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Foreword 
This manual is the result of the "MigrAction" project. It consists of three mobilities in the field 

of adult education and the inclusion of migrants and refugees in society. 

The first part of this handbook will be based on the training course which was delivered 

through Education Through Sport (ETS) methodology and focused on developing participants’ 

knowledge, skills and competences in using ETS as a tool for approaching the disadvantaged 

Adult target and fostering its acquisition of soft and transversal skills. 

The second part of this handbook is based on the training course on digital storytelling. The 

core topic addressed was the use of the Digital Storytelling method as an instrument of 

support to learning, reflection and communication of knowledge. It describes the use of Digital 

Storytelling as a tool for enhancing communication and intercultural dialogue between native 

Adults and migrant Adults in the community. 

 

“Lifelong learning has become a necessity for all citizens. We need to develop our skills and 

competences throughout our lives, not only for our personal fulfillment and our ability to 

actively engage with the society in which we live, but for our ability to be successful in a 

constantly changing world of work.”- Ján Figel (Member of the European Commission 

responsible for Education, Training, Culture and Youth) 

 

This Mobility has been funded with support from the European Commission and Erasmus+ 

Program. This publication reflects the views only of the author, and the Commission cannot 

be held responsible for any use which may be made of the information contained therein. 
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Non-Formal Education 
Learning is a dynamic process that takes place not only in the classroom, but on the street, 

while talking to the neighbours, watching TV or searching something in the internet. 

Traditional way of education is described as formal and it is structured and systematic. Formal 

education can be different from country to country, but it is always hierarchically structured, 

mostly classroom based, includes program syllabus, test, grades and official certificates.  

Informal education is lifelong happening process, while individuals acquire attitudes, skills, 

values and knowledge from daily experience and surrounding environment. Informal 

education is not intentional, not structured and happens “accidentally”. There is no structure 

and certificates, it happens unconsciously and through experience.  

Non-Formal education is an organized educational activity outside the institutional formal 

setting (not classroom based), voluntary, participatory and based on intention to learn, 

sometimes there are official certificates (e.g. Youthpass). In non-formal educational setting, 

there can be a facilitator or a trainer, who shares the knowledge, and/or the whole group 

shares their knowledge and learn from each other. 

According to Guillaume Mernier (2007) (AEGEE Education Working Group expert on NFE) non-

formal education first appears in the countries with limited access to the formal educational 

systems. “It is a community-based program, attractive for the under-privileged groups in 

terms of accessibility, duration, curriculum and teaching-learning environment, e.g. by adult 

education during night schools in order to diminish illiteracy.”  

On the other hand, in the countries with unlimited access to education non-formal education 

comes along with the formal one and focused on soft skills development.  
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Professor D.A. Kolb is the person most associated with experiential learning theory and said: 

“knowledge results from the combination of grasping experience and transforming it.” 

Kolb’s research shows mastering expertise is a continuous process of experience, reflection, 

conceptualization and experimentation. These elements make up the experiential learning 

cycle which shows the relationship between each phase. 

1. Experience – new experience or new situation 

is encountered. 

2. Reflect – reviewing / reflecting on the new 

experience or situation.  

3. Conceptualize – concluding / learning from 

the experience.  

4. Experiment – learners apply their ideas, based 

on what they have learned.   

 

 

Effective learning is noticeable when a person went through a cycle of four stages: of (1) 

having a concrete experience followed by (2) observation of and reflection on that experience 

which leads to (3) the formation of abstract concepts (analysis) and generalizations 

(conclusions) which are then (4) used to test a hypothesis in future situations, resulting in new 

experiences (McLeod, 2017).  

Non-Formal education based on Kolb´s cycle is widely used by youth organizations all over the 

world. This approach is still looking for a full recognition from different point of view. In youth 

work context non-formal education has been given political and social recognition. It has been 

given legitimacy by political commitment and was recognized by communities on local and 

international levels. Most important non-formal education has been given individual 

recognition, that means individuals understand the value of this kind of learning and looking 

forward to obtaining personal skills rather than just a certificate or a degree (Mernier, 2007, 

p. 2). 
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Sport 

Education for/by/through Sport 

It is widely known that sport is a very powerful tool for self-development and healthy lifestyle. 

Recently more and more trainers, organisations and schools use sport as an educational tool 

in a non-formal educational setting. When applied properly, it can raise the ethical side of the 

people, teach endurance and encourage the fair play and respect.  

To understand the development of sport as a teaching tool, we will firstly define 3 following 

terms: education for sport, education by sport and education through sport.  

Education FOR sport is focused on mastering on the sport itself, individuals develop physical 

performance. Education for sport is usually connected to the competitive kind of sports, 

where participants become some reward in case of success. So, this kind of sport has limited 

appliance in the non-formal educational setting.  

Education BY sport is more complex approach to address public health and well-being. The 

idea behind it is to use sport and and physical activity to raise awareness about public health 

and well-fare, to motivate people to do some sport and to make their lifestyle healthier.  

Education THROUGH sport is a non-formal educational approach that works with sport and 

physical activities and which refers to the development of key competences of individuals and 

groups in order to contribute to personal development 

and sustainable social transformation (Move & Learn 

Manual, 2013, p.9).  

The following table shows the differences and objectives 

of education for/by/through sport for a better 

understanding.  
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Move & Learn Manual describes Education Through Sport as a plan for reflection, then for a 

field of action. Education Through Sport should inspire lifelong learning outcomes (e.g. 

improving tolerance, solidarity and trust among the participants and nations). For a better 

understanding on how Education Through Sport works we should link sport / physical activity 

to the Kolb´s cycle with focus on the objectives of the program. It is important to prepare the 

activity with the educational outcome focused on social issue, that is relevant to the 

participants and their surroundings.  

Based on the Kolb´s cycle: 

1. Experience – facilitator or trainer invites the participants to try out a new experience 

or situation by using sport.  

2. Reflect – reflection of the activity with the participants in non-formal setting, gather 

feedbacks and impressions made by the activity. 

3. Conceptualize – understanding of learning points and outcomes, gathering of the ideas 

that came up after reflection. 

4. Experiment – planning and applying of gained learning outcomes in order to achieve a 

change. 

It must be considered, that the sport activity can´t be used on its own. To reach the planned 

learning outcomes, education through sport should be used in the framework of overall social 

and educational policies over some period of time. All stages of Kolb´s cycle should be 

combined and repeated. Learning process should be planned and realistic to evaluate. The 

entire dimension of human being and its environment should be considered (Move & Learn 

Manual, 2013, p.13).  
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Teaching moral and social values through sport 

The contribution of sport to development of moral and social values is widely recognized. Early 

this year UNESCO has developed and presented new tools to show the benefits of Values 

Education through sport in open access. These tools contain a variety of activities, describe 

preparational methods for the facilitators (e.g. youth workers or teachers). In their manual for 

children 8-12 y.o. they focus on three core values: respect, equity and inclusion and how to 

teach these values through engaging sport activities.  

Each section is designed for learners to get acquainted with the concepts related to the values: 

• Equity – fairness and equity, to learn what is advantage and disadvantage, 

• Inclusion – inclusion and exclusion, 

• Respect – self-confidence and self-respect. 

