


 

 

 

 

TOOLKIT 

 

 

 

Parceria/ Partnership/ Sociedad/Εταιρική σχέση 

 

 

 

 

Projecto/ Project/ Proyecto/ Έργο 

Eu-Citizen: Erasmus+ 2018-1-PT02-KA205-005033 

 

 

Financiamento/ Financing/ Financiacion/ Χρηματοδότηση 

 

 

 

 

Edição/ Edition/ Edicion/ Έκδοση  

Março/ March/ Marzo/ Μάρτιος  , 2021 



 

  TOOLKIT 
 
 

3 
 

The Practical Toolkit consists of different teaching resources for working 

with young people in the field of communication. Area very desirable by young 

people, being an element of motivation for their integration in a formative, 

educational and / or professional path. 

The worked themes give rise to publications and videos, products that will 

be built by all partners according to the identified responsibilities and themes. The 

tutorials will be made available on the project's web page, and the videos will also 

be available on Youtube. These products are the result of the development of 

workshops with young people. 

At this stage it is important to refer to didactic resources. If in the peer 

education manual we mentioned methods and techniques, in the facilitators' 

guide to competencies, in this toolkit we covered teaching resources. 

Didactic resources are the tools used by the trainer to facilitate the 

teaching-learning process. Communication theory defines them as the channel 

through which teaching activities are transmitted, they are the material support of 

messages in the teaching context. Any object can be a resource as long as it 

establishes a relationship of reciprocal interaction with the student in the 

construction of knowledge, that is, it is the means to reach an end. The ability of 

resources to awaken and stimulate sensory mechanisms, especially audiovisual 

ones, makes the student develop his creativity by becoming an active participant 

in cognitive constructions. 

Didactic resources have the function of increasing the reach of messages, 

that is, making the largest number of trainees able to assimilate knowledge. Thus, 
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the greater the diversity of resources, the better the learning, because if young 

people cannot understand with one method, the use of a second method can 

improve understanding and fix the message for those who have already 

understood. In the globalized world, it is no longer possible to walk without the 

use of new information and communication technologies. The teaching-learning 

process has already assimilated the importance of technologies as a didactic-

pedagogical tool in education, and as an instrument of change. 

Performing dynamic and more attractive pedagogical activities is the role of the 

actor of the technological age, fostering in an effective and stimulating way, since 

they can contribute to the development of the trainees preparing them for the 

exercise of citizenship and for the labor market.  

 Next, we present the teaching resources used in this project as well as 

their importance in terms of color intensity (blue), the darkest being the most 

used. 

 

Sustainable development 
goals 

Information 
Technologies 

Animation Communication 

Blackboard, or white / chalk, or 
pen      
Newspapers, posters, magazines 
and books;     

Manual texts 
    

Television 
    

Stereo; mp3; Radio 
    

DVD; Preview 
    

Digital Camera 
    

Computer with projector 
    

Mobile applications (Android / 
Apple)     

Paper card 
    

Glue, tape 
    

Applications Websites (Canvas, 
etc.)     
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 The tutorial structure is intended to be the most objective as possible. It 

consists of presenting the training plan for the workshops. These plans were built 

between teams with members of the various partners, after a brainstorm process. 

In general terms, they respond to the facilitators' guide developed within the 

project and, on the other hand, constitute one of the components of this toolkit. 

Thus, the brainstorm activity was focused on the 4 themes of analysis: 

Sustainable Development, Information and Communication Technologies, 

Animation and Communication. For each of these themes, a training plan was 

developed that in the most comprehensive and horizontal way possible was able 

to present solutions and options: 

Thematic Definition 
1. Which is? 
2. How do you present yourself in society? 
3. What are you going to learn? 
4. How will you learn it? 
5. What are they going to teach? 

