE TOPIC OF VIRTUAL
CLASSROOMS AND ONLINE LEARNING
PLATFORMS.
2.PRESENT DIFFERENT TYPES OF
PLATFORMS SUCH AS MOOCS, ONLINE
COURSE PLATFORMS, AND VIRTUAL
CLASSROOM PLATFORMS.
3.DIVIDE PARTICIPANTS INTO THREE
GROUPS:
o - GROUP 1 EXPLORES MOOC
PLATFORMS
o - GROUP 2 EXPLORES ONLINE
COURSE PLATFORMS
o - GROUP 3 EXPLORES VIRTUAL
CLASSROOM PLATFORMS

GROUP
WORK
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STEP-BY-STEP
EXPLANATION

4.PARTICIPANTS EXPLORE THE
PLATFORMS IN THEIR GROUPS AND
TEST THE BASIC FUNCTIONS OF THE
PLATFORMS.

5.EACH GROUP PREPARES A SHORT
PRESENTATION ABOUT THE
PLATFORMS THEY EXPLORED.

6.GROUPS PRESENT THEIR PLATFORMS
TO THE OTHERS.

7.FINISH THE ACTIVITY WITH A GROUP
DISCUSSION ABOUT VIRTUAL
CLASSROOMS AND ONLINE
LEARNING.

TOOLS AND PLATFORMS:

MOOC PLATFORM:
e YOUTH-MOOC.EU
ONLINE COURSE PLATFORMS:
e ALISON.COM
e OPEN.EDU/OPENLEARN
e COURSERA.ORG
e EDX.ORG
VIRTUAL CLASSROOM / ONLINE
PLATFORMS:
e JITSI
e TOPIA.IO
« WORKADVENTURE
e SPATIAL.CHAT

DEBRIEF / REFLECTION

AFTER THE WORKSHOP, DISCUSS WITH
PARTICIPANTS:
e HAVE YOU USED ANY ONLINE
LEARNING PLATFORMS BEFORE?
« WHICH PLATFORM DID YOU FIND THE
MOST INTERESTING?
« WHAT ARE THE ADVANTAGES OF
VIRTUAL CLASSROOMS?
« WHAT ARE THE DISADVANTAGES OF
ONLINE LEARNING?
e CAN VIRTUAL CLASSROOMS REPLACE
TRADITIONAL CLASSROOMS?
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TIPS FOR THE
FACILITATOR

e REMIND PARTICIPANTS THAT THE
GOAL IS COMMUNICATION AND
AWARENESS, NOT TECHNICAL
3 {aJeaple] B

e« WALK AROUND AND SUPPORT
GROUPS DURING THE CREATION
PROCESS.

e MAKE SURE GROUPS HAVE ENOUGH
TIME TO PREPARE THEIR
PRESENTATIONS.

« ENCOURAGE CREATIVE AND
MEANINGFUL CAMPAIGN TOPICS.

e THIS WORKSHOP WORKS BEST WHEN
PARTICIPANTS USE SMARTPHONES.

e TEST THE AR TOOL BEFORE THE
WORKSHOP TO AVOID TECHNICAL
PROBLEMS.
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	getting to know each other
	Step-by-step explanation
	After each move, participants add another part of the face to the portrait (eyes, nose, mouth, hair, ears, glasses,  etc.).
	This process continues until all parts of the face are drawn and the portrait is completed.
	At the end, each participant receives their portrait.
	Debrief / Reflection
	After the activity, allow time for participants to show their portraits, talk about them, and laugh together. The facilitator can guide the discussion with questions such as:
	What was the most difficult part of drawing?
	What surprised you when you saw your final portrait?
	How did the portrait change from person to person?
	Which portrait was the funniest or most unexpected?
	Tips for the facilitator
	Play quiet background music during the activity,
	Give clear signals when participants should move. Participants should move only on the trainer’s signal.
	Walk around the room and check how far participants have progressed so you can adjust the time if needed.
	Remind participants that the drawings do not need to be perfect — the goal is interaction, creativity, and fun.
	mission impossible
	description
	Mission Impossible is a team building activity where participants must complete a list of different tasks within a limited time using only non-verbal communication. The whole group must work together to complete all tasks. The activity encourages teamwork, creativity, leadership, problem solving, and group organisation.
	Materials
	Task list (printed or send them online)
	phones for photos/videos
	paper and pen
	Note: The task list used in this activity can be found on the next page and can be printed and used directly. The tasks can be adapted depending on the group size, location, and topic of the activity.
	Step-by-step explanation
	All participants work together as one group. The group cannot be divided into smaller teams.
	Give participants the list of tasks that they must complete within the given time (for example 30 minutes).
	Explain that participants are not allowed to talk during the activity. Do not explain how they should communicate — let them find their own way to organise and communicate.