By experiencing advantage or disadvantage, the learners will be able to analyse how 

advantage/disadvantage is related to equity and fairness. Through being included/excluded, 

the learners will be able to reflect on their experience and develop social-emotional skills. By 

encouraging learners to develop self-confidence and self-respect, they will be able to identify 

and critically analyse their positive characteristics. They will also understand the importance 

of different traits and how valuable they are (UNESCO, 2019, p. 26, 70, 112).  

The research paper “The impact of sport education on fundamental values” stresses 5 

domains of outcomes done by education through sport: physical, lifestyle, affective, social and 

cognitive. It is important to note, that the outcomes are achieved not by pure participation, 

but through interaction between learners and facilitator (trainer, youth worker or teacher).  

Based on gathered data the researchers discovered 3 composite factors. The first factor 

targets such parameters of sport as determination, persistence and shaping of character and 

includes the following values: 

• Doing the best they can 

• Respecting others 

• Overcoming adversity 

• Dealing with winning and losing 
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The second factor focus on teamwork and cooperation and includes the following values: 

• Discipline and hard work 

• Helping each other 

• Working together 

The third factor focus on processes leading to self-development and includes the following 

values: 

• Openness to people of various ethnic or racial backgrounds 

• Respecting the rules 

• Building self-esteem 

 

“Taken all the factors together, they exhibit a rather holistic approach towards values, through 

sports achievement to personal development, social interaction and teamwork” (Abalasei 

a.o., 2017, p. 54). 

 

Peace Education through Sport 

Sport can be applied for peace-building process by supporting 4 major types of peace-building 

activities: security, socio-economic foundation, political framework and reconciliation and 

justice. Sport can be used to: 

• build relationships between social, economic and cultural divided groups 

• build a sense of shared identity and fellowship 

• connect individuals to communities by sharing the same experience 

• serve as a tool to advance demobilization and disarmament efforts 

• support the often-difficult reintegration of ex-combatants, particularly former child 

combatants, into their communities 

•  reach out and engage socially excluded groups 

• promote social inclusion and integration 

• serve as communicational platform and to create a dialogue 

• prevent conflicts 
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According to UN, Sport can also be used as a tool to achieve sustainable development goals. 

For example, by engaging socially excluded group sport may help “to build their human capital, 

connecting them with supports and services”, in order to eradicate extreme poverty and 

hunger. Through sport activities vulnerable children (e.g. orphans, street children, former 

child soldiers) can be reached out and encouraged to enrol to school. So, the goal of achieving 

universal primary education can be fulfilled. There are many ways in which sport activities 

with different age groups can help to realize other sustainable goals, such as promote gender 

equality and empower women, reduce child mortality, improve maternal health and expand 

global partnership for development (UN, p. 208-210).  

 

Education Through Sport – Objectives 

Each activity in non-formal educational setting targets a specific goal. Sport is a good tool, that 

can help to achieve set up goals, but only used in a framework together with debriefing and 

feedback methods. This gives an opportunity to learn and to grow not only for the participants, 

but also for the facilitator / trainer.  

In Move & Learn Manual, created by professional sport teachers, coaches and youth workers, 

presented some categories of lifelong learning competences, that can be developed by using 

sport activities. Goals of the specific activity can belong to one or more of the following 

categories (Move & Learn Manual, 2013, p.16).  

These categories are:  

• communication in foreign language / mother tongue 

• learning to learn 

• social and civic competencies 

• cultural awareness 

• digital competences 

• mathematical, scientific and technological competences 

• sense of initiative and entrepreneurship 
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During “MigrAction” mobility we created two activities presented further in this handbook. 

They can be used in different setting in order to achieve different goals and learning outcomes. 

In order to create useful activities, we asked ourselves: what positive change do we want to 

bring up and what are our goals are? The activities are focused on communication in foreign 

language / mother tongue, social and civic competencies, cultural awareness and digital 

competencies.  

Exercise 1  

“M Boat” is designed to make the participants feel empathy to the refugees, to develop ethic 

competences and values, e.g. tolerance and solidarity. 

Exercise 2  

“Lava Game” is designed to show the importance of intercultural communication and use of 

another means of communication apart of mother tongue. The participants will be challenged 

to use their creativity in expression and teamwork will be promoted.  

Both activities allow the participants to understand each other´s cultural background better, 

to put themselves in the shoes of others, to have a sense of belonging and inclusion.  Through 

this kind of activities, the participants are able to develop individual and collective skills, that 

are needed for peace building.  

 

 Methodology Education through Sport 

In order to get prepared to facilitate an activity, we need to understand what methodology, 

method and tool/activity are. Methodology is a strategy or a framework, that can be applied 

to achieve the set objectives. Non-formal education is methodology, “which translates in 

carefully adjusted to the participants and structured practices, which foster the personal, 

social and professional development of people, on a voluntary basis” (YEU 2020). 

Education through Sport is also methodology based on non-formal education approach. 

Method is a process of reaching the objective. Tool (or activity/exercise) is what you do 

towards an objective. Methodology includes methods and tools and presents itself as a frame, 

in which facilitator works.  

Who is facilitator? Facilitator is a person (e.g. trainer, teacher, volunteer, etc), who leads the 

learning process. Facilitator creates frames, sets goals, presents methods and tools, invites 
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the participants to experience new situations. Facilitator guides creates a safe learning space 

and guides the group, so the learning process can take place.  

Those are competences and skills that a facilitator should own in order to engage the group 

and make learning process possible. For example, before the activity prepare all the needed 

tools, make sure you have enough space, make the agenda known to the participants. During 

the session facilitator has to encourage full participation, observe group dynamics, resolve 

conflicts if necessary. While closing of the session facilitator should play a role of time- and 

rhythm keeper, look out for positive contribution and award for it, most importantly “keeper 

of personal integrity (no one´s personal integrity can be put in question), sum up and close 

the session. There are also techniques, that you can use to become a successful facilitator, e.g. 

paraphrasing, brainstorm for gathering ideas without discussing them, mirroring, encouraging 

without putting anyone in the spotlight, balancing, intentional silence and many more 

(Klocker, 2009, pp. 40). 

 

As a facilitator who uses Education through Sport methodology, you should always be aware 

of 3 basic principles:  

1. Education through Sport is education in the first instance. Sport is a tool! – reflect on 

the benefits of using sport as a tool from your own perspective and your work context 

(e.g. target group) and set realistic learning objectives. 

2. Reflection is an inevitable and essential part of the learning process. – the creators of 

Move & Learn manual refer to this principle “as most important”, because “it gives all 

participants not only the chance to reflect their own behaviour, but also to reflect on 

the whole situation and connect it to their everyday lives and to society itself”. 

3. Education through Sport respects values of sports as well as non-formal education and 

youth work. – there are two sets of values, that Education through Sport brings within: 

the implicit values of sport (e.g. fairplay, teamwork and responsibility) and implicit 

values of youth work related to non-formal education (e.g. active participation, 

inclusion, etc).   