Educational Plan 
1. Techniques and methods 
2. Instruments 
3. Materials 
4. Work products (operational examples) 

How to get to: 
a. Core competencies: 

i. To know 
ii. Know how to do 
iii. Know how to be 

b. General Competences: 
i. Listen / Learn 
ii. Teamwork 
iii. Emotional management 
iv. Networking 
v. Argumentation 
vi. How to set deadlines and commitments 

c. Technological competencies 
i. Communication 2.0 
ii. Audiovisual products 
iii. Graphic design 

d. Creative competences: 
i. Creation of ideas 
ii. Evaluation of ideas 
iii. Social Innovation 
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iv. Collective intelligence 
v. Talent 

Structure of the workshop 
1. Dynamization of a 7 hours day 
2. Day planning 
3. Activities 
4. Instruments; material 
5. Products / Results 
6. Evaluation 

 

 

Tutorial 1 

 

 

 

Sustainable Development Goals 

TIME ACTIVITIES METHODOLOGY INTRUMENTS PRODUCTS 

00:30 h PRESENTATION OF THE EU 
CITIZEN PROJECT  

Project concept, objectives, 
opportunities, results, outputs 

Computer, photos, links - 

00:30 h  ODS CONCEPTS AND GOALS 
PRESENTATION  

Analysis of the concepts, 
objectives, the new ODS 
Program, outputs and challenges  

Videos, photos and 
infograpics 

- 

00:30 h ELECTION OF THE ODS – 
WORKING GROUPS AND ODS 

GOALS 
Working groups – ODS research Computer, news, links  The goal, resources, tools 

00:40h BRAINSTORMING EXERCISE  Freelance expression of the 
trainees  

Pens, boards, white 
papers  

15 – 20 initial ideas Election 
of 1 idea per working group  

01:20 h DEBATE Discussion with the thematic 
expert (trainer)  

Boards  Evaluation of the elected idea 
per working group 

02:30 h GAME OPEN-SPACE  Open Space Methodology  PCs, boards  3-5 or 1 ideas planning 
development  

01:45 h DIFUSION  Dissemination of the ODS 
Workshop – features – results  
PCs 

PCs, phones  Photos, texts, post, RR.SS  

00:30 h  EVALUATION AND 
CONCLUSION  

Working groups results 
presentations  

Boards, PC, proyector  Photos 
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The circumstance for Sustainable Development Education has never been 

stronger. Global issues, such as climate change, urgently require a shift in our 

lifestyles and a transformation of the way we think and act. To achieve this 

change, new skills, values and education systems are required to respond to this 

pressing need of achieving more sustainable societies. 

The new 2030 Agenda for Sustainable Development clearly reflects this 

vision of the importance of an appropriate and innovative educational response. 

Education is explicitly formulated as a stand-alone goal – Sustainable 

Development Goal 4. Numerous educational related targets and indicators are 

also contained within other Sustainable Development Goals (SDGs). Education 

is both a goal in itself and a means for attaining all the other SDGs. It is not only 

an integral part of sustainable development, but also a key enabler for it. That is 

why education represents an essential strategy in the pursuit of the Sustainable 

Development Goals. 

By the young people, the perception of the importance that education and 

training have in their personal and professional future, and the positive 

consequences of becoming members of an active citizenship, was the motto of 

the EU-citizen project. Therefore, EU-citizen Project aimed to develop new and 

challenging learning objectives and contents in distinct phases to empower these 

young people confidence skills and technical competencies. 

The first phase of the project activities consisted on the development of a 

training seminar for facilitators, trainers and tutors hosted in Greece in July 2019. 

This intensive and fruitful training seminar developed in a b-learning workshop 
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format (with 30 hours duration) aimed to generate the preparatory work and 

training scheme of the four main thematic areas - sustainable development, ICT, 

video and animation – and also the analysis of the project intellectual outputs, 

which will be developed throughout the project. 

 

Tutorial 2 

ICT 

TIME ACTIVITIES METHODOLOGY INSTRUMENTS PRODUCTS 

00:30 Introduction Make a PowerPoint presentation PowerPoint 1. The evolution of the 
internet 2. What the future of 
holds 

03:30 Website  
. Introduction 
. Create Web site 
. Wordfence 
. SEO 
. Manage content 

Make a PowerPoint presentation 
1. how to setup hosting 

& domain  
2. Installing Wordpress  
3. Setting up Theme  
4. Adding contents & 

components  
. setup wordfence  
Make a PowerPoint presentation 
how to use the Elementor editor and 
create content 

WordPress, wordfence 
PowerPoint, Google Search 
Elementor 

• why we have a 
website  

• Create a website 
/ design / 
setup /how 
to buy 
domain 
name  and 
hosting  

• how to make a 
website 
secure 

• Optimise  
• Website for SEO 

• how to manage 
website 
content 

01:00 . Create multimedia  
Create  
Edit  

. create multimedia materials with 
Photoshop / Canva 
. edit photos s with Photoshop / Canva 

