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Culkit Reading Guide 
This toolkit is one of the tangible results of the project "CULTY - BUILDING CAPACITY IN THE YOUTH FIELD" (2023-1-IT03-
KA210-YOU-000159211) under the coordination and responsibility of A.P.S. Bus Theater, co-funded by the Erasmus+ 
program of the European Commission. It is written in English and translated into the languages of the countries 
participating in the project: Italian, Dutch, Romanian. 
 
This Culkit has been conceived as a tool for guidance, deepening and inspira�on for educators, youth workers, facilitators 
and trainers engaged in the field of non-formal educa�on, with par�cular aten�on to intercultural contexts and the 
promo�on of youth empowerment. Its structure is designed to accompany the reader on a progressive path that starts 
from the vision and founding values of the CULTY - Building capacity in the youth field project, to explore the ar�s�c 
methodologies used and offer concrete examples of prac�ces applied during the project ac�vi�es. 
 
The Toolkit is divided into two main sec�ons.  
The first, shorter, is a presenta�on of the CULTY - Building capacity in the youth field project  and an introduc�on to the 
guide. 
The second, which represents the fulcrum of this work, specifically analyzes the different ar�s�c methodologies used. 
In par�cular: Sensi�vity Learning, Embodied Learning, Embodied Storytelling, Biographical Theatre, Mindfulness, Live 
Ac�on Role Play (LARP) and Gestalt Theatre.  
For each of these, a first theore�cal framework serves to beter contextualize the opera�onal part aimed at illustra�ng 
how these techniques have been translated into real educa�onal prac�ces. Each technique is described according to a 
common format that facilitates consulta�on and comparison: descrip�on and origins, "methodology", "our prac�ces". 
The later are organized as follows: descrip�on, main objec�ves, phases of the ac�vity, material, table of Youthpass 
competences. 
The intent is to provide opera�onal tools that can be replicated and adapted to different local contexts, maintaining a 
strong consistency with the principles of non-formal educa�on, ac�ve par�cipa�on and inclusion. 
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1. CULTY - Building capacity in the youth field  
CULTY – Building capacity in the youth field  is a European project co - funded by 
the Erasmus+ program (KA210 – small 
scale partnership), created with the aim of 
strengthening the skills of newcomer and 
less-experienced organiza�ons ac�ve in 
the ar�s�c-cultural and youth work 
sectors. The goal achieved was to promote 
a process of mutual learning and 
coopera�on between reali�es engaged in 
the field of culture and non-formal 
educa�on, with a vision that recognized 
art as a powerful pedagogical, 
par�cipatory and emancipatory tool.

 
Founded on the values of social jus�ce, 
equity, respect for diversity and 
sustainability – understood in both environmental and rela�onal terms – the project adopted a situated 
educa�onal perspec�ve (Lave & Wenger, 1991), in which learning springs from lived and shared experience. 
With this in mind, complex issues such as gender discrimina�on, homolesbobitransphobia, racism and social 
exclusion have been addressed, promo�ng prac�ces aimed at s�mula�ng cultural and emo�onal intelligence, 
self-awareness, non-violent language and the ability to act inclusively in youth contexts.

 
Through different ar�s�c methodologies (Sensitivity Learning, Embodied Learning, Embodied Storytelling, 
Biographical Theatre, Mindfulness, Live Action Role Play and Gestalt Theatre) the aim was to strengthen the 
quality of youth work, to support the personal and rela�onal growth of the young par�cipants, to spread civil 
and environmental awareness, and to build local and transna�onal collabora�on networks. 

 
CULTY – Building capacity in the youth field directly involved youth workers, young people between 17 and 
30 years old and local ar�s�c reali�es, aiming to generate a las�ng impact through co - created training 
ac�vi�es, youth exchanges, the produc�on of this Culkit – an opera�onal toolkit – and the development of a 
European network oriented towards educa�onal innova�on and social inclusion.

 
A network that has developed from the project partnership, consis�ng of: 

 

- A.P.S. BUS THEATER (IT)  
An ar�s�c-cultural project carried out by a group of 
ar�sts and professionals who, star�ng from the summer 
of 2015, decided to put a double-decker bus on the road 
that turns into a large traveling theater. The street thus 
becomes the intermediary between ar�sts, young 
people, operators, socio-cultural organiza�ons, 
communi�es, reaching both the historic centers and the peripheral areas of the ci�es. 
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During the summer season, the bus travels for fes�vals in Italy and Europe, while in winter the bus 
rests inside the Macadam "The construc�on site of traveling arts and cra�s" located on the outskirts 
of Naples, where the following are organized: 

o "Crazy Bus Cabaret" theater shows, live music, new circus involving street ar�sts, performers 
and musicians; 

o "Cinebus" the transforma�on of the second floor into a cinema; 
o Workshops and laboratories in collabora�on with local ar�sts dedicated to reaching out to 

young people in the area. 
 