(Move & Learn Manual, 2013, p.21).  
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Using Education through Sport you, as a facilitator, can create activities or use some to tack 

such social issues: social inclusion & discrimination, health, conflict resolution, employment & 

entrepreneurship, environment, participation & citizenship, democracy, cultural diversity, 

human rights. True change in the society can happen if there is educational focus within a 

physical activity. There two reasons why it is happening: firstly, physical activity creates a 

stronger emotional connection to the experience; secondly, you, as a facilitator, create and 

invite willing participants to a learning environment, where “an assessment of social 

structures is possible” (Move & Learn Manual, 2013, p.28). 

It was mentioned several times, that debriefing is the most important part of the group 

sessions. We present you several activities, that can be used to debrief the group.  
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Exercises - Sport 

 

 

Name of the tool 

/ activity 

M-Boat 

Objectives • Raise awareness towards refugee crisis 

• Develop a critical thinking and creativity 

• Promote integration and interculturalism 

Target Group Local participants: children, youth and their parents 

Main activities: 

Context and 

Phases 

“M-Boat” is a rubber boat floating in a land-locked water space (in closed 

or open ambient). Two teams (A & B) of swimmers are trying to pull the 

boat using (different lengths) ropes toward one water side. The ropes are 

representing the forces and factors that encourage the swimmers to pull 

the rubber boat to a side of the water space (Land 1 or 2) opposing the 

other team`s direction.  

Both teams are informed about the rules and agreed on the ropes´ 

lengths. The competition lasts 30 minutes and if the teams did not reach 

the targeted land, the game must be extended upon the agreement of 

both. 

 

What if the rubber boat was full of people – migrant people?  

The two teams present two powerful decision makers who can affect the 

future of the migrants on the boat either by saving them (new homeland) 

or sending them back to their start point (homeland). 

Methods used 

and Material 

needed 

• Material: rubber boat, safety vests (if activity takes place in the pool / 

lake / sea), ropes (that can be attached to the boat) 

Competences 

gained 
- Group working 

- Awareness raising 

- Cultivation of cultural awareness and anti-racism 

- Reflect the contradictions of values and interests of individuals 

(ropes length) and teams (collective action) 

Sources Created by Monika Cernok, Saria Almarzook, Toma Jelusic during the 

mobility 
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Name of the tool 

/ activity 

(Somewhat different) Lava-Game 

Objectives • Promote integration and interculturalism 

• Promote intercultural communication 

• Team Building 

• Develop strategical thinking in a group 

• Raise awareness towards integration 

Target Group Immigrants, refugees and native speakers from the local community 

Main activities: 

Context and 

Phases 

 “Lava-Game” targets the mixed groups of migrants, refugees and 

“natives” with language barriers. Game takes part in a large open area, 

hallway or gymnasium floor, so there is enough space to move. To start 

the game 2 equally big groups will be built. There are marks for a start and 

finish lines on the field. Each team is given their blocks/bricks (big enough 

to step on, amount of the blocks is one less, then the participants in the 

group) and asked to reach the other side. Team 1 can only speak without 

using gestures or other means, team 2 is not allowed to talk, but given 

materials to draw (paper and pencils) and allowed to use gestures. Team 

wins only if ALL team members will get to the other side. Each team has 3 

minutes to discuss the strategy and 2 tries to reach the goal. 

Methods used 

and Material 

needed 

• Material: blocks/bricks, tape, papers, pens 

Competences 

gained 
- Group working & team building 

- Take responsibility for the group members  

- Awareness raising 

- Cultivation of cultural awareness & anti-racism 

- Enhance communication skills and show the importance of 

different ways of communication 

Sources Created by Shakir Aziz, Elena Pislari, Monawer Ahmad Ziarmal during the 

mobility 
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Name of the tool 

/ activity 

Magic Symbol 

Objectives • To learn about advantages, disadvantage, fairness and equity 

• Analyze the concept of equity and fairness in sport 

Target Group Children 8-12 years old 

Main activities: 

Context and 

Phases 

1. Position students in teams of 4 to 6 on one side of the playing 

space. Provide each team with a different symbol card. This card 

represents their magic symbol (i.e., one team are the stars, one 

team are the circles, one team are the squares, etc.).  

2. On the opposite side, scatter the remainder of the symbol cards. 

Rules 

Round 1: On ‘Go’, have students move (e.g., walk, run, hop, skip) one at a 

time to retrieve a card and bring it back to the start. The first team to 

collect all of their magic symbols wins. Take note of the order in which the 

teams finish. 

Round 2: Have the teams begin collecting cards based on how they 

finished in Round 1. If they were the first team to finish, they will now 

begin collecting cards last. If they were the last team to finish, they will 

begin collecting cards first and so on. 

 

Follow Up discussion about whether the game was equal or equitable. 

Within their teams, have students discuss: Which round was equal and 

which was equitable? Why? 

After each group presents their answers. All students can be asked 

following questions: Why do some sports divide players according to age 

or gender? Is this always fair/equitable? How is an equitable game fun for 

the slowest/fastest team? Why is it important to make situations 

equitable? 

Methods used 

and Material 

needed 

Prior to the beginning of the lesson, create symbol cards on small pieces 

of paper. Prepare a number that is appropriate to the number of students 

you have. Consider making a minimum of 10 cards per symbol (i.e., 10 

stars, 10 circles, 10 squares, etc.). 

Competences 

gained 

• Understanding of equality and equity 

• Reflecting on their own participation and the learning outcome 

Sources https://unesdoc.unesco.org/ark:/48223/pf0000371303  

 

 

https://unesdoc.unesco.org/ark:/48223/pf0000371303
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Name of the tool 

/ activity 

Musical Hoops 

Objectives • Understanding of inclusion and exclusion 

• Analysing the feeling of being included/excluded 

Target Group Children 8-12 years old 

Main activities: 

Context and 

Phases 

 Step up: Place hoops around the space at random. Use nomore hoops 

than the total number of students. Turn some music on or begin to clap 

your hands. 

Rules: When the music is on, students move around to the beat. 

When the music turns off, students find a hoop and place 1 foot inside (or 

position themselves next to the hoop). More than 1 student may be in a 

hula hoop at once.  

Before turning the music on again remove 1 or 2 hoops then repeat until 

there are only 1 or 2 hoops left. As the game continues there will be fewer 

and fewer hoops, but all students will continue to be included. 

Round 1: To place 1 foot in a hula hoop once the music turns off. 

Round 2: only 1 player may be in a hoop at a time. If there are no hoops 

available, the player is out and must sit on the side. 

Round 3: repeat round 1, so all players are included again.  

Methods used 

and Material 

needed 

Big room or open space, hoops (as many as students), music 

Competences 

gained 

• Understanding of being included and excluded 

• Reflection on the experience 

Sources https://unesdoc.unesco.org/ark:/48223/pf0000371303 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://unesdoc.unesco.org/ark:/48223/pf0000371303
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Name of the tool 

/ activity 

Thumbs Up, Down, Middle 

Objectives • It allows participants to see how opinions of a particular 

experience vary greatly in the group. 

• It provides the facilitator with an opportunity to focus the group 

discussion on a particular topic. 

Target Group Participants of the activity  

Main activities: 

Context and 

Phases 

1) Have the group stand in a circle, facing each other. 

2) Instruct them to place one hand behind their backs. 

3) On the count of three, they will make either a “Thumbs Up”, “Thumbs 

Down”, or “Thumb in the Middle” sign with their hand. 

