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This toolkit is designed for youth workers,
educators, and facilitators interested in connecting
language learning with cultural heritage through
non-formal education.

Developed during the Erasmus+ ‘Language Puzzle
of Europe’ training course, it includes activities,
reflections, and co-design methods to help transfer
knowledge to diverse local contexts.

It embraces non-formal education, participatory
learning, and playful co-creation. It treats language
as a powerful expression of identity and culture, and
leverages gamification, storytelling, and
intercultural dialogue to engage young people
meaningfully.

Target Audience

Youth workers, educators, trainers, facilitators, and
anyone working with young people on cultural
heritage, intercultural learning, and creative
education.




Chapter 1:
LLearning Through
Play - Activity Bank

Each of the following activities was designed or
prototyped by participants during the training course.
Use them to foster cultural understanding, critical
thinking, and creativity.



The 5-Week Summer
Challenge

Aim

To introduce the core concepts of budgeting,
saving, and investing in a fun, tangible, and
interactive way. This activity simulates managing
money from a 5-week summer job to achieve a
specific goal.

Core Concepts Covered:

@® Budgeting: Needs vs. Wants, tracking expenses.
@® Saving: The importance of an emergency fund.
@® Investing: Basic understanding of risk vs. reward,
compound interest, and liquidity.

The Setup

1. Choose Your Goal: Each person chooses one
"Summer Goal" they want to achieve. This makes
the outcome personal.

O Example Goals: New Gaming Console (€500),
Festival Tickets (€300), New High-End Sneakers
(€220), Save for a Trip (€400).

2. Your Income: You've landed a summer job! Your
income is €200 per week for 5 weeks. Total
potential earnings: €1,000.



3.Your Tools: Each person gets a simple worksheet
(or a digital spreadsheet) to track their money. It
should have columns for: Week, Income, Spending,
Money Left Over, Where It Goes.

The Activity

The game is played in weekly "rounds." For each of
the 5 weeks, you do the following:

Step 1. Get Paid You get your €200 income.

Step 2: Visit the Weekly Stations Instead of just
drawing a card, you will visit stations run by
coordinators. This makes the week's events
interactive.

@ Station 1: The Market (Represents Weekly
Spending)

(O Task: The coordinator at this station will give you
a quick financial riddle or challenge. For example:
"Name one 'want' you can cut back on this week to
save money."

O Outcome: If you answer successfully, you get a
lower weekly expense (e.g., "You cooked at home!
Your spending is only €40."). If you struggle, you
might get a higher one (e.g., "You ate out with
friends. Your spending is €70.").

@ Station 2: The Opportunity Hub (Represents Extra
Income)

(O Task: The coordinator shares a cool financial fact
(e.g., "Did you know 'compound interest' is when
your interest starts earning its own interest?"). To
get your income, you just have to listen and ask one
question about it.

O Outcome: For participating, you et a random
income card (e.g., "You helped a neighbor with their
garden and they pay you €40.").




@ Station 3: The Wheel of Fortune (Represents
Emergencies & Windfalls)

O Task: On weeks 2 and 4, you must visit this
station. The coordinator asks a slightly tougher
question, like "Why is it risky to put all your money
into one stock?"

O Outcome: After you answer, you spin a wheel. The
outcome will be a major event, often an
EMERGENCY (e.g., "Your phone screen cracks! An
immediate repair costs €150."). A good answer
might let you spin again to avoid a bad outcome.

Step 3. Make Your Choices After accounting for the
events from the stations, you decide what to do
with the rest of your money for the week.

Step 4: Allocate Your Savings This is the most
important step. Whatever money is left over, you
must decide where to put it. You can split it
between three options:

1. The Savings Jar (Emergency Fund):

O What it is: A safe, accessible savings account.

O Rule: The money is safe. It doesn't grow, but it
also never goes down. This is your emergency fund.
2. "GameStop" Stock (High Risk, High Reward):

O What it is: Investing in a single, volatile company.
O Rule: At the end of each week, the "stock" value
changes. To decide, roll a six-sided die:

m 1-2: Stock crashes! Lose 20% of the money in this
pot.

m 3-4: Stays flat. No change.

m 5-6: Stock booms! Gain 25% on the money in this
pot.




3. The "Everything Fund" (Low Risk, Slow Growth):

O What it is: An ETF or Mutual Fund that holds lots
of different stocks.

O Rule: It's diversified and safe. At the end of each
week, it automatically grows by a small, steady 3%.
The CRITICAL Rule: Handling Emergencies If you get
an EMERGENCY from a station, you must pay for it
using this order:

1. You must use money from your Savings Jar first.

2. If the Savings Jar is empty or doesn't have
enough, you are forced to "sell" your investments to
cover the rest.

3. When you sell investments for an emergency, you
pay a 10% penalty on the amount you withdraw. This
simulates an "early withdrawal fee" and shows the
cost of not having a dedicated emergency fund.

