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1. Introduction
The project aims to respond strategically to support adult migrants that recently settled in the
EU that still face barriers to integrate with wider Europeans. However, despite efforts to
follow common principles to guide and improve EU integration Member States have widely
different approaches.
Migrants often face an identity crisis, sometimes torn between their original culture and host
country; often not speaking the language or knowing how to integrate socio-economically.
They face multiple barriers and experience all the difficulties and challenges such as low selfesteem, lack of confidence, search of themselves and their future, intergenerational problems
added to being in a new country and lacking peer support and feeling lost.
To address this issue partners from five countries - UK, France, Estonia, Italy, and Greece have created the "Focus on multimedia: competencies in adult education" Strategic
Partnership consortium. It aims at developing initiatives addressing spheres of adult
education and exchange of experience and best practices in inclusion of migrants via
multimedia literacy. Partners will enhance the professional development of educators
working in the field of adult education. The project team will sustain the creation of
multimedia learning pathways in line with educators' needs for the empowerment of migrants
and vulnerable groups by strengthening their multimedia literacy abilities as a mean of
inclusion.
The specific objectives of this project are to:
1. Exchange experience and good multimedia practices among partners to extend and develop
educators' competences.
2. Build and strengthen relationships among a network of education and training
organisations at local and EU levels who can benefit from improved learning about reaching
particularly disenfranchised communities.
3. Promote migrant, asylum-seeker and newly arrived migrant integration while enhancing
activities to support equality, diversity, and inclusion in EU countries at a local community
level.
4. Support creativity in EU integration of migrant groups via multimedia practices.
The project is designed to achieve an increased impact on adult educators, staff members,
partner organisations, associated partners and on the local target groups as final beneficiaries.
Participants will improve their competences in intercultural dialogue, working with migrants
and other groups facing social exclusion and unemployment. In parallel they will exchange
good practices which will help them to enrich their daily work by delivering high quality
workshops.
The final beneficiaries will be either migrants, unemployed, NEET - people coming from
areas furthest from the labour market that are most at risk of social exclusion. The project
will support on the local level a group of 30 participants with fewer opportunities and other
local adult learners involved in the project activities.
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The aim of the toolkit is to collect best practices encountered during the project and thanks to
the experiences of the partners in the areas covered by the project. Each chapter tackles one
topic and presents workshops and case studies to use with learners. We recommend using
some icebreakers to introduce the activities and we have included some below.
2. Icebreakers
Paper plane activity
Estimated time for session: 15 minutes
Method:
Give all participants a blank piece of paper and a pen. Ask them to write down two questions
which they would like to ask anybody in the group. Then ask all participants to turn the piece
of paper into a paper plane. (There are different methods to do this, and participants can help
each other if they are unsure. An interesting note is that if you have students from different
countries, they may make the paper planes differently)
Next, ask all participants to throw their paper plane at the same time. All participants must
then pick up a different paper plane than their own (if necessary, the group can continue
throwing the paper planes to ensure that they are well mixed).
Finally, addressing the whole group, participants should take it in turns to say their name,
where they are from, and answer the two questions on the paper airplane which they picked
up.

Cell phone activity
Ask the group to put the cell phones on the floor in the middle of the room and then ask
everyone to take one cell phone randomly from the floor. Find the owner of the cell phone
and ask him /her to show last picture taken in the nature.
Objective: remember names, storytelling, building connection among participants

Empty chair activity
Empty chair on your right name game: The person whose chair on the right is empty must say
a participant’s name from the group while the person standing in the middle tries to occupy
the empty chair before someone’s name is done.
Objective: remember names, energizing the group

Note: Depending on the flow of the activities and the level of attention of participants it is
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possible to propose some energizers at the beginning of main activities session. Participants
can be involved giving them space to propose their own energizers for example.

