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    About

      guidebook

In order to facilitate your navigation through this guidebook, 
we created several interactive fields which allows you to move 
between chapters and parts quickly and easily. 

Find here the different interactive objects you can click on.:

The Comp-pass logo will bring you to the table of contents page.

Within each chapter, click on the left upper corner to go 
back on the chapter’s main page.

Each page contains navigation buttons on the right upper 
corner. By clicking on the different color circles, you can 

move between all the chapter’s main pages. 

All the table of contents page is interactive, you can 
access the chapters or their subsections by clicking on 

the headings and subheadings. The same applies for the 
subheadings on each of the chapter’s main pages.
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Who is the guidebook for?

This guidebook is a capacity building tool for different kinds of educators; youth workers, social workers, counsellors, 
tutors, mentors, trainers and any other kind of professional working with youth, with the special emphasis on 
those working with socially excluded young people that are Not in Education, Employment or Training (NEETs). 

The aim of the digital storytelling guidebook is to get an overview of storytelling as a non-formal educational 
methodology and approach and to introduce specific techniques and activities, combined with the use of 
multimedia, to support the educator in the preparation, planning and implementation of the digital storytelling 
workshops. 

Furthermore, this  guidebook aims to provide a brief theoretical and practical framework for educators to 
motivate, encourage, support and assist NEETs to develop their self-esteem and self-awareness, and to encourage 
the exploration of their potential through expressing their stories of success and transforming them into videos  
(digital storytelling), with the use of accessible, everyday digital technology, to enhance their resourcefulness, 
creativity, communication skills and digital literacy and to expand their future opportunities.  

1.1

Why digital storytelling for NEETs?1.2

Telling stories is a primal human need and is now popularly expressed in combination with rapidly developing 
modern communication platforms. This applicability and usage proves the importance of face-to-face or other 
forms of communication and the vital need of self-expression and sharing. The stories we tell every day are 
reflections of our life and experiences – the happy moments, the difficult times, our dreams, problems, expectations 
and fears. Sharing stories helps reflect on our being and potentially build healthier and more meaningful personal 
and professional attitudes.

Participatory creative non-formal learning methods, such as digital storytelling, have proven to be an empowering 
approach, which creates favourable conditions for NEETs to explore their talents, discover their positive self-
image and furthermore, improve their communication skills, multimedia skills and IT competence, with the use 
of every day gadgets; such as smart phones, tablets, lap tops, which play an important role in our everyday lives. 
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Multimedia is a language that young people easily relate to, and consequently, serves as a method that effectively 
draws young people to active participation, creativity and expression of their own opinions. When working 
in groups, digital storytelling can be used as a starting point for processes of personal contributions, sharing, 
collaboration, team work, acceptance, mutual understanding, seeking compromises and leadership, which are 
key competences for becoming active citizen. The process of creating a digital storytelling furthermore promotes 
creative thinking, problem-solving, enables reflection on social circumstances and might shed a light on the 
importance of digital technology and multimedia in shaping social reality.

While young people can deal relatively well with short spells of exclusion from the society, prolonged  unemployment 
or disengagement from the social sphere can have, aside from the financial strain, a strong negative impact on 
individual’s psychological and social well-being which can lead to  anti-social behaviours and can have serious 
consequences for society and for the economy.

In contemporary European societies, engagement in the labour market and education represents not only a 
possibility for accumulating human, social and economic capital, but also provides  access to a number of activities, 
which all influence an individual’s skills, abilities and social standing. On the contrary, early school leavers, youths 
with low levels of education, those living in remote areas, those facing long-lasting family unemployment, those 
with low household income or whose parents have a low educational background are statistically less likely to 
have access to variety of relationships and social networks created in the social environment. Such exclusion 
often results in low levels of social engagement, marginalisation, dependence issues, psychological distress, such 
as loneliness, feeling powerless or useless, feeling discouraged and/or alienated from the political and social 
system we live in, mistrust in institutions and people, anxiety and even depression.

Despite numerous measures taken, we are today still facing a challenge of reintegration of NEETs. In order for 
NEETs to realize their potential within society and to gain recognition by the society for contribution that they 
make, it is important to foster social inclusion which goes beyond the labour market and education. One of 
the possibilities is by encouraging them to participate in the society through the quality non-formal education 
activities or other forms of voluntary participation, which ensures the link between the interests, needs and 
aspirations of the NEETs involved and creates a space for:

• the creation of social affiliations affiliation,
• developing skills and attitudes which emphasize motivation and active engagement,
• for process-oriented learning, where there are no pre-set curricula, no direct time constraint and no
     pressure to perform in a certain way, 

all of which significantly encourage social  inclusion. Moreover, to facilitate the process of reintegration, the 
methods and tools should be adapted to the learners, whereas the process supports the capacities and skills of 
the participants, focusing also on interaction and the participant-participant and trainer-participant relationships. 
The learning experience should rely on active methods of cooperation, trust, respect and on group-dynamic 
processes and should happen through the growth and development of participants together with the others. The 
role of educator in such conditions is to define the terms of interaction and to be the facilitator of the learning 
process in which he or she also participates.



 I.

8

  

    About the

      guidebook

EDUCATOR

YOUNG PERSON

Will apply and manage a new and exciting method.

Will develop active listening, empathy and acceptance of the participants’ experiences. 

Will be aware of and foster interpersonal emotional intelligence skills within the group.

Will invite and manage debate among the participant

Will invite new views and understanding on complex life situations of the participants (developing 
intrapersonal skills)

Will learn and apply a new and exciting method

Will learn to express and share real-life situations.                

Will feel safe while sharing their own real-life situations and experience

Will get the opportunity of sharing and debating with others.

Will get the opportunity to view differently their own difficult situations and discover other possible 
avenues towards solution.

Digital storytelling is one of the ways which offers NEETs to recognize their value, develop their key competences 
and have a useful result at the end –potentially fun learning experience and video story that they can use to 
promote their uniqueness, creativity and dynamism.

The table below presents the advantages and benefits for both educators and young people while  familiarizing 
themselves with the storytelling method and beginning to put it into practise. 
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Overview of the guidebook and how to use it1.3

This guidebook explores an educational and pedagogical methodology, digital storytelling, which is commonly 
used in different areas; politics, marketing or journalism, either telling stories about a product, a situation or 
a person, and proves to be a very practical for youth work as very therapeutic method for self-revealing and 
improvement, both for the receiver and the teller of the story. 

To get to the digital part of the storytelling, we invite the reader to explore first the written or verbal side of 
storytelling. For the guidebook to serve its’ purpose and to be as practical as possible, we divided guidebook in 
four main parts:

First part, ABOUT STORYTELLING, aims to acquaint the reader with the roots of  storytelling and furthermore,  
aims to explain its contemporary uses ,  while also providing an overview of pedagogical contexts where the 
storytelling applies. 

Second part, HOW TO TELL STORIES, aims to provide the reader, very practical guidelines and recommendations 
for implementing storytelling workshop with NEETs, explaining the potential outcomes of the storytelling, the 
different pedagogical approaches, learning and coaching methods,  effective interview techniques and other 
tools that help to recognize, plot and finally design a story. 

Third part, DIGITAL STORYTELLING, aims at providing practical guidelines for the digital and visual context of 
telling a story, ; its narration particularities and its technical possibilities. Furthermore, it aims  to acquaint the  
reader with information on digital technologies and provide support  in the process of creating a digital story with 
the use of every day gadgets. 

Fourth part, EXAMPLES & PRACTICAL TOOLS, aims to provide the reader with some useful examples of digital 
storytelling, briefly analysing them and pointing at its strengths, weaknesses and recommendations. Furthermore, 
it equips the reader with practical tools and exercises, worksheets and handouts to be used during the storytelling 
workshops and directs a reader to other useful resources for further exploration of digital storytelling. 

This guidebook is a practical tool which can be used in different contexts, so the reader can feel free to skip  pages 
and go directly to topics of  interest, using the table of contents as a base. 
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About storytelling :

state of art

What is storytelling?
Storytelling is an activity as old as any known culture. It was once the primary way of passing along information 
long before the written word even existed. Storytelling is a social and cultural activity and one of the most ancient 
forms of human expression. The most common definition of the term could be expressed as the interactive art of 
using words and actions to reveal the elements and images of a story while encouraging the listener’s imagination.

Many experts define the method of storytelling as an art which relies mainly on creative and critical thinking 
skills and processes. A story is a real or fictional series of events that describes a human experience. Stories take 
facts and other things we want to retain and frames them in an emotional context. Stories can be oral, written, 
visual or digital - communicated in various formats and expressing different voices. The telling is subject to the 
way a person uses oral (including body language if visual) and written language, or pictures. All human beings use 
storytelling in different aspects of their lives. 

Storytelling is a method which includes a two-way interaction between the storyteller and the listener (or a group 
of listeners). The role of the listener is as important as the one of the storyteller. The listener’s role is to actively 
create the vivid, multisensory images, actions, characters, and events—the reality—of the story in one’s mind, 
based on the performance by the teller and on the listener’s own past experiences, beliefs, and understandings. 
The completed story happens in the mind of the listener, a unique and personalized individual. The listener 
becomes, therefore, a co-creator of the story as they experience it.

2.1

Short historical background2.2
The roots of the storytelling could be traced to ancient times. The earliest forms of storytelling were believed 
to be used by many ancient cultures all around the world and often in combination with gestures and paintings. 
The most common examples of storytelling are the cave paintings in antiquity and fairy tales; legends and myths; 
historical sources; folktales and fables in the modern times .Some archaeologists believe that the aboriginal tribes 
and cultures painted symbols, pictures and inscriptions on cave walls in order to tell a story and to foster an 
understanding of human existence through remembrance and enactment of stories. Since ancient times, stories 
have been  the most effective  way to pass down important and meaningful information through the generations. 

Whether depicted upon the  wall of a cave 200,000 years ago, or  seen on TV in modern times, storytelling 
remains the most effective method  of communication. Used as a vehicle of passing on  knowledge, creating 
awareness and educating, storytelling is one of the most inherent means of structuring  our way of thinking, our 
way of seeing the world, and even shapes the manner with which we see  ourselves.
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The modern use of storytelling

With the increase of social and cultural expression, particularly through art, music and media, new forms of 
storytelling have emerged. Recites of known legends, myths, popular stories and poetry became more than a 
tool of wise ancient men and women, it became a language spoken by all who felt they had something to tell and 
needed a form, a structure or a method. Stories are a  consistent part of life, and always have been, but perhaps 
now in a different way; involving several other areas of life than were conceived possible in ancient times . Telling 
stories continues to serve as a form of entertainment, which is probably the most obvious form of storytelling we   
experience every day. 

Storytelling is still connected to the act of telling bedtime stories to children, for example. Stories are omnipresent 
in people’s lives and either consciously or unconsciously are told and listened to every day.

2.3

Today, storytelling is one of the so-called “buzz 
words” in marketing and advertising, which 
has developed and grown over the years. The 
stories which activate the rational and logical 
part of the brain, and more importantly evoke 
emotions are believed to make us better 
remember and identify ourselves with  shared 
messages and values. 

In  modern society, stories have worked their 
way into the business world as most powerful 
and important communication tool for 
companies to share their core values or their 
brand and the stories behind the product or 
service they are providing. By telling a story, 
a company can more subtly communicate the 
intended message to the listeners without 
appearing too aggressive. Today, consumers 
make their decisions about companies and 
products based on the emotional value 
companies represent.

2.3.1 - Storytelling as a brand
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There may be several reasons why storytelling 
has become a  popular and prevalent 
communication tool. Consumers need 
additional value to be convinced that one 
particular product will meet their needs and 
persuade them to choose one particular 
product over another. This is where storytelling 
can make a difference.