- STICHTING CWM EDUCATION (NL) 
Culture.World.Me Education is a foundation that was founded in 
Amsterdam in 2015, active in the field of non-formal education and 
youth empowerment through the performing arts that constitute 
the transversal element of its initiatives, used as a tool for 
expression, personal growth and social transformation. The 
foundation's mission is to create spaces for intercultural dialogue 
and learning, where inclusion and diversity can thrive. With this in 
mind, the foundation promotes: 

o local awareness-raising, ac�va�on and involvement of 
young people to take a proac�ve a�tude 

o Youth-LED ar�s�c-crea�ve ac�vi�es 
o youth involvement and empowerment ac�vi�es on an interna�onal level through projects 

funded by the Erasmus+ programme 
o trainings aimed at increasing the capaci�es of youth workers and educators 
o training of operators in the methodologies of theater, storytelling and visual art with an 

orienta�on that favors interculturality and inclusiveness 
 

- ASOCIATIA IMAGO MUNDI (RO) 
A non-profit associa�on based in Mălureni, Argeș County 
(Romania), ac�ve for over 16 years in the field of non-formal 
educa�on, is dedicated to suppor�ng young people, fostering 
the development of their personal, social and professional skills. 
Recognized as one of the most ac�ve reali�es in the youth field 
in the region, it collaborates with teachers, youth workers and 
NGOs at na�onal and European level, promo�ng the 
par�cipa�on of young people and adults from different 
backgrounds. 
He has carried out over 20 EU-funded European projects (including Erasmus+, Youth in Action, EU Aid 
Volunteers and Justice) and numerous local ini�a�ves, working closely with schools, cultural 
ins�tu�ons and public bodies. The team is made up of 9 youth workers and 34 volunteers, 
coordinated by 4 managers with exper�se in psychology.  



             
 

Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not necessarily reflect those of the European Union or the 
European Education and Culture Executive Agency (EACEA). Neither the European Union nor EACEA can be held responsible for them 

 

7 
 

2. Introduc�on to Culkit 
Cullkit is a toolkit created to provide an opera�onal tool to youth organiza�ons interested in integra�ng 
ar�s�c and experien�al approaches into their educa�onal paths.  
Its crea�on responds to the need to systema�ze and make available experiences, methodologies and 
techniques developed during the CULTY – Building capacity in the youth field project, with the aim of 
strengthening the skills of youth organiza�ons in terms of responsible, inclusive and genera�ve involvement 
of young people. Designed as a prac�cal and theore�cal tool, this toolkit is mainly aimed at youth workers, 
cultural organiza�ons, educators and trainers who intend to operate through ar�s�c-par�cipatory 
approaches on central issues such as diversity, civil rights, inclusivity, youth empowerment and self-
awareness.  
The selected techniques – including Sensitivity Learning, Embodied Learning, Embodied Storytelling, 
Biographical Theatre, Mindfulness, Live Action Role Play and Gestalt Theatre – are united by some key 
principles: 

- they promote radical inclusiveness, through languages that overcome verbal and cultural barriers; 
- they promote an ethics of care and rela�onship, crea�ng safe and dialogic environments;  
- they stand out for their high flexibility and adaptability to formal and informal contexts;  
- s�mulate ac�ve par�cipa�on and youth agency, encouraging empowerment and self-explora�on; 
- enhance the transforma�ve and sustainable dimension of art as an educa�onal prac�ce oriented 

towards social jus�ce and ac�ve ci�zenship. 
The Culkit provides a mapping of these methodologies and prac�ces, accompanied by guidelines for their 
applica�on in local and interna�onal educa�onal contexts, through descrip�ons, opera�onal indica�ons and 
visual content collected during trainings and youth exchanges. 
An output that, moreover, represents the symbolic product of the shared budget of the partnership, aimed 
at enhancing the knowledge that has emerged and enhancing the exper�se of the operators involved. In 
paper and digital form, translated into four languages (English, Italian, Dutch and Romanian), it is a strategic 
element of the dissemina�on of the project, facilita�ng networking between local and interna�onal youth 
reali�es, encouraging the circula�on of prac�ces and the birth of new collabora�ons in the Erasmus+ context. 