6

3. Chapter 1: An introduction to Documentary Film / Video Making
Partner: FilmWorks Trust
Total time needed: 3 hrs per sessions - Course duration: Six Weeks Sessions.
Equipment needed: Large DVD monitor, controls, PC, 2-3 mobile phones as cameras or
(Sony HDV Cam) and sound recorders.
Introduction
This workshop is designed specifically for people who are completely new to film and video
making but with a keen interest in the doco film genre. Also in how to plan and put together a
short video whilst working within a group structure.
An overview of the development of documentary film is necessary in order to gauge an
understanding of how cinema works in relation to documentary as a social science, and how
the growth of cinematic culture carried what we now term as factual film, as opposed to
fiction.
Participants will be given the opportunity of embracing the subject from a multi-angled
perspective so as to gauge as broad as possible an overview of this complex and fascinating
subject.
An important aspect of this workshop is to encourage and support as much discussion within
the group as possible.
Group discussion objectives include:
1. To help understand the objectives of others which in turn helps participants to determine
their own perspectives.
2. Increase awareness about the project.
3. Improve communication skills, conversation and engaging with a topic and each other.
4. Improve adult learners education. More precisely the competencies of learners in a nonformal context.
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Weeks One & Two
We begin with the early British stirrings created in 1925 by the Film Society and course our
way through to currently active London based collectives such as No-w-here Films and Four
Corners.
Looking at a variety of samples from the following sources, we shall gauge the differences
between documentary based around:
a. A film collective or film workshop
b. An individual film maker
c. An independent production house.
d. An institution i.e. the BBC
Sample productions will span from the early 1940s up to the present day with film makers
such as John Grierson (Night Train ) and Robert Flaherty (Nanook the Eskimo), pioneers of
early British documentary discussed in depth and film samples shown.
Film workshops to include important key groups such as: Cinema Action, Sankofa, Berwick
Street Collective with film extracts shown and discussed. What created the 'independent film
movement in the UK. What impact did the movement have on education and media, political
and social change.
The early impact of documentary began with the propaganda films made during the 2nd
World War, made mainly to rally social conscience and camaraderie, also to present a
visualization of 'real life' situations that kept the British public informed and up to date with
developments. The methods of propaganda film is a critical aspect of documentary film.
Film as a political tool, to gather together assemblies, to promote discussion and debate. Film
as the sociological device to arouse concern, change, critique, portrayal, give testament etc.
Organizing a social space for documentary film.
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Unless cinema or television has an audience film has no existence. We will investigate the
social spaces that documentary film exists in, their constructs and purposes. Areas to include:
Funding possibilities i.e. cultural funders, corporates, private, sponsorship, online ie,
Kickstarter, production processes, distribution, venues, festivals, film journàls and reviews.
'Sub-Culture' is crucial to documentary film and a vital part of understanding its development
and usage in the spectrum of documentary film making practises. We shall sample
independent filmmakers works such John Akomfra, lsaac Julian, Chris Reeves, Steve Sprung,
Sue Clayton, whose works thrived through organization's such Spool-Pool, Cinema Action,
London Filmmakers Cooperative, Field Kitchen, Exploding Cinema. Also samples of the
independent filmmakers whose works crossed between fact and fiction (Margaret Tait,
Vivienne Dick. Sarah Pucill, Derek Jarman, Andrew Kotting) therefore creating a new genre
to film language and theory around it.
The importance of Underground film, Cinema Verite, Agit-prop are vital components, and
samples will illustrate the differences in production modes, distribution and exhibition and
their effects of cinema language and consequent theories and teaching.
Week Three
By week three we will have digested enough knowledge to begin to talk about actually
getting down to production. We will aim to shoot a short film of max. 3 mins. duration.
The group will brainstorm ideas re. the film subjects they are interested in most, bearing in
mind the limited time duration we have and that mobile phones will be our only source of
camera and recording device. We will aim to shoot in one location only. Logistics,
permissions, responsibilities, location practicalities, personal on site, participants in the film,
if any, Health and Safety and access...are all needs to be discussed and organize.
Week Four
We shall start to visualize the plot in a series of simple story boards that break down each
scene, develop the script and work out the film structure based on plot development. Synopsis
and treatments will be explained but are not necessary to expand on and deliver due to time
limitations.