Another of the stories attributes is the fact that 
people tend to respond to stories immediately. 
If the story is well told, following a story is 
natural act and  does not require much effort  
on the part of the listener. The listener follows 
the protagonist, which he/she can relate to 
and empathise with. The way audiences adapt 
the story to their own situation is the real 
benefit of storytelling. This corresponds to the 
notion that people want to be able to make 
up their own minds and not have a company 
force ideas and opinions on them. 

A  Danish book on the subject, titled: 
“Storytelling – branding i praksis”, which 
translates to “Storytelling – branding in 
practice”, is useful and relevant to the 
discussion of storytelling in the modern 
society. The book presents a sort of guide 
to using stories as a branding tool and to 
benefiting from storytelling in a company.

The first chapter of the book, “Branding 
gennem storytelling” (in English “Branding 
through storytelling” starts with a reference to 
the hunting community of the old days, where 
the hunters would tell stories about their day 
and where the eldest members of the tribes 
would tell tales and myths, which gathered 
listeners, old as well as young. In those days, 
stories were used as a way of sharing the 
values and norms of the tribe.

 The authors of this book draw a direct parallel 
between the companies of today and the tribes 
of the ancient hunting communities. They 
point out that the stories, which are told in 
companies today, reflect the norms and values 
of the company and people involved, very 
much as the same as the tribal communities in 
the ancient days. It is acknowledged that there 
are similarities in the way stories are used  
the contents of those stories. In marketing 
we can see, how the focus regarding the sale 
of products today has shifted. In essence 
companies are selling a  story; an experience, 
which is connected to the product and to 
the manufacturing company. Thus, focus has 
shifted from the product or service and placed 
on the company behind it. 
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The idea that everyone has a story to tell 
to enlighten and to inspire the others has 
grown rapidly by the immense burst of social 
networks, platforms and channels, such like 
Facebook, Instagram or YouTube. Today, 
human voice is  waiting to be heard and 
shared through different mediums, whether 
that comes in the form of   the  written word, 
photography, art or video. 

It was February 2005 when the YouTube was 
first introduced. Back then nobody could have 
foreseen the influence YouTube would have 
on the world. Something that started as a 
platform to share a video of an elephant in the 
zoo  has turned into social phenomenon. The 
emergence of YouTube has enabled people to 
re-discover exciting new ways to fulfil a very 
ancient human need.

YouTube statistics show that it has over a 
billion users, which is one-third of all internet 
users and potentially one billion people who 
all have a story to share. YouTube has given rise 
to unique digital storytellers, video makers, 
who use a video to tell their own stories in 
a way that makes sense to them. The videos 
shared on the YouTube vary in length, shape 
and concept, but they all share one thing in 
common; they are taking storytelling to a new 
dimension. 

As there are one billion users potentially 
making videos for  YouTube, there exists 
quite some unique channels, showcasing the 
very essence of what makes storytelling an 
art form. They each push the boundaries of 
storytelling and they push the boundaries of 
the video narrative.

YouTube channel even made a special 
“Creators Academy” online course, explaining 
how to “Unleash the power of storytelling” on 
YouTube creator channel. 
https://creatoracademy.youtube.com/page/
lesson/nonprofits-story

2.3.2 - Storytelling in the social network: YouTube
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Over the years, the storytelling had increased 
its importance and, apart from its cultural and 
social role, it has become one of the most 
powerful educational and pedagogical tools. It 
is widely used in youth work as a therapeutic 
self-expressing and self-evaluating method. 
The method of storytelling could be applied 
in a wide range of youth work situations and 
settings related to group and individual work 
with young people. 

This unique way of communication allows 
all kinds of messages to be delivered to  
the listener, fulfilling its purpose of, (when 
structured and well-delivered), provoking  
awareness (self and group), providing insight, 
and  problem analysis, enabling concept 
deconstruction, and many other teaching and 
educating skills and competences, therefore 
it can be used in different educational and 
behavioural contexts like working on functional 
literacy, conflict management, creative writing, 
emotional intelligence, communication and 
social inclusion.

Storytelling is the social and cultural activity 
of sharing stories, often with improvisation, 
theatrics, or embellishment and usually 
includes plot, characters and narrative point 
of view. Storytelling has been assessed 
for critical literacy skills and the learning 
of theatre-related terms as well as for 
therapeutic purposes. Therapeutic storytelling 
is the act of telling one’s story in an attempt to 
better understand oneself or one’s situation. 
Often these stories affect the audience in 
a therapeutic sense as well, helping them 
to view situations similar to their own in a 
different light.

The storytelling method allows capturing 
practice through a thought-out methodical 
approach. This involves a combination 
of strong facilitation, informed probing/
questioning, peer interrogation and a 
thorough documentation of the stories.

Hereafter we  briefly present some other 
techniques, which use the principles of 
storytelling: 

• Drama therapy
• Forum theatre
• Improvisational theatre
• Playback theatre

2.3.3 - Storytelling in theatre-pedagogy-related areas
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 DRAMA THERAPY

Drama therapy is based on the psychodrama 
and is a method which combines different 
theatre techniques with psychiatry.  It is used 
to facilitate personal and professional growth 
and improvement as well as to maintain and 
improve the mental health and self-awareness.

Psychodrama employs guided dramatic action 
to examine problems or issues raised by an 
individual using mainly experiential methods, 
such as role plays and group dynamics. 
Psychodrama facilitates insight, personal 
growth and integration. Psychodrama is used to 
enable past, present and future life events to be 
explored. Issues or problems and their possible 
solutions are enacted rather than merely 
discussed  Psychodrama offers the opportunity 
to practice new roles safely, see oneself from 
outside, gain insight and potentially change. 
This method is recommended to be performed  
by a psychologist.  

Drama therapy is a very flexible and universal 
method which could be applied in various 
situations and environments, including but not 
limited to schools; universities; youth centres; 
support centres; the business sphere; hospitals; 
prisons. According to the desired outcome it 
could be used individually or in groups.

Drama therapy is active and experiential. 
This approach can provide the context for 
participants to tell their stories, set goals and 
solve problems, express feelings, or experience 
a form of  catharsis. Through drama, the depth 
and breadth of inner experience can be actively 
explored, and interpersonal relationship skills 
can be enhanced. Participants can expand 
their repertoire of dramatic roles to find that 
their own life roles have been strengthened1. 
  

      FORUM THEATRE

Forum Theatre, deriving from the Augusto 
Boal’s ‘Theatre of the oppressed’, is a forum 
of showing people how to solve social and 
personal problems by reflecting on scenarios 
and situations performed. The audience 
members, so called “spect-actors”, are invited 
to stop a play or a short scene in which they 
recognise a protagonist to be oppressed 
and are invited to come on stage to suggest 
different solutions by performing their own 
intervention.  This method is a way of studying 

people’s needs and identifying decision-
making abilities through enacting a concrete 
situation people face, the way they feel or 
experience it. The method gives people an 
opportunity to act out their problems, to try 
to understand the situation they are in, to look 
for reasons for it and to resolve it. This method 
can give tools and skills by which people can 
express themselves and  potentially emerge 
from a situation of helplessness.

1 North American Drama Therapy Association
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 IMPROVISATIONAL THEATRE

Improv Theatre is a form of theatre where 
scenes, characters, situations and surroundings 
are created at the moment they are performed, 
without the use of an already prepared script. 
It is used as an educational tool and a training 
technique for school and business in order to 
develop skills such as communication, creative 
thinking, problem solving, and team work. It is 
used as a tool to gain insight into a person’s 
thoughts, feelings, and relationships.

In one way, improv can be thought of as a type 
of theatre where the actors come up with 

scenes and play games from suggestions taken 
by the audience. These improvisers employ 
humour and drama to create entertainment 
for the audience. One of the basic principles 
of this type of improvisation is that the actor 
will not have time to think and will use his/
her whole mind, instead of just the conscious 
part. The actor draws on an amazing amount 
of creativity that is usually obscured. The more 
basic, less scripted this work is, the more 
the effect is achieved. Audience and actors 
move together as a team to create theatrical 
“moments of truth”.

       PLAYBACK THEATRE

Playback theatre is a form of improvisational 
theatre in which the group members share 
real stories from their lives and watch them 
presented at the moment. The method is not 
only used in theatres but in business, education 
and youth work. It could be successfully 
applied in schools, universities and all kinds of 
formal and non-formal educational institutions 
as well as in social centres and other types 
of organisations. The method is extremely 
flexible, since there is no set play, and can 
adapt to the needs of many kinds of groups 
and organizations.

The method relies on real stories, told by 
real people. It ensures the possibility of any 
voice and opinion to be expressed and heard. 
Performances are carried out by a team of 
actors, emcee (called the conductor), and 
musician. As the show begins, audience 
members respond to questions from the 
conductor then proceed to watch as actors 
and musician create brief theatre pieces on 
the spot. Later, volunteers from the audience 
come to the stage to tell longer stories, 
choosing actors to play the main roles.

The storytelling method allows capturing practice through a thought-out methodical approach. This 
involves a combination of strong facilitation, informed probing / questioning, peer interrogation and a 
thorough documentation of the stories.
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Should we say how to ‘see’ stories?
Telling a story starts off from an individual process. Each one has its own experiences, personality and voice. Each 
one has its own characteristics and way of viewing  what surrounds us regardless of where we are. We are unique 
and, so it will be our way of telling a story. 

As an educator, by telling a story we wish to achieve something with our audience: providing  a lesson or simply 
disseminating a strong message. For the process to work, both teller and listeners must share the moment as both 
create the details, by their own perceptions , in their own minds, therefore each one is recreating the story being told.

The process of creating and telling a story must come from what each NEET knows and remembers. What each 
one has read ,seen, felt, touched, etc, contribute to  the complexity and richness of the details that describe 
every element of the story: For example, One version  is ‘my father’s boat’, another is ‘my father’s hand- painted 
wooden boat’,  ? a different version of the same story which evokes different emotions. 

This chapter will suggest a perspective on what it takes to build stories when working as educator with NEETs.

3.1

“[…] people will always forget what you tell them, but they will never forget how you made them feel.”

Maya Angelou (American poet and civil-rights activist)

How to tell a story
“A well told story works for any audience regardless of size, age, experience.”               Unknown Wiseman

Telling stories can be an active method of developing skills in general, particularly with NEETs, because it is based 
on a very specific set of rules and works like a framework that enables the brain to connect naturally to a given 
structure. Using that as a vehicle, it is possible to stimulate specific aspects of one’s personality and activate 
individual learning mechanisms.

First, we are going to discuss stories and how to effectively clarify narratives. Above all else, any good story should be:

• Simple

Good stories should be easily recognized and understood. For this they should be told in a suitable language 
that the audience can understand at first hearing. The audience should not have to waste time in analysing, 
interpreting and then absorbing the contents of the story. Simplicity also helps in memorizing and further 
dissemination of  the story. One should select the details carefully and highlight just the turning points. The 
chronology is also important insofar as it helps to ensure consistency in the narrative. 

3.2
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• Emotional

Some of the best stories are those that have been experienced personally. Good storytelling requires an emotional 
component. Out of all the emotions the most influential  are humour, pain/fear or joy (and sometimes all  three). 
If a story consists only of stated facts, one after another, it will be monotonous and boring. 

• Truthful

In order to be truthful, it does not necessarily mean that there should be an objective fact stated.  However, it 
should be evident that the story-teller believes in what they share and are honest with themselves and their 
audience. People are mainly interested in the person’s humanity, not in his/her fails or triumphs. It is good to admit 
that we are not perfect, and we do not live in a perfect world.

Having this in mind, the ‘story’ and ‘telling the story’ can both be better understood by reading  the analysis 
depicted in these three points.

• A story is never told the same way. True but certain aspects of it are always there. 

• Personal experience connects and fills in the blank spots.

• Learn, write and perform are three steps to get where you want.