3. Ar�s�c approaches in non-formal educa�on 
Art, in all its forms, represents a powerful and transforma�ve tool in the field of non-formal educa�on. The 
ar�s�c techniques presented in this sec�on of the Toolkit have been selected for their ability to engage 
par�cipants in immersive, crea�ve and emo�onally meaningful experiences, s�mula�ng cri�cal reflec�on, 
self-awareness, empathy and ac�on, through body, narra�on, emo�on and rela�onship. 

3.1 Sensi�vity Learning 
 Sensitivity Learning is an interdisciplinary, experien�al and inclusive educa�onal methodology that focuses 
on sensory, bodily and emo�onal experience to facilitate processes of awareness, rela�onship and learning. 
In fact, it focuses on intra- and inter-personal learning: how I perceive myself, how I relate to others, how I 
recognize and manage emo�ons. It does not require previous skills or specific verbal skills, making it 
accessible to people of all ages and cultural backgrounds, but the role of the facilitator is central, who must 
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know how to manage the emo�ons that may emerge, offering care, ac�ve listening and suspension of 
judgment. The main objec�ve is to promote personal and interpersonal development through deep listening 
to oneself, others and the environment, promo�ng authen�c contact, presence and empathy. 
Thanks to its reflec�ve and transforma�ve nature, through bodily, ar�s�c, medita�ve and group dynamic 
exercises, Sensi�vity Learning lends itself to addressing central issues such as diversity, conflict management, 
non-verbal and non-violent communica�on, cultural rela�vism, emo�onal intelligence, youth empowerment 
and inclusive language, thus crea�ng a safe space where to facilitate the re-elabora�on of experiences related 
to iden�ty,  to discrimina�on and a sense of belonging. 
 
Its origins...  
Sensi�vity Learning has its roots in the experien�al and humanis�c educa�on movements of the 60s and 70s, 
par�cularly in the US and European context. Its origins are closely linked to the development of the T-Groups 
(Training Groups) and Sensi�vity Training promoted by Kurt Lewin and the National Training Laboratories 
(NTL) in the USA. In Europe, it has found fer�le ground through alterna�ve educa�onal prac�ces, sensory 
theater (such as that of Enrique Vargas), pedagogy of the body, and holis�c approach to training. 
 

3.1.1. Methodology 
 Sensitivity Learning is an experien�al approach that is divided into five main phases, each designed to 
accompany par�cipants on an immersive, safe and transforma�ve journey. Specifically: 
 

1. Prepara�on: it starts with the crea�on of a welcoming and protected context, where par�cipants can 
feel free to express themselves. In this phase, the principles of the experience are introduced and the 
se�ng is established. 

2. Sensory ac�va�on: through body warm-up exercises, guided medita�ons and sensory s�mula�on, 
grounding and perceptual openness are promoted. 

3. Immersive experience: prac�cal ac�vi�es such as blindfolded walks, contact exercises or space 
explora�ons are proposed, which s�mulate a deep connec�on with oneself and the environment. 

4. Elabora�on and reflec�on: the verbaliza�on of the experience is facilitated through group sharing, 
feedback and journaling, to integrate the experiences in a conscious way. 

5. Closure: the experience ends with ritual moments of closure and shared evalua�on, favoring 
integra�on on a personal and collec�ve level. 

 
The method integrates different approaches, including sensory theater, mindfulness medita�on, authen�c 
movement, free dance, work on the five senses, and group dynamics.  
The role of the facilitator is fundamental, who must have adequate training and skills in group management, 
to ensure a safe and non-judgmental environment, guide ac�vi�es with presence and flexibility, support 
emo�onal processing and monitor interpersonal dynamics. 
In the educa�onal and youth context, Sensitivity Learning can be applied in schools, youth centers, summer 
camps, ac�ve ci�zenship paths or cultural ini�a�ves, offering protected spaces for self-expression and the 
strengthening of rela�onal skills. 
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3.1.2. Our prac�ces 

3.1.2.1. Space walking  

In the space walk, par�cipants explore space with awareness, focusing on the body, rhythm, the presence of 
others and the sensa�ons that emerge. It is a simple but highly significant prac�ce that has the func�on of 
roo�ng in the present, increasing body and spa�al awareness, and facilita�ng the percep�on of the group as 
a living en�ty. It helps to develop listening, respect for boundaries, aten�on to the other and a sense of 
connec�on. It is also useful for regula�ng the internal rhythm and crea�ng a state of presence and openness, 
favoring entry into a state of deep listening and crea�ng the basis for a sensi�ve and par�cipatory experience. 
Excellent both as an opening exercise and centering or transi�oning in an experien�al laboratory. The walking 
exercises of Jerzy Grotowski (For a Poor Theatre, 1970) were developed to give people awareness of their 
movements. 
  