9

Week Five
The Shoot.
Week five is on location. Plan to be on site for the whole day and remember to cover what
needs to be done in your home whilst you are away, as mobile phones will necessarily need
to be switched off during all shooting times.
Instructions on how to use the phone as a camera and to maximum effect. Camera angles may
differ to the storyboard, the plot may change for various reasons. Filming is, by nature, a
changeable process, and so be prepared to be flexible! We will draw on our early discussions
based on 'empathy' and 'non-judgemental' principles, working smoothly as a group with
allotted responsibilities and tasks.
Coordinating with whoever we will be filming is a key factor to a successful shoot and all
aspects of production are dependent on good relations with 'caste and crew'. How to deploy
this is a major component in the workshop.
Week Six
The final session will be looking through the 'rushes', logging them in order of shooting
sequence, then sorting in terms of editing sequence. A rough edit is what we aim to complete
by the end of the day, to include head and end titling.
Conclusion
The workshop ends with a final discussion to critique the workshop and its strengths and
weaknesses, and describe what participants and course leader have gained from the
experience, how anything could be improved, and finally - what the participants are taking
away with them from the workshop.
Case Study:
“Let Me In” is a short documentary produced by a group of young people from Westminster,
who were interested in finding out how the lives of local residents could be improved through
the implementation of community-orientated initiatives. They took their cameras to a range
local projects already taking place and talked to the people involved in them, to present a
vivid portrait of life in their local community.
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The film was made as part of a workshop aimed at teaching young people from various
backgrounds new skills in film-making and media, and giving them a platform from which to
further explore the potential of a career in the media.
https://vimeo.com/6981895
Running Time: 15 minutes (approx.)
Produced by: FilmWorks Trust
“Non Uniform” is short film based on black comedy produced by a group of young adult
women in London. This film is about a posh girl who moves into a council estate and her
attempts to fit in…
https://www.youtube.com/watch?v=VFCzOC2ZrT4
Running Time: 15 minutes (approx.)
Produced by: FilmWorks Trust
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4. Chapter 2: Multimedia Literacy
Partner: Eesti People to People (Estonia)
Total time needed: 1,5 h
Introduction
a). Multimedia literacy session starts with theoretical explanation from educator/trainer what
is media and multimedia literacy (10 min.).
b). Then educator/trainer present script writing techniques (10 min.)
c). Participants in small groups work on own scripts (40 min.).
d). Then participants present scripts to the whole group (20 min.).
e). Feedback and debriefing (10 min.).
The term multimedia is among several terms that have been associated with literacy to
emphasize that literacy extends beyond reading and writing the alphabetic code, and should
include a variety of audio-visual forms of representation. Associating multimedia with
literacy also highlights a belief among many scholars and educators that conceptions of
literacy and how it is developed should not focus exclusively on printed materials, but should
include electronic media that have moved into the mainstream of communication. Implicit in
these views is that research and practice related to literacy must be transformed to
accommodate new ways of accessing, processing, and using information.
Considering multimedia in relation to literacy may include an understanding and critical
analysis of mass media in the collective sense, it implies much more in light of the digital
forms of representation. For the early twenty-first century, considering literacy in terms of
multimedia relates directly to important changes and trends in conceptions of literacy
beginning in the late twentieth century. This perspective makes particularly poignant the shift
from printed to digital texts and the implications of that shift for reconceptualizing literacy in
light of new and diverse modes of communication. Yet, incorporating multimedia into
conceptions of literacy remains imprecise and has yet to provide an unambiguous guide for
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theory, research, and practice. https://education.stateuniversity.com/pages/2186/LiteracyMULTIMEDIA-LITERACY.html
Multimedia is the use of several different forms of media to convey information: text, audio,
graphics, animation, video, and interactivity. Others, such as virtual reality, computer
programming and robotics are possible for future inclusion. The basic literacy of reading and
writing are stones for more advanced levels of multimedia literacy. There is widespread
recognition that people need to learn how to use computers effectively in order to function in
modern society.
The UK is widely regarded as a leader in the development of media literacy education. Key
agencies that have been involved in this development include the British Film Institute, the
English and Media Centre Film Education, the Centre for the Study of Children, Youth and
Media at the Institute of Education and the DARE centre (Digital Arts Research Education), a
collaboration between University College London and the British Film Institute.
As personal computers and their software become more powerful they have the capacity to
not only record and edit text, sound, still images, motion pictures and manage interactivity
individually, but synthesize all of them onto the same page, screen or viewing, creating new
plateaus or forms of composition. Personal computer technology has placed multimedia
creation in the hands of any computer user. As multimedia becomes a more prevalent form of
communication it is argued that the literacy of 'reading' and 'writing' using multimedia be
taught in schools and other education institutions, such as adult education providers.
The line between mass media and personally authored media is becoming much more blurred
if not obliterated. Non-professional authors on the web already have audiences larger than
major commercial publications such as major newspapers and TV stations, whether text
based blogs or multimedia podcasts.
Educators are finding, however, that while ICT can provide a technical environment for
constructivist learning to occur, there needs to be high quality teaching to develop and sustain
an environment that will challenge and inspire students to learn.
Film making has been a major technology and art form for over a century. Personal video
making makes use of many but not all of the techniques of professional film making. Movie
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makers need to be familiar with the basic tools and techniques of the art, including familiarity
with:
camera shots: close up, medium, long shot, pan, fade etc. in order to achieve different effects;
story boarding: a pictorial frame view of the story line, showing camera views, times and shot
sequence which provides the director with a simple shooting script for a video;
editing software replaces tedious and expensive film splicing with digital editing which is
quick and forgiving of errors, and allows the insertion of audio tracks in sequence with the
video track;
sound tracks allow music, sound effects and voice tracks to be added to film;
the so called Ken Burns Effect, in which the camera pans across a still image allows still
images accompanied by a sound track to create quite powerful presentations.
https://psychology.wikia.org/wiki/Multimedia_literacy
Workshop “Script Development”
There are a number of stages in the evolution of a script development, and each stage usually
requires various drafts. Each stage has a specific purpose, step-by-step, from a general outline
of the story to a script that contains the full dimensions of video, including locations, actions,
dialogue, sounds, movements, etc. This process of working and reworking on material,
adding, cutting, or refining details along the way, is called script development.