Most stories have important aspects  in 
common, regardless if it’s a princess, a knight, 
a tree or a student  going against a witch, 
a dragon, the wind or a professor. These 
things constitute  what we call structure; a 
combination of events that creates a narrative, 
a series  of happenings that in a sequence 
respond to a logical interpretation of a listener.

The origins of this story-analysis come from 
Aristotle, an ancient Greek philosopher, who  
defined a beginning-middle-end structure 
to the  story whose approach survived for 
centuries, until Roman times, where Horace, 
the roman poet, redefined the structure to 
‘exactly 5 parts’. 

Renaissance gave a name to those 5 parts: 
exposition, rising action, climax, falling action 
and resolution. Later, other made other 
interpretations and sub-divided the parts 
until finding more than 30 specific parts 
(like Vladimir Propp, the Soviet folklorist for 
example).

Each of these analyses share things in common. 
Without disregarding any of them, we decided 
to present the so called ‘Hero’s Journey’: a set 
of steps, logically following one another, which 
allows (almost) any mixture of ingredients to 
give a proper story.

3.2.1 - The narrative, plot and structure of the story
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Every story has a beginning,  middle and an 
end but shouldn’t the characteristics of a story 
define its own structure? Yes, but still, there is 
a structure.

Let the characters define the story and the story 
to define your structure and then use these 
steps, if necessary, to perfect  your ‘script’. 

The Hero’s journey2 is everyone’s journey 
when turned into a story.

ORDINARY WORLD SPECIAL WORLD ORDINARY WORLD

ACT I ACT II ACT III

HERO’S JOURNEY

2 The Hero’s Journey - Mythic Structure of Joseph Campbell’s Monomyth

This is where the Hero exists before his story begins, oblivious of the adventures to come. It’s his safe place;  his 
everyday life where we learn crucial details about our Hero, his true nature, capabilities and outlook on life. This 
humanizes the Hero, making him relatable just and  enabling us to identify with him and later, empathize with 
his plight.

Ordinary World

The Hero’s adventure begins when he receives a call to action, such as a direct threat to his safety, his family, his 
way of life or to the peace of the community in which he lives. It may not be as dramatic as a gunshot, but simply 
a phone call or conversation but whatever the call is, and however it manifests itself, it ultimately disrupts the 
comfort of the Hero’s “Ordinary World” and presents a challenge or quest that must be undertaken.

Call to Adventure

Plotting the story: “Hero’s Journey”
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Although the Hero may be eager to accept the quest, at this stage he will have fears that need overcoming. 
Second thoughts or even deep personal doubts as to whether or not he is up to the challenge. When this 
happens, the Hero will refuse the call and as a result may suffer somehow. The problem he faces may seem too 
much to handle and the comfort of home far more attractive than the perilous road ahead. This would also be 
our own response and once again enables us to bond further with the reluctant Hero.

Refusal of The Call

At this crucial turning point where the Hero desperately needs guidance he meets a mentor figure who gives 
him something he needs. He could be given an object of great importance, insight into the dilemma he faces, 
wise advice, practical training or even self-confidence. Whatever the mentor provides the Hero with, it serves to 
dispel his doubts and fears and gives him the strength and courage to begin his quest.

Meeting the Mentor

The Hero is now ready to act upon his call to adventure and truly begin his quest, whether it turns out to be 
physical, spiritual or emotional. He may go willingly, or he may be pushed, but either way he finally crosses the 
threshold between the world he is familiar with and that which he is not. It may be leaving home for the first 
time in his life or just doing something he has always been scared to do. However, the when threshold presents 
itself, this action signifies the Hero’s commitment to his journey whatever it may have in store for him.

Crossing the Threshold

Now finally out of his comfort zone the Hero is confronted with an ever more difficult series of challenges that 
test him in a variety of ways. Obstacles are thrown across his path; whether they be physical hurdles or people 
bent on thwarting his progress, the Hero must overcome each challenge he is presented with on the journey 
towards his ultimate goal.

The Hero needs to find out who can be trusted and who cannot. He may earn allies and meet enemies who will, 
each in their own way, help prepare him for the greater ordeals yet to come. This is the stage where his skills 
and/or powers are tested and every obstacle that he faces helps us gain a deeper insight into his character and 
ultimately identify with him even more.

Tests, Allies, Enemies
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The innermost cave may represent many things in the Hero’s story such as an actual location in which lies a 
terrible danger or an inner conflict which up until now the Hero has not had to face. As the Hero approaches the 
cave he must make final preparations before taking that final leap into the great unknown.

At the threshold to the inmost cave the Hero may once again face some of the doubts and fears that first surfaced 
upon his call to adventure. He may need some time to reflect upon his journey and the treacherous road ahead 
in order to find the courage to continue. This brief respite helps the audience understand the magnitude of the 
ordeal that awaits the Hero and escalates the tension in anticipation of his ultimate test.

Approach to The Inmost Cave

The “Supreme Ordeal” may be a dangerous physical test or a deep inner crisis that the Hero must face in order 
to survive or for the world in which the Hero lives to continue to exist. Whether it involves  facing his greatest 
fear or his most deadly foe, the Hero must draw upon all of his skills and his experiences gathered upon the path 
to the innermost cave in order to overcome his most difficult challenge.

Only through some form of “death” can the Hero be reborn, experiencing a metaphorical resurrection that 
somehow grants him greater power or insight necessary in order to fulfil his destiny or reach his journey’s end. 
This is the high-point of the Hero’s story and where everything he holds dear is put on the line. If he fails, he will 
either die or life as he knows it will never be the same again.

Ordeal

Reward (Seizing the Sword)

After defeating the enemy, surviving death and finally overcoming his greatest personal challenge, the Hero is 
ultimately transformed into a new state; emerging from battle as a stronger person and often with a prize.

The Reward may come in many forms: an object of great importance or power, a secret, greater knowledge or 
insight, or even reconciliation with a loved one or ally. Whatever the treasure, which may well facilitate his return 
to the Ordinary World, the Hero must quickly put celebrations aside and prepare for the last leg of his journey.

This stage in the Hero’s journey represents a reverse echo of the “Call to Adventure” in which the Hero had to 
cross the first threshold. Now he must return home with his reward but this time the anticipation of danger is 
replaced with that of acclaim and perhaps vindication, absolution or even exoneration.

But the Hero’s journey is not yet over, and he may still need one last push back into the “Ordinary World.” The 
moment before the Hero finally commits to the last stage of his journey may be a moment in which he must 
choose between his own personal objective and that of a Higher Cause.

The Road Back
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This is the climax in which the Hero must have his final and most dangerous encounter with death. The final 
battle also represents something far greater than the Hero’s own existence with its outcome having far-reaching 
consequences to his Ordinary World and the lives of those he left behind.

If he fails, others will suffer, and this not only places more weight upon his shoulders but in a movie, grips the 
audience so that they too feel part of the conflict and share the Hero’s hopes, fears and trepidation. Ultimately 
the Hero will succeed, destroy his enemy and emerge from battle cleansed and reborn.

Resurrection

This is the final stage of the Hero’s journey in which he returns home to his Ordinary World a changed man. He 
will have grown as a person, learned many things, faced many terrible dangers and even death but now looks 
forward to the start of a new life. His return may bring fresh hope to those he left behind, a direct solution to 
their problems or perhaps a new perspective for everyone to consider.

The final reward that he obtains may be literal or metaphoric. It could be a cause for celebration, self-realization 
or an end to strife, but whatever it is, it represents three things: change, success and proof of his journey. The 
return home also signals the need for resolution for the story’s other key players. The Hero’s doubters will be 
ostracized, his enemies punished, and his allies rewarded. Ultimately the Hero will return to where he started 
but things will clearly never be the same again.

Return with the Elixir

CONTEXT

THE END

HELPER

UNEXPECTED 
PROBLEM

OPPONENT

PROTAGONIST

THE MISSION

1

2

3

45

6

7

once upon a time, 
when, where...

name of the hero, 
characteristics

the call for adventure, 
the action, the aim to 
realize

name, role, 
characteristics...

crisis, obstacle to 
overcome...

alley, support, 
resources...

objective, lesson 
learned, moral...

SIMPLIFIED 
HERO’S JOURNEY
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We are all that we need to tell a good story. 
When we want to tell a story, we use our 
memory to remember the steps and details. 
Regardless of whether it is our own story or 
if it was told by someone else, one tries to 
remember the events using the constructed 
images that are made of them. This natural 
process allows not only the repetition of the 
facts but also the added composing made by 
one own perceptions.

When done enacted in the context of youth 
work, telling stories has the objective of 
creating bridges between teller and listener 
where both ‘feel’ the same way. 

A shared moment occurs  because one tells 
about himself and his intentions, opens and 
shares his experiences and his emotions,  the 
good and bad, his strong and weak side, his 
strengths and vulnerabilities, which he may 
discover are similar to everyone else.

In between the facts there are other things  
that will be used to communicate the other 
part of the message; the objective is to 
paint the picture. By looking not only at the 
‘people posing for the photo’ but at the entire  
environment around them, and  those standing 
in one of the sides of the camera, it is possible 
to get a clearer picture. 

3.2.2 - Personal experience connects and fills in the 
            blank spots

Techniques: All that we need to tell a good story is us

So, we know this, but the facts alone hardly 
(build up a story. It’s necessary to get 
emotionally connected to it, to have the 
listener reflective of the character, knowing 
what he’s feeling and what drives him. For 
this to work  what is told must relate to each 
of the people  listening: everybody knows 
what  it feels like to be wet due to rain or late 
for a meeting, so exercise your memory and 
think on how much rain   there was,  make a 
comparison (or metaphor)  for example is it 
Niagara Fall’s or just drops that fall from a loose 
tap?), how many people were there (a chaos 
of umbrellas or alone like in the desert?), the 
place (minding only about the end of the road 
or wondering like in the park?), and so on.

The thing that makes stories realistic, therefore 
relative to the listener, is how they could be 
told by someone else, based on their own 
experience. The details that compose the story 
are everywhere at every instant, we just have 
to see them. When a teller mentions a forest, 
everyone listening will see his/her  own forest 
based on the experiences each one has, so 
the teller shouldn’t assume that the listener 
knows exactly how the forest looks like; the 
forest has to be described, characterized in a 
way that everyone listening will see the forest, 
the closest possible, to the one being told. So, 
that when actions happen, it’s easier for both 
teller and listener to visualize the environment 
where the story is taking place.
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Descriptions (and we don’t mean exhaustive 
descriptions for every element), will also help 
understanding why things happen, why the 
character felt what he did (even the sharp 
claw of a dragon’s finger can be scarier than 
the dragon itself), why does he feel certain 
emotions, what drove him to do the dangerous, 
careless, hurtful, irresponsible, heroic, 
stubborn, gentle, sweet, violent, peaceful, 
restless or indifferent thing. Regardless of 
whether we agree with the chosen direction, 
as long as it is realistic, human and logical, 
we will be able to relate to the teller, and 
understand the reasoning behind the action 
and thoughts of the characters.

Showing your emotions (being excited, happy, 
sad, for example)  again creates bridges 
between teller and listeners, as it’s through 
actions and emotions that we show, we tell 
who we are. So, every action must carry an 
emotion, an intention, something that explains 
why ‘lying to your mother was the only valid 
option’. 

All in all, what we should always bear  in mind is 
that experiences, deep analysis, retrospective, 
‘navigation’ (immersive experiences) allow the 
reader and the NEETs to explore memories 
of past events , relate them with the present, 
allowing them to design an imaginary moment 
in time.

Before the process of telling and listening, 
certain skills and competences can and should 
be trained and exercised. It will be the practice 
that will empower the reader to effectively 
reach out to the NEETs. 

The better the reader communicates his/her 
messages, the better they will be understood 
by the NEET listener.