In this example, the signs represent “how the group worked together as a 

whole.” 

Thumbs up means the group functioned perfectly: took time planning, 

listened to everyone’s ideas, no one argued, everyone participated in a 

positive fashion, etc. 

Thumbs down means that the group did not function well as a team at all: 

there were lots of arguments, no planning, inappropriate communication, 

etc. 

Thumbs in the Middle means that the group did well, but there is room 

for improvement. 

 

4) Once you explain the “thumbs” scale, count to three, and have 

everyone present their thumbs and keep them in front of their bodies. 

5) Ask the group to go around the circle and discuss one specific example 

why they chose the way they did. 

Methods used 

and Material 

needed 

No materials are required 

Competences 

gained 

• Shows how different the experience can be lived through by the 

participants  

• Being open-minded to other people´s opinion and learn how to get 

around with criticism  

Sources https://www.ultimatecampresource.com/team-building-

activities/teambuilding-debriefing-activities/thumbs-up-down-middle/  

https://www.ultimatecampresource.com/team-building-activities/teambuilding-debriefing-activities/thumbs-up-down-middle/
https://www.ultimatecampresource.com/team-building-activities/teambuilding-debriefing-activities/thumbs-up-down-middle/
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Name of the tool 

/ activity 

t-ACT - The Experential Learning Debriefing Tool 

Objectives • help the participants understand experiential learning  

• how to use experimental learning for participant´s own personal 

development and learning 

Target Group Participants of the activity  

Main activities: 

Context and 

Phases 

t-ACT is a version of Kolb´s learning cycle. It includes 6 steps, that have the 

ACT particle inside the keyword.  

1. Fact – learning has its origins in a specific experience, a Fact of life. 

These happen every day, but only a few of us are able to observe, 

understand, reflect, learn and better themselves through each 

experience.  

2. REact – To each Fact or experience happening to us we REact. It's 

natural, it's human, and most of the times, this is where learning ends. We 

fail to see beyond our reactions. We just state them, or we are not even 

aware of them. For most people, Personal development through 

experiential learning is blocked here.  

3. IMPact – whether we are aware of this or not, every Fact of life has an 

IMPact on us, a emotional imprint that most of the time we do not see. It 

is difficult and sometimes unnatural to ask ourselves how we felt about a 

specifict experience. Therefore, the learning process does not happen.  

4. INTERact – The next step in the learninig process is to reflect, to 

INTERact with us, with the others, with the environment. We have to ask 

ourselves questions like "What do you think are the possible solutions? 

What are the causes? Why this happened? What if you did something 

different – what could you have done differently?"  

5. ABSTRact – Forward, to transform this into learninig, we have to 

capitalize on our process by ABSTRacting what happened. We have to 

understand what we have learned from this, how can we become better 

knowing through this experience.  

6. act – The final step of learning is the resolution to act. "After this 

experience, next time I will act differently". This is the step where we form 

new behaviours, decide how will we act next time in a similar situation. 
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 VARIANT ONE: 1. Task: create a learning experience (e.g. – a 20 min basic 

steps dancing lesson, a conflict situation, a group task) 2. Debrief using the 

t-ACT tool. 3. Presenting the t-ACT learning cycle and the 6 questions 

(presented after Variant Two).  

VARIANT TWO: 4. Introduction: Discussion on the importance of 

reflection, presentation of different reflection styles. 5. Case Study: John 

is not answering my salute in the mornings, for several days. Typical 

behavior usually leads to a conflict. A t-ACT learning process will lead to 

mutual understanding. 6. Presenting the t-ACT learning cycle and the 6 

questions: 

1. What happened ? what was your experience? What are the facts? 

2. How did you react? What did you do in that situation? 

3. How did you feel? What impact did it have on you ? 

4. What do you think are the possible solutions? What are the causes? 

Why this happened? What if you did something different – what could you 

have done differently? 

5. What did you learn from this? How can I better myself through this 

experience? 

6. What will you do if this happens again? 

Methods used 

and Material 

needed 

Pens and paper, if participants are willing to write down their answers 

Competences 

gained 

• Learning to learn 

• How to reflect on the experience or situation (can be used by the 

participants afterwards) 

• Promote awareness of own emotions and feelings 

Sources https://www.salto-youth.net/tools/toolbox/tool/t-act-experiential-

debriefing-tool.1287/  

https://www.salto-youth.net/tools/toolbox/tool/t-act-experiential-debriefing-tool.1287/
https://www.salto-youth.net/tools/toolbox/tool/t-act-experiential-debriefing-tool.1287/
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Storytelling 

The history of storytelling  

Narrative art is one of the oldest 

professions.   Since the human being began 

to speak, he has passed on stories 

according to fact or fiction.  Every culture 

has its own stories. Anthropologists, 

psychologists, and historians believe that 

storytelling has existed since the beginning 

of our existence.  They claim that narrative 

art is what defines our humanity. "People 

have always learned from stories and 

narratives, long before writing existed.  

Stories still pass on knowledge and 

experience today.  Thus, in the course of 

evolutionary history, one of the strongest 

means of communication for the 

transmission of knowledge has been 

storytelling, a characteristic that all 

cultures have in common (Spath & Foerg, 

2006, p. 23). Without writing, there was 

only one way to pass on knowledge and 

experience to future generations: by telling 

the stories of the people to the children 

and passing them on to their children.  In 

this way, the history and culture of a 

people could be passed on and survive 

even without writing.  But because no two 

people tell the same story, the stories 

changed over time.  They were 

supplemented and adapted to the 

respective time, until one day they were 

written down. This is how myths, legends 

and folk tales were created. Often stories 

should explain inexplicable things to the 

people, so often cruel gods had to serve for 

environmental disasters and wars.   Stories 

should often spread moral teachings 

(moral fairy tales) or laws, which were 

decisive for living together.  

 

The National Storytelling Network defines storytelling as an ancient art form and a valuable 

form of human expression. Because “story” is essential to so many art forms, however, the 

word “storytelling” is often used in many ways. Storytelling represents, as such, a 

distinguished art, the art of telling a story, in which there are six specific elements that exist  

in any telling:  
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• the representation of a story 

• interactivity 

• verbal or semiotic language 

• “showing” the story 

• usage of actions such as vocalization, physical movement and/or gesture  

• encouragement of the active imagination of the listeners. 

 

 How does stories work? 

Not all stories work.  In Denning's experience, they only work if the following criteria are met:  

➢ Truth: Only if the story is true it can be coherent and authentically conveyed.  

➢ Short and simple: The story must be told in a short and simple way so that the listener 

can remember and understand everything.  

➢ Happy End: There is no point in saying that nothing changes in the story at the end. 

There must be a positive outcome, a kind of impulse. A happy end leads to a warm 

feeling (limbic system), which is perfect for further ideas about the future. The new 

idea has to have a positive connotation and it has to be possible for the listener to 

continue thinking positively, only in this way the story will have an effect.  

➢ Give control: This means that the narrator must give the audience space to think for 

themselves and draw their own conclusions.  Given opinions without reflection are not 

permanently effective.  