The Wrap-Up

After 5 "weeks," everyone calculates their final
totals.

@® How much is in your Savings Jar?

@® How much is your "GameStop" stock worth now?
@® How much is your "Everything Fund" worth now?
@® Did you reach your goal?

@® If yes, what do you think was the reason? If not,
what would you do differently next time?




Design Your Own
Sustainability Game

Aim

Participants research, design, and prototype an
educational game about recycling and sustainability
for their community.

Duration: 1 hour

Materials Needed:

Paper, markers, scissors, glue, dice, tokens, recycled
materials for pieces.

Access to the internet and/or printed recycling
guides/fact sheets.

Learning Outcomes:

® Understand key sustainability facts.

@® Practice teamwork, creativity, and problem-
solving.

@® Experience turning educational content into an
engaging activity.

Introduction & Inspiration

@® The facilitator presents 2 short examples (like
“Recycle Rush” & “Eco Sort").

@® Explain: “Your challenge today is to create your
own game that teaches others about sustainability.”
or

@® Suggestthe idea of building a pre-planned game.



Topic & Research Phase

@® In groups of 4-5, participants choose a focus area
(e.g., recycling, composting, energy saving, effects of
waste).

@® They research local and national/international rules
and facts (on printed fact sheets or the internet if
available).

@® Facilitator prompt: “What specific knowledge should
your game teach players?”

Game Concept Design
@® Groups decide:
1. Game type (board game, card game, physical
challenge, digital concept).
2. Goal & win conditions.
3. Main mechanics (turn-based, timed, cooperative,
competitive).
4. How facts will appear (questions, sorting,
challenges).

@® They sketch the board/cards/interface and write
quick rules.

Prototype & Play-Test

@® Croups build a prototype (digital or physical with
paper, markers, tokens, recycled materials).

® Quick play-testing with another group to see if
rules make sense.

Encourage them to note what worked and what needs
fixing.

Showcase & Reflection
@® CEach group presents their game idea to the room.
@® Short discussion:
1. “What was the most surprising fact you learned?”
2.“How could this game be improved for a real
audience?”



Game example of what would be expected from
participants:

The Board Game: "Recycle Rush"

Game Type: A cooperative board game for 4-6 players.
Objective: Players must work together to sort and
recycle a certain number of garbage cards before the
"landfill overflow" counter reaches its limit.

Gameplay:

Setup: Place the board in the middle, which has a
central "Recycling Plant" and four different colored
"Recycling Bins" (Blue for paper, Green for glass, Yellow
for plastic, and a fourth color for metal). Each player
gets a "Garbage Collector" token and places it on the
start space. The "Landfill Overflow" tracker starts at
Zero.

The Deck: Create a deck of "Garbage Cards." Each card
shows a picture of a household item (e.g., a plastic
bottle, an old newspaper, a glass jar, a soda can) and
has a matching colored border to indicate its recycling
category. A few "Special" cards can be included, like
"Compost" (skips a turn but gets a bonus) or
"Contamination" (forces a player to draw a penalty
card).

How to Play: On their turn, a player draws a Garbage
Card. They then roll a die and move their token. If they
land on a space with a matching color to their Garbage
Card, they can "recycle" the card by placing it in the
correct bin. They get one point for each card recycled.
If they land on a different colored space or a "Landfill"
space, they must discard the card, adding one to the
Landfill Overflow counter.



Winning: The game is won if the players collectively
recycle a set number of cards before the Landfill
Overflow counter reaches its maximum.

Losing: The game is lost if the Landfill Overflow counter
fills up before the recycling goal is met.

The PC Game: "Eco Sort"

GCame Type: A fast-paced, educational puzzle game.
Objective: Sort as many items as possible into the
correct recycling bins before time runs out.
GCameplay:

Setup: The screen shows three or four large recycling
bins at the bottom, each clearly labeled (e.g., Paper,
Plastic, Glass).

How to Play: Items (a stream of garbage) move across
the screen from top to bottom. Players must click and
drag each item to the correct bin. The items' colors and
textures are exaggerated to make them easily
identifiable. A "score"

tracker shows the number of correctly sorted items,
and a "multiplier" increases with each correct sort in a
row.

Challenges: The game speeds up over time.
Occasionally, a "Wrong Item" or "Contaminant"
appears, and placing it in a bin results in a penalty,
reducing the score and breaking the multiplier chain.
Scoring: Points are awarded for each correct item
sorted. Bonus points are given for quick sorting and
maintaining a combo chain.