3.2.3 - Learn, write and perform

Training Activities for skills and competences

To achieve good objectives, it’s mandatory 
to train to improve different skills as a story 
developer to get deeper into NEETs (and non-
NEETs) listener. A reader has to be a storyteller 
when facilitating on telling stories. One has 
to give support when NEETs are developing 
stories but also has to play the  role of a 
storyteller. 

In general, three main skills can be trained by 
a reader alone and while doing activities with 
NEETs; combined or separated (depending on 
the objectives) these are the basic steps for 
telling a story:

• Learn
• (Creative) Writing
• Performance
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    LEARN

Learning means reading books with tales, 
poetry and other rich content but mainly 
reading your environment,  examining what’s 
around you: listening and describing  the 
sounds that you hear, try to decipher what 
people might be feeling by the way they walk,  
inspecting  a building and discovering  ten 
distinctive characteristics about it, tracing 
yourself back to the oldest childhood memory 
you have and attempting  to see all the details 
that compose that memory, think of your 
favourite teacher and list the small things 
that made him important for you. This deep 
analysis is what will populate your mind with 
details that connect to emotions. It’s not 
about getting it right, it’s about experiencing 

the emotions that the story evokes. 
Learning is about increasing your levels of 
sensibility to what surrounds you, whether you 
use it for storytelling, whether for any kind of 
social work and even for your daily life. Things 
happen also because of the context. Context 
can explain the actions. You won’t be telling 
a story without telling the context. When 
working with youth, particularly NEETs, where 
sometimes motivational and participation 
levels are lower, you can use elements like 
pictures, newspapers articles, photographs, 
and many other creative pieces  to create a 
context, an imaginary environment where the 
imagination can naturally flow.

    (CREATIVE) WRITING

Writing is an individual act that mostly 
represents a psychological and esthetical 
vision of something that the author finds shape 
using words and it’s possible to write about 
‘anything’ when using different methodologies 
and techniques.

Through stimulated writing, for instance, it is 
possible to enable different inner processes 
in the person, where creativity flows more 
naturally, and self-expression finds its own way 
for each one. Using other techniques, directed 
to different purposes like descriptive analysis, 
adaptation, improvisation, poetic expression 
other forms of self-expression arise giving 

more self-awareness and empowering their 
natural creative skills.

Most literacy programmes focus on reading, 
therefore poetry, which is often short and 
accessible, is an excellent form also for 
inspiring creative writing.

Just imagine if someone would write freely 
about a particular subject for five minutes 
without stopping; What would one write? 
What would a group write in collaboration? 
Which inner-connections, self-understandings 
could one create from someone else’s story?
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    PERFORMANCE

Performance is when you tell the story and the 
story is heard. . During that time, everything 

is expressed in the way the teller speaks , her 
voice and her body language 

Practice telling the story a few times before you express it to other people. Then practice the 
story with a few people before telling it to anyone important. You want to be comfortable telling 
the story and get a good feel for when to add in dramatic pauses, and when to commence that 
big, building tone of excitement.

Memorize your story and forwards and then focus when you are telling it. This is to help keep 
you from missing details that are important. It also helps to keep the story consistent, which is 
important if someone is likely to hear the story more than once.

Be authentic, don’t turn your stories into “fish stories” where each time you tell it, it gets more 
dramatic and more epic, and the details change to become more mythic and characters become 
less and less realistic. Listeners may tune out when they hear you tell a story like this. Keep your 
story authentic if you want people to enjoy it.

Engage the audience by interacting with the audience or doing something to grab their attention. 
Ask them a question, even if it is just rhetorical. Alternatively, you can make a grabbing statement 
that catches attention. This focuses on the idea of the story and makes the audience want to hear 
more.

Build the scene, as a good story should place the audience in the right place and make them feel 
like they are actually there. So, when you start your story provide  the audience with the context. 
Continue to create the scene by using details which help them picture the action and feel the 
things that you felt. The language used is also very important. Use words which create very strong, 
very specific emotions. The philosophy of the storytelling lies in continuously building tension 
until the climactic point in the story. Afterwards  the story should lead naturally to  the conclusion.

Focus on what is important when telling a story. It  is important to include details which  create 
a  sense of awareness. But these details should not distract the audience’s attention. Therefore, 
it is very important to focus on what matters most. Keep the details that create proper pacing or 
set of the scene and adjust to meet the anticipations of the audience accordingly
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Keep the flow logical, don’t stop to back up. Never use phrases “Oh, I forgot to mention...”? 
This breaks the listener’s experience of the story. Tell the story in a way that is logical and flows 
smoothly. If you forget a detail find a way to weave it back in without breaking the timeline of 
the story.

Control the environment, even the best story can be ruined if you must stop constantly because 
of distractions. Make sure the environment isn’t too distracting or noisy. If someone tries to steal 
the focus of attention, direct it right back to you.

Respond to your audience, , a very important skill to work on is being able to respond to your 
audience. If they start to get bored, wrap or step it up. If they’re really enjoying a particular part, 
build on that. If they’re laughing, give them room to laugh.

Make it feel conclusive for the audience. There are several ways to do this - ask a question and 
give an answer; state the moral; use tone and voice carefully.

    USING VOICE AND BODY

Create characters, making the different people 
in the story look and act different. Play with 
accents, speech patterns, and voices for 
different characters in the story. You can 
add great comedic value by being silly or 
stereotyping with the voices. 

Adapt your voice to the story, match the way 
your voice sounds to how you want the story to 
feel at that point. Change your pitch, tone, and 
volume to make stories seem calm or exciting, 
depending on where you are in the story. Slow 
down when you come to the conclusion. You 
should also experiment with dramatic pauses.

Control your face, master your ability to create 
and change facial expressions to match what 
you are saying. Your face should visually act 
out the entire story.

Talk with your hands. Sometimes  hand 
movements may keep our audience focused 
or distracted. Talking with your hands can 
make enhance aspects of a story or call to 
your hands too much attention. Hands convey 
emotions. Hands create a feeling of action. 
Hold the sword and hide your face behind 
them but much like the words expressed , 
make  them  an accessory.



 III.How to tell

stories

30

After all this, what to expect? What is the added value?

• Emotional connection
Action and conflict carry  us along; emotion adds dimension, increases empathy, antipathy or understanding and gives 
meaning to the message in the story. We have emotional, cognitive and physical responses to conflict. Emotional 
responses are the feelings we experience in conflict, ranging from anger and fear to despair and confusion. As an 
educator or as a NEET, sharing your emotions with the audience creates that connection and understanding.

• Positive Attitude
Positive attitude towards the learning process happens firstly because NEET should feelsafe , then connected 
and finally open to share, knowing that they will only share what they wish. The environment that comes out of 
sharing provides a positive attitude in each one and within the group.

• Being responsible
As there is an emotional connection, the NEETs will ‘carry the weight’ of the characters of the story and this leads 
to the shared responsibilities for the character’s ‘fate ’. NEETs are used to feel disconnected but being this a group, 
a shared responsible feeling as a group is created.

• Development of self-created processes 
Through the practice of the activities the NEETs will go through many periods where they will be responsible 
for the creation of the elements of the story with all its complexity and emotional correlations, ending them by  
opening themselves up to effectively complete the tasks.

• All of them have an opportunity
Having each NEET with the opportunity to tell his story  places  him or her at the centre and through the story he 
or she captivates  the listeners and feels like an integral part of the educational process rather than someone on 
the outside. .

• Individual Change
Individual changes in practice were encouraged not only through inter-professional education but due to the 
person being placed at the centre of care.

• Lesson Learned
In order for the story to be catchy and to move smoothly ahead, there should be a character subjected to pressure 
who changes as a result, and therefore represents a life lesson learnt for the character and therefore for the 
listener. The emotional connection between the character and each one of the listeners transfers the learning of 
the character to the listener.

3.3
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Other useful competences as an educator telling stories

As an educator or a youth worker using storytelling, it is very important to train and acquire skills and competences 
allowing the story to deliver its key learning points. The teller of the story should be able to create an atmosphere 
where the listeners feel as though they are a part of it, as if they are effectively acting as  an observer in middle of 
the misty and swampy forest or an observer of the touching of the century old, rusty door of the castle. In order 
for that to happen the teller should be able to provoke an immersive environment, through descriptions, actions 
and intentions.

There are different ways to achieve this  wide range of objectives, but in order to enhance the complexity of 
a story and its learning points, it’s possible to mix other techniques and methods like role playing, creation of 
puppets or other representations, visualization, reflection or debate, among others. Using them, playing with 
them is also highly recommended) in order to spend some time analysing and comprehending the story, the 
different perspectives and possible messages in a much deeper perception.

3.4
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In this chapter, we are highlighting two main components of digital storytelling: digital technology/multimedia 
and non-formal educational approach of its use. Furthermore, we are stressing emphasis on the convenience 
and usability of digital storytelling for NEETs in contemporary digitalized society and giving to the reader some 
practical and technical guidelines and tips for using multimedia to create a digital storytelling or to facilitate the 
process of its creation. Before that, let’s briefly explain what is digital storytelling. 

Digital storytelling is storytelling using multimedia tools and digital technology. Basic elements of digital 
storytelling, beside the text and a story to tell, are: video footage, photos, pictures or illustrations; background 
music and other sounds or audio recordings. Digital storytelling is an art of joining verbal or written story we 
choose or create on our own with other art forms into visually telling a compelling story. For digital story to be 
catchy and interesting for the viewer, it is recommended to make it short (no more than two to three minutes), 
and the more creative it gets the better possibility it has, to attract the attention of the viewer.  

Setting up friendly working conditions4.1

Before starting, it is recommended to mobilise 
a technical support person or a team, taking 
care of needed technical equipment (laptop, 
spare cameras or smart phones, internet 
connection, spare chargers, cables, power 
extension cord, etc.) and working materials 
(bring as much working materials as possible: 
scissors, paper, cardboard, markers, glue, tape, 
pencils, …)

We suggest starting the work by explaining to 
the NEETs the basics of visual communication, 
described later in this chapter. 

When working on a digital storytelling, there 
are several tasks to be performed; from 
script writing, creating a storyboard, filming, 
photographing, illustrating, to editing and 
uploading the videos online, thus it is advised 
to set a working group of two to five people, 
where everybody involved come together 
to collaborate, exchange knowledge, explain 
one’s ideas, learn from each other, support 
each other, create a common visual product 
and – in case differences occur – overcome 
them to achieve a common goal. Process of 
making a digital story itself represents a great 
way of collaboration of all the participants and 
a great learning path.

4.1.1 - How to organise a working environment 
              for creating digital storytelling?
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Digital storytelling creators are in charge of 
a video’s artistic and dramatic aspects and 
visualizes the script, while guiding the other 
team members in the direction of that vision. 

Here are some guidelines on how to go 
about that:

4.1.2 - Creating Digital Storytelling: Which skill and 
            competences are expected (to be developed)? 

    DELEGATING TASKS

It is not necessary for one person to control 
everything. Delegation is one of the most 
powerful motivational tools for empowering 
participants in the workplace. It is necessary to 

provide colleagues with ownership of the task; 
giving them the tools to successfully complete 
the task, express the reward and consequences 
for completing or not completing the task. 

    ENCOURAGING IDEAS
Ideas are the heartbeat of any team. A safe 
environment will empower team members to 
share their ideas. It is important to give  team 

members the credit for the ideas they express, 
otherwise  the flow of ideas and motivation  
could dry up very quickly.

    EMBRACING MISTAKES
Without mistakes, there is no growth. Creating 
a safe work environment and allowing 
mistakes in the team without being judged 
harshly allows team members to grow, to be 

creative and this provides a vehicle for their 
empowerment. Use the mistakes one makes 
as learning experiences.

    REWARDING INITIATIVE
Invite team members to take initiative to share 
with everybody their experience and what 
they have learned in the process in order to 

motivate other members to take initiative as 
well.