➢ The storyteller himself must believe in it: the story must be told with feeling as if the 

narrator had experienced it himself.  Not only the content reaches the listener, but 

above all the feeling.  The feeling connects listener and narrator and is the basis for 

common attention.  
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Four basic elements of a good story according to Denning (from Spath & Foerg, 2006)  

What should a narrator be able to do?  

• The expression:  When telling a story, it is important that you appear competent and 

at the same time remain authentic to yourself.  You should be simple and direct and 

give every single listener the feeling that you are addressing them. 

• Authenticity: You should tell your story as honestly and transparently as possible.  "All 

listeners should be able to identify the story with something true" (Spath & Foerg, 

2006, p. 43). Who would like to learn from someone who is obviously lying to you?  

• The editing: Once the presentation has begun, it is too late to think about how to edit 

the story. Which media you want to use or what exactly you want to say should be 

prepared in advance.  

• The passing on: Even more important than what you say is how you say it - nonverbal 

communication. It should be understandable that even when telling stories, it is not 

very useful to be able to act as if you would fall asleep in the next moment when you 

are telling a story, because of the facial expression, the voice or the gestures.  

 

Digital Storytelling 

What is Digital Storytelling (DTS)? 

The term “digital native” was coined in 

2001 by Marc Prensky who wanted to 

describe the generation of people who 

grew up in the digital age and therefore are 

comfortable with digital technologies since 

early age and consider them an integral 

and necessary part of their communication 

and learning, but more generally of their 

lives.  

The digital storytelling movement was started 

in 1993 in Berkeley, California, by Joe Lambert 

and Dana Atchley, founders of the Center for 

Digital Storytelling, who were interested in 

making media production available to “ordi-

nary people”. Over the last 30 years the Center 

for Digital Storytelling has been developing and 

disseminating best practices finalized at 

sharing and listening stories while developing 

communities.  
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One of the main features of digital storytelling 

is its specific emphasis on the group process 

and the experience of individuals sharing sto-

ries with each other. Even though it involves 

the use and the application of digital technol-

ogies, it is not focusing primarily on the tech-

nological skills or on the development of high-

quality media products, but has as a main aim 

the one to build and further community 

connections through a process of listening to 

and reflecting on the stories which have been 

shared within the group.  

In a broad sense, digital storytelling is the 

process of using story and digital media for 

personal expression. This includes 

expressive outlets such as blogs, podcasts, 

and social media. In a more specific sense, 

digital storytelling can be described as the 

process of creating short, personal stories 

that are usually told through a recorded, 

first-person voiceover, still and/or moving 

images, and music or sound. Finally, a 

successful digital storytelling process and a 

high quality digital storytelling product 

usually grow out of significant pre-planning 

and opportunities for youth to experience 

“choice within structure.  

Summarizing Digital Storytelling can be 

understood as a media form as well as an 

area of cultural practice, “a dynamic set of 

relations between textual arrangements 

and symbolic conventions, technologies for 

production and conventions for their use; 

and collaborative social interaction (i.e., 

the workshops) that takes place in local and 

specific contexts” (Burgess, 2006, p. 207).

The four following topics the students and participants need to have in mind, when developing 

their stories: 

• Perspective: each story has a perspective to convey, thus an author conveys a 

subjective view on a certain aspect of the story. Perspective includes story features 

such as cognition/emotion, rendering/presentation;  

• Narrative: the narrative is the actual content of the story, which is created based on 

story objects and narrative components. It covers features such as: time/space, 

cause/effect, and sequence/plot;  

• Interactivity: with the emergence of interactivity, in particular, the development of 

digital media, interaction became essential in the world of storytelling. It includes story  
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features such as: human-computer-interaction, modification/decision of narrative 

flow, and engagement.  

• Medium: where the other aspects of storytelling focus on the actual story, this feature 

addresses the technology and the medium for storytelling. It includes features such as: 

medium, mediation, technology, channel, digital content, and forms 

 

Elements of A Digital Story 

To construct a digital story there are a few elements in design to consider. First a digital story 

as an end product is usually 2-5 minutes in length that includes a combination of narrative 

personal writing, photo images and a musical soundtrack. Daniel Meadows states that 

“There's strictness to the construction of a Digital Story: Two hundred and fifty words, a dozen 

or so pictures, and two minutes is about the right length. These strictures, I find, make for 

elegance. Digital Stories are a bit like sonnets in this respect, multimedia sonnets from the 

people (only it's probably better when they don't rhyme)” (Meadows, 2008). With the design 

elements defined the next question to answer would be “What is an effective process to 

consider when constructing a digital story?” 

 

Seven Elements of Digital Storytelling  

1. Point of View – what is the perspective of the author? 

2. A Dramatic Question – a question that will be answered by the end of the story. 

3. Emotional Content – serious issues that speak to us in a personal and powerful way. 

4. The Gift of your Voice – a way to personalize the story to help the audience understand 

the context. 

5. The Power of the Soundtrack – music or other sounds that support the storyline. 

6. Economy – simply put, using just enough content to tell the story without overloading 

the viewer with too much information. 

7. Pacing – related to Economy, but specifically deals with how slowly or quickly the story 

progresses. 

These seven elements of Digital Storytelling according to Joe Lambert will be described and 

discussed later in detail for application. 
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There are many different types of digital stories, but it is possible to categorize the major types 

into the following three major groups:  

• personal narratives – stories that contain accounts of significant incidents in one’s life;  

• historical documentaries – stories that examine dramatic events that help us 

understand the past, and  

• stories designed to inform or instruct the viewer on a particular concept or practice. 

It is often common for personal stories to be built on omissions or on what is left “unspoken”, 

thus making the process of understanding unintelligible to an outsider. Unlike fictional 

narrative, historical and autobiographical narratives are built on a storyline which has a 

chronological demarcation that implies a beginning and an end, a guiding thread, a de-

monstrative and interpretative aim, as well as explained and circumstantiated facts. It cannot 

be reduced simply to the process of learning how to “put into words” a chronology, as it 

implies as well the ability to make good use of logical connectors and subordinates, in order 

to build a logical progression of the developed “discourse”. One must learn to identify the 

actors (who?), the timeframe (when?), the places (where?), causes and motivations (why?), 

to describe an event (how?), and finally to measure the effects and the scope of the facts 

described (what consequences?). 

Digital Storytelling as educational tool 

There are numerous ways that Digital Storytelling can be used in education. One of the first 

decisions to be made when deciding to use this tool in the curriculum is whether the facilitator 

or instructor will create the Digital Stories or have their participants and students to do it. 

Some educators may decide to create their own stories and show them to their students as a 

way to present new material. An engaging, multimedia rich Digital Story can serve as an 

anticipatory set or hook to capture the attention of participants and increasing their interest 

in exploring new ideas. A number of researchers support the use of anticipatory sets at the 

beginning of a lesson or workshop to help engage participants and students in the learning 

process. 
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Student Literacies 

Digital Storytelling by students provides a strong foundation in many different types of 

literacy, such as information literacy, visual literacy, technology literacy, and media literacy. 