. Photoshop, Canva . How to create materials for 
a website and social media 
. How to manipulate images 
(crop, cloning, clear image 
ets) 

02:00 Social Media  Introduction 
. Facebook Page 
. YouTube  
. Instagram  
. Twitter  

. Make a PowerPoint presentation 

. How to create Page and manage it 

. How to create account, manage it, upload 
video / youtube monetization process 
. How to create account and manage it  
. How to create Page and manage it  

. PowerPoint 

. Facebook account 

. Google Account 

. Instagram  

. Twitter account  

. how the social media change 
the marketing  / wrong use of 
social media and it's potential 
negative impact  
. How to create and manage a 
FB Page  
. How to create and manage a 
YouTube / upload video  / 
make money a youtube 
channel  
. How to create and manage 
an Instagram Account 
. How to create and manage a 
Twitter Account 
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We live in a society in which digital and network communication is 

increasingly important. The mastery of information technologies by each 

individual, more than mere added value, is now a crucial and basic capability. In 

terms of learning, information technologies create some challenges, on the one 

hand, access to them is increasingly global and simplified, but on the other, the 

multiplicity of tools and means of communication, and the fact that they undergo 

constant innovations make their domain a job for life. 

An introduction to the history of the Internet, digital marketing and social 

networks sought to demonstrate exactly the points above, emphasizing the 

mutability of information technologies and their constant reinvention. With the 

themes developed, we sought to train students with the basic tools in several 

areas of information technology, providing them with a more comprehensive 

perspective of the functioning of the tools currently available, which allow the 

creation of professional content with minimal technical knowledge and a relatively 

smooth learning curve. For this purpose, in the workshop held in Greece, the 

following technologies were selected: 

• A CMS content manager for creating blogs / websites or e-commerce 

platforms (Wordpress); 

• A free online graphic design tool, based on a template system 

(Canva.com); 

• Complete graphic design tool (GIMP, Photoshop); 

• The use of a communication point of view from the following social 

networks: Youtube, Facebook, Instagram, Twitter 



 

  TOOLKIT 
 
 

10 
 

As a methodology, in addition to the practical use of tools and websites by 

students, powerpoint presentations were used and the use of video and the use 

of the interactive tool Mentimeter (www.menti.com). 

In the future, it was emphasized during the workshops that for a real 

mastery and practical application of the acquired knowledge, it will be up to the 

students to continue to practice with the multiple tools and acquisition of new 

technologies as they arise. This learning process will always be continuous and 

will never be complete. 

 

Tutorial 3  

Animation 
TIME   ACTIVITIES METHODOLOGY INSTRUMENTS  PRODUCTS 

15 min. Presentation and Introduction 

Expositive Demonstrative Active 

  

2h Pre-cinema: 
. Basic concepts  
. presentation of optical toys  
. optical toys creation 

Powerpoint (conputer screen) 
Materials to create camera 
obscura      (paper card, black 
cardstock, scissores, x-acto, 
vegetables paper, glue, tape 
glue/large, lents/magnifier glass) 

camera obscura 

4h00 Cinema: 
. Film script*  
. Storyboard creation  
. scenarios ans characters  
. filmmaking 

Powerpoint (computer screen) 
Cinema manual (animation 
techniques, cinema plans scale, 
frameworks....) 
Filmaking material:  
. computer  
. animation software (stopmotion) 
. edition software  
. celulares  
. photo camera  
. sound recorder /microphone 

video documentary animation 
shortfilm (stopmotion) 

30 min. Post-production:  
. graphic design  

 
freeware templates (canvas) poster flyer invitation (print and 

web) 

15 min.  Evaluation Discussion habilities  
. Review skills  
. Autonomy of youth through:  
. watching individual and team 
work  
. the hability of making propose 
exercises in a creative and practic 
way 
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Tutorial 4 

 

Communication 

TIME ACTIVITIES METHODOLOGY INSTRUMENTS PRODUCTS 

00:30 Presentation Warm activities Design 
thinking Expositive Demonstrative Active 