    SETTING THE GOALS
Team members will be far more motivated to 
achieve goals if they are involved in the process 
of developing those goals. Once the goals are 

believable for them and they feel ownership of 
them, they will be motivated to participate in 
accomplishing the goals.



 IV.Digital

storytelling

35

For creating a digital storytelling, social and 
organizational skills are very desirable, as this 
might be one of the most intensely solitary 
and/or intensely collaborative experience one 
may have. 

On the solitary side , the digital storyteller 
should have complete confidence in oneself, 
faith in one’s talent and ability, a relentless 
focus on what is possible rather than what is 
not possible, and a determination to never 
stopping searching for one’s unique voice, 
style and expression. 

On the collaborative side, flexibility is 
the characteristic which is considered  
fundamental. Another very important aspect 
is to have availability to finish the work. Team 
members should as well not be ashamed 
or shy, quite the opposite; assertiveness is 
desired from everybody in the team

To get most out of the team, it is important to 
pay attention to team member’s competences. 
One might find all the resources needed right in 
the team; technical competence (doing photos, 
videos, web pages), language competence 
(doing corrections, translation, editing), critical 
competence (bringing a logical, analytical and 
critical view), and communication competence 
(doing networking, social relationships, 
conflict communication).  

For the team workflow to be on the right track, 
it is a must to come to a common understanding 
of the vision, as it is important that they have 
each accepted the vision of a digital storytelling 
as their own. Pursuing the vision should not be 
only rational but also emotional. Furthermore, 
avoiding perfectionism will be beneficial. 
Some tasks don’t require one’s best effort. It 
is important to distinguish between tasks that  
merely need to be done and those that deserve 
to be done perfectly. And remember - the most 
important result is the learning experience of 
the group members. 

Good organisation and time management 
is another essential condition for the team 
to work effectively. Write things down. A 
common time management mistake is to try 
to use your memory to keep track on too many 
details leading to information overload. Using 
a to-do list to write things down is a great way 
to take control of your projects and tasks and 
keep the team  organized.

After we will deal with the (technical) variety of 
ways, you can also tell a story through video. To 
shoot a short digital storytelling, one does not 
necessarily need a lot of expensive equipment. 
With the help of some basic rules, the digital 
storyteller can prepare quality materials even 
with an amateur camera or a smart phone. 
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The storyteller designing the video narration4.2

In order to develop a good video idea, it is most important to create a (good) story, according to which you plan 
the video or photo footage. 

To be a good storyteller, one needs to understand every detail about the story to be told. Understanding the story 
requires a script, divided into scenes; to clearly define what it is about, what works and what doesn’t.

A good script should easily answer to these questions:
• What attracted you to the story?
• What is your Point of View (What do YOU want to say?)
• What are YOUR themes?
• What is your STYLE?

When preparing a script, it is recommended to have the viewer in your mind – e. g. to have a specialist explaining 
a certain matter might be very dull to watch, so it is better to think of something more interesting or exciting to 
watch. In addition, considering that each second of the video must have a picture might help. In this sense, it is 
necessary for beginners to consider enough time for shooting and editing.

Therefore, before shooting it’s best to have an exact plan of what needs to be shot , when to do it and who to 
involve. The more accurately we plan, the less time we lose throughout the process. In addition, it is good to have 
in mind potential  curveballs (e. g. change in weather) and alternative plans.

To avoid time consuming post-production and editing, remember that even skilful and experienced professionals 
need a lot of time to complete  the editing (at least one hour of editing for every minute of video).

In short, a script is the outline of our narrative 
.  and should be as precise as possible. A well-
prepared script makes the organization of the 
filming simpler. It also saves time as everybody 
involved knows what needs to be done. 
Moreover, it points out possible problems for 
cuts or it shows the need to have more footage 
(e. g. for the opening shot).

To become a good storyteller, you need to 
understand every detail about the story you are 
telling. Therefore, one of the main purposes of 
script and its structure is to emphasise what 
the story is really about; to discover who the 
characters really are and the significance what 
happens to them.

One of the most commonly used structures 
of the script is the  Three-Act Structure  also 
known as “The Hero’s Journey”. (For more 
details see Chapter 3)

4.2.1 - What is a script and why is it needed?

3 Peter D. Marshall /ActionCutPrint.com
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ACT ONE (Set Up - Context) 
Example: Boy meets girl – but her father isn’t happy about it. 

Who is the main character?
What is the premise or theme?
What are the main character’s needs and goals?

ACT TWO (Confrontation - Setback - Initiation)
Example: Boy loses girl & fights against impossible odds to get her back

ACT THREE (Resolution - Climax - Return)
Example: Boy gets girl - and they live happily ever after

What is the dramatic action? 
What are the obstacles?
What is the main character’s lowest point?

How does the story end? (What is the solution?)
What happens to the main character?
What happens to the other characters?

The Standard Three-Act Structure

Another way of explaining the three-act structure is by using a very simple plot 
breakdown from “Write that Novel” by Sue Viders and Becky Martinez. 

ACT ONE (The Set Up)

A character...
in a specific setting...
has a problem...
that s/he has to solve. 

ACT TWO (The Confrontation) 

ACT THREE (The Resolution)

The character tries and fails... 
tries again and fails... 
until all appears lost.

The character overcomes all odds to make one final try... 
and finally succeeds...  
bringing validation for this character.
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Project name :

Shot Nº. :  1

Actions : 

Medium shot of the lead singer showing him, 

playing guitar.

Scene Nº : Page :         /The concert 13 14  32

Shot Nº. :  2 Shot Nº. :  3

Actions : 

Wide shot of the whole band playing. We can 

also see the public dancing.

Actions : 

Extreme close-up of mobile phone screen. We 

can read on the screen missed calls. 

When you have completed the  script, 
move to the  storyboard. A storyboard is a 
document used during a digital storytelling 
pre-production. The aim of this document is 
to explain through simple sketch or drawing, 
what exactly the camera will take in each shot 
of the video. Generally, the storyboard is very 
useful for the one shooting the scenes to easily 
and quickly understand how to do it. 

The aim being to show the context of each 
shot, the storyboard can be achieved  by 
elaborate  drawing or using only sketches, as 
long as the reader can visualize it quickly. 

Generally, one box on the storyboard 
represents one shot and the drawings represent 
the composition of the shot. A good way to 
realize a clear storyboard is to write the scene 
number for each box, to draw the position of 
the objects or characters and to determine by 
writing, what is happening during each scene 
and what speech  the dialogue involves, if any. 

There is some free software available on the 
internet to draw a storyboard.

4.2.2 - What is a storyboard and why is it needed?
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In videos, there are generally two major 
forms of storytelling. The first one (which is 
more commonly used) is voice-over – one 
takes the role of the omniscient narrator, 
explaining the happening and does not appear 
as a person in the video. On one hand, this 
might be challenging in cases when the video 
includes interviews, as the answers need to be 
understandable without hearing the question. 
On the other hand, a voice-over offers the 
opportunity to introduce people or to explain 
the context. But as one writes the text oneself, 
it can be changed during the production in 
accordance to the footage.

The second narration style is the reporter. A 
person is introduced with his or her name and 
asks questions or makes comments. When 
choosing this option, it is important for the 
reporter to be prepared to react to sudden 
changes.

In cases of exception, when the footage 
is very expressive, there is no narration at 
all. However, keep in mind that this is very 
challenging technique as the story must both 
be self-explanatory and powerfully illustrated.

The third narration option is what is referred 
to as Stop motion– a technique used in 
animation, allowing the creation of  moving 
objects from static objects. The process of 
stop motion involves using  photography, 
taking photos of the objects or characters of 
the scene and moving the object between all 
the frames. When all the frames are played 
rapidly in succession, the illusion of movement 
is created. A lot of stop motion animations are 
done with puppets since they can be moved 
and repositioned easily, but many different and 
various techniques can be used. This technique 
is becoming a real trend in the advertising 
field. Many brands use this mechanism in their 
advertisements. The animation usually gives 
fresh and friendly identity to the producer.

4.2.3 - Narration possibilities

As a digital storyteller, it is important to know 
and understand the various camera techniques 
that can influence and enhance the structure 
of your video storytelling.

There is a convention in the video, film and 
television industries which assigns names and 
guidelines to common types of shots, framing 
and picture composition. 

It goes the same for the video and the 
photography. When filming or photographing 
- there are many frames or so-called shots to 
choose from. Nevertheless, one should use a 
variety of different shots to create dynamism 
and to make the video interesting to watch. To 
keep the audience interested, try avoiding only 
one shot when for instance having a longer 
scene, and try moving closer or further from 
the object you film or concentrate on a detail.

4.2.4 - Understanding Camera Techniques



 IV.Digital

storytelling

40

Similar to taking photographic images, one 
should pay special attention to all vertical and 
horizontal lines when composing a frame for 
the image. When taking a neutral shot, all lines 
and edges should be levelled or straight up and 
down. One should avoid having half objects in 
the frame as the audience will get distracted 
and won’t recognize what one is trying to 
show, even more so, when filming people. One 
should avoid cutting out parts of people from 
the frame (especially at the joints).

In summation, there are different camera shots 
or image sections used for different purposes. 

In this sense, it is important to know which 
shot we want to use for which scene before 
starting to film. When in doubt, film more 
(or too much!) material and choose the best 
suiting one later.

The following list of camera techniques are 
basic concepts you should know. There are 
many books and articles available that explain in 
greater detail these camera techniques, but this 
is a very good reference guide to begin with. 

For further explanation of the most commonly 
used shot sizes you can visit this website: 
http://www.mediacollege.com/video/shots/

SHOT SIZE (EXAMPLE: A PERSON)  

ECU - Extreme Close Up 
(focus on the eye)

CU - Close Up 
(top of head to just 

below the chin)

MCU - Medium Close Up 
(below the throat to just 

above the head)

MS - Medium Shot 
(the body from the 

waist up)

FS - Full Shot 
(full figure of 

a person – head to toe)

OSS - Over Shoulder Shot 
(over shoulder of person A 

to see face of person B)

LS - Long Shot 
(subject is shown in 

a small scale)

WS - Wide Shot 
(figure is shown in relationship 

to their surroundings)

Illustrations designed by brgfx / Freepik

http://www.mediacollege.com/video/shots/
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COMPOSITION (FRAME BALANCE) 

The rule of thirds is a technique often 
used in photography in order to have a 
better composition and balance of the 
image.

The principle of this rule is to imagine 
two horizontal lines and two vertical 
lines and to place the most important 
elements of the picture on these lines 
or on the intersections of these lines. 

When the composition is a landscape, 
the rule of thirds would place the 
horizon on the first or second 
horizontal line, according to the wish 
of the photographer (priority to the 
sky or to the earth).

The author of these images is Emma Garnier
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CAMERA ANGLES

Straight angle (eye level) 
Camera is placed at the level of human 

eyes (most common)

Low angle
Camera looks up at a character (shows 

fear, respect, authority)

High angle
Camera looks down on a character 

(shows vulnerability, weakness)

Tilted (Dutch)
Camera is tilted at an angle 

(creates tension, altered states)

The perspective we decide to use in our shots 
changes the way the audience perceives 
the scene. When used properly, the chosen 
perspective engages the viewer and frames the 
story in a certain way. In this sense, we could 
say that the more extreme the position of the 
camera is, the stronger and more symbolic  the 
emotional information the audience receives 
of a character or object in the shot.

Usually, most of the footage is shot at the eye-
level of the person or object. In practice this 
means that one should bend down or climb 
on something when filming a person or object 
smaller or taller in size then us, respectively 
(even if it is uncomfortable) in order to get a 
fairly neutral shot. 

However, we can also use other perspectives 
and film from a low or high angle. By doing so, 
we change the perspective of the audience to 
perceive the person or the object as smaller 
and weaker or more dominant and powerful 
respectively.

The birds-eye view is on the other hand a more 
artistic perspective. Keep in mind that this is 
an unnatural perspective for human beings 
and the audience might not recognize all the 
objects from this perspective.