Winning/Losing: There is no "win" or "lose" state in the
traditional sense. The game is endless, with the
objective being to get the highest possible score. A
final screen after a set time or a certain number of
mistakes shows the player's score and offers tips on
real-life recycling.



Puzzle language hunt

Aim

To support participants in discovering and practicing
new vocabulary in an engaging, collaborative, and
movement-based way, while fostering teamworlk,
problem-solving, and intercultural communication
through a playful language-learning challenge.

SKILLS PRACTICED:

e Language: Expanding topic-related vocabulary

e Geography & Orientation: Following a map and
directions

e Team work: Collaborating to achieve a goal

e Kinesthetic Learning: Moving and searching
activity

e Research skills: Using the internet to find
additional information

Description

In this activity, students will work together to solve a
themed puzzle. A word (e.g. vegetables) will be
written on paper, then cut into pieces. Each puzzle
piece will be hidden in a specific marked location
around the place.

Students will receive a map showing where each
piece can be found. Using the map, they will navigate
to the correct spots, collect the pieces, and assemble
the puzzle. Once the puzzle is complete, and the
hidden word revealed, students must brainstorm at
least as many related words as possible (e.g. different
kind of vegetables).

For an extra challenge, students can work in teams
and race to complete their puzzle first, adding a
competitive and motivational element.




History in the Making:
An Interactive, Problem-
Based Approach

This strategy is designed to make historical learning
highly relevant, collaborative, and student-led, directly
incorporating the feedback from your students. It
shifts the focus from memorizing events to
understanding the "why" behind societal development.

Core Strategy

The Historical Dilemma Challenge

The central idea is to present a historical period not as
a series of facts, but as a series of social or political
problems that students must analyze and discuss.

1. The "What & Why" Introduction:

@Tcacher's Role: Begin with a brief, high-level
overview of a historical period. Instead of just listing
key dates, frame it with a central question: "Why did
society in [Historical Period] react to [specific societal
problem] in this way, and how does it connect to a
similar issue we face today?"

@Student Connection: This immediately answers their
request for a "historical overview why society grew up
to be that way" and connects the past to their present.



2. The Collaborative Puzzle:

@Activity: Divide students into small, randomized
groups using a simple method (e.g., drawing numbers,
a mobile app). This directly addresses their desire to
meet new people and cultures.

@®The Challenge: Give each group a "Historical
Dilemma Card" with a specific, complex problem from
the era. This could be a question like: "During the
Industrial Revolution, why did child labor become so
widespread despite its negative effects, and what were
the proposed solutions at the time?" The focus is on
the dilemma, not a simple answer.

3. The Focused Investigation:

@®Resource Allocation: Provide each group with a
curated, concise set of resources (short primary source
excerpts, 3-4 images, a one-minute video clip). This
avoids overwhelming students with too much
information and addresses their feedback about
getting "too much into the topic."

@Croup Task: Their task is to use these resources to
identify the core causes and consequences of their
dilemma and formulate a brief, concise "report" to the
class.

4. The Peer-Led Discussion:

@Tcacher's Role: After the research phase, the teacher
facilitates a round-robin discussion. Each group
presents their dilemma and their findings (no more
than 3 minutes per group).

@Student's Role: Students are encouraged to ask each
other questions, find connections between their
dilemmas, and comment on each other's findings. This
ensures that the teacher is not the only one talking.



5. The "Cultural Bridge" Debrief:

@Activity: As a final, outdoor-friendly component (like
the "chair game" or "ball game" they enjoyed), lead a
simple, short activity that physically symbolizes the
connections between the different historical periods
discussed.

@ Tcacher's Role: Conclude with a brief summary
highlighting how their individual dilemmas were
connected and how they influenced the development
of modern society.

Optional Component:

@®Provide a "creative challenge" as an optional activity
for students who finish early or want to dive deeper.
This could be asking them to create a short poem, a
comic strip, or a social media post from the perspective
of a person living in that historical period.



The Youth as Course
Designers Methodology

This methodology is an empowering and
transformative capstone activity for youth events,
particularly those within the Erasmus+ framework. By
tasking participants with designing and localizing a
future course, this method turns abstract learning
iINnto a concrete, practical exercise with a multitude of
benefits for both the individual and the wider
community. But it goes beyond future mobilities - it
could be used in a context of basically any project. We
like to use NAOMIE structure
(https://youthworkcentral.tripod.com/naomie.htm),
but one can use any that is comfortable for the
facilitator.