Concept
The concept is a very brief outline of the basic elements involved in the story. It describes the
dramatic engine that will drive the story in no more than a few sentences. Who is in this film
protagonist? What do they want, what gets in the way, and what do they do (goal + conflict =
actions)? And where does it all take place (location)? Once you have determined the basic,
but specific, elements of the story, and understand how they work together, you are ready to
write

a

treatment.
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Treatment

The treatment is a prose description of the plot, written in present tense, as the film will
unfold for the audience, scene by scene. A treatment is a story draft where the writer can
hammer out the basic actions and plot structure of the story before going into the
complexities of realizing fully developed scenes with dialogue, precise actions, and setting
descriptions. The treatment is the equivalent of a painter’s sketch that can be worked and
reworked before committing to the actual painting. It’s much easier to cut, add, and rearrange
scenes in this form, than in a fully detailed screenplay. Generally, a treatment involves
writing one paragraph for each major dramatic event, also called a narrative beat. A narrative
beat is a dramatic event in which the action, decisions, or revelations of that moment move
the plot forward either by intensifying it or by sending it in a new direction. In other words, a
treatment sketches in the essential events. For a short film, a treatment might be one to three
pages long. For very simple short films, you can simply write one sentence describing each
scene

or

each

narrative.

Draft

The draft is the first complete version of the narrative in proper screenplay format. The
emphasis of the author’s draft is on the story, the development of characters, and the conflict,
actions, settings, and dialogue. The author’s draft goes through a number of rewrites and
revisions on its way to becoming a final draft, which is the last version of the author’s draft
before being turned into a shooting script. The aim of an author’s draft is to remain
streamlined, flexible, and “readable.” Therefore, technical information (such as detailed
camera angles, performance cues, blocking, or detailed set description) is kept to an absolute
minimum. It is important not to attempt to direct the entire film, shot-for-shot, in the author’s
draft. The detailed visualization and interpretation of the screenplay occurs during later
preproduction