The tilted shot is another type of manipulating 
perspective as the camera is not placed 
horizontally according to the floor which 
gives the audience a feeling of imbalance and 
increases tension (e. g. escaping or running 
person in a horror film).

Images from www.pexels.com
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THE MOVING CAMERA

Pan shot 
(Horizontal movement of a camera) 

(Left to right/right to left)

Hand held shot
(The camera is held by the operator as 

he walks or runs with the action)

Tilt shot
(Vertical movement of a camera) (Up 

and down)

Steadicam shot
(Camera is mounted on a stabilizing 

arm for smooth movement) 

Zoom shot 
Zoom shot (using a zoom lens to move 
closer or further away from a subject) 

PAN
TILT

Images from www.pexels.com
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Before filming, one should consider that an 
action scene must be shot from multiple angles 
for it to be interesting. In practice this means 
one should repeat the scene several times. To 
do it properly, one needs to have a precise plan 
about who is moving from where to where and 
when. Each of the different angles we shoot 
from contains only a couple of movements; 

to make the scene more interesting, we can 
also try out unusual perspectives (e. g. when 
shooting a scene with a person running, 
one should also include a scene of the feet 
movement; or close-up of the faces when 
shooting a fight scene to show the actors’ 
emotions). When filming a scene with 
movement, the camera movement should be 
smooth. This is not easy to do in low or zero 
budget productions. Tip: get a trolley, put the 
cameraman in it and have somebody to push it 
both quickly and smoothly.

4.2.5 - How to film people in action?

Technical guidelines and equipment4.3

Nowadays video production is not what  it used to be when films were made in  negative. Unlike in the past, today 
it is possible to make quality level videos even with a cheap amateur camera or even with your smart phone. 

The following gadgets should each  (at times) come handy in the digital storytelling production: 

• something to record with (audio/video/photography), 
• something to write with (pencils, markers), 
• something to write on (whiteboard, paper, cardboard) 
• a mobile phone (with internet), 
• a laptop computer (for a quick and direct report and editing), 
• spare batteries,
• an extra microphone.

Bring also your creativity and ability to improvise, your ideas, your critical thinking skills, your patience and most 
definitely your passion!
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Regarding the type of camera, it is important 
to have in mind the mobility factor. When one 
is shooting on the go, it is not expected to 
bring the best image quality as it is only about 
catching opportunities. The content in this 
case is more important. And keep in mind that 
high megapixel number does not necessarily 
mean a better image.

One important factor is also the duration of 
the battery; therefore, fine quality expensive 
equipment does not help you much if it stops 
working after a short while of working. In 
addition, it needs to be small enough to be 
carried around.

Furthermore, instead of buying brand new 
equipment, you can consider borrowing 
(semi-)professional one. It is advisable to use 
the available resources, try to do the best job 
with the available equipment. Remember that 
you can get a high-quality image even with 
low cost equipment. Just make sure you have 
a steady hand and have a clear idea what you 
want to film.

Thus, another option is mobile (smart) phones 
which have integrated cameras with decent 
quality; most of them will enable you to use 
free of charge stop motion app, which is one 
option we highly recommend considering 
when creating digital story. If you decide to use 
the “stop motion” technique, we recommend 
using the “Stop motion studio” app.

4.3.1 - Is my mobile phone camera enough?

UNDERSTANDING STOP MOTION STUDIO APP
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TIPS: Use the volume button on your 
headphone to capture each image.
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TIPS: If the scene doesn’t contain movement you can 
use the pause to hold a frame for a given time.

These images are from the Stop Motion Studio App help manual 
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Firstly, charge the battery, be economical with 
its use and take the adapter with you; this way 
you can always charge your current battery 
whenever time or the place permits. Or have 
a fully charged spare battery always with you.

Secondly, always check the sound. To have 
better audio quality video shoots, do not 
forget the microphones as they are the 
most important tool for focusing the sound. 
Remember to double check if they are turned 
on and connected with all the cords.

As video editing is very resource-consuming 
(especially when doing it in HD), there are 
several parameters to check before getting 
a computer for video editing: memory size, 
processor speed, hard drive space and graphic 
card capacity. 

Memory size should start at 4 GB, the processor 
needs to have at least two cores, while the 
graphic card must be non-integrated. 

In addition, get as much hard drive space as 
possible as it tends to get filled up very quickly 
(especially with HD footage; for one hour of 
HD footage you will need 4 GB of disk space). 
Therefore, make sure you also have an external 
hard disk drive with a lot of space; this way 
you do not have to save all your files on the 
computer.

Usually there is no possibility to choose the 
format in which the camera shoots. However, 
as we tend to use what we have, it is best to 
use such cutting software that directly accepts 
our camera format. 

When this is not possible, you can use one of 
many tools to video converters (e. g. Freemake 
Video Converter). Keep in mind that each 
conversion makes the video lose some of its 
original quality.

4.3.2 - File Formats

4.3.3 - What kind of computer to use?

4.3.4 - Two most important things before shooting

http://www.freemake.com/
http://www.freemake.com/
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Poor lighting can have bad impact on the 
final result. One useful tip is to shoot video 
by turning back to the light source, so that 
the light is on the subject. and not on your 
camera lens! Another tip is to use the camera’s 
backlight feature – if applicable. It allows you 
to compensate for overly bright light. 

If you are filming indoors and time allows, 
check out the lighting beforehand and bring 
your own lamp if needed. When using artificial 
light, cast the light on a white wall in the 
room (white reflects the light) or use a buffer, 
instead of directing the light frontally on the 
protagonist’s face. 

It is very common that when we are shooting 
videos, our hands tend to shake a little. If the 
shaking is too strong, it will badly affect the 
quality of the video footage. while filming.

There are two ways to overcome this. Either 
to use a good tripod stand or to brace yourself 
against something like a wall, calm your breath, 
press the elbows to the body, put your camera 
on a table or perhaps stoop down on your 
knee while filming.

4.3.5 - What if my hands are shaking?

4.3.6 - How about lighting?

4.3.7 - Few tips and tricks when recording

    GOLDEN RATIO

When framing your shot, your main object 
should be placed on the left or right corner 

of the composition instead of taking the 
central position. 

    ZOOM
It is advised that you avoid using zoom 
(zooming your composition). Constant 
changing of the frame (zooming in or out) can 
be visually disturbing. 

Another side effect of too close zoom is big picture 
shake. If you zoom too much (contemporary 
cameras offer a really close zoom), there is 
basically no way to keep the frame still. The use 
of a tripod is therefore advisable. 
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    RECORDING LENGTH

Avoid video clips of more than two minutes. It 
bores the audience to death! Using many short 
clips of 5 to 10 second duration is much more 
effective. It also brings variety to the audience. 
Imagine if a television commercial lasted two 

minutes focusing on the same video scene – 
wouldn’t that be boring? Short, illustrative and 
concise shots will be sufficient for your final 
video.

  AN INTERESTING BEGINNING
The first scene of the video should catch the 
attention. A video that starts with someone 

waking up in bed is classic but not exactly 
creative, so try to be innovative and different.

  THE BACKGROUND
No matter how interesting the foreground is, if 
the background is distracting, the attention of 
the audience will be  lost. 

Also, avoid a boring background. Nobody 
wants to look at a white wall.

When publishing your video with music, videos 
or  photos of foreign or native artists on the 
internet or in public, you might come across 
copyright issues. 

To avoid them, use music of your own 
production or download it legally from the 
following webpages: 
• Free music archive (freemusicarchive.

org);
• Purple planet (www.purple-planet.com);
• Free play music (www.freeplaymusic.

com); 
• Jamendo (www. jamendo.com/en/)

In case you need some generic video or photo, 
here are some webpages with free stock 
material that might come handy: 
• Videvo (www.videvo.net);
• Pexels (videos.pexels.com);
• Videezy (www.videezy.com);
• Pexels (www.pexels.com);
• Burst (burst.shopify.com)

4.3.8 - When do I need to worry about music, photo,
            video and the copyrights?

http://freemusicarchive.org
http://www.purple-planet.com
http://www.freeplaymusic.com
http://www. jamendo.com/en
https://www.videvo.net
https://videos.pexels.com
https://www.videezy.com
https://www.pexels.com
https://burst.shopify.com
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Sharing your video on the web is simple. 
There are many platforms on the internet that 
enable uploading and publishing your video 
worldwide. 

Save your video in a format and in a quality, 
that suits  the quality of the internet speed 
and connection. You can register on any of the 
following platforms to upload and publish your 
video:  www.youtube.com or www.vimeo.com
 

4.3.9 - How do I upload my video on the web?

http://www.youtube.com
http://www.vimeo.com
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Description: In this video CV is not in a written but in a film format where you 
can get visual impression of the candidate and hear the relevant language skills, 
which makes it easier to comprehend than reading. But some essential part of 
the information is missing – other languages, level of computer literacy. 

Examples of digital storytellings

Video CV I : www.youtube.com/watch?v=LspIeUElIFA/

Description: In this video the CV is presented in an animated format (template 
included), with innovative way of presentation , whereby the lack of voice or 
music is an advantage . A lot of usually compulsory information is missing, such 
as language and computer skills, personal abilities and preferences.

Video CV Prezi : www.youtube.com/watch?v=Rs5I6WliRQc/

Description: In this video CV is also in a film format in combination with side 
written support for the basic items in the standard written CV templates, saves 
time for HR specialists. As in the first video – visual personal presentation and 
language skills. CV is prepared with a certain goal – search of a job in a pretty 
narrow business segment.

Video CV III : www.youtube.com/watch?v=Mo_vRjtkgSI/

5.1

Description: David’s story is a good example of Digital Storytelling for two 
main reasons: It has a structure and it has characters with personality and life 
stories of their own.The structure includes an introduction, an explanation of 
the story, including the good and the bad aspects of  of it and finally the lesson 
learned. Maybe the order of some parts could be altered and one or two  details 
could also be changed or edited  but in overall is a good example of digital video 
storytelling.

Postman David : www.youtube.com/watch?v=n0b6eCIp-mg/

https://www.youtube.com/watch?v=LspIeUElIFA
https://www.youtube.com/watch?v=Rs5I6WliRQc
https://www.youtube.com/watch?v=Mo_vRjtkgSI
https://www.youtube.com/watch?v=n0b6eCIp-mg


 V.Examples &

practical tools

54

Description: In the video the possibilities of learning about mobility for the 
youth workers program are narrated from first person point-of-view. Excellent 
landscapes make the attractiveness of the video storytelling and the program 
even more appealing.

Job shadowing : www.youtube.com/watch?v=1FIj1sicE_4/

Description: An example of an interesting combination for storytelling – 
graphic and text screens, back voice and subtitles made it comprehensive for 
wilder public.

Experience 
bilingual :

www.youtube.com/watch?v=kt1zmBK5pI4/

Description: The video shows possibilities and advantages of participating in 
EVS program. The story has personal point of view with history, doubts, pluses 
and minuses

EVS Bruno : www.youtube.com/watch?v=liUcLcuaLac&index=22&t=59s&list=PL-
7voPrjrbROtLeM7pEtW4L75LYIHKsOLI/

https://www.youtube.com/watch?v=1FIj1sicE_4
https://www.youtube.com/watch?v=kt1zmBK5pI4
https://www.youtube.com/watch?v=liUcLcuaLac&index=22&t=59s&list=PL7voPrjrbROtLeM7pEtW4L75LYIHKsOLI
https://www.youtube.com/watch?v=liUcLcuaLac&index=22&t=59s&list=PL7voPrjrbROtLeM7pEtW4L75LYIHKsOLI
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5.2.1 - Icebreakers and warm-ups

The aim of the game is the participants to 
see how important communication is and 
how easy it is to misunderstand information 
during the process of communication.