	Step-by-step explanation
	Many tasks require photos or videos as proof that the task was completed.
	The facilitator checks the completed tasks at the end of the activity.
	After the activity, organise a reflection and group discussion.
	Debrief / Reflection
	After the activity, discuss with participants:
	How did you organise yourselves as a group?
	Was it difficult to work without talking?
	Did someone take a leadership role?
	How did you decide who does which task?
	What was the biggest challenge during the activity?
	What helped your group succeed or fail the mission?
	What would you do differently next time?
	Tips for the facilitator
	The tasks can be adapted depending on:
	- the number of participants
	- the space available
	- the topic of the project
	- the age of participants
	Facilitators can add, remove, or change tasks depending on their needs.
	Mission Impossible – Tasks
	Digital  Story Lab
	description
	Digital Story Lab  is a creative digital activity where participants collaboratively create a story online. The trainer starts the story, and participants continue it by adding one sentence and one image. The story develops step by step on a shared digital board. The activity encourages creativity, collaboration, and digital skills.
	Materials
	Laptop, tablet, or smartphone (at least one per participant or pair)
	Internet connection
	Padlet or Google Jamboard (shared digital board)
	Free image websites such as Pixabay or Unsplash
	Step-by-step explanation
	The trainer creates a Padlet or Google Jamboard and writes the title of the story.
	Participants work individually or in pairs.
	Each participant or pair adds one sentence to continue the story.
	They also add one image or GIF that matches their sentence using free image websites such as Pixabay or Unsplash.

	Step-by-step explanation
	The story continues step by step until all participants have added their part.
	At the end, the group reads the story together and looks at the images.
	Debrief / Reflection
	After the activity, discuss with participants:
	Was it difficult to continue someone else’s story?
	How did the images influence the story?
	Did the story develop in the way you expected?
	How was it working together on one digital platform?
	Tips for the facilitator
	Prepare Padlet or Jamboard before the activity.
	Show participants how to add text and images before starting.
	Encourage participants to be creative and funny.
	Remind participants to keep their sentences short.
	At the end, read the story together — this is usually the funniest part.
	You can save the Padlet/Jamboard and share it with participants after the activity.
	Creative  Story Challenge
	description
	Creative Story Challenge is a creative group challenge where participants create a short digital story within a limited time. Groups first generate their own story prompts using a creative method, and then build a story based on those prompts. The story must include a title, visual content, and a twist ending. At the end, each group presents their story to the others.
	Materials
	Laptop, tablet, or smartphone (at least one per participant or pair)
	Internet connection
	Padlet or Google Jamboard (shared digital board)
	Free image websites such as Pixabay or Unsplash
	Step-by-step explanation
	Divide participants into small groups of 3–4 people.
	Each group generates story prompts using a creative method (for example Story Dice, random objects, random words, or drawing prompts from a box).
	Based on the prompts, each group creates a short story.
	The story must include:
	- a title
	- a short story
	- visual elements (images or video)
	- a twist ending

	Step-by-step explanation
	Groups create a presentation using tools such as Canva or Gamma.
	At the end, each group presents their story to the others.
	Debrief / Reflection
	After the activity, discuss with participants:
	How did you generate your story idea?
	Was it difficult to create a story from random prompts?
	How did your group organise the work?
	Did everyone have a role in the group?
	Was it difficult to work under time pressure?
	Tips for the facilitator
	Prepare different ways for participants to generate story prompts (story dice, random words, objects, pictures, etc.)..
	Remind participants that the story should be short and clear.
	Make sure there is enough time for presentations.
	Encourage creative and funny stories — this increases engagement.
	Exploring  Digital Tools
	description
	In this activity, participants explore different digital tools by testing them and discovering how they work. Each group is assigned one or more digital tools that they must explore, test, and evaluate. After exploring the tools, each group prepares a short presentation where they present the tool and share their experience using it. The activity helps participants discover new digital tools and understand how they can be used in youth work, education, and everyday life.
	Materials
	Devices
	internet connection p
	resentation tool (Canva, PowerPoint, Gamma, etc.)
	Step-by-step explanation
	Divide participants into small groups.
	Assign each group one or more digital tools to explore.
	Participants test the tools and try to create something using them (for example an image, video, map, schedule, design, etc.).
	Each group prepares a short presentation about their tools.
	example tool groups
	Questions for the presentation

	Debrief / Reflection
	Which tool did you find the most useful and why?
	Which tool was the easiest to use?
	Which tool was the most difficult to use?
	Did any tool surprise you? Why?
	Which tools could be useful in youth work or workshops?
	Which tools could be useful in everyday life?
	Would you recommend any of these tools to others? Why?
	What problems did you have while testing the tools?
	Do you think digital tools can make workshops more interactive? How?
	Tips for the facilitator
	Try the digital tools yourself before the activity so you can explain them and help participants if needed.
	Make sure each group clearly understands the task and what they need to prepare for the presentation.
	Encourage participants to really test and use the tools, not just read about them.
	Ask each group to create something small using the tool (for example an image, video, design, map, or short text).
	Keep the presentations short (3–5 minutes per group).
	After all presentations, discuss together which tools were the most useful and how they could be used in youth work or workshops.
	Augmented  Reality AR
	description
	In this workshop, participants explore how Augmented Reality (AR) can be used for youth activism, awareness campaigns, and educational projects. Participants worked in groups and created small AR campaign ideas and short videos related to social topics. The workshop introduce participants to AR tools and show how digital technologies can be used for social engagement and creative campaigns.
	Materials
	smartphones
	internet connection
	Step-by-step explanation
	the facilitator introduces Augmented Reality and explains how it can be used in youth work, education, and activism.
	Participants are divided into small groups.
	Each group receives a topic for an AR campaign.
	Groups develop a campaign idea and create AR content and short videos related to their topic.
	Each group prepares a short presentation and presents their AR campaign idea and videos.

	Step-by-step explanation
	At the end, the group discusses how AR can be used in youth work and educational activities.
	Debrief / Reflection
	After the activity, discuss with participants:
	How easy or difficult was it to use the AR tool?
	What did you learn about Augmented Reality during this workshop?
	Do you think AR can attract young people’s attention? Why?
	How can AR be used for awareness campaigns or social topics?
	Was it easy to combine technology and a social message?
	How did your group organise the work?
	Tips for the facilitator
	Remind participants that the goal is communication and awareness, not technical perfection.
	Walk around and support groups during the creation process.
	Make sure groups have enough time to prepare their presentations.
	Encourage creative and meaningful campaign topics.
	This workshop works best when participants use smartphones.
	Test the AR tool before the workshop to avoid technical problems.
	Virtual  Classrooms
	description
	In this workshop, participants explore different virtual classrooms, online learning platforms, and digital learning environments. The workshop introduce MOOCs, online courses, and virtual meeting platforms that can be used for online learning, training, meetings, and workshops. Participants explore the platforms and discuss on specific topic.
	Materials
	Laptop or smartphone
	internet connection
	Step-by-step explanation
	Introduce the topic of virtual classrooms and online learning platforms.
	Present different types of platforms such as MOOCs, online course platforms, and virtual classroom platforms.
	Divide participants into three groups:
	- Group 1 explores MOOC platforms
	- Group 2 explores online course platforms
	- Group 3 explores virtual classroom platforms

	Step-by-step explanation
	Participants explore the platforms in their groups and test the basic functions of the platforms.
	Each group prepares a short presentation about the platforms they explored.
	Groups present their platforms to the others.
	Finish the activity with a group discussion about virtual classrooms and online learning.
	Tools and platforms:
	MOOC platform:
	youth-mooc.eu
	Online course platforms:
	alison.com
	open.edu/openlearn
	coursera.org
	edx.org
	Virtual classroom / online platforms:
	Jitsi
	Topia.io
	WorkAdventure
	Spatial.chat
	Debrief / Reflection
	After the workshop, discuss with participants:
	Have you used any online learning platforms before?
	Which platform did you find the most interesting?
	What are the advantages of virtual classrooms?
	What are the disadvantages of online learning?
	Can virtual classrooms replace traditional classrooms?
	Tips for the facilitator
	Remind participants that the goal is communication and awareness, not technical perfection.
	Walk around and support groups during the creation process.
	Make sure groups have enough time to prepare their presentations.
	Encourage creative and meaningful campaign topics.
	This workshop works best when participants use smartphones.
	Test the AR tool before the workshop to avoid technical problems.
	Partner Organisations