Key Benefits of this Method:

» Deepened Reflective Learning: It moves
participants beyond simple feedback, prompting a
higher-order form of reflection. By forcing them to
deconstruct the event's process and content for a
new audience, they solidify their own
understanding and identify key takeaways in a
meaningful way.

o Effective Knowledge Transfer and Localization:
The activity directly addresses the challenge of
applying knowledge gained abroad to a local
context. Participants must actively translate
theoretical concepts, tools, and methodologies
into a format that is relevant, culturally sensitive,
and impactful for their own country or region.

e Cultivation of Ownership and Leadership:
Designing a course is an act of creation that
fosters a deep sense of ownership over the
educational material. It empowers youth to step
into a leadership role, building skills in project
Mmanagement, needs analysis, and peer-to-peer
education, directly supporting the "youth for
youth" model.




e Tangible Skills Development: The process of
creating a course requires participants to exercise
a range of practical skills, including curriculum
development, audience analysis, and
communication. This turns the theoretical learning
of the event into a tangible, shareable product
that can be listed on a CV or portfolio.

e Validation and Empowerment: By asking
participants to become 'designers' rather than just
'students', the method validates their experience
and their unique perspective. It communicates
that their voice and understanding are not only
valued but are essential for the continuation and
success of the educational process, building
confidence and agency.




Chapter 2:

How We L.earn Best -
Reflections irom
Participants

This chapter gathers insights collected directly from
participants during the “Language Puzzle of Europe”
training course. During group sessions and thematic
reflections, participants explored what methods
support or hinder effective learning—especially when it
comes to language, culture, and sustainability.

Their feedback reflects diverse experiences but also
highlights several common needs: meaningful
interaction, relevant content, humor, and a sense of
ownership. Below are the distilled findings, organized
into what works and what doesn't—offering valuable
inspiration for youth workers and educators designing
learning experiences.



What Works in Language, Culture, and
Sustainability Education

Intercultural & Social Learning

Conversations with native speakers and cultural
representatives

Peer learning and collaboration with more
experienced learners

Youth-led design of content or activities
Opportunities for real intercultural dialogue and
storytelling

Engaging and Playful Media

Experiential & Practical Approaches

Informative videos and movies in the target
language

Subtitled content (films, series, YouTube)

Music and songs in the learning language
Memes, if used carefully and without stereotypes
Visual tools and infographics

Games (including language puzzles, sustainability
games, board games)

Learning by doing: kinesthetic and interactive
activities

Word associations with images or actions
Real-life contexts (e.g., budgeting, sustainability
challenges)

Building vocabulary through movement,
teamwork, and problem-solving

Hands-on projects with a clear, relatable goal

Empowering Learning Environments

Humor and creativity as learning motivators
Teachers who are enthusiastic and supportive
Respectful and inclusive spaces where all
contributions matter

Clear examples of how one’s actions matter
(especially in sustainability)



What Doesn’t Work

Passive and Isolated Learning
e Reading long texts without interaction
e Memorizing vocabulary lists without context or use
e Learning from outdated or overly academic
textbooks
e Independent research without contact with real
cultural sources
Top-Down or Biased Approaches
e One-way lectures with no room for questions
e Teachers who share only personal opinions about
cultures
e Vague messages (e.g., “you should just care more”)
e Activities that feel overly abstract or disconnected
from daily life
Demotivating Communication
e Constantly fear-based environmental messages
(e.g., “you're killing the planet”)
e Stereotypes in examples, memes, or explanations
e Shaming or judging learners for mistakes
e Excessive translation into mother tongue instead
of immersive language use



Summary for Youth Workers
Designing powerful learning experiences means:

e Creating space for dialogue, participation, and
humor

e Using visual and real-life tools that connect to
youth interests

e Allowing learners to co-create and localize what
they learn

e Replacing fear and judgment with curiosity,
empathy, and fun

Let young people build the puzzle themselves—your
role is to give them the pieces and the space to
explore.




This toolkit was made possible thanks to the collaboration,
creativity, and passion of all participants and partners
involved in the Erasmus+ Training Course "Language Puzzle
of Europe."

We would like to express our heartfelt thanks to the
following partner organisations for their support:

e Cesta rozvoje z.s. — Coordinator

e SYNAOS THINK TANK ASSOCIATION

e ETV EUROTREVISO

e ASOCIACION LAS NINAS DEL TUL

e Stowarzyszenie Inicjatyw Mtodziezy Olkuskiej SIMO
e Don Bosco Foundation

e Notprostudios

e Associacao para o Desenvolvimento Cultural e Artistico
e Liga Studentilor ETH din lasi

e Green Youth

e Youth Association Info Front — Prilep

Disclaimer: Co-funded by the European Union. Views and
opinions expressed are however those of the author(s) only
and do not necessarily reflect those of the European Union
or Czech National Agency (DZS). Neither the European
Union nor the granting authority can be held responsible
for them.”