Main objec�ves 

• Increase body awareness and percep�on of the surrounding space 
• Promote deep listening and internal rhythm regula�on 
• S�mulate aten�on to the other, respect for boundaries and non-verbal communica�on 
• Strengthen the sense of connec�on and cohesion in the group 
• Create a state of openness, presence, and readiness for rela�onship and experience 

 
Phases of the ac�vity 

1. Introduc�on: the facilitator invites you to walk freely in the space, without speaking, in silence or 
with light music, invi�ng the par�cipants not to leave empty spaces, not to always follow the same 
trajectory or the "crowd", but to find and occupy their own space. 

2. Focus: aten�on is guided on breathing, on the contact of the feet with the ground, on posture, on 
rhythm, on space and surrounding objects, on colors, up to also placing aten�on on the other by 
crea�ng eye contact. 

3. Connec�on: In our case, a�er focusing, par�cipants were invited to stand in pairs, facing each other, 
and look into each other's eyes in silence for one minute. At the end, they resumed walking and then 
met up with another par�cipant. 
Variations: changes in speed, sudden pauses, walks with eyes closed can be introduced, associa�ng 
ac�ons and gestures with specific commands given by the facilitator or triggered by the par�cipants 
themselves. 

o Traffic lights: Red: stop, Yellow: walk, Green: run; 
o Hug-Fall-Fly: the command starts from the par�cipants. Hug: everyone hugs him; Fall: he falls 

backwards and the others support him; Fly: it is li�ed by others so as to "fly" in space; 
o Naming...: The facilitator gives instruc�ons such as "go to the place you like best", "go to the 

place you like least", "name the objects in the room", "name the objects by the wrong name", 
etc. 
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o Stop and act: par�cipants walk and observe 
themselves. When one stops or performs a specific 
ac�on, the others must imitate him. At the 
facilitator's command, they resume walking. 

4. Closing: it ends with a short guided reflec�on or a circle of 
sharing to elaborate on the experience. 

 
Material 

- Music (optional) 
 
Youthpass Competency Table 

Youthpass Key 
Competence 

What develops... How does it develop... 

Cultural awareness and 
expression 

Body expression, sensory 
listening 

Through the use of the body, movement and non-verbal 
interac�on in space 

Personal, social and 
learning to learn 

Presence, self-regula�on, 
reflec�on 

Thanks to the focus on breathing, internal rhythm, 
journaling and moments of sharing 

Social and civic competence Trust, empathy, coopera�on 
Through exercises in pairs and groups that promote 

listening to the other and respect 

Entrepreneurship 
competence 

Ini�a�ve, crea�vity, taking 
responsibility 

In variants where par�cipants generate spontaneous 
commands or ac�ons for the group to follow 

Sense of ini�a�ve and well-
being 

Stress regula�on, emo�onal 
health 

Through conscious movement and the non-judgmental 
climate that s�mulates relaxa�on 

3.1.2.2. Silent walk 

The silent walk is an immersive experience in nature that promotes awareness of oneself, others and the 
environment. Led by the facilitator, it begins with a few essen�al indica�ons: you walk together, without 
talking, leaving room for observa�on and sensory listening. Par�cipants are asked to focus on what they see, 
smell, touch, hear, and perceive internally. Non-verbal, spontaneous and intui�ve communica�on is allowed. 

This prac�ce aims to calm the mind, 
ground in the present and s�mulate 
a deep connec�on, both inner and 
rela�onal. Walking in silence in a 
natural context changes the quality 
of presence and generates a 
different, more subtle and authen�c 
shared energy. 
 

Main objec�ves 
• Enhancing sensory and body listening 
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• Promote centering and emo�onal regula�on 
• S�mulate non-verbal communica�on 
• Strengthening group cohesion through shared silence 
• Promo�ng a more conscious rela�onship with nature 

 
Phases of the ac�vity 

1. Introduc�on: The facilitator explains the rules (silence, listening, observation) and establishes a 
star�ng point in the natural context. 

2. Walking: par�cipants proceed in silence, keeping their aten�on on sensa�ons, emo�ons, 
percep�ons and contact with the environment. 