Brown, Bryan and Brown (2005) have labeled these multiple skills that are aligned with 

technology as “Twenty-first Century Literacy,” which they describe as the combination of: 

• Digital Literacy – the ability to communicate with an ever-expanding community to discuss 

issues, gather information, and seek help; 

• Global Literacy - the capacity to read, interpret, respond, and contextualize messages 

from a global perspective 

• Technology Literacy - the ability to use computers and other technology to improve 

learning, productivity, and performance; 

• Visual Literacy - the ability to understand, produce and communicate through visual 

images; 

• Information Literacy - the ability to find, evaluate and synthesize information.  

In the area of technology literacy, participants who create digital stories improve their skills 

by using software that combines a variety of multimedia tools including working with text, still 

images, audio, video and oftentimes, Web publishing. In the area of technological literacy, 

Digital Storytelling can provide a meaningful reason for the participants to learn to digitize 

media content by using scanners, digital still cameras, and video cameras. In addition, as 

participants create the narration and soundtrack for a story, they gain skills in using 

microphones, digitizing audio and working with music and sound effects. 
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Participants Skills 

In summary, when participants and students are able to participate in the multiple steps of 

designing, creating and presenting their own digital stories, they increase a full complement 

of literacy skills, including: 

• Research Skills: Documenting the story, finding and analyzing pertinent information; 

• Writing Skills: Formulating a point of view and developing a script; 

• Organization Skills: Managing the scope of the project, the materials used and the time it 

takes to complete the task; 

• Technology Skills: learning to use a variety of tools, such as digital cameras, scanners, 

microphones and multimedia authoring software; 

• Presentation Skills: Deciding how to best present the story to an audience; 

• Interview Skills: Finding sources to interview and determining questions to ask; 

• Interpersonal Skills: Working within a group and determining individual roles for group 

members; 

• Problem-Solving Skills: Learning to make decisions and overcome obstacles at all stages of 

the project, from inception to completion; and 

• Assessment Skills: Gaining expertise critiquing their own and others’ work. 

 

Step by Step Guide 

In the following we are presenting a summarized step-by-step (cf. Faae 2020) manner to assist 

the novice learner in getting started with this specific technology while providing 

consideration of elements and principals of design in the arts.  

Why Digital Storytelling? 

Digital storytelling has the potential to contribute to the formation of new knowledge (about 

identity of self and community), expand dialogue (get to the heart of matters in the 

participants’ lives), and fuel the exchange of ideas (participants collaboratively reflect on sites 

of possibility for positive change). The process of digital storytelling requires that students 

explore the relationship between narrative, audio, and visual text, offering the storyteller and 

the audience/listener/viewer multiple layers of meaning-making within each story. 
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Layers of a Digital Story 

The tracks or layers that might be included in a digital story consists of  

Visual track 

- Still images 

- Video clips 

- Movement and juxtaposition of images 

- Transitions between images/video 

Voice-over track 

- Recorded narration of the story 

- Quality/tone/pacing of the storyteller’s 

voice 

- Silent pauses 

Sound/music track 

- Music 

- Sound effect

Elements of an Effective Digital Story 
According to Joe Lambert there are “Seven Elements of Digital Storytelling” that help students 

work toward an engaging digital story (see ibid.). In the following you can find the seven steps 

described with the questions, which need to be answered during the story development.  

1. Point of View  
(This suggests that each story must 
communicate the perspective of 
the storyteller.) 
Questions:  
What are you trying to communicate?  
What is the point of telling the story?  
What does the story really mean?   
Where is your own perspective in the 
story? 

 
2. A Dramatic Question  
(This suggests that each story 
invite the listener to consider a 
question that keeps their attention 
and will be answered by the end of 
the story. The audience should be 
able to discern the reason/purpose 
the story is being told.) 
Questions: 
What is each character looking for in 
this story?  
What is at stake in the story? 
How will you keep the audience 
engaged in the topic/idea/question? 
 

 

 

 
3. Emotional Content  
(This suggests that each story should make 
an emotional connection with the listener.) 
Questions:  
How did you feel at the time of the story?  
How do you feel about the moment in the 
story now?  
What emotion do you want to leave the 
storyteller with?  

 
4. The Gift of Your Voice  
(This suggests that each story is from the 
teller’s perspective and that the 
storyteller’s voice should sound natural 
and less performed than many kinds of 
storytelling.) 
Questions:  
How can you use your voice to communicate 
your point of view/perspective/feelings about 
your story?  
Invite students to tell their story from memory 
several times rather than reading or reciting a 
memorized narrative. 
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5. The Power of the Soundtrack  
(This suggests that because various types 
of music can provide meaning and shift 
perceptions, music and sound effects 
should be chosen with great attention and 
intention.) 
Questions:  
How does the music/sound affects change 
your story?  
What kind of sound track will help the 
audience pay attention to your 
story/idea/message/voice? 
 

6. Economy 
(This suggests that the story use just 
enough assets to tell the story and not 
overwhelm the viewer. The images used in 
a digital story should add value to the 
story, rather than simply repeat or 

demonstrate what is said in the narrative.) 
Questions:  
What needs to be shown and what needs to be 
said?  
How might images convey ideas and emotions 
that words cannot and vice versa? 
What is the simplest way to convey 
idea/emotion in the story?  

 
7. Pacing 
(This suggests that the tempo and rhythm 
play an important in conveying the 
meaning of the story and connecting with 
an audience.) 
Questions:  
Where might you pause to allow the audience 
more time to take in an image or consider 
ideas in the narrative?  
How might the tempo of your voice over vary 
throughout the piece to reflect the emotions of 
the characters in the story?

 

Steps for Digital Storytelling  

The process for digital storytelling can vary quite a bit depending on the group of participants, 

the purpose and goals of the project, and the facilitator’s style, skills or emphasis.  

However, most digital storytelling work includes the following five steps:  

1. Write and Record Story (Voice Over) 

2. Collect Assets (Video, Photos, Music) 

3. Storyboard or Map Out Digital Story 

4. Edit Assets into Digital Story 

5. Share/Disseminate Digital Story 

In the following, the method of digital storytelling is described and illustrated in the individual 

steps for implementation with a youth group.  

Introduce Digital Stories, Structure, and Tools 

First you need to share examples of youth-created digital stories and facilitate a discussion 

around what makes an effective story/digital story. Consider using the Describe, Analyze, &  
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Reflect/Relate method to facilitate the participants conversation around the digital stories and 

to help them analyze particular choices and the meanings communicated through those 

choices. 

DESCRIBE - What do you see? 
ANALYZE - What could it mean? 
REFLECT/RELATE - How does it relate/matter to you? How does it connect to overarching 
goal/ topic/ curriculum? 

Point out effective examples of story structure (a clear beginning/middle/end), as well as how 

narrative, sound/music, and images contribute to the story being told. While sharing 

completed examples of digital stories, invite youth to reflect on the storyteller’s use of 

Lambert’s “Seven Elements of Digital Storytelling,” as well as how the various visual and audio 

tracks/layers function within each story. Finally, encourage the participants to identify some 

of the digital devises used to perform digital stories, such as transitions, special effects, and 

sound effects.   