After the game the participants will tell how 
they felt during the game, what they think 
was the purpose of the game and what they 
learned from it. 

“Chinese Whispers”
(Broken telephone)

The group stands in a circle holding hands. 
One of them grasps the hand of the person 
on their right side like an impulse. After this 
the next one does the same thing. That is 
how the people from the group start feeling 
each other. 

After the game the participants will tell how 
they felt during the game, what they think 
was the purpose of the game and what they 
learned from it. 

Impulse

The rules are:
Find your pair is an amusing energizer to get everyone moving and laughing.

The facilitators will think of 5 vehicles and  for each vehicle, they will write its name on two pieces of paper and 
distribute the papers to the participants asking them to not show it to anyone. The moderators will later ask 
everyone to move around the room and cover their eyes with their hands, make the vehicle noise and try to find 
their pair.

The aim of this energizer is the participants to have fun, relax and see how important it is to listen and feel during 
the process of communication.

“Find your Pair”

Examples of exercises for the storytelling
This chapter will contain examples of exercises and activities that can be used in story-telling, being then 
adaptable to particular target groups or different objectives. In that sense, they serve also as an inspiration to 
educators to re-create them while trying to find other specific purposes to the activity that may not be targeted 
as they are described below. 

5.2
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This is a fun and artistic way for learners to introduce each other on the first day, or anytime you want to get 
them to share more about themselves. It is a safe and non-intimidating activity that helps prepare them for 
writing while learning about others.

 Aims:

To stimulate lateral thinking and creativity
To prepare learners for writing
To get to know others in the group

Materials:

Sheets of A4 paper
Crayons, markers, coloured pencils, pens

 Instructions:

1. Inform the participants that for this activity, they will be sharing information about themselves as an 
introduction to the rest of the group. It is best to show participants an example.

2. Distribute a sheet of A4 sized paper to each participant. Show example.

3. Explain that each section of the paper will represent some information about themselves. 
For example, section 1: Family & Background, 2: Hobbies, Like & Dislikes, 3: A Closet Dream, 4: A Meaningful 
Story or Childhood Memory. These titles are only suggestions…

4. Tell students they must draw their information. They can ONLY use drawings. No words!

5. Distribute Crayons, markers, coloured pencils and tell participants they have 15 minutes to complete their 
drawings.

6. Once 15 minutes have passed and everyone has completed their drawings, have learners exchange their 
paper with someone they don’t know well. 

7. Explain that their task now is to write a short biography about the person’s paper they have received. They 
cannot question the person whose paper they have, but must write about what they interpret from what’s 
drawn on the paper. Tell participants they have 5 minutes to write. They can write on the back on the paper they 
received.

8. Pens down! Have participants meet with their partner to share what they have written about each other.

Getting to Know You, Getting to 
Know All About You
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The adage “Less is more” is applied here as writers creatively describe themselves in only six-words.

 Aim:

To introduce the Six-word Story as a way to get to know each other

Materials:

Strips of paper, pens or markers, tape 

Instructions:

1. Tell participants they are going to share their life in six words and that words can be very powerful even if 
they’re only six words. Explain that the Six-word Memoir was a project started by the US-based online storytelling 
magazine Smith Magazine. They wanted to give a personal twist to the six-word story, popularized by Ernest 
Hemingway´s “For Sale: Baby shoes, never worn.” Many projects took off as a result and publishers and websites 
are now dedicated to the form. The form has been used as an exercise by teachers,university professors and 
Harper Collins, (a major publishing house), has created a teacher’s guide to encourage the form as a teaching tool.

2. Provide participants with examples. Below are some examples, but better still is to write your own.
“Facebook has ruined my entire life.” Jeanie Englebes, USA
“Regan childhood, Bush youth, Can we?” Tausha Johnson
“Hears everything. Believes nothing. Speaks volumes.” writer unknown
“Two Christmas trees later, unemployment again.” writer unknown
“Couldn’t cope, so I wrote songs.” Aimee Mann

3. Tell participants that you would like to have them write at least three six-word stories. To provide a starting 
point, you could suggest they write one about their home-town or childhood, one about their work or studies, 
and one about their character. Using their star-signs is also a good way to share information about ourselves.

4. Explain they’re going to make a game of stories, and that they should spend no more than a few minutes 
on each story (encourage them to try to write a few). Also, they should not share their stories with their peers 
until told to do so. This is very important for the second part of the activity when group members will guess the 
writers of the stories.

5. While everyone is writing, distribute three strips of paper to each participant. Tell them, to write one story 
on each strip.

6. Collect the strips, mix them up and place them on the floor so all stories can be seen and read.

7. As they read, participants can guess who the story belongs to. They also can pick up strips and tape them 
to the person they believe wrote it. Each participant will have three strips taped to them by the end. When 
everyone has three strips, have them sit in a circle.

8. One by one, each participant reads the strips they’ve been given. They must say if which are or are not   their 
stories and in the case of the latter , the participant who the story belongs to can now say it is theirs and take it.

9. When everyone is with their original six-word stories, you can briefly discuss what they found surprising or 
interesting about others in the group or how others saw them.

10. Their stories can be displayed on a poster with drawings or even publish them online.

Six-word Memoir
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All of the participants are in a circle (they can sit or stand up). The moderator has a wool ball and catches the end 
of the thread while throwing the ball to the participant sitting in front of them saying something about the person 
to whom they throw the ball. The participant catches the thread and throws the ball to another participant. There 
has to be a straight line of thread between all of the participants. The participants do this until everyone has 
participated. At the end the last participant throws the ball to the moderator who started. Everybody will notice that 
there is a web between everybody and that everybody is connected with each other and dependent on each other.

After the game the participants will tell how they felt during the game, what they think was the purpose of the 
game and what they learned from it. 

“Rope Web”

Separate the class into two or three groups (depending on class size). Have prepared and written on the board 
the alphabet, written diagonally (see below). Prepare one letter of the alphabet for each group. Have groups 
positioned a distance away from the board and tell them that for the race, one player from each group runs to the 
board with a pen/marker and writes a word beginning with the letter they are given. For example, the first letter is:

A: the first player could write “Angel”

The player runs back to their group and hands the pen/marker to the second player. Player 2 could write:

B... Barbecue

The pen is handed over to a new player for each letter. Players must follow the alphabet chronologically and not 
skip to another letter. Time is called when one group completes the alphabet. Now, it’s time to check words. 
One point is given for each word spelled correctly, so long as none of the other groups have the same word. This 
encourages players to think and write words that are more unusual or less expected. The group with the most 
points wins!

Group 1 Group 2 Group 3
Angel Acrobat Armchair
Barbecue Baker Board
C C C
D D D
. . .
Z. Z. Z.

Alphabet Race
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5.2.2 - Activities

Using conversation as inspiration for writing and performing original poems.

Materials: Poem: Cancíon Tonta/ Silly Song by Federico García Lorca; cartoon cut-outs (optional)

Pair-up learners. A fun activity to pair them up would be to either give them matching letters of the alphabet or 
matching words where they have to find their mate! Or why not give the two parts of a sentence or even better, 
lines from a poem!

1. Remind learners that poetry is all around us. It’s in the songs we listen to, the stories we tell, and even the 
conversations we hear. Even our daily conversations are filled with poetry! Simple exchanges with others are often 
poetic in their nature, filled with the repetition, rhythm and sometimes even rhyme. As an example, elicit different 
ways we greet people and write on the board.

Activity 1: Pre-reading Activity: Conversation Poetry

2. 2. Tell learners they will be reading a poem by Federico García Lorca. Do they know who Lorca is? Provide some 
biography, explaining that Lorca is Spain’s most beloved poet and dramatist. Many of his plays and poems were 
infused with Spanish Folklore, Gypsy culture and Flamenco. During the Spanish Civil War, he was arrested and shot 
to death by Franco supporters, and his works were banned during the dictatorship. To this day, no one knows the 
resting place of Lorca’s body. You can learn more Lorca and find some of his poems here: 
http://www.poets.org/poet.php/prmPID/163

3. Read/perform Cancíon Tonta. If you know Spanish or someone in the classroom can read Spanish, have it read in 
the original language before reading it in English. After the Spanish reading, you could elicit words learners heard 
and write the in English on the board.

4. Have the poem written on the board. Ask learners to follow along as you read.

5. Divide the class into two groups. Group A will read the part of Mama, and Group B will read Son.

Activity 2: Activate Reading
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6. Ask learners what they think of the poem. What does it mean to them? Why does the mother say “That, yes/Right 
away!”? Have they ever had conversations like this with children? Or with other adults? How often do they say, “I wish I 
were...”? For example, have they ever said, “I wish I were rich.” Or, “I wish I was a rock star.” Or, “I wish I could fly.”?

7. . Tell learners that now is there chance to write a Silly Song poem with a partner. Put learners into pairs. 

8. Spread various cut-out cartoons upon the table. Tell them they can use these cartoons as a way to generate ideas for 
conversations, or they can brainstorm a conversation they want to write about, (the possibilities are limitless). Also, they 
can follow Lorca’s structure for their own poems or create their own patterns.

9.Give pairs sufficient time to write their conversational poems.

10.Ask for volunteers to read/perform their poems.

Activity 3: Post-Reading Questions & Writing

Start thinking of a real-life situation that you have had gone through. Think of a specific situation in which you had or 
lacked the strength, or the support, or the vision, to come out with a solution and in which you were overwhelmed by 
outer circumstances. Do not try to see what “you could have done” but the situation in itself… what was the situation? 
What did really happen? Try and explain it to yourself as if you were somebody else… that real life problematic situation 
is the raw matter with which storytelling can start its work

As the moderator, you will have to help the participants choose life situations that are related to the area of 
entrepreneurship, leadership and career design in order to get to the “big scene”. The problems need to have a 
practical dimension and possible practical solutions. For this sake, the situations in which somebody actually did 
something to somebody are better than those in which -for example- something was perceived to have happened, 
such as a perceived  aggression when there was no actual aggressive act. Everything shared  needs to be valued 
and respected as somebody’s real life experience.

Before beginning , it is good that you ask or remind yourself -if you already know this- of what areas of your own individual 
life you would like to see transforming… Afterwards, you can ask yourself what social transformations you think important 
in order to promote youth entrepreneurship and leadership.

Do not rush through the various phases of the storytelling. Specify the timing for each task and stick to it. At the same 
time, you must “read” in the participants’ rhythm if your timing is right and be ready to modify it. 

Stop for a second, take a breath and reflect about this: what is it that you consider your skill? Is it an ability you live with? 
The ability you work with? Is it your  awareness of the world? Something you have been taught? … try and write a list of 
all the actual skills you have. Afterwards, write a list with all the skills you would like to have. Compare with somebody 
else’s. What do you notice?

Working with others in pedagogical contexts, it is best to focus on “how” rather than on “what”. The focus on “What” can 
mislead you, whereas the focus on “how” will get you there anyway. Now you could ask: … and where is “there?” “There” 
is the best possible place to get to at this given moment with the youths.

Practical Guidelines
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5.3     Useful resources

BOOKS : Title: Morphology of the folktale

Author: Vladimir Propp

Description: Morphology will in all probability be regarded by future generations 
as one of the major theoretical breakthroughs in the field of folklore in the 
twentieth century.” ... Google Books

Link: storytellinginyouthwork.com/the-context/
Description: Storytelling in Youth Work

Link: static1.squarespace.com/static/55368c08e4b0d419e1c011f7/t/55f75d71e4b016a
daa1139f5/1442274673206/cookbook_sample.pdf/
Description: Digital Storytelling Cookbook

Link:  www.tesl-ej.org/wordpress/issues/volume12/ej46/ej46int/
Description: Cartoon Festival: An International Digital Storytelling Project

Link:  www.bristolstories.org/stories/
Description:  Bristol Stories: A collection of individual, personal digital stories made in 
Bristol, UK

Link:  www.youtube.com/channel/UCrE2ITpiUwLE7vbU_svo1sQ/playlistsv/

Description: You Tube channel of digital stories Story Abroad, Project: www.storya.eu

Title: Importance of the Act of Reading

Author: Paulo Freire

Description: Describes the importance of the act of reading while going through 
his life as a child, teenager and adult.