3. Nonverbal communica�on: Along the way, you can communicate with gestures, glances, or other 
intui�ve cues. 

4. Conclusion: the group meets in a circle for a verbal sharing of experience and personal reflec�ons. 
 
Material 

- Natural open space 
 

Youthpass Competency Table 

Youthpass Key 
Competence 

What develops... How does it develop... 

Personal, social and 
learning to learn 

Self-listening, emo�onal awareness, 
reflec�on 

Through sensory introspec�on and silence that 
s�mulates inner percep�on 

Cultural awareness and 
expression 

Nonverbal communica�on, body 
expression 

Through looks, gestures and shared presence 
during the walk 

Social and civic 
competence 

Empathic connec�on, respect for the 
group and common spaces 

Walking together in silence creates harmony, 
mutual respect and collec�ve listening 

Entrepreneurship 
competence 

Personal ini�a�ve, adaptability, 
crea�ve observa�on 

Each par�cipant ac�vely explores their own way 
of observing and communica�ng 

Sense of ini�a�ve and 
well-being 

Stress regula�on, mental balance 
Contact with nature and silence generate calm, 

presence and inner regenera�on 
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3.1.2.3. Crea�ve design 

Crea�ve Drawing is an expressive and sensory 
prac�ce that invites par�cipants to draw with 
both hands simultaneously, using two freely 
chosen colors and drawing con�nuous lines 
without detaching the tool from the paper. It is 
an ac�vity that s�mulates the integra�on 
between body and mind, involving both cerebral 
hemispheres and promo�ng the release of 
ra�onal control. 
In addi�on to promo�ng a free, non-verbal 
mode of expression, crea�ve drawing creates a 

safe space for introspec�on and personal elabora�on. The images produced become a visual map of the inner 
experience, useful as a basis for individual reflec�on and collec�ve sharing. 
 
Main objec�ves 

• Encourage self-expression in a free and non-judgmental way 
• S�mula�ng the connec�on between body, emo�ons and crea�vity 
• Develop confidence in the process and spontaneity 
• Facilitate personal reflec�on and group sharing 
• Promote play as a tool for introspec�on and rela�onship 

 
Phases of the ac�vity 

1. Prepara�on: Each par�cipant chooses two representa�ve colours and receives a blank sheet of paper. 
2. Spontaneous drawing: you start drawing simultaneously with both hands, tracing fluid and 

con�nuous lines, without aesthe�c goals. 
3. Observa�on: you look at the drawing made, observing emo�ons, shapes, sensa�ons evoked. 
4. Sharing: a moment of reflec�on and exchange opens, in which one can tell what has emerged or 

remain in the silence of personal interpreta�on. 
 
Material 

- White sheets 
- Colored markers 

 
Youthpass Competency Table 

Youthpass Key 
Competence 

What develops... How does it develop... 

Personal, social and 
learning to learn 

Process confidence, emo�onal 
awareness, experien�al learning 

Through the abandonment of control, internal 
listening and reflec�on on one's own work 

Cultural awareness and 
expression 

Non-verbal expression, crea�vity, 
visual language 

Using drawing as a means to tell oneself without 
words 
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Youthpass Key 
Competence 

What develops... How does it develop... 

Social and civic 
competence 

Empathic sharing, ac�ve listening, 
respect for other people's emo�ons 

In the exchange phase and in respect of the 
individual experiences expressed in the drawings 

Entrepreneurship 
competence 

Crea�ve ini�a�ve, spontaneity, 
acceptance of the unexpected 

Le�ng yourself be guided by the free gesture and 
embracing the result as part of the process 

Sense of ini�a�ve and 
well-being 

Relaxa�on, self-connec�on, well-being 
through play 

Crea�ng a playful and protected space in which 
to explore oneself in a light and deep way 

 

3.1.2.4. A difficult ques�on  

This is a prac�ce of reflec�on and comparison that s�mulates cri�cal thinking and conscious communica�on 
within the group. Each par�cipant is invited to formulate a non-trivial ques�on, which touches on deep, 
existen�al or ethical issues, to be addressed to all the others, in a one-to-one rela�onship. The answers 
collected are joted down on a sheet of paper and then transformed into a self-explanatory graph, making 
the percep�ons, doubts or values of the group visible. 
The final moment includes a collec�ve exhibi�on of the results and a sharing made up of observa�ons, 
reflec�ons and comments. This phase strengthens analy�cal thinking and promotes an open and respec�ul 
dialogue on complex topics. 
 