Devise stories 

As the next step the stories can be devised according to the following two categories: 

1. Group topics, themes, and guiding questions  
Based on participants interests, facilitator goals, and common threads arising from the 

group’s interests, the facilitator may want to focus digital storytelling work around a group 

theme or guiding question. If broad enough, themes can accommodate most any story; 

however, landing on a group theme (such as family, change, or home) can help the 

participants to shape a particular story and/or decide what story to work on. Furthermore, 

themes and guiding questions can help frame how an audience views a group’s collection 

of digital stories. 

2. Remembering/Sharing Personal Stories 
Use various story starters; embodied theatre/image/and improvisation activities; and 

visual drawing/mapping exercises to help participants recall and share stories and 

significant moments in their lives. Invite participants to remember and retell many 

different stories from their lives before deciding which story they will move into a digital  
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story. Taking time to share stories continues to build community in the room, and it also 

helps them to realize that we must fill in gaps in our memories/stories as we share them 

aloud. Embracing the opportunity for creative license is an important part of storytelling 

and can help youth move away from trying to literally re-create the past with their digital 

story.  Structure intentional moments of reflection for students to reflect on the stories 

they share and listen to:  

What makes a story effective or interesting for an audience?  
What stories do you need/want to tell?  
What stories might someone else need/want to hear?  
How does each story relate to or disrupt the group theme/topic/question? 

Pitching to a Story Circle 

Once the participants decided what story they want to work on, invite them to pitch their idea 

to a small group or the entire big group. Ask the group to sit in a circle and allow each 

participant two minutes to share the main ideas, dramatic question, and possible structure of 

their story. Allow another 2 minutes for the listeners to ask questions and to offer feedback 

about what stands out to them from the story.  

Writing/Editing Script  

Encourage each participant to type and print their narrative/story/voice-over script. One 

double-spaced page of narrative usually results in a 2-3 minute digital story. Using a typed, 

double-space script helps the participants to deliver their narrative to others in the room, and 

also document editorial changes with ease. Furthermore, the typed script allows them to mark 

up their narrative with suggestions for performing their voice-over, such as underlining words 

for emphasis or indicating where a pause might go in their piece. 

Collecting and Devising Assets 

The next step is to create, collect, and upload all assets onto the computer. This includes the 

voice-over recording, still photos or video clips, and music/sound files. Asset management can 

be time consuming, therefor its essential to make pre-planning for this stage. 
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Voice-over 

Since the script is typed out, invite the participants to practice performing their voice-over out 

loud for a small group. Some of them enjoy listening to other people perform their narrative 

out loud; both performing and listening to one’s story can be a helpful step in preparing to 

record the voice-over. The voice-over can be recorded into a video camera, a hand-held audio 

recorder, or directly into an editing program on the computer.  

Images (still and moving) 

Invite the participants to brainstorm still images or video clips that might accompany their 

narrative. After brainstorming images that will extend the meaning of their story, encourage 

them to create a shot list, or a list of images that they need to bring from home, shoot with a 

camera, or find on the Internet.  

Music/Sound 

As the next step the participants should explore free music sites or develop their own music. 

They should avoid music with lyrics, as it detracts from the words of the narrative and takes 

focus away from their story. Sound effects can be added directly in most editing programs. 

Storyboarding 

Storyboards are a visual representation of a digital story, offering a road map for the creation 

of the digital story product. The participants can create storyboards to communicate what the 

digital story will look and feel like. The storyboard allows the participants to plan and show 

the sequence of images that will accompany lines of narrative in their story, as well as 

technical details and aspects of design, such as the kinds of transitions or affects that will used 

as the story progresses. Storyboards can be created on note-cards, on pre-printed templates, 

in power point or through poster-board presentations. This step is essential for planning and 

cementing the digital story and significantly expedites the digital editing process.  
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Bring it all together: Editing a Digital Story 

At this stage, all participants should have all of their assets digitally stored and organized for 

easy access. Using the storyboard as a road map for creating the digital story, the participants 

can use programs such as iMovie, Adobe Premier Elements or Windows Movie Maker to build 

their digital story. through these programs the participants can import their assets into the 

three tracks (visual, voice-over, and music/sound), and to add special design elements such as 

transitions, visual effects, audio effects and titles. These programs include their own tutorials 

and with some guided experimentation, students often find them intuitive to navigate. 

 

Publish/Disseminate Digital Stories  

The publishing and dissemination of digital stories has great potential to shape productive 

interactions between the participants and their communities. After the stories of the 

participants are digitally constructed and edited, you must decide on a method for saving the 

stories for performance or dissemination. The stories may be saved as mp4, mov or other file 

formats that can be exported through email and uploaded to sites such as YouTube or 

Instagram. In addition to the logistics of publishing digital stories, consider where and how the 

digital stories might engage an audience or a wider public. The digital storytelling movement 

is focused on creating community and dialogue through the creation and the sharing of 

personal stories. Invite the participants to develop a plan or program for showing their work 

and leading discussions about the issues raised in their work. 
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Exercises - Storytelling 
Name of the tool 
/ activity 

Photo Voice workshop 

"What does integration mean to you?" 

Objectives • Promote integration and interculturalism 

• make people express their feelings 

• develop a critical thinking and creativity 

• make society aware of what integration can be 

• publish the results on an IG profil 

Target Group • Local participants of the project; refugees/ participants with 
migration background 

Main activities: 

Context and 

Phases 

Explain the instructions: 

• name ice-breaker (possibly related to the field of photography, ex. 

people choose a pose for a photo and tell their name), 

• team-building activity (ex. chair game*) 

• draw papers with names and make couples (one migrant/refugee and 

one local student),  

• each couple has to discuss about their perception of “integration”, to 

share stories, to decide how they want to express the topic and then to 

start taking pictures of what they consider it’s relevant to the topic (at 

least 1-hour time)  

• each couple has to choose the picture that they like the most and post 

it on the Facebook group of the project with a title and a one-sentence 

description 

• pictures will be shown, presented by the photographers and discussed 

in the big group: the participants have to say how they feel looking at the 

pictures and what they mean to them 

• the most representative photo will be voted on the Facebook group: 

everyone has to like two photos and add the reason with a comment.  
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The photos will be uploaded on the IG account of the workshop to reach 

a broader audience. The photos will be printed and exhibited together 

with their titles, descriptions and the name of the photographers in public 

spaces. An exhibition can be organized in the university and an opening 

ceremony will give the chance to students and migrants to present their 

works. 

* Chair game: 

Objectives: underline the importance of the collaboration, develop group 

creativity and enforce its development. The presenter divides the group 

into two teams who will line up, forming two different lines next to each 

other. In front of these lines, the presenter puts some chairs lined up. Each 

team member will have a chair in front of him/her. The participants, at 

the start, will need to stand on their own chair. The presenter explains 

that the winning team will be the one that manages to get to the finish 

line, which is around 10 m far from the start line, without ever leaving the 

chairs nor touching the ground with any body parts. 

• Materiel: Photo cameras/phones, Facebook group and event page, 
Instagram account, public spaces (where to exhibit), paper, pens 

• Methods: The Photovoice method will be used, i.e. a qualitative 
method used for community-based participatory research that 
combines photography with grassroots social action. 

- Group working 
- Positive attitude towards getting to know each other 
- Awareness raising 
- Cultivation of cultural awareness  
- Cultivation of anti-racism  
- Development of participants’ creativity and research skills 

https://www.salto-youth.net/downloads/toolbox_tool_download-file-

2155/Workshop%20collection_Non-

formal%20tools%20for%20immigration%20youth%20workers_seminar.p

df  

 

 

 

 

https://www.salto-youth.net/downloads/toolbox_tool_download-file-2155/Workshop%20collection_Non-formal%20tools%20for%20immigration%20youth%20workers_seminar.pdf
https://www.salto-youth.net/downloads/toolbox_tool_download-file-2155/Workshop%20collection_Non-formal%20tools%20for%20immigration%20youth%20workers_seminar.pdf
https://www.salto-youth.net/downloads/toolbox_tool_download-file-2155/Workshop%20collection_Non-formal%20tools%20for%20immigration%20youth%20workers_seminar.pdf
https://www.salto-youth.net/downloads/toolbox_tool_download-file-2155/Workshop%20collection_Non-formal%20tools%20for%20immigration%20youth%20workers_seminar.pdf
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Name of the tool 
/ activity 

Human Book 

Objectives • An activity where local communities meet refugees in order to share 
stories and exchange experiences with them. The aim is to find 
common characteristics and therefore contribute to inclusion and 
integration in society 

Target Group • Local people/ participants of the project; refugees 

Main activities: 

Context and 

Phases 

- introduction and welcoming the activity 

- an energizer 

- getting to know each other activity → this will be done in an informal 

way: people will briefly present themselves (name, nationality, 

background, hobbies)  

- quick introduction to each refugee’s story 

- creating groups of several people based on their interests  

- storytelling time – refugees and community members share their stories 

and experiences, and have the chance to ask questions in order to find 

things in common  

- provide them with the chance to reflect on the activity by answering 

specific questions 

- ask questions relating to participants’ experiences; ask participants to 

reflect on the things they learned  

- ask participants for any relevant recommendations and feedback 

Methods used 
and Material 
needed 

• Materiel: room; music 
• Methods: story and experiences sharing through story telling 

Competences 

gained 
- foster solidarity and integration; creating a meeting point for various 

cultures and backgrounds  

- storytelling about our life and previous experiences used for challenging 

stereotypes and opening to different ways of expression 

Sources https://www.salto-youth.net/downloads/toolbox_tool_download-file-

2155/Workshop%20collection_Non-

formal%20tools%20for%20immigration%20youth%20workers_seminar.p

df  

 

 

https://www.salto-youth.net/downloads/toolbox_tool_download-file-2155/Workshop%20collection_Non-formal%20tools%20for%20immigration%20youth%20workers_seminar.pdf
https://www.salto-youth.net/downloads/toolbox_tool_download-file-2155/Workshop%20collection_Non-formal%20tools%20for%20immigration%20youth%20workers_seminar.pdf
https://www.salto-youth.net/downloads/toolbox_tool_download-file-2155/Workshop%20collection_Non-formal%20tools%20for%20immigration%20youth%20workers_seminar.pdf
https://www.salto-youth.net/downloads/toolbox_tool_download-file-2155/Workshop%20collection_Non-formal%20tools%20for%20immigration%20youth%20workers_seminar.pdf
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Name of the tool 
/ activity 

The other and me 

Objectives Introducing the cultural crush, taking into consideration that we come 

from a cultural reality in which we have an ethnical-centric vision from 

where we bring judging values as we carry with us pre-mental concepts. 

When taking into consideration this activity with the rest of them, it 

should be achieved an evolutive process towards the idea of 

interculturality. 

Target Group Participants with and without migration background 

Main activities: 

Context and 

Phases 

The educator will give to the participants of each group the sheets of 

paper and pen. 

The educator will explain to the participants what they have to do.  

Assignment:  

As you read the story, you must draw the body of this BEING narrated, 

using your imagination.  

Once the reading of section 1 is finished, the participants are asked to 

show their drawings and make their comments and impressions. After 

sharing the drawing, the rest of the text (section 2) will be read, and then 

the identity of this BEING will be revealed. 

Story Section 1:  

The other day I was returning home, when from the sky came a flying 

device that I had never seen before in my life and was very different from 

the ships we use to fly. At first, I stood still while one of its doors opened 

and from the inside came a gruesome being, with such a grotesque form 

that made me fear.I didn't know how to react to his presence, but he had 

no hostile attitude towards me, so I stood still and watched him carefully, 

noticing how different we both were. The first thing that caught my 

attention was that it had one more eye than myself. That scared me and 

then I wondered why? Why would it want to have one more? Wasn't it 

enough to have the same amount I have? His face also differed as a fleshy  
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lump could be seen inside his mouth. That gave me a lot of disgust. His 

head was much more curved than mine. I was surprised that it had one 

arm less than myself and again I wondered how does it manage with one 

arm less? Is it possible that even the simplest things became harder to 

achieve? But then, looking closely, I saw that his hand was bigger than 

mine, and it had 1 finger more than me. Then I said, of course with one 

arm less than me, but with one finger more than me, this creature can 

manage itself pretty well. When it approached me, it began to emit 

sounds, which I believe must have been its language but still, it was 

something that I could not distinguish at all. I've never heard anyone 

wanting to communicate that way before. At the same time, it made 

movements with his mouth. 

The color of its skin was much paler than mine. In my opinion, it seemed 

that this being was sick, for some strange reason that I do not know which 

could be, but this color was not at all normal. Another feature that called 

powerfully my attention was his high stature, as I exceeded twice my 

body. Luckily I had a digital camera with me, so I took advantage of it and 

got a picture with this strange creature, so that later people could believe 

me and not take me for a liar. After this meeting, the creature went back 

up on it's strange flying ship from which it had come out and lost itself in 

the sky.  
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Story Section 2: 

 Then when I showed the photo 

to my friends, I was told that this 

strange being, of such strange 

characteristics was a HUMAN 

BEING. 

PICTURE:  

This is the image that should be 

projected at the end of the 

section 2 part of the story was 

told. 

When the activity finishes, all the drawings can be gathered and later on 

hanged on the activity’s room so the participants can be reminded every 

day that differences and realities are subjective and no one is better than 

the other. 

Methods used 
and Material 
needed 

Materials:  

- A4 sheets of paper and pen for each participant so they can draw 
- Written story 
- Final photo of “the other and me” 
- Tape  
Methods: drawing while listening to a story 

Competences 

gained 

- to comprehend that there can be several different points of 
views within a same culture, for which the participants must be 
able to think with empathy. 

- To be understood that even though there are a lot of different 
cultures, they are all unique and valuable.  

- To be understood and accepted that it doesn’t exist such a thing 
as superior and inferior cultures. 

- Each one of us sees and interprets the culture and everything 
around us in a different way.  

- To be able to understand what the other sees, you must put 
yourself on the others shoes’ and look around again from the 
others’ point of view, values, concepts, codes, etc. 

Sources https://www.salto-youth.net/downloads/toolbox_tool_download-file-

1993/The%20others%20and%20ME.pdf  

 

https://www.salto-youth.net/downloads/toolbox_tool_download-file-1993/The%20others%20and%20ME.pdf
https://www.salto-youth.net/downloads/toolbox_tool_download-file-1993/The%20others%20and%20ME.pdf
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