Title: Building a Character

Author: Constantin Stanislavski

Description: In Building a Character, Stanislavski explains that the outward 
expressions of character must flow from that character’s inner life: his memories, 
beliefs, preoccupations, and so on. He then elaborates upon ways in which the 
actor’s manner of speech, dress, and movement (gestures, facial expressions, 
etc.) provide evidence of the character’s inner experience.

WEBSITES :

https://books.google.si/books/about/Morphology_of_the_Folktale.html?id=dISkPwAACAAJ&redir_esc=y&hl=sl
https://storytellinginyouthwork.com/the-context/
https://static1.squarespace.com/static/55368c08e4b0d419e1c011f7/t/55f75d71e4b016adaa1139f5/1442274673206/cookbook_sample.pdf
https://static1.squarespace.com/static/55368c08e4b0d419e1c011f7/t/55f75d71e4b016adaa1139f5/1442274673206/cookbook_sample.pdf
http://www.tesl-ej.org/wordpress/issues/volume12/ej46/ej46int/
http://www.bristolstories.org/stories
https://www.youtube.com/channel/UCrE2ITpiUwLE7vbU_svo1sQ/playlistsv
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About the project6.1
This guidebook is one of the main results of the COMP-PASS project; a two-year long KA2 Erasmus+ project 
(Strategic partnership in the field of youth) which consists of the activities focused on developing new working 
and educational approaches, fostering social inclusion with special emphasis on NEETs. 

The main aim of the COMP-PASS project is to contribute to the reduction of the percentage of NEETs at the 
European level by promoting the empowerment, participation and the active citizenship of young people. 

The Project consists of different stages, starting with the development of working tools (digital storytelling 
guidebook), and the implementation of a short-term training course to train 14 educators to use the developed 
working tools and later facilitate 10 NEETs per partner (70 young people in total) for NEETs to create their digital 
storytelling. 

Aside from dealing with NEETs and the development of educators’ competences, the strategic partnership will 
work on the COMP-PASS platform(comp-pass.eu/login.php/)  for soft competences assessment and  evaluation. 

This unique platform will allow users to:

• Have a sense of belonging and help the youths to develop self-confidence 

• Develop learning by performing activities through the development of IT competences 

• Make individual presentations through an innovative and creative tool (CV of the future) 

• Create CVs with hyperlinks to the e-portfolio profile 

• Include references and recommendations (multimedia, scanned documents, audio/video)

• Provide accessibility of any important and useful information for employers, training centres or hosting 
organizations 

By implementing project activities, the consortium set the following specific objectives:

• Professionalization and competence development of educators, supporting the acquisition of skills through 
non-formal and informal educational activities

• Encouraging and supporting the creation of the working space and participation of young people 

• Fostering quality improvements in youth work, through enhanced cooperation between organizations in the 
youth field and other stakeholders

Results of the project are:

• Professional and personal development of educators

• Enlarged network and strengthened cooperation between participating organizations

• Contribution to the reduction of the number of NEETs through the creation of their digital storytelling

• Developed digital storytelling guidebooks for educators  

• Developed and implemented Training Course on digital storytelling 

Established Online platform for soft competences assessment and valorisation http://comp-pass.eu/login.php

http://comp-pass.eu/login.php
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About the partners6.2
The project involves seven European non-governmental organisations with rich and diverse backgrounds and 
expertise in youth work; thus aiming to  foster capacity building, exchange of experience, good practices and 
development of new tools. . 

Pistes-Solidaires is an educational organisation 
that champions the knowledge, skills and 
attitudes that promote justice and equality in our 
multicultural society and interdependent world. 
Pistes-Solidaires was founded in 2002 with the 
aim of raising awareness of global problems 
and showing the potential for change; the 
organisation also works to enable individuals to 
better understand the links between their own 

lives and those of others across the world.

Pistes-Solidaires views  education as an all-
encompassing and life-long process, and their 
work in the educational domain is based on 
UNESCO’s four pillars of learning: learning to 
know, learning to do, learning to be, and learning 
to live together.

PISTES-SOLIDAIRES, Pau France
www.pistes-solidaires.fr, contact@pistes-solidaires.fr 

Pistes-Solidaires is a European Non-Governmental Organisation that is very active at European level. The 
organisation comprises 3 departments:

Educational mobility: this department gives people the chance to experience learning mobility through 
European programmes such as EVS, youth exchanges, training courses, lifelong learning projects, as 
well as international voluntary civil service through the French civil service.
European cooperation: Pistes-Solidaires aims to increase the impact of EU cooperation at local level in 
the following spheres: education, social inclusion, socio-cultural fields
Local development: the aim is to augment local knowledge of Europe and European values. Pistes-
Solidaires was awarded the ‘Europe Direct Information Centre’ label by the European Commission in 

2013. 

Know and Can is a non-governmental 
organisation founded in 2007 in Sofia, Bulgaria. 
It works on national and European projects, 
vocational guidance and career counselling, and 
develops programmes, courses and activities 
in the sphere of non-formal and informal 
education. The main goals of the organisation are 
to develop the social and civil skills of children, 
young people, NEETs and adults; to implement 
modern methods for the development of non-

formal education; and to train specialists in this 
field. The Know and Can Association performs a 
range of non-formal courses and activities. The 
main objectives of these courses and activities 
are raising the qualification of young people 
and the improvement of their knowledge and 
personal and professional skills in order to help 
them to be competitive, aware, successful and 
bright citizens.

SDRUDZENIZ ZNAM I MOGA / KNOW AND CAN ASSOCAITION, Sofia, Bulgaria 
www.znamimoga.org, rumy6@abv.bg, natalia.shalamanova@znamimoga.org

http://www.pistes-solidaires.fr
mailto:contact%40pistes-solidaires.fr%20?subject=
http://www.znamimoga.org
mailto:rumy6%40abv.bg?subject=
mailto:natalia.shalamanova%40znamimoga.org?subject=
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Associação Mais Cidadania (AMC) is a European 
NGO founded in 2003. Its missions are to promote 
responsible citizenship, active participation and 
“learning community” through the forging of 
local and international partnerships; to train 
young people and adults to put their skills and 
abilities at the service of society. 

AMC is the manager of two Youth Centres, one 
in Lisbon, open in the afternoon for youngsters 
facing social and economic difficulties, living  
in/or near neighbourhood which enable 
them to come after school. The other Youth 
Centre is in Apelação, a neighbourhood with 
a disadvantaged community , with residents 

of low socio-economic  backgrounds, in a city 
right next Lisbon – Loures. The two involved 
communities are composed people from 
different backgrounds who face various problems 
including; unemployment,  anti-social behaviours. 
With its youth centre, AMC fights against social 
exclusion creating opportunities  for the  training 
of  adults (professional and informatics), based 
upon  the principles of Non-Formal Education. 
AMC organizes daily activities (homework or 
school support, plastic art, dance, painting, arts 
and crafts activities, trips into the city or visit 
nice places during holidays) for children and 
youngsters to have a safe place where to go after 
school or in substitution of school/family. 

ASSOCIAÇÃO MAIS CIDADANIA, Lisbon, Portugal   
www.maiscidadania.pt, info@maiscidadania.pt

PINA, ASSOCIATION FOR CULTURE AND EDUCATION, Koper, Slovenia   
www.pina.si, info@pina.si

PiNA, founded in 1998, is an organisation for 
social development. Their work revolves around 
the following core principles: respect for basic 
human rights and democracy; active participation 
of individuals in the community and in cultural 

engagement; respect for the environment and 
focus on sustainable development; critical 
thought and ethical engagement; life-long 
learning and a holistic approach to education. 

PiNA’s contribution to social development and better inclusion of NEETs is put into practice in the following 
ways:

Education and training based on non-formal education principals; the development of fundamental 
skills, values and approaches for the holistic development of responsible individuals;
Organisation of various awareness and educational events, such as cultural events, conferences, 
seminars, round tables, workshops, fairs…; 
Publishing educational and informational material, such as manuals, promotional brochures, bulletins…; 
Offering multimedia and web solutions for information and education, such as videos, documentaries, 
web pages, webinars, intermedia installations…; 
Performing analyses, offering opinions and recommendations or other forms of expertise;
Performing specific fieldwork projects;
Providing other non-governmental institutions, social enterprises, non-formal groups and artists with 
support, mentoring and coaching;
Cooperating with domestic and international partners, and participation in international organisation 
networks.

http://www.maiscidadania.pt
mailto:info%40maiscidadania.pt?subject=
http://www.pina.si
mailto:info%40pina.si?subject=
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CAZALLA INTERCULTURAL, Lorca, Spain  
www.cazalla-intercultural.org, info@cazalla-intercultural.org

Cazalla Intercultural is a Spanish NGO located in 
Lorca, Murcia, registered in 2007, but officially 
functioning in 2001 as a youth association 
of Cazalla. Their mission is to promote active 
citizenship, social inclusion, youth mobility, 

voluntary service, sustainable development, 
human rights, integration, non-discrimination 
and combat gender-based violence, through 
non-formal education, youth information and 
international cooperation.

Its work is structured around 4 main fields. 

Voluntary service; working as a sending/hosting/coordinating EVS organization since 2003, promoting 
and international voluntary activities, hosting about 35 volunteers/year, sending annually nearly 60 
volunteers worldwide. In 2011 started working on the “Be Volunteer” initiative, offering volunteers 
exchanges between Europe and other continents. 

Capacity building through the local and international cooperation, working with the local authorities; 
advising information centres and developing   high quality systems of youth work and volunteering

International cooperation in the field of youth; promoting youth exchanges and implementing training 
courses; offering local youngsters and youth workers the chance to gain international and intercultural 
experiences and networking. 

Local youth work; as youth information centre providing  local projects to foster creativity and 
participation of youngsters, integration of migrants and fighting against racism and discrimination. 

REPLAY NETWORK, Roma, Italy  
info@replaynet.eu, www.replaynet.eu

REPLAY NETWORK (Resources for European 
Projects and Learning Activities for Youth) is an 
association of trainers, active at an international 
level within almost all the EU programs, dealing 
with non-formal education, learning mobility 
and active citizenship. The main goal of the 
organization is to project, organize and develop 

different kinds of training activities addressed 
to trainers, youngsters and adults, and 
organizations, etc., using non-formal learning, 
active methodology and international mobility 
in order to contribute to the personal and 
professional growth of individuals. 

FEKETE SEREG IFJÚSÁGI EGYESÜLET

The Fekete Sereg Youth Association was 
founded in 1997 and mainly comprises young 
people living in Nagyvázsony and in the Vázsony 
valley in Hungary. Their mission is to represent 
the interests of young people at a regional, 
national, and international level. They give local 

youths the possibility to contribute positively 
to society, and they support the local bottom-
up initiatives. Their aim is to provide the same 
opportunities to local young people in Hungary 
as other youths  across the European Union.  

http://www.cazalla-intercultural.org
mailto:info%40cazalla-intercultural.org?subject=
mailto:info%40replaynet.eu?subject=
http://www.replaynet.eu
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ASSOCIAÇÃO MAIS CIDADANIA, 
Lisbon, Portugal, 

www.maiscidadania.pt, 
info@maiscidadania.pt

PiNA, Association for 
Culture and Education, 

Koper, Slovenia,
www.pina.si,info@pina.si

SDRUDZENIZ ZNAM I MOGA / KNOW AND 
CAN ASSOCAITION, Sofia, Bulgaria, 

www.znamimoga.org, rumy6@abv.bg, 
natalia.shalamanova@znamimoga.org
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