Main objec�ves 

• S�mulate cri�cal thinking and reflec�on on deep themes 
• Enhance ac�ve listening and respect for different points of view 
• Encourage self-expression in interroga�ve form 
• Promote the synthesis of informa�on and the visual representa�on of data 
• Strengthening empathic communica�on and construc�ve debate 

 
Phases of the ac�vity 

1. Wording: Each par�cipant thinks of a "difficult ques�on" to ask the group. 
2. Interac�on: everyone asks their own ques�on to the others and collects individual answers. 
3. Representa�on: the answers are organized on a billboard in a self-explanatory visual graph (diagram, 

map, histogram, etc.)tag. 
4. Sharing: Graphics are displayed on a wall and the group is invited to observe, reflect and discuss. 

 
Material 

- White sheets 
- Markers 
- Billboards 
- Post-it notes (optional) 

 
Youthpass Competency Table 
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Youthpass Key Competence What develops... How does it develop... 

Literacy competence 
Formula�on of complex ques�ons, 

expressive clarity 
Wri�ng and asking meaningful 

ques�ons to the group 

Personal, social and learning to learn 
Ac�ve listening, open-mindedness, 

reflec�on on oneself and others 
Welcoming different answers and 

confron�ng new points of view 

Social and civic competence 
Dialogue, empathy, respect for the 

thoughts of others 

In the sharing of results and in the final 
debate conducted in a construc�ve 

manner 

Mathema�cal competence and basic 
competences in science and 

technology 

Visual synthesis, data 
representa�on 

Crea�ng clear graphs that turn 
responses into analyzable elements 

Cultural awareness and expression 
Symbolic communica�on, visual 

interpreta�on 
In the crea�ve use of graphic schemes 
to give shape to the collected content 

 

3.2. Embodied Learning 
Embodied Learning is a pedagogical approach that recognizes the body as an ac�ve and central part of the 
educa�onal process. It overcomes the mind-body separa�on, valuing the physical, emo�onal and sensory 
experience as a way to access knowledge. It is learned through movement, emo�ons, posture, ac�on and 
interac�on with space and others, in a learning located and rooted in the here-and-now. 
It is an inclusive method accessible to people of all ages, genders, abili�es and backgrounds, which does not 
require performa�ve skills: the focus is on "feeling", not "doing well". It promotes the quality of presence, 
body and rela�onal awareness, and ac�ve par�cipa�on. 
Based on an ethics of care, it requires slowness, listening and respect: the facilitator has a central role and 
must be trained to sensi�vely manage the processes that may emerge. Embodied prac�ces o�en take place 
in nature, favoring the body-environment connec�on, and are easily integrated into ar�s�c, scien�fic and 
social contexts, offering new keys to interpreta�on and learning. 
 
Its origins... 
Born from the integra�on of different cultural and scien�fic approaches that overcome the tradi�onal 
separa�on between mind and body, recognizing the central role of bodily experience in learning processes, 
Embodied Learning finds its roots in several disciplines: in phenomenology, which conceives percep�on as an 
embodied act (Merleau-Ponty), in soma�c and body-oriented psychology (Reich, Lowen,  Kepner), which 
considers the body as a living memory of emo�ons, and in affec�ve neuroscience and embodied cogni�on, 
which demonstrate how thought and memory are deeply connected to bodily experience. It is also linked to 
experien�al pedagogy (Dewey, Kolb), which values learning through doing, and to performing arts such as 
physical theatre, contemporary dance and contact improvisa�on, which offer expressive and transforma�ve 
tools. Since the 90s, the concept has also been consolidated in the academic and pedagogical fields, finding 
applica�on in educa�onal, therapeu�c, ar�s�c and organiza�onal contexts, thanks to the encounter with 
soma�c prac�ces and transforma�ve approaches. 
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3.2.1. Methodology 
Embodied Learning is not a rigid method, but a set of approaches and prac�ces that enhance the bodily 
experience as a lever for transforma�on. The path is structured in a flexible way, but some phases and tools 
recur frequently and can be iden�fied as follows: 
 

1. Recep�on and centering: crea�on of the physical and emo�onal se�ng to facilitate the presence and 
connec�on between the par�cipants. 

2. Body ac�va�on: sensory awakening, free movement, grounding exercises and spa�al percep�on. 
3. Embodied experience: experien�al ac�vi�es with a focus on the body in rela�on (games, 

improvisa�ons, exercises in pairs). 
4. Reflec�on and deconstruc�on: sharing of experience, verbaliza�on or symbolic representa�on 

(writing, drawing, body map). 
5. Integra�on and closure: rituals, feedback, moments of silence or relaxa�on to consolidate the 

experience. 
 