Cooperative Classroom / Open space Video 
projector Screen Post its 
Computer 

Skills trainning 

00:30 Media Introduction  
. Radio  
. newspaper other media (social media/ 
graphic design) 

Mass media examples  

00:30  Storycube (game) (Speech)  
+ stand up for fillers Storycube (game) stories (sustainable objectives) 

02:00 Radio Script / Scaletta . Language . Music 
. Sound effects . Words . Silence Software . Audacity 

Microphone  
Mixer cables 

Radio script radiospot 

00:30 Distention activity Communication game 
www.talkingpoint.org.uk 
Radio Program  
. Interview  
. Debate  
. Music background 

Confidence, motivation, emotion  
Skills trainning 

02:00 Sustainable objectives related songs  
everything  
+  
videocamerra or celulares 
. radio tools online:  
ivoox / spreaker  

Radio program 

01:00 Evaluation Discussion habilities  
. Review skills  
. Autonomy of youth through:  
. watching individual and team work 
. the hability of making propose 
exercises in a creative and practic 
way 

Newspaper Paper Cards, 
magazines, glue, scissors, spotify, 
canva (online tool for graphic 
design) 

. collage 

 

The Animation Cinema and Media workshops, aimed to train young people 

to develop technical and social skills, using various practices in the field of 

audiovisual and communication. Both had the theme of the SDGs - Sustainable 

Development Goals, previously explored in the analysis and reflection 

workshop around them. 
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The Animation Cinema Workshop aimed to share pre-cinema knowledge; 

the creation of optical toys - Zootrope and its animated rings; the realization of 

an animated short film entitled “Garbage does not catch itself”. 

At the Communication Media Workshop, basic knowledge related to the 

discipline of graphic design and the differentiated use of different online media 

were shared. Open source software was used for the creation of various 

posters to publicize the SDGs; the creation of several posters to publicize the 

short film held at the Animation Cinema workshop; the creation of a tutorial for 

the presentation of “How to build a Zootrope”, based on their construction, in 

the Animation Cinema workshop; and finally, the sound recording was made 

for the sound design of the short film and the audio recording of the messages 

created by them about the different SDGs, previously explored. 

 

Animation Cinema Workshop: at first, the methodology used was of an 

expository nature, when sharing basic pre-cinema concepts; historical and 

chronological contextualization of optical toys; notion of retinal persistence 

among other techniques such as framing and scales of planes. 

Subsequently, the demonstrative and active method took place through the 

creation of optical toys, namely zootropes and respective animated rings 

and finally the realization of the animated short film “Garbage does not catch 

itself”. 
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Communication Media Workshop: The expository methodology was 

carried out by sharing basic concepts of creating a layout for a poster - 

defining information priorities; contents to insert; synopses; dates; logtypes 

and other visual elements. Simultaneously, a graphic creation software, 

entitled Canva, was shared, which aims to create free graphic 

communication media. It was through the realization of free exercises, using 

graphic software, that the demonstrative and active methodology were 

initiated, which subsequently materialized in the creation of posters under 

various themes of sustainable development and, at the same time, was 

created from the same software, a tutorial for the presentation of “How to 

build a Zootrope”, essentially a do-it-yourself, elaborated using photographs 

and notes when building this optical toy at the Animation Cinema Workshop. 

 

The theme of the SDG is undoubtedly a world priority and must be 

disseminated consistently so that its implementation is effective and not just 

on paper. The emergence in the (in)formation of young people is fundamental, 

as they will be the generators of great change that they wish to see in the 

future. Certainly, the need for skills that are transmitted by the previous ones 

and is measured by who is our role is crucial in passing on good practices. In 

Greece the meeting in Greece with partners was enriched, both in the sharing 

of experiences and in the joint creation of tools to be used to carry out 

workshops. 
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Through the workshops held with their peers, young people revealed an 

effective learning of the knowledge transmitted, cultivating the hope that the 

multidisciplinary theoretical-practical disciplines of a creative nature are 

essential in stimulating and motivating young peopleSubsequently, we 

received many feedbacks from them, as the learning of new creative 

techniques, aroused the curiosity for the development of this type of activities 

applied to their professional experiences. They revealed a willingness to know 

more, feeling that they create greater autonomy when transmitting knowledge 

through this type of actions, which, since they are mostly of a practical nature, 

confer a greater concentration and availability in their execution. 

 

 