and

production

stages.
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Shooting Script
Once you have completed your rewrites and arrived at a final draft, you will be ready to take
that script into production by transforming it into a shooting script. The shooting script is the
version of the screenplay you take into production, meaning the script from which your
creative team (cinematographer, production designer, etc.) will work and from which the film
will be shot. A shooting script communicates, in specific terms, the director’s visual approach
to the film. All the scenes are numbered on a shooting script to facilitate breaking down the
script and organising the production of the film. This version also includes specific technical
information about the visualization of the video like camera angles, shot sizes, camera moves,
etc.
The facilitator has to create an inspiring setting where participants can produce an interesting
and detailed script. Very often it has to do with basic drawing skills. It’s important to
organise a brief reflection at the end of this workshop.
Source:

http://www.svnfilm.com/production/writing/246-the-key-stages-of-script-

development.html
Case study.
This case is based on short video “Color Life” created by group of youth workers during the
training course in the frame of Erasmus+ project “DigiView: applying video and photography
skills in youth work” which was held in Bar, Montenegro in November 2019. The application
form for this project was written by Eesti People to People (Estonia) team, applicant
organisation was More Mosaic from Sweden.
During the workshop educator/trainer can suggest to watch video and then discuss how it was
produced. Then participants in small groups will start to work on own script.
Link to the video is:
https://www.youtube.com/watch?v=kg8lpHnGoQI&feature=youtu.be&fbclid=IwAR2Mz_zd
_FTIe0Etp8_gaQMbCFu3WSZNqp3ITrUHZ6FZdXU0rPSDkm5AUMY
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Here are samples of “Color Life” script:
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Here are some photos from the filming process:

More about “DigiView: applying video and photography skills in youth work” project on
https://www.facebook.com/groups/405590030284937/
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5. Chapter 3: Video Making techniques
Partner: Mitra France
Total time needed: 1,5 h
Equipment needed: Camera, flip-chart, markers, PC, projector, speakers.
Introduction
This workshop outlines the process of making a video. It is intended for people who are
completely new to video making, and who may be wondering where to start or how to tackle
a particular video project.
There are two main things to understand about making videos:
1. In theory, making a video is as simple as following the three-step process below. If
you complete these steps properly you'll have a good video.
2. In reality there are many factors that will influence how well the process works. To
make it work properly and consistently, you need to spend a lot of time acquiring a lot
of skills.
During this session adult learners have to choose topic and decide which topic/theme they
will work on. The participants will be divided in several groups and will brainstorm. Then
learners share their ideas with each other and trainers correct and recommend how to improve
the idea.
Understanding the objectives of others can help participants determine their own objectives
and, in this case, it helps to decide on the topic of the video. We’ve listed four most
appropriate objectives for the video that suit NGO work. There are some notes about what
types of videos work well for achieving these goals.
The most common objectives of the video can be:
1. Increase awareness about the project/initiative/campaign.
2. Increase online engagement.
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3. Improve customer – adult learners’s education. More precisely the competencies of
learners in non-formal context.
4. Increase conversation rates and engagement in the topic.
Video can be a great tool for getting the word out about your NGO and your initiatives. If this
is one of your video marketing objectives, here are some types of videos that can help you
achieve this goal:
• How-to videos that show off your NGO expertise, experience.
• Short, light videos designed to capture attention on social media: the Facebook
newsfeed, on Twitter, Instagram, and other platforms.
• Note: These types of videos should be memorable – try telling a story!
Increase online engagement
The great thing about online engagement is that it facilitates word of mouth marketing. If
someone likes, comments, or shares a status you’ve posted to Facebook, retweets you, tags a
friend in your Instagram post, or engages with you in some other way, their friends may see it
and find out about your organisation or initiative that way. Additionally, online engagement
helps build a sense of community and gives people that may not know you personally a sense
of security and a feeling that you are trustworthy.
Video is a great way to increase online engagement. Types of video that do well for online
engagement include:
• Short promo videos leading back to longer form content on your website, blog, or
YouTube;
• Videos with emotional appeal;
• Videos that teach viewers something interesting;
• Note: Videos shared on social platforms should be designed to be eye-catching.
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Improve customer education
Do you want to create content to help your learners better understand how to use your
materials. Video can be a great way. How-to videos and videos addressing FAQs can be
posted on your website, sent as links via email to learners or partners writing in, and included
in email newsletters.
By now participants should have the following:
• A video objective that is specific;
• Connected to broader goals;
• Measured by a metric;
• With time and performance targets.
The 3-Part Video-Making Process
Technical Name: For the beginner this means: What you need to do: Pre-Production.
Planning the video and gathering any resources you might need.
Planning is the most important step! Unfortunately the ability to plan videos is a skill that
takes time to develop, and you really need to gain experience in the next two steps before you
will become good at this one. Still, you can get started by planning a few basics such as:
• The approximate length of the final video, how many shots you will need to achieve
this, how much talking you can fit in, etc.
• What music or other sounds will be added to the video.
• A script or storyboard.
• What medium and format the final video will be shown in. Be aware of any special
requirements of the medium, and the best way to convert (encode) into the correct
format.
Production Camera work and sound recording. Camera work involves a range of skills from
recognising the potential for a good shot to knowing how to use the technical-looking
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controls on your camera. The better your skills are in all areas, the better your videos will be.
Vision and sound are equally important in most video, so learn how to capture good sound as
well

as

good

pictures.

Unless you have some other artistic purpose, camera work should be steady, in focus, wellexposed and well-framed.
Camera Work
This online tutorial is designed to provide you with knowledge and skills to improve main
aspect of your camera work. The video covers basics of DSLR Camera such as Shutter
Speed / Aperture / ISO.
Link: https://www.youtube.com/watch?v=9DQXlRpY2qc
To get the most out of this tutorials, you should have two things:
1. Access to a video camera. You should know how to turn it on, load a tape, press
record, etc. If you're having trouble with these basic functions, refer to your camera
manual or supplier.
2. Patience. Camera work is a skill which requires lots of learning and practice.
Initially it won't really matter what sort of camera you use, but one with a good range of
manual functions is preferable. You can get choosy about your camera later.
Although the only equipment you really need is a camera, if you're serious you might want to
consider buying a few extra toys. To get started the best accessory you can buy is a good
tripod.
Anyone serious about good quality camera work must understand the importance of the
tripod. Almost all types of video work require a tripod at some stage and you need to know
how to use one.
It's important to choose the right tripod for your needs. You may find that your choice of
tripod is actually more important than your choice of camera in determining the quality of
your video.
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Tripod Parts:
A tripod consists of a head and a set of legs. Usually these are separate components although
consumer-level tripods are normally shipped with the head and legs already attached
together.
Legs come in many varieties, the main differences being in their height, weight and general
sturdiness.
The head is the part which supports the camera and provides the movement. The quality of
the head determines how smoothly you will be able to perform camera movements and makes
a huge difference to your video. Choosing the correct head and understanding how it works is
very important.
Post-Production Editing and/or encoding the finished video. Beginner-level editing usually
includes:
• Removing unwanted footage;
• Arranging desired footage in the correct order;
• Adding music, titles, transitions and possibly other effects;
• Converting (encoding) into the correct format.
This video tutorial covers video editing for absolute beginners:
https://www.youtube.com/watch?v=_Ek7Tyt17Yg
Useful links:
https://idearocketanimation.com/15259-videoobjective/?utm_referrer=https%3A%2F%2Fwww.google.com%2F
https://animoto.com/blog/business/video-marketing-objectives/
https://www.mediacollege.com/video/camera/tutorial/
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Case study
Mitra France organised Erasmus+ "Look Sharp: deconstructing fake news" KA1 project for
youth workers which took place in Nice, France between 21-30th of November 2018. It was a
learning mobility project that brought together participants from France, Italy, Spain, Estonia,
Netherlands, Romania, Greece, Hungary, Croatia, the UK, Czech Republic and Sweden.
The aim of this project was to incorporate media literacy in everyday work of youth workers
by providing them with knowledge and competency in its principles, in media content
analysis and by showing examples how to recognise fake news. One of the trainers was a
notorious conflict zones photographer Gail Orenstein. She shared her knowledge about the
drone footage. The participants could experience how to operate and film with a drone.
Promo

video:

https://www.youtube.com/watch?v=xxcynUyNzHw&fbclid=IwAR2VaN1QXghYRMcry8bZ
_uBEbPJ1NJ61ZCzcKUdnWanmsFZD_Ma_0ftXeKw
More about the project: https://www.facebook.com/Look-Sharp-deconstructing-fake-news1849995595110166/
Here are photos from Pavel Smulski (Mitra France) sessions organised in the frame of FOM
short-term joint staff training event in London.
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6. Chapter 4: Multimedia as a method for inclusion
Partner: Culti Multi KOINSEP
Total time needed: 2,5h
Equipment needed: Computers or tablets, Camera (digital or mobile one), papers and other
stationary equipment
Introduction
Multimedia are always providing an attractive environment for involving adults in inclusion
activities. The direct benefits of using multimedia for inclusion are:
-

They can be used with physical or digital presence of the learners

-

They can be fun and therefore more attractive for the learners

-

They have multiple strong learning results (both theoretical and practicaldigital)

-

You can go deep in the subject with an easy way and initiate meaningful
debates and conversations

-

They are inclusive and adjustable to the needs of the learners

The aim of the following exercise is to raise awareness about the negative effects exclusion
and in parallel introduce a training tool which can be used with mixed ability learners.
The structure of the exercise is the following:
a) Short introduction to inclusion basics (10 mins)
b) Participants are divided in groups and are being given the link of the web game “Ayiti
- the cost of life” (20 mins)
c) Debriefing is following (20 mins)
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d) Introduction of the web application “make beliefs comix” (10mins)
e) The learners are given time to be familiar with the web app (10 mins)
f) The learners are identifying different kinds of exclusion and after a match making
process the new groups are being formed (15 mins)
g) Learners are being asked to create a comic, using the web app, raising awareness
about the roots or consequences of exclusion (35 mins)
h) Discussion on the results and peer feedback (10 mins)
i) Improvements according to the feedback and final results (20 mins)
j) Evaluation / learning assessment
Workshop
a) Short introduction to inclusion basics (10 mins)
The trainer is explaining the roots of exclusion in 4 terms:
-

Inequality is the unequal access to opportunities and/or resources

-

Equality is the even distribution of tools and assistance but still it cannot solve
the problem because it is not correcting the above statement about inequality.

-

Equity is the distribution of customized tools which identify and address the
specific needs of one person, however if resources/opportunities are limited
for one it is still not solving the problem

-

Justice is the adjustment of the system such as to offer equal access to
opportunities and tools

The trainers asks the participants to reflect on which of the above stage, their community is
and which are the obstacles for an inclusive society.
The introduction closes with the definition of inclusion:
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b) Participants are divided in groups and are being given the link of the web game “Ayiti
- the cost of life” (20 mins)
The “Ayiti - the cost of life” is a strong simulation online game and aims to raise awareness
about communities who are facing difficult daily lives, poor financial conditions and limited
access to fair opportunities.
Each group is playing the game 3 times. One person from each group is having the role of the
reporter and documents the process and the results of the game for each of the rounds played.
Then the groups are being asked to present the results of each round.

Source: https://ayiti.globalkids.org/game/
c) Debriefing is following (20 mins)
During the debriefing the training is asking a set of questions with the aim to raise discussion
on the matter of how inclusion can improve lives of people. Some of the questions could be
asked are:
-

How do you feel about the experience
28

-

Why do you think that you had these results

-

Let's think about this family as one person facing exclusion from your community. Do
you find any similarities in the difficulties he or she is phasing in their life.

-

What could you do to hello this person

-

If you were making a campaign on raising awareness about the consequences of
exclusion, which subject would you choose?

Of course the trainer must be familiar with the debriefing process so as to identify the right
questions connected with the learners’ input, in order to unlock the learning outcomes.
d) Introduction of the web application “make beliefs comix” (10mins)
The trainer is presenting the way that the application is working and how participants can
create their own comic. Online on the go presentation of the platform with an example made
by the trainer.

Also the guidelines of making a comic:
-

Choose your subject

-

Choose your characters

-

Write the texts-line (raising awareness about the topic chosen)

-

Digitally draw the comic

e) The learners are given time to be familiar with the web app (10 mins)
The learners are experimenting with the functions and the trainer is consulting them
according to their queries.
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f) The learners are identifying different kinds of exclusion and after a match making
process the new groups are being formed (15 mins)
The trainer is handing out post-it papers and each participant has to write one kind of
exclusion he/she is experiencing directly or indirectly (observation). Then they have to stick
the post-it on the wall. When everyone is done the trainer is doing the matchmaking of the
kinds of exclusion and creates the working groups.
g) Learners are being asked to create a comic, using the web app, raising awareness
about the roots or consequences of exclusion (30 mins)
The new groups are working together in creating their own comic strip. The trainer is
following the groups and assist them with the application.
h) Discussion on the results and peer feedback
The groups are presenting their result and they are receiving the feedback of their peers and
the trainers. One person per group is responsible to keep notes on the feedback.
i) Improvements according to the feedback and final results
The groups are continuing the work in order to make corrections and improvements. At the
stage the trainer is assisting participants to pass their message to the audience in the best
possible way. After the finalisation of the activity the learners are being asked to share their
comic to the social media.
j) Evaluation / learning assessment
A questionnaire is being handed to the learners in order to evaluate the process. The trainer is
choosing the evaluation questions according to the needs of the groups.
The learning assessment is being conducted through questions on changes achieved in terms
of attitudes, competences and knowledge.
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Learning outcomes:
-

the participants will become aware about the societal obstacles which are driving
some people to exclusion

-

they will become more familiar with the inclusion processes

-

they will learn how to use the multimedia in order to tackle the issue of inclusion

-

they will acquire specific, transferable and easy to use multimedia tools in order to
use them in inclusion activities

-

they will become more familiar with digital tools and other multimedia

-

they will improve their digital skills

-

they will improve their professional knowledge

-

they will improve their position in the working environment

-

they will increase their ability to identify real life situations and become factors of
change for improving their community

-

they will be able to multiply the knowledge as facilitators of the above process

-

they will become more aware about the situations which are holding them behind in
terms of their social development

Case study
The above methodology was created during a local training event called “Start me Up”. It
took place as a public event of the Erasmus+ youth exchange “Start me Up”. During the
public event, young people undertook the role of the facilitator and explained to adults
participants the use of multimedia to tackle unemployment and exclusion. The young people
already prepared 5 digital start-up ideas which were presented to the audience and then
workshops followed according to their interests.
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During the event a needs assessment was conducted, which was the inspiration for the
development of this methodology. The methodology as it is presented in this document, is
altered in order to fit the general needs of the subject as well as to be easily transferable to
local realities and training styles.
Photo of the event:
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7. Conclusion
This project has been an amazing opportunity to explore best practices and to exchange
knowledge in and out of our partnership. With the activities connected to the project we were
able to connect and empower the participants we came in contact with especially during the
training activity we held in the UK.
This project strengthened our belief that education, and especially multimedia education, is a
powerful tool for the upskilling, social inclusion, and integration of adult migrants and
refugees. We truly hope that trainers and educators will use this material to empower their
learners and to assist them in their path to upskilling and inclusion. The diversity of our
partnership gave us the chance to explore different topics from diverse backgrounds and
points of view. We find this to be a particularly enriching feature of this toolkit that makes it
one of a kind. The added value of diversity was made possible by the Erasmus+ Programme
of the European Commission.
Thanks to the funding made available by the Erasmus+ Programme we were able to
implement a learning activity in London hosted by the coordinator Filmworks Trust. This
activity was enriching for all the learners and trainers that took part in it. The contents of this
toolkit are based on our experiences in the field and that includes the training in London.
We hope that you enjoy using this toolkit and that you and the learners will find it helpful.

The FOM Team
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