Techniques used include authen�c movement, soma�c work, physical theatre, mindfulness prac�ces, spa�al 
constella�ons and body storytelling. The facilitator has a central role in guarding the space, accompanying 
the process with empathy, listening and aten�on to non-verbal language. It does not teach, but s�mulates, 
welcomes and supports, intervening with sensi�vity in the presence of resistance or difficul�es. 
In educa�onal and youth contexts, Embodied Learning represents a valuable resource: it promotes authen�c 
par�cipa�on even of those who struggle to express themselves verbally, facilitates the processing of complex 
emo�ons, promotes inclusive and non-hierarchical dynamics, and s�mulates cri�cal thinking through direct 
experience. It is par�cularly effec�ve in ac�ve ci�zenship workshops, peer educa�on, intercultural paths, 
youth crea�vity and preven�on of hardship. 
 

3.2.1. Our prac�ces 

3.2.2.1. Sculpture and Sculptor (in pairs) 

"Sculpture and Sculptor" is a couple (or small group) prac�ce that explores non-verbal communica�on, trust 
and body awareness through physical interac�on.  
One par�cipant takes on the role of a sculptor, gently shaping the other's body into a fixed pose, transforming 
it into a "living sculpture". Once the figure is completed, the sculptor joins the scene, integra�ng his own body 
into the composi�on. The roles are then reversed, giving everyone the chance to experience both the crea�ve 
act and the experience of being shaped. 
It is a powerful ac�vity to develop empathy, aten�on to detail, tac�le listening and awareness of shared 
space. It favors the symbolic and visual expression of experiences, crea�ng a moment of deep connec�on 
without the use of words. 
 
Main objec�ves 

• Enhance body and non-verbal communica�on 
• Develop mutual trust and sensi�ve listening 
• S�mula�ng symbolic expression through form and gesture 
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• Exploring the body as an expressive and rela�onal means 
• Cul�va�ng empathy and coopera�on in contexts of conscious physical contact 

 
Phases of the ac�vity 

1. Introduc�on: explana�on of the context, invita�on to delicacy and respect for the body of others. 
2. Sculpture: A par�cipant models their partner in a fixed pose, then joins the scene. 
3. Role swapping: The process is repeated by reversing parts. 
4. Observa�on and reflec�on: collec�ve observa�on of the "living works", followed by free sharing of 

the experience (verbally or through drawing, wri�ng, gesture). 
 
Material 

- Nobody 
 
Youthpass Competency Table 

Youthpass Key 
Competence 

What develops... How does it develop... 

Personal, social and 
learning to learn 

Body listening, trust, self-
awareness 

Through guided physical contact and the alterna�on of 
roles between driving and abandonment 

Cultural awareness and 
expression 

Symbolic expression, visual 
crea�vity, body language 

Shaping the body as an art form and building symbolic 
composi�ons 

Social and civic 
competence 

Empathy, coopera�on, respect 
for the other 

Collabora�ng in respect of personal limits and 
welcoming the other in the bodily rela�onship 

Entrepreneurship 
competence 

Ini�a�ve, crea�ve idea�on, 
spa�al vision 

Ac�vely crea�ng meaningful bodily composi�ons 
through gestures and insights 

Sense of ini�a�ve and 
well-being 

Presence, connec�on, emo�onal 
self-regula�on 

Entering a state of deep and silent listening, which 
s�mulates centering and calmness 

 
3.2.2.2. Sculptures In Mo�on 

The ac�vity "Sculptures in mo�on" is a bodily 
explora�on that combines conscious physical 
contact with visual storytelling, promo�ng non-
verbal, crea�ve and rela�onal communica�on. 
Through contact between body parts and 
guided movements, a par�cipant accompanies 
the partner – the living sculpture – in a 
con�nuous flow. This prac�ce improves 
propriocep�on, mutual trust, and physical 
listening. 

The proposal is enriched with a phase of ar�s�c 
inspira�on, where visual works are translated into 
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freeze-frame body composi�ons, s�mula�ng a dialogue between art, emo�onal expression and movement. 
Everything ends with a public sharing of the crea�ons, which feeds reflec�on, par�cipa�on and the ability to 
read collec�ve body language. 
 
Main objec�ves 

• Develop trust and nonverbal communica�on through guided contact 
• Improve body awareness and tac�le sensi�vity 
• S�mulate crea�vity and the transla�on of visual images into body language 
• Encourage collabora�on and listening within the group 
• Experimen�ng with the body as a narra�ve and expressive medium 

 
Phases of the ac�vity 

1. Introduc�on to Visual Inspira�on (10 min.) 
Observa�on of ar�s�c images to explore emo�ons, postures and visual dynamics. 

2. Explora�on in pairs: sculpture in mo�on (15 min) 
One person guides the movement of the other through gentle, fluid contact. 

3. Composi�on of freeze-frame sequences (20–30 min) 
In small groups, scenes inspired by the analyzed images are created and fixed. 

4. Presenta�on and feedback (20 min) 
Each group presents the sequence; an exchange of reflec�ons and emo�ons follows. 

 
Material 

- Photos of ar�s�c images (paintings, sculptures, etc.). 
 
Youthpass Competency Table 

Youthpass Key 
Competence 

What develops... How does it develop... 

Personal, social and 
learning to learn 

Confidence, body awareness, ability to 
learn from sensory experience 

Through guided physical contact, listening to the 
body and discussion with the group 

Cultural awareness and 
expression 

Transla�on of images into movements, 
visual and body expression 

Reinterpre�ng works of art in physical poses and 
theatrical sequences 

Social and civic 
competence 

Collabora�on, respect, empathy 
Working in groups, welcoming everyone's 

contribu�on and observing others 

Entrepreneurship 
competence 

Ini�a�ve, crea�ve idea�on, collec�ve 
planning 

Crea�ng original composi�ons and coordina�ng a 
scenic work inspired by visual sugges�ons 

Mul�lingual competence 
Use of the body as a universal 

language 
Expressing himself through gesture, posture and 

contact, beyond language barriers 

 

3.2.2.2. The ra� (and its evolutions) 

"The Ra�" is a theatrical and bodily exercise that develops spa�al awareness, physical listening and collec�ve 
dynamics. It takes its name from the metaphorical image of a group on a ra�: every movement has an impact 
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on the common balance. Par�cipants move in a shared space, listening to rhythm, the environment and other 
bodies, without verbal communica�on. Through a progression of phases, the exercise helps regulate 
presence, energy, instantaneous reac�on, and collec�ve co-regula�on, genera�ng an embodied experience 
of interdependence and coopera�on. 
It is an exercise widely explored in research theatre (Brook, Grotowski, Barba - we recommend "The Ghost 
Room" for further study) but it also proves to be valuable in educa�onal, training and youth contexts thanks 
to its ability to create groups, ac�vate empathy and s�mulate deep aten�on. 
 
Main objec�ves 

• Cul�va�ng sensory listening and intercorporeal aten�on 
• Develop spa�al awareness and group dynamics 
• Strengthening trust, coopera�on and shared responsibility 
• S�mula�ng adaptability and responsiveness in a changing environment 
• Integra�ng crea�ve expression and play to break communica�on rigidi�es 

 
Phases of the ac�vity 

1. Ra� walk (with musical rhythm): Par�cipants walk in a demarcated space, trying to occupy the area 
evenly without forming spirals or rows, moving in all direc�ons without stopping, bumping into 
others, or communica�ng verbally or nonverbally. The basic principle of this exercise is the "ra�" or 
"boat": if everyone moves to one side, the ra� �lts and risks capsizing. It is therefore essen�al to 
distribute your weight evenly, paying aten�on to your own movements and those of others. To help 
the group develop this awareness, music is used to regulate the �ming of the exercise. The rhythm 
of the walk is dictated by the music and, at each break, everyone must stop immediately. Ini�ally, 
long and con�nuous routes are used, with progressively shorter movement phases to increase the 
difficulty. During the first breaks, the group works to "correct" the balance of the dinghy. In the later 
stages, if the group cannot maintain balance, the exercise can be resumed from the beginning. 

2. Presence and eye contact: Once par�cipants are familiar with the space, they begin to pay aten�on 
to the presence of others, making eye contact. The goal is to develop a stronger bond with the group 
without interrup�ng the flow of movement. 
Evolutionary variations: once the basics of the exercise have been established, different varia�ons 
can be introduced to increase complexity and s�mulate adaptability: 
- Gradual entry: Par�cipants enter the space one at a �me. With each new entry, the balance of 

the ra� changes, requiring the group to adapt quickly to maintain stability. In this version, pauses 
are more frequent but always guided by the rhythm of the music; 

- Obstacles in the space: Chairs, hula hoops, coats, or other objects are placed in the space, and 
par�cipants must interact with them in specific ways (e.g., walking completely around a chair or 
jumping into a hula hoop). Some objects may require a predetermined ac�on