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Abstract of the PR

The second project result of ReCAP consists of an Art and
culture toolbox for youth workers, as an innovative set of
instruments to be used for the social inclusion and
empowerment of disadvantaged youths in the post-pandemic
context: a new and specific-to-the post pandemic social
context output for youth work.

With this regards, the Toolbox is based upon the first project
result (Analysis of needs and local context) through which an
analysis of the post-pandemic situation was carried out at the
local level, through questionnaires administered in the
communities of reference of each partner, and at the national
level through a desk analysis referring to each of the countries
in which the project partners are based, alongside the
identification of the most urgent needs of vulnerable young
people in the post-pandemic context. Moreover, the PR1
confirmed that most youth workers consider artistic and
cultural tools useful and motivating for youngsters.

The Toolbox has been therefore designed, with the
contribution of each partner of the ReCAP consortium (10
organisations from 7 European countries, who are all NGOs
working directly or indirectly with youth, in the cultural or
artistic areas), to intervene specifically in the post-pandemic
context and to respond to the specific needs of young people
that emerged from the PRL1.

La Piccionaia, responsible for the project result, coordinated
the process of creation of the toolbox through two steps:

Collection from each partner, through their youth workers,
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of a series of existing cultural, artistic, creative, and
theatrical tools, used or usable with vulnerable young
people. The criteria for the selection of the tools to collect
had been previously agreed by all the partners. Moreover,
the partners were asked to provide different types of
contributions (youth wor ker 6 s direct
wor kerso6 knowl ed g,and literatureenvtha
specific field)

Adaptation of the collected tools to the specific needs of
vulnerable young people in the post-pandemic context,
emerged from PR1, along with the individuation of possible
solutions for their implementation in the case of
challenging situations (e.g., lockdown).

The Toolbox will therefore represent an innovation in the field
of youth work in general, and even for the youth
organisations, among the partners, which already use art and
culture as methods to promote social inclusion, since applying
these tools for the specific needs of the post-pandemic
context is something completely new for everyone.

The creation of the Toolbox upon the solid preliminary
analysis of PR1 allows us to ensure that this tool will
effectively and positively impact the quality of the youth work
of the partners. They will be trained on the use of the Toolbox
through a specific Training of Trainers activity, so that they
will be able to design a specific Roadmap for social inclusion
(PR3), for each of them to intervene in their specific local
communities and to become multipliers of the Toolbox,
beyond the consortium.
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Introduction

The Art and culture toolbox for youth workers

The Art and culture toolbox for youth workers is the second Project Result (PR2) of ReCAP project. It is
an innovative set of instruments, to be used by youth workers for the social inclusion and empowerment
of disadvantaged youths in the post-pandemic context: a new and specific-to-the post pandemic social
context output for youth work. The Toolbox has been co-designed with the contribution of each partner
of the ReCAP consortium: 10 organisations from 7 European countries, who are all NGOs working directly
or indirectly with youth, in the cultural or artistic areas.

The Toolbox is based upon the through which the ReCAP
consortium (through a desk research at national level and a questionnaire at local level carried out by
each partner) investigated the social problems that the pandemic caused or worsened on young people,
alongside the identification of the most urgent needs of vulnerable young people in the post-pandemic
context.

The Toolbox is available in Bulgarian, English, French, Greek, Italian, Portuguese, Romanian, Spanish.

Scopes of implementation

The Toolbox is an instrument developed to intervene on the negative effects of COVID-19 pandemic on
psychological health and emotional well-being of young people. In particular, the negative effects on their:

Socialisation

Cultural life

Relationships (with the educational environment, with themselves and with their community)
Education, studies, and training

Perspective of the future

As confirmed by the PR1, most youth workers consider artistic and cultural tools useful and motivating
for youngsters. This is why the Toolbox is based upon the use of artistic, creative, and cultural tools, re-
designed specifically to meet the needs of the post-pandemic context, and therefore empower vulnerable
youth promoting their social inclusion.

Design of the Toolbox

The design of the Toolbox has been coordinated by La Piccionaia, in virtue of its specific expertise. La
Piccionaia is a Social Cooperative, whose activity is focused on the cultural, social, and relational
education of younger generations through theat
which uses a series of different theatrical, performative and artistic languages, combined with social
sciences technigues and pedagogy, as a tool for social inclusion.

All the other partners, who employ creative tools to promote social inclusion, contributed to the process
from their angle and with different levels of expertise, and were engaged in the production of this result.

Main steps of the design process:

1. Collection from each partner, through their youth workers, of a series of existing cultural, artistic,
creative, and theatrical tools, used or usable with vulnerable young people.

r

e

.
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The criteria for the selection of the tools to collect, previously agreed by all the partners, were:

Replicability

Adjustability to different contexts and needs

Combination of elements of creativity and different art forms

Taking into account the social and psychological sensitive elements and emotional
responses that these techniques can generate on its beneficiaries

Possibility to adjust these techniques in the case of further challenging situations
Affordability and cost-effectiveness

Through a common template developed by La Piccionaia, the partners were asked to provide
different types of contributions, according to their experience and competencies:

Tools already used by their youth workers (Y

Tools known by the youth workers, yet not directly used (youth workers indirect
experience)

Relevant theories and literature in the specific field, at national and international level
(youth workers knowledge)

Each partner therefore provided a toolkit with instructions, examples, and case studies about the
tool(s) to be included in the toolbox.

2. Adaptation of the collected toolkits to the specific needs of vulnerable young people in the post-
pandemic context, emerged from PR1, along with the individuation of possible solutions for their
implementation in the case of new COVID waves of other challenging situations

3. Development of a section regarding the conceptual framework of methodology and non-formal
learning approaches

4. Development of a section devoted to additional activities:

ice-breaking exercises, team-building activities, energizers
cooldown, debriefing and relaxing exercises

evaluation activities

the training of trainers

These have the purpose of supporting the use, replication, and multiplication of the Toolbox
contents, on two levels:

support the youth workers in the design of a full cycle of work with youths
support the training of other trainers,

These steps will allow the Toolbox to include the tools for its own replicability and the multiplication of its
impact, beyond the consortium and the youth workers directly involved in the project.

Good work, youth workers!

beyc
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The ReCAP youth workers during the Training of Trainers in Vicenza (ltaly).

The ReCAP consortium

Lead partner
ALDA European Association for Local Democracy (Strasbourg, France)

Partners

Rightchallenge Associacao (Porto, Portugal)

CESIE Centro Studi e Iniziative Europeo (Palermo, Italy)

La Piccionaia s.c.s. Centro di Produzione Teatrale (Vicenza, Italy)

SSF Solidaridad sin Fronteras (Madrid, Spain)

CSCD Center for Sustainable Communities Development (Sofia, Bulgaria)
Asociatia A.R.T. Fusion (Bucharest, Romania)

CPE Fundatia Centrul Parteneriat pentru Egalitate (Bucharest, Romania)
ALIFS Association du Lien Interculturel Familial et Social (Bordeaux, France)
Cyclisis - astiki mi kerdoskopiki etaireia (Patras, Greece)
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Types of tools

Through the process described in the Introduction of this document (see ), an Inventory

of tools (see ) have been developed with the
contributions of all the partner organisations of ReCAP project, on the basis of their different competences
and experience. Altogether, the inventory consists of 43 tools, and there are 2 different types of them:

30 tools consisting of replicable exercises, activities, workshops, or paths. They were
developed either from previous activiti es directly i mplemented by t he
workers, or from other local or national level experiences, implemented by a different organisation,

reported by the partner organisation as being significant in the context of this project. In both

cases, the tools have been developed starting from those existing relevant activities to meet the

specific needs of vulnerable youths in the post pandemic context.

16 tools consisting of relevant literature and studies related to the specific field of ReCAP
project, from which youth workers can draw inspiration to deepen their knowledge and develop
new personal paths.

Needs addressed

The tools meet the all the needs identified in the ,sand in
particular:

employment orientation

physical health support

mental and emotional health support
relationshipsdé6 advice
educational support

culture, leisure, and free time activities
administrative support

financial support

Target groups

The tools are aimed at a wide range of possible target of vulnerable youths (14 to 29 years-old),
including:

girls / women

youths not in employment, education,or trai ning (ANEETO)
youths with migrant background

minorities

LGBTIAQ+ community

refugees

youths affected by war

youths belonging to families with limited resources and opportunities or very little formal education
youths living in excluded rural areas

youths with difficulties in social life and social adjustment

pre-teens and teens (10 to 19 years-old)

11
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Topics
Moreover, the tools cover a wide range of topics, including:

self-expression and empowerment

autobiography, personal experience (love, family, work, friends, physical and mental health)
self-consciousness, body consciousness, mind balance, body-mind connection
desires, like/dislike, life goals

relationship, interpersonal communication

social inclusion

respect

interculture

migrations

oppression, power, abuse of power

climate change, environment protection

gender issues and stereotypes, gender identity
privilege, human rights, understanding disadvantages
community assets and concerns

team building

literature

foreign languages

education

employment orientation, professional choices

youth engagement and participation

risk prevention

awareness raising

Forms of art and techniques

The tools use a wide range of forms of art and techniques as well, including:

Do It Yourself (sewing, embroidery, moulding)

visual art (drawing, painting, abstract imagery)

photography, photovoice

film and videos, cinematography

theatre (including masks, non-verbal communication, focus on breath, performance, writing and
dramaturgy, pantomime, role playing, theatrical reading, physical theatre, improvisation)
dance (choreography, improvisation)

juggling

writing

spoken poetry

reading, interpretation and discussing of literary creations

debate

music

exploration of the space using senses

visits to museums, cultural visits

sporting activities

community social work / community social action

silent play

12
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interactive boards
play therapy
radio

The tool tabs

In the following pages, each tool is described through a dedicated tab, which includes an accurate set
of relevant information for their use and replication:

Art form - it describes which is the main artistic form(s), creative language(s) or technique(s)
used in the tool.

Purpose of the activity - it describes which is/are the goal(s) of the tool, and which is/are the
personal/social/cultural dimension(s) it works on.

Duration of the activity - it describes the overall time span for implementing the tool. In some
cases, these are small, as in the case of tools whose implementation takes place over 30 minutes;
in others, they are long paths, taking up to several months.

Structure of the activity - in the case of tools consisting of a single session, it describes the
internal organisation of the session itself, e.g., the articulation into 2 or 3 phases; in the case of
paths consisting of several sessions, it describes the internal organisation of the path, e.g., the
duration of each session and the frequency (weekly, monthly, etc.) of the meetings.

How does the tool work? - it contains all the necessary instructions for the youth workers to
conduct the activity which the tool consists of. It describes in detail the contents of the activity, its
different stages, the steps to be taken, important observations for its effectiveness and success
(both from the point of view of practical arrangements, and attention to emotional and
psychological implications), as well as possible variants, if any.

Requirements - it describes the material conditions necessary to carry out the activity, in
particular: the characteristics of the space (e.g. indoor/outdoor, dimensions), technical equipment
(e.g. sound system, computer), consumables (e.g. sheets of paper, markers, post-it notes, poster
board, paints, etc.), and specific objects (e.g. cards with specific words or phrases, blindfolds,
photographs, fabric, brushes, etc.). These are always affordable requirements, since one of the
criteria for selecting the tools to be included in the Toolbox was precisely their affordability and
cost-effectiveness.

Impact - it describes the expected impact on the target group(s), in particular what kind of
improvement/ empowerment is experienced by the vulnerable youth after the activity.

Recommended target - it lists the group(s) of vulnerable youth for whom the tool, by virtue of its
characteristics, is assessed as particularly suitable and effective.

Main needs addressed - it lists the need(s) of vulnerable youths in the post-pandemic context to
which the tool responds as a priority. In each case, these are needs that emerged from the

Adjustments for a challenging situation - it describes how the activity can be adapted and
implemented, without affecting its effectiveness, in the case of situations with limitations (e.g.,
lockdown, social distancing).
A final, brief paragraph is intended to help contextualise the origin of the tool, as well as to provide
the reader with elements for possible further study. In fact, it indicates:

0 which ReCAP partner organisation the tool is a contribution of
0 whether the tool stems from an activity implemented directly by the partner organisation's youth

13
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workers, or rather from a local or national level experience, implemented by a different

organisation, that was reported by the partner organisation as being significant in the context of
this project.

0 where possible, it describes the time and place of implementation of that specific activity, whether
it was run in an urban or rural setting, what target group it involved, and, if applicable, under what
larger project it was implemented.

14
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Create an image with your body

Art form
Physical theatre

Purpose of the activity
The activity aims to create a healthy group environment.

Duration of the activity
20-30 minutes

Structure of the activity
The tool can be used within a wider activity, as an exercise to be repeated during each session.

How does the tool work?

The youth worker shows the participants an image that they must recreate using their body. The images
can be unrelated to the experience of the participants, or in reverse they can represent challenging
situations that the group may have experienced in their everyday life. Participants have about 4-5 minutes
to decide the different roles that each of them needs to do and recreate the picture. At this point, the
youth worker takes a picture of the creation, and shows it to the participants, to compare the original to
the creation. The activity is repeated 4 times.

Requirements
An indoor or outdoor space, printed or digital pictures, technological device to take pictures.

Impact

This tool stimulates the participants to interact with each other to decide the roles. They learn to work
as a team, to reach a goal together.

16
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Recommended target

Girls

Youth not in employment, education, o r
Youth with a migrant background
Minorities

Youths from the LGBTIAQ+ community

Main needsaddressed

Mental and emotional health support
Relationships advice

Educational support

Culture, leisure, and free time activities

Adjustment for a challenging situation

It could be transformed into a social instrument or a gaming app.

traini

ng

Co-funded by
the European Union

(ANEETO)

This tool was developed by La Piccionaia s.c.s. from an activity directly implemented all year long,
in indoor and outdoor spaces, with groups of 10 kids (6 to 12 years old) including girls, minorities

and kids from LGBTQIA+ community.

17



ReCAP o fanded by
Iwulu'finq l:I;IIINi:n lc:irrlmzn the Eurﬂpea" Union
Creativity AMter Pandemic

CYT (Covid19Youth Theatre)

Art form
Mainly theatre, with aspects of dance, spoken poetry, writing and painting.

Purpose of the activity

The purpose of the activity is to form a group of 6 young persons 1 ideally unknown to each other i and
have them share their experiences, debate on them, and transform them into a theatrical play with
methods of their choice. This activity was developed with the direct participation of the young actors.
Based on the topic they were called upon to cover, they develop the idea they want to talk about, they
co-decide the theatre method they want to use, and based on their abilities and interests, they distribute
the roles.

Duration of the activity
10 months

Structure of the activity
The phases of the activity are the following:

1 defining the scenario
1 coming up with the roles and setting
T finalise the performance

The group ideally meets twice a week and dedicates one day to planning and discussions (2 hours), and

the other to rehearse and review the structure (3 to 5 hours). During the identified period there can be
mont hs or weeks when the team dondt meet at all,
especially close to the final rehearsal.

How does the tool work?

The dynamics are very simple: the process follows a specified general theme, and the group must
cooperate to present their show, which is the ultimate goal. The team can be in complete control of the
entire process and cooperate consistently and transparently, or they can enlist the help of the
coordinator/facilitator/youth worker, especially when the participants do not already know each other. Of
course, in the second case, the coordinator/facilitator/youth worker must prevent the group from getting
into conflict, dropping out, etc. This can be achieved through interviews at the initial stage or preparatory
meetings to learn how to cooperate with each other before commitment to the show.

In the case of youth who have forms of disability and/or psychological trauma, it is important to follow
practices that are trauma-informed and that do not lead to any person feeling that he or she does not fit
well into the group. Similarly, in the case of working with migrants, it is important for the facilitator to find
a way to ensure a good level of communication, including an interpreter (or appointing one of them as an
interpreter).

Requirements

It is important that participants have access to at least writing/recording tools to help them record key
discussions and decisions. They must also have access to a space large enough to accommodate all
participants at the same time and allow adequate personal space for each person to perform. To ensure

18
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that the space is welcoming and safe for everyone's involvement and interaction, other arrangements
such as access to adequate light, refreshments, space to sit, clean areas, general accessibility, and
space to take a break are necessary.

Impact

The activity develops in participants a sense of well-being and satisfaction resulting from working together
and integrating personal experiences and aesthetics in a commonly decided theatre performance.

Recommended target
Any vulnerable group, with appropriate guidance and support

Main needs addressed

Mental and emotional health support
Rel ati onshipsd advice
Culture, leisure, and free time activities

Adjustment for a challenging situation

Adapting the activity to a context of physical isolation is challenging, but not infeasible. The main
requirement would be to ensure access to remote communication technologies or, in cases where it is
possible to meet in physical spaces, to ensure that appropriate health measures are considered and
practiced consistently.

As for the performance, it might be useful to adapt it to the space the participant has available (the place
where they live, for example), or participants could record their own pieces with which the group can then
create a composition of all the performances in a final video. Again, the performance could turn into a
written story, a spoken word poem, or something else, depending on the group's wishes.

In general, the basic goal is to feel free to express oneself, through a common group sharing similar
and/or complementary experiences and based on that use an art form to create a complete story and
share it with the world. The important thing is that the process is empowering and emancipating for
participants to feel comfortable with their public image.

This tool was developed by Cyclisis, from an activit ] i DAUt+ | NFLDNDnybDC F
»1 Déyabrg & Fuaol DAY gwnCDC wnCDi YI D DaGéeUNwU)d
2021 to January 2022, in an urban context, with youths from 20 to 29 yeaokl. Vulnerability status
FeUnrY AonU)] CDODC | n UYUID gotaNeyJon o60¢g UYUI D HIGOW
experienced the lockdowns in a way that made them feel the need to share their experience.
Participants: 5 young persons per theatrcal group.
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Culture luggage

Art form
Theatre based on fairytales.

Purpose of the activity

The purpose of the tool is to use fairy tales as a tool to increase mutual understanding and acceptance
between the refugees and the local population. The fairy tale is a short popular story. Through a deeper
analysis it is possible to notice that fairy tales include, in a concentrated form, all the elements that
constitute the cultural perception of a whole nation.

How does the tool work?

The project has collected more than 60 fairy tales from the countries of origin of the refugees and has
compared them with fairy tales from their host countries discovering many common elements and
motives. The stories were collected mainly by the refugees themselves through the organisation of
workshops and personal interviews. Starting from the stories collected, the project has developed theatre
performances developed through the cooperation between refugees and local artists where fairy tales
which present common characteristics between the country of origin and the host countries of the
refugees are presented both to refugees and the local population. Refugees that could participate in a
theatre performance were identified and trained in the framework of the project to be able to perform on
stage. More than 40 performances were organised across the partner countries.

If the group includes only adult people, the material can be chosen accordingly (for example, not using
fairytales, but rather theatrical plays that participants like).

Requirements

Performances were organised in the theatre but also in refugee camps, in shelters, in NGOs, in
multicultural schools and in other places with a high number of refugees. At the same time, workshops
(theatre games, mask construction etc) have been organised.

Impact

More than 1.000 refugees have been involved in the project activities as creators or as audiences. For
many of them it was their first contact with theatre. The performances were organised both in the refugee
language and in the European languages to allow the participation of both groups without any language
barrier. In this way the project tried to develop a sense of common belonging between the refugees and
the local population which on the one hand has reduced the sense of isolation that many refugees have
and on the other hand has increased the acceptance of the refugees by the local communities. You can

also check the immediate effect it had in some video performances uploaded in the official site

Recommended target

Youth not in employment, education,or training (ANEETO)
Youth with a migrant background
Youths from the LGBTIAQ+ community
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Main needs addressed
Culture, leisure, and free time activities

Adjustment for a challenging situation

Because it involves the making of the whole performance, maybe some rehearsals and readings can be
done via videoconferencing. If we try to make the theatre masks, we can use videoconferencing as well.
We can ask participants to purchase their own materials etc. but we can also send them to their
addresses what they need.

This tool was developed by Cyclisis, from a reported activity implemented in the framework of
[ : WL UWdét | wHH-$uRdBd upderéthe Erdiive Edydpe BUSProgramme. The project
started in November 2017 and ended in October 2019. The activity tgolace in an urban context
with a mixed group, including minorities. More than 40 performances took place, with an estimated
number of 10 direct persons per performancel
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Dance and body expression

Art form

Dance in many types (contemporary, modern jazz, pop), creation of a choreography which includes an
improvisation part or gesture and movement's brainstorming.

Purpose of the activity

The purpose is to provide physical refreshment and mental inspiration and motivation. This activity starts
with a theme, its goal is to express the theme without words. For the students but also adults who live in
the suburbs, dance will help them to relate to each other as equal people who have the same
opportunities. It also improves physical and mental health and wellbeing, which boosts personal and team
productivity, while learning new body skills and a new way of expressing. As this tool is very appropriate
for newcomer immigrants, dance will help them express their ideas and their feelings and it releases the
stress of moving to a new culture and country.

Duration of the activity
Four months

Structure of the activity
Each session lasts between 1 hour and 1,5 hours, for a total between 12 and 15 sessions.

How does the tool work?

All sessions start with warming up the body and end with a relaxation time, to help the participants feel
freer with their bodies we play some dancing games.

During the sessions participants start to learn about the theme and try to express it with movements, with
the help of the choreographer (youth worker).

Later, participants will be asked to help find a way to express a specific thought through the movements,
until the whole choreography is built.
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Requirements

Basically, this activity needs only a big empty room. Some things would make the experience better:
mirrors, dance floor and sound system or a speaker.

Impact

The first and the most important impact of Dance on the participants is that they learn that they're equal
and capable and it is natural to have the same amount of power or softness, no matter if you are a boy/a
man or a girl/a woman, where you come from and where you live.

Normally, a big part from the participants ends the workshop feeling freer and more comfortable with their
bodies and surprised to have been able to make certain movements.

Itis important to ask the group to participate in the process of the choreography, to help all the participants
to know that their opinion matters, and they should always say it. Also, it helps them feel responsible
about the project and a part of it.

At the end of the workshop and the choreography, most of the group have learned how dance is a way
to express emotion, a physical release. It helps to reduce stress in life and therefore improve mental
health.

Recommended target

Girls
Youth with a migrant background
Minorities

Main needs addressed

Physical health support
Mental and emotional health support
Culture, leisure, and free time activities

Adjustment for a challenging situation

Dancing can certainly help reduce mental health problems. Exercise is proven to be beneficial for mental
health in case of lockdown situations and it offers much more than mere physical exercise. It is a big
stress relief. Dance is an indoor activity and needs just a small place to practise by yourself.

This tool was developed by ALIFS Association du Lien Interculturel Familial et Social, from an
activity directly implemented since 2019 in urban contexts, with groups of kids (6 to 12 yeaodd)

and adults (30 to 65 yearld) with migrant background and a&ildren who live in the suburbs and
AéenrRUyU TFeéeaUyU] Al FeuyuD | n é€AU] €)Yl DU owyuU] CD o6¢g UAI
2 classes in a primary school per year (20 to 25 participants per class)

2 classes in a middle school per year (20 to 25 participants per class)

A group of adults (newcomers) in a social centre (12 to 16 participants per group)

O¢ O« O«

See an example of a choreography with adults on
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Dixit activity

Art form
Abstract imagery

Purpose of the activity

The purpose of the activity is to evaluate and prospect on our feelings and opinions on various issues.
For example, the Dixit tool can be used at the end of a day of activities with youth to evaluate and process
it.

Duration of the activity
Approximately 30 minutes

Structure of the activity

The activity is structured in a single session. The moderator chooses beforehand a set of cards (Dixit

type, the ones which portray abstract / surrealistic images) to propose to the participants, regarding the
activitiesd6b themes or questions. Then he/ she expl ai
and poses them the questions. After that, 5 to 10 minutes are given to the group to choose the one (or

two) card that best represents their personal answer to the questions. Each participant is also highly
encouraged to explain why he chose such card(s), aswellt o react to each otherd
end, the moderator closes the activity by asking the participants how they felt about it.

How does the tool work?

Dixit cards are designed to evoke emotions, thanks to their surrealistic and imaginative pictures. When
involved in an evaluation activity or in a debate, through a facilitator-guided focus group discussion, these

cards can ease and stimulate a discussion. The issues that can be addressed through this tool are
several, for example community concerns, community
what they liked or disliked, health barriers and supports, the good or bad results of a project, event, or

public facility.

Requirements

The activity can be implemented indoors or outdoors. Dixit cards (or a similar set of images) are the only
elements needed; it is preferable to provide pen and paper for those who wish to write down their
thoughts.

Impact

The activity allows participants to express their feelings through images, to explain abstract thoughts in
concrete words, to be able to understand and use metaphors and symbolism as a new form of self-
expression.

Recommended target

Girls

Youths not in employment, education,or tr ai ning (ANEETO)
Youths with a migrant background

Minorities
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Youths from the LGBTIAQ+ community

Main need addressed
Educational support

Adjustment for a challenging situation

This tool is not too difficult to adjust to a setting that involves physical isolation between people.
Participants can gather through a communication platform (e.g., Zoom Meeting) and receive their chosen
images:

directly by the mediator, who can expose them one by one during the online meeting
via private mailing, receiving the photos of the cards/ images

The only downside of an online version of this tool is that there is no possibility for the participants to
touch the cards and see them from up-close which has been shown to be helpful to make a choice.

This tool was developed by ALDA Europeafssociation for Local Democracy, from a reported
activity implemented in the urban context of Marseille, with youths (20 to 29 yearsld) and adults
(30 to 65 yearsold), for groups composed of 5 to 6 participants per moderator.
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Draw my portrait!

Art form
Drawing

Purpose of the activity

The activity aims to enhance the collaborative work among the group, and to let the participants reflect
on themselves from the others' point of view.

Duration of the activity
Around 10 minutes.

Structure of the activity

The activity is divided into two rounds. During the first round, half of the participants draw the portraits of
the other half, while in the second round the roles are inverted (the drawers are now drawn and vice
versa).

How does the tool work?

At the beginning of the activity, the participants are divided into two groups, both groups composed of
the same number of people, and sit on a long table.

One group sits on one side of the table, and the other group sits on the other side of the table: each
person of the first group has one person from the other group sitting in front.

Each participant from the first group starts drawing the portrait of the person in front of them, on a blank
paper. After 15/20 seconds, the facilitator asks the first group to move, and each person takes the place
of the person on their right. Now each of them continues the portrait of the previous person. This pattern
is repeated until the end of the foreseen time (about 3 minutes).

The second round has the exact same structure of the first one, but the roles are inverted and the people
that were drawing are now the subjects of the portraits.

At the end of both rounds, the participants can observe their portraits, and share their comments with the
group on the aspects they find interesting.

Requirements

The materials required for the activity are blank sheets (at least one for each participant), coloured
markers or pencils, timer (for the facilitator), table and chairs.

Impact

This tool helps the participants to feel comfortable with each other and grasp the idea of different
perspectives merging into one. It is also a fun activity which can get conversation going between the
participants. It helps the smooth running of the other activities that will come after.

Recommended target

Girls
Youth not in employment, education,or training (ANEETO)
Youth with a migrant background
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Minorities
Youths from the LGBTIAQ+ community

Main needs addressed

Mental and emotional health support
Rel ationshipsd advice
Culture, leisure, and free time activities

Adjustment for a challenging situation

The participants can be seated with more distance from one another, and each of them can use the
same-coloured pen to avoid sharing the same objects with different people.

This tool was developed by ALDA European Association for Local Democracy, from an activity
directly |mplemented in November 2022 in Strasbourg The act|V|ty was addressed to young people
gadoN C)] ggDuDRAY AoWwnUl) DUg FeéiaoA] MeFU|NFH | JICDeéeylidD
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Ethno art

Art form
Painting

Purpose of the activity

This is a leisure activity. This tool aims to bring out the artist in each of us and stimulate artistic expression.

The goal is to paint a picture that expresses each participant's different point of view, particularly
regarding the recent experience of the pandemic: the silhouette of the man observing through the window

speaks of the state of mind that many of us have gone through, expressing the impossibility of living our

life to the fullestduetotheso-c al | ed Atrapo i n whi cdpanicgpantshastherighd | | e n
to choose as many colours as they wish, taking into consideration that each colour carries its own
individual symbolism and can express oneb6s mental
is determined according to the emotion of the youngsters.

Duration of the activity
2 sessions per month, 3 hours each

Structure of the activity
The activity proceeds in steps, as follows:

the youth worker presents the painting and its theme

colours and schemes are distributed

the group starts the painting. It is possible to drink lemonade, juices or syrup, and listen to music
to relax

the youth worker gives guidance and monitors the process, while also painting step by step
participating to the activity

the group finishes the paintings and adds the artist's signature

the whole group takes a photo with the paintings

28



ReCAP o fanded by
Iwulu'finq l:I;IIINi:n lc:irrlmzn the Eurﬂpea" Union
Creativity AMter Pandemic

At the beginning of the activity, all the materials needed to start the process are prepared in advance so
that a finished design is obtained at the end.

How does the tool work?

The activity takes place in a relaxed group setting. The contact between people helps to create good
interaction and productive teamwork during the process. The dynamics are controlled by the youth
worker, based on, and adapted to the general tempo of drawing of the whole group. In this way a
successful conclusion to the overall idea of the event is achieved.

Bearing in mind, each organisation can change the conception of the tool. The participants can paint as
they please. They can choose to draw something of their own on a separate piece of paper or on the
entire canvas individually.

Requirements

The activity can be held in outdoor or indoor spaces if these are equipped with a sound system for
background music. It requires canvas 30x40, trainer tripod, table tripods for participants, aprons, palettes,
cups, water, acrylic paints, brushes in 3 different sizes, spatulas, pencils, napkins, ready-made painting.
Three types of juices or syrups, drink glasses.

Impact

Each one involved in the event goes through different feelings. Initially, there is great excitement as the
group experiences something new and different, the white canvas provokes everyone's curiosity. Then,
the main question arises of what will happen in the end and what the already finished painting will look
like. The main role of the trainer is to make sure that the target group is comfortable and relaxed, to
answer questions, and support their work at every moment. The practice has shown that halfway through
the session a greater sense of confidence is felt in applying the painting techniques learned so far. At the
end of the event, the white canvases transform into finished masterpieces. The moment is captured in a
group photo and the time spent is a memory for a lifetime. The painting remains a keepsake for everyone
who participated in the activity. The impact of the activity on the target groups is positive, and the proof
will be the smiles and the desire to participate in an event again. Through art, a person can express
oneself, learn new things, and reinvent themselves.

Recommended target

Girls

Youth not in employment, education,or training (ANEETO)
Youth with a migrant background

Minorities

Youths from the LGBTIAQ+ community

Main needs addressed

Mental and emotional health support
Culture, leisure, and free time activities

Adjustment for a challenging situation

In case of a challenging situation involving social distancing, embroidery video-lessons can be filmed by
the youth worker and shared with the group.
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This tool was developed by CSCD Center for Sustainable Communities Development, from an
activity directly implemented in June 2021, in the cities of Radomir, Pernik and Breznik, with
mixed groups of people (20 participants per group).
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Forum theatre

Art form
Theatre

Purpose of the activity

Forum Theatre uses theatre to achieve social aims. It is a form of theatre that encourages audience
interaction and explores different options for dealing with a problem or issue. Forum Theatre is often used
by socially excluded and disempowered groups.

Duration of the activity
1-2 hours

Structure of the activity

The play itself + the discussion with the audience lasts for a maximum of 2 hours. The preparation process
is composed of 4 sessions in 4 consecutive days, 4 hours each.

How does the tool work?

In a Forum Theatre performance, we often see a depicted real-life case (which reflects a concrete
situation of oppression), in which the audience is invited to actively participate by coming on the stage to
propose solutions to the examples of oppression presented (the type of the oppression must be familiar
to the audience members). Based on the proposals, ideas, and interventions of the audience, a
discussion (forum) with the audience takes place.

A performance is created, its script being based on a real-life story (that contains a type of oppression)
which had a very negative outcome.

Characters: an oppressor, an oppressed person, a preferably equal number of allies on each side (for
example, two allies of the oppressor and two allies of the oppressed), and neutral people.
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