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“Guide with tools for fostering

transferable skills”

Transformation - the word with which we start this ours project. The world around us was

created in such a way that all external influences lead us to know who we are, what we are like,

and that by returning to that primordial us, we give and leave the best to the world. That is why

we must try working consciously or unconsciously on our values, as well as to empower ourselves

for a better tomorrow.

Regarding mobility, a “Guide with tools for fostering transferable skills” will be created,

consisting of exercise and tools from sessions.

Even though you have heard, read, and said countless times so far to yourself that "we live in a

constantly changing world", that sentence is indeed a factual situation. It often represents the

starting point of many values, possibilities, questions, problems, and generally the way of life of

contemporary man. Frequent changes are present in all domains of society and are especially

visible in the field of employment, where today, more than ever before, there are transformations

in the structure, scope, and types of jobs, while the labor market no longer guarantees

permanent employment. Under conditions of ubiquitous competencies and mobility, transferable

or portable skills are one of the ways to ensure market mobility, increase professional

competitiveness and facilitate the transition to new professional roles.

A team of young volunteers from different countries has designed several workshops which

would help create and implement youth exchanges. Particular skills are acquired through fun

and play and encourage young people to get along better in the environment.

The project aims to empower and train T-shaped youth workers motivated to implement their

knowledge to decrease the rate of mismatch between skills and jobs, which can indirectly

increase the rate of youth employment by opening their own business.



Cambridge Dictionary defines culture as ‘the habits, traditions, and beliefs of a country,

society or group of people culture is what defines us and separates us from animals. Even

though as the world becomes more global culture becomes harder to perverse nations must

take action for protecting their heritage. The rising generation has a circular role in

preserving culture and they are the ones who will bridge our past generations and future

generations Youth can act as a bridge between past generation and future generation They

can help the preservation of culture by maintaining culture traditional protect their foods.

They also have to be enlightened about the importance of the culture and how do you can

preserve it.
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Our goals are ensure to peace at home, peace in the world; ensure justice, equality, and

freedom all over the world. We have got hope and we determine the target groups. These

are NGOs, youth workers, policymakers, teachers, and universities. How we will reach our

goals? So, first of all, we find problems. Problems are NGO’s does not enough, policymakers

never want it and unfortunately, the education system is not enough. If we invest money in

education, choosing honest people in elections with our votes, inform youth workers to

volunteer projects, and to be easier communicate with international institutions, we will

reach our goals. Also, we did lots of projects about Human Rights in Turkey. We always

explain other citizens’ human rights very well.

The importance of youth in

culture



The goal:

This workshop aims to understand the difference

between participation and show how one team can

break down differences and construct cooperation,

communicate, and work in the group. The youth

generation has a problem cooperating and share

ideas and accepting different opinions. This

workshop could help them to break up the rules and

make a “break leg” in an unfamiliar environment.

This workshop aims to improve productivity,

motivation, break down personal barriers, eliminate

distractions, develop communication, improve a

foreign language, and have fun.

Target:

18+ years old, for 10 and more people

Explanation:

Step one: the facilitator introduces the participants

to the game and organizes game names. 10 min

Step two: The facilitator introduces participants to

the term the army and explains what it meant to me

to be a soldier. After the explanation, the facilitator

shows them how the soldiers greet each other, how

they march, etc. After all, the facilitator divides the

participants into groups and plays competition with

them. The first group represented the pilots, the

second the snipers, the third group drove the tank.

The game simulates competition. Participants are

choosing how they will play the game. 

The facilitator gives participants inputs to choose

how the game will be led, cooperate, or compete. 

Step three: At the end of the game, the facilitator

opens the discussion. The discussion is led in the

direction of teamwork is always important,

cooperation before competition. 4

Workshop  1

Tips for the facilitator during the

discussion: 

-What happened during the game?

-Did the participants communicate during

the game? 

-What kind of challenges did you face during

the game? (communication)

-Did participants participate during the

game? 

-What is the best strength/weakness you

have during the game?

-What kind of conclusion did you get?

-What would you do differently now?

The material was not needed, I worked

spontaneously and improvised.
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Goal:

The workshop aimed to strengthen the positive

group atmosphere. At the very beginning, energy

exercises were realized, during which the

emphasis was on strengthening concentration and

moving for the exercises that followed, which

influenced the improvement of memory and

cooperation among the participants. In the central

and final part, the participants had the opportunity

to express their creativity and imagination using

the only movement, and the elements that were

worked on were cooperation and improvement of

perception in terms of recognizing changes in the

environment.

Target: 

Children 10-14 years old

Workshop 2

Explanation:

1. Day-night-plane-flood

Participants are distributed around the room and

listen to the signal given by one of the participants

- squatting when it is night, getting up during the

day, jumping when there is a flood, and imitating

an airplane. If someone makes a mistake, he is out

of the game.

2. Stick-name

Participants sit in a circle with their legs

outstretched while one person is in the middle with

a newspaper sword in the center. Angelina was

out of the circle and gave her initial name. The

task of the person in the center is to touch the feet

of one of the participants with a sword as soon as

possible. The named participant had to say the

name of another participant and thus avoid the

sword, and thus entering the center of the circle.

3. A great wind is blowing

The participant in the center of the circle says a

sentence that starts with "The big wind blows for

all those who like/don't like ..." and should end it

following what he likes or does not like. The other

participants in the circle change their places if

they agree with what the central participant said,

while the participant from the center tries to find a

place for himself. In the end, there is always one

participant left in the center and thus a new round

begins.

4. Deaf phones

In the beginning, one of the participants thinks of

a sentence that he should whisper to the person

next to him. Then that person transmits what he

heard further and so on until the end of the

round/row when the last participant says aloud

what he heard. Then the opening and closing

sentences are compared.

5. Conductor-detective

One participant (Detective) leaves the room for a

short time so that the other participants can agree

on who will be the Conductor, ie to show the

movements that the other participants in the circle

should repeat. When the Detective returns, his task

is to find out who the Conductor is and he is

entitled to three attempts. If he hits, the conductor

becomes a detective in the next round.

Material: 

newspaper, sword, chairs



Goal: 

The realized workshop aimed to get acquainted with the basic forms and techniques of

applied drama. The central activities were aimed at moving students out of context by

applying the "complete picture and action" techniques, where students supplemented and

changed the given context with their bodies, movement, and sound. The introductory and

final parts of the workshop were marked by exercises of concentration and relaxation of

students.

Target: 

Children aged 7-9 years old

Explanation:

1. Handling and replacement

Participants walk around the space, shake hands

with each other and take the names of others. When

the host stops the game (after a while) you should

remember whose name they were last given. Then

comes the second instruction, everyone walks again,

shakes hands, and should say which is their favorite

animal, and after that, they take over the favorite

animals of others by shaking hands. The host stops

again and everyone remembers which last animal

came to them. In the last round of the walk, they

shake hands and say which is their favorite subject

at school, they take other people's objects by

shaking hands. The facilitator stops the exercise and

all participants should introduce themselves one by

one by saying the name they remembered, the

favorite animal, and the object they remembered.

2. If you were ...

Participants stand in a circle when asked what they

would be if they listed an object one by one, and

then what they would be if they were food, color, or

anything else.

6

Workshop 3



3. Complete the image

The facilitator arranges the students in one part of the

room. He tells them that whoever wants can go out in

the middle and be whatever he wants. He just needs to

stand up, take the body's position, and say what, for

example. I am a tree. Then another person who wants

to come out (it is best to call so that the facilitator can

say who will come out) and complete the picture by

taking a position by the previous student. After that,

the other student stays takes a new statue, and after

him, the next one enters, and so on. Finally, allow all

students to enter the picture. Always warn students to

take a position first, and then say what they are. When

they practice completing the picture, give a certain

topic to the students, e.g. luck, school, or any other,

and one by one they need to stop and complete the

picture, let them all enter the picture. Go through so

many topics.

4. What are you doing

The students stay in part of the room. Now a student

comes out in the middle and shows the action he wants

through the movement by simulating that action. Then

the next student asks him "What are you doing?" And

he answers by saying a totally different action about

the one he is showing. The next student has the task to

do the action that the previous one said and when the

next one asks him, he says another action and

everything like that. Play until all students have passed

or even longer if they are interested.

5. Rain

Demonstrating movements that simulate rain.

Participants stand in a circle and one by one, when it is

their turn, they gradually show certain movements. The

leader starts the game. The sequence of movements:

rubbing palm to palm, cracking fingers, tapping thighs,

jumping for lightning, and then backward until

7
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Goal:

The realized workshop aimed to strengthen group

cohesion and create an effective atmosphere.

The introduction of the activities served to direct

and maintain the attention of the participants,

and at the same time, it was done on getting to

know each other, through group work and work in

pairs. During the central part, attention was paid

to the improvement of cooperation, and for that

purpose, exercises of a competitive nature were

realized, which required the engagement of all

members of one group to achieve a common

goal. The final segment was intended to raise the

energy level.

Target:

Children aged 10-14 years old

Explanation:

1. Getting to know-handling

The first participant shakes hands with the person

next to him and introduces

himself. The next person introduces himself, and

then the person he previously shook hands with.

2. Presentation in pairs

Participants receive pieces of paper with

different symbols, and then everyone has to find

their own pair. After that, the couples spend a

few minutes talking and sharing information about

themselves. Finally, participants introduce others

to the person they met.

3. Hello, flick when

The first participant says &quot;hello&quot; the

second &quot;zvrrr&quot, the third &quot; who

is&quot; and the fourth should say the name of

one of the participants. The named participant

starts from the beginning.

Workshop 4

4. Grab the object

Participants are divided into two teams. Each

member of the team has their

own number. When the leader calls a number, the

participant carrying that

number (from both teams) runs to the object. The

point is won by the team

whose member first caught the object.

5. Hoop

The task is to move the hoop in a circle without

letting go of your hands.

6. Cat and mouse

The two participants are a cat and a mouse

where the cat chases the mouse. The other

participants are scattered in pairs and represent

mouse boxes. When a mouse enters the house by

catching a person from the pair, the other

participant from the pair becomes a mouse and

continues to flee.
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Explanation:

1. Names in an unusual way

The students are in a circle. Everyone says their

name unusually (singing or with an accent in a

language, the letter š instead of the first letter of

the name ...).

2. Mirrors

Participants in pairs follow each other as a

reflection in a mirror. One student shows up first,

and his couple has to follow him. They should start

with simple movements, and then continue on

different levels, raising their arms, lowering

themselves, but so that the couple is not injured.

3. Statue

Participants stand in a circle, squint and

remember events related to certain emotions

(happiness, sadness, anger, and disgust), and

form statues (how they look when they are in that

emotion). When they take a position, they should

look at the others as they look. The facilitator

concludes the similarity (body position, facial

expression ...).

4. Action and emotion

A group of participants is in the room and it is

agreed which emotion they will show. One of the

participants is in front of the room (returns at the

call of the facilitator) and when he returns he has

to guess which emotion the group has come up

with, but by giving them an activity that they have

to show in that emotion (eg if they have laces and

they have agreed on the emotion of sadness,

everyone must sadly tie the laces). The student

who was outside and set the action has the task

to guess the emotion.

Goal:

The activities of the introductory exercises were

aimed at getting to know the facilitators and

participants, as well as students. The central

activities were aimed at developing a competitive

spirit, establishing cooperation in the group, while

the activities in the final exercise were aimed at

strengthening concentration.

Target:

Children 7-9 years old

Workshop 5



Goal:

The workshop aimed to introduce students and

facilitators interactively, to get acquainted with

the rules of work in the workshop, as well as to

encourage cooperation and a positive group

atmosphere. Several introductory exercises were

performed, as well as a concentration exercise.

Target: 

Children 7-9 years old

Explanation:

1. Getting to know each other - quietly, loudly

Name memorization exercise. The participant

bows and says his name, while the rest of the

group repeats his name quietly, with an

accompanying movement (squat and hands

down), and then loudly (standing, hands up). Then

the instructions change - pronouncing the name

softly with your hands up, and loudly with a squat

and your hands down.

2. Shaking hands

Participants shake hands and represent

themselves and the person next to them.

3.  Movement and sound

Participants have the task to present the current

mood with some movement and sound. The group

repeats.

10

Workshop 6
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Goal: 

This workshop has the straight to represent gender

stereotypes. This workshop aims to understand the

needs and differences between genders and what

kind of stereotypes exist in society. The main

question is “do stereotypes between genders are

the same between the youth generations (15 to 20

years old) and elders (40 to 50 years old)?”

Participants have an opportunity to understand

each other better, what kind of social environment

they are coming from, cultural differences,s and

business ethics.  Also, they can practice expressing

their opinions, share ideas on how they can

improve communications and formation of sexual

identity, and how to empower to express it. 

Target: 

Youth between 15 to 18 years old

Workshop 7

Explanation

1.Secret voice

The group has to make a set of questions about

stereotypes. After that, each participant should

anonymously answer it and put it in the box right

for specific questions. After all answers, the

moderator can read them publicly and

participation can discuss them. 

2.Outdoor Interview-outside activities 

The participants can make a questionnaire and

try to interview random people on the street.

They have to target a specific group of people

(from 15 to 20 years old and 40 to 50 years old).

They can make a video and collect materials.

After the workshop, they can for collection make

an infographic, and to shop up differences

between genders and generations. 

Materials:

Camera, Paper



Goal: 

Understanding each other without a common

language

Target:

16-30, without a specific number of participants

Explanation: 

People are being chosen to represent their

country or language, as an example we have a

Bulgarian participant and a Spanish participant,

one of them receive a long sentence, which he or

she needs to explain to the other participant, only

using their own language, the goal is the

understand the sentence, without using help,

gestures are allowed

Example 1:

I went to the WC, did my work, but in the end,

there was no toilet paper, so I went to ask the

reception

Example 2: 

You bought a sex doll, but you break it during use,

and u ask the owner to give you back your money

Example 3: 

My neighbor saw me stilling his flowers and now

he wants to beat me

Example 4:

I pushed my sister in the pull, and now she is mad

Materials: 

some small papers with funny sentences there 12

Workshop 8



Goal: 

understanding each other without speaking

Target group:

16-30, without a specific number of participants

Explanation: 

people are separated into different teams, each participant have a word, which is given by

the organizer before the game starts, they need to explain the word only with gestures to

the other part of the team, the game is for time, the teams are taking turns and in the end

the team that was the fastest wins

Materials: 

prepared random words and something like a timer or chronometer or phone to record the

time

13

Workshop 9
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Workshop 10

Learning topic:

Inequality, social justice

Objectives:

The main goal is that children get the feeling of

how it is like to live somebody else life.

To see the world from a new, different

perspective.

To appreciate more what they have, learn not to

take their life for granted.

Duration:

45 mins.

Group size:

up to 25 children

Materials:

paper, pen, scissors

How to do it:

Introduction – explain the activity, how we

gonna do it, answering questions, participants

stand in a line

Acting – 1

In the beginning, tell children to close their eyes

and imagine themselves in the new role. They

need to imagine their name, outlooking, where

they live with people which they meet every day,

how they feel, the first thing they think about

when they wake up in the morning, clothes they

are wearing, how they spend their free time,

what are their fears, what are they dreaming

for.

2

Starting to read the statements and according

to their answers, if they are positive, they make

a step forward. In this way, gradually, some of

the kids move more than others and the

difference between their roles becomes more

visible. In this way, they can feel by their own

experience what it feels like to discriminate and

with fewer opportunities.

3

They stay to their places and we start a

discussion about their inequality in society and

the measure of their path they reached in the

activity. They shared how did they feel, did they

change their perception of life. What lesson did

they learn during the activity? Now kids can get

out of their roles. Time for questions. One word

from each kid of what did they remember from

this exercise.



Roles:

1. Boy (14 years old) - lives in a mountain

village. He wants to go to school but can’t

because he has to help his pastor family.

2. Girl (20 years) -a worldly famous model of

African descent.

3. Woman (40 years old) in a wheelchair

4. Dwarf (30 years old) - winner of the

Paralympics in swimming

5. Divorced father of two children, a girl of 13

and 15 years

6. Undocumented immigrant coming illegally

7. A diabetic who receives a pension and

social assistance lives alone

8. A former prisoner, he tried to find a job but

still failed

9. A gypsy who lives in the ghetto together

with his 8 brothers and sisters, uneducated

10. A woman who is a victim of domestic

violence has nowhere to live, so she must be

with her abusive husband

11. English teacher (87 years old), lives with her

2 cats

12. A talented musician who can’t find a job

and works as a bartender

13. A wealthy heir, he goes to a private

college, has an expensive car

14. A boy of African descent living in a village

without electricity and drinking water

15. A blind man living with his happy and

caring family

16. A girl without an arm with very low self-

esteem

17. A homeless man without friends and

acquaintances, without a place to sleep

18. A bad student who often quarrels with his

parents, plans to run away from home

19. An accountant working in a large

corporation, very busy

20. A homosexual, has a boyfriend, his family

doesn’t know he’s gay

21. Muslim (40 years old), lives in a Catholic

state

22. A very fat baker who grew up without

parents

15
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15. I feel grateful and happy for what I have.

16. I think I have a better life than the others.

17. I can do the sport I want.

18. I can have a family and children.

19. I have someone who can help me if I need

to.

20. I don’t feel limited in the choices I have.

21. I have the support of close people and my

family.

22. I never feel depressed and I don’t think

about suicide.

23. Most of the time I don’t feel stressed.

24. I have no health problems.

25. People who mean a lot to me are close to

me.

26. Some people don’t like me even though

they don’t know me.

27. I can freely express which religion I belong

to.

28. I feel loved.

1. I can vote in parliamentary elections.

2. I can afford to go to the theater once a

week.

3. I can go out with friends whenever I want.

4. I can walk carefree down the street without

worrying about safety.

5. I can apply for the position of mayor.

6. I can speak freely for my interests, needs,

and things I love without being judged.

7. I can go on a trip abroad.

8. I can buy dinner ingredients on my own

without help.

9. I can go hiking.

10. I can take a language course.

11. I am not afraid that I may become a victim

of violence

12. Others respect me.

13. I have access to a computer and the

Internet.

14. I am not burdened by the future.



Goals: 

The goal of the realized workshop was to

encourage the cooperation of students, as well as

the cohesion of the group. The activities of the

introductory exercises were aimed at getting to

know the students better, as well as their

relaxation. The central activities aimed to improve

group cohesion by developing a competitive spirit

and establishing cooperation in the group, while

the activities in the final exercise enabled the

strengthening of students' concentration.

Target group: 

Young people. Age 7-10 years old – primary school

kids 

Explanation: 

Participants are divided into two teams, standing

in a row (opposite each other), with their eyes

closed. The leader shakes hands with the first

person in the line, the handshake is transferred to

the last member of the line, and when he reaches

it, he must quickly raise his hand. The group that

transferred the grip first won. It can be played

several times (for example up to five so which

group arrives first). 

Materials: 

No materials needed for this activity 

17

Workshop 11
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Goal: 

The realized workshop aimed at developing and strengthening the intelligence and creativity of

the participants. The central activity consisted of two parts. The first part consisted of the

tangram skill of assembling given geometric images with the help of seven tiles of different

shapes, which were created by a certain division of squares, which, in addition to developing

and strengthening intelligence, improved the fine motor skills of participants. The second part of

the activity was gluing the made shapes to the hammer, writing the name of the shape, and

decorating the hammer, which emphasized the creative expression of the participants. The first

part of the activity was performed in small groups and the second part at the level of the whole

group.

Target:

Children aged 10-14 years

Explanation:

Tangram

Part One: The students are divided into groups of three, preferably a younger child, an older

child, and a volunteer. Older children take over the younger teacher, and the role of the

volunteer is to accompany them and help establish interpersonal collaborators. Each group

received seven boards, which should be arranged in a larger task, the contour on the paper that

the facilitator had previously prepared. When the tiles are properly arranged in the contour task,

it is difficult to glue and close them. The group has the additional task of naming their figure.

The given figure can be different geometric shapes, animals, objects, and people.

Second part: Cut figures are glued to the hammer, their names and confessions are written.

That is why the hammer can be additionally decorated with useful felt-tip pens, shocks, etc. It is

a joint activity for all students.

Material:

hammer, contours of the figure, one set of one plate for each group, glue, felt-tip pens, and

sticks, etc .; the tiles are preferably made of tagged cardboard

Workshop 12
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Explanation: 

1. Movement, sound and name

Learning names and practicing how to feel. The

students stand in a circle. Everyone has the task to say

their name and show one movement in relation to how

they feel at the moment and make a sound. When

finished all the other students repeat the name,

movement and sound that that student showed and so

on until all the students have finished. The facilitators

start the game with some unusual movement to free the

students.

2. An unusual ball

Participants are in a circle. They are thrown with an

imaginary ball which is first an ordinary ball only

imaginary, and then the leader gives instructions that

the ball becomes light, heavy, big, small, sticky, smelly,

fragrant, loud, tasty ... and anything else. Before the

instructions for throwing the ball, it should be explained

to the students to look at the person they are throwing

so that they know who should catch it.

3. This is not

Students sit in a circle (they can also stand). The

facilitator keeps a pencil with him and says that this is

all, but it is not a pencil. It gives them the task to think

about what all this can be but not to change its shape

(holding in their hand they should see what they can

use an object in that shape for and say This is not a

pencil this is .... eg a toothpick or microphone, mascara

... and then they need to show how they do that thing

with that object). It is played in a circle so that

everyone can see the object and its application. Two

rounds with the same subject can be played if students

are looking for or another object can be taken for

another round (and only one round can be played,

although they are always looking for more).

Goals:

The realized workshop worked on

stimulating and developing imagination,

creativity, sense of rhythm and movement,

and strengthening concentration in the

participants. Before that, they worked on

establishing a pleasant and positive

atmosphere and cooperation, which is the

broader goal of each workshop. They will be

engaging each other in various games in

which they will develop their cognitive and

motor skills and will get to know each other

much more.

Target: 

Children aged 10

Materials: 

Ball, pencil, paper, marker

Workshop 13
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Goal:

The goal of this workshop was to get to

know the students and the facilitators, to

get acquainted with the rules of how the

workshops function as well as to encourage

cooperation and a positive group

atmosphere. Several introductory exercises

were realized, as well as a concentration

exercise.

The central part of workshop is getting to

know the other participants and learning

something more about them through various

games that are introduced in this workshop.

The first part consists of throwing a ball to a

random participant and saying their name

and this develops motor skills as well as

developing and strengthening intelligence.

The second part is more elaborated as it

requires participants to stand in a circle

with one standing in the middle and calling

another participant's name and this too

would develop intelligence and strengthen

it.

Target:

Children aged 10

Workshop 14

Explanation:

2. Name and ball

Name learning exercise. The students stand

in a circle and before throwing the ball

they have to tell someone their name. In the

second part of the game, the person

throwing the ball should say the name of

the person to whom they are throwing it.

3. Three times the name in a circle

One student stands in the center of the

circle. His task is to say the name of a

participant from the circle three times

quickly. The student whose name is called

must, before the person in the circle

finishes pronouncing, interrupt him and say

his name. If that doesn't happen, he enters

the circle, if he succeeds, the person from

the circle quickly calls out the next one, and

so on.

If there are double names before the

exercise, determine the nicknames so that

everyone who has the same name can

know when they were called.

Materials:

Ball, whiteboard, markers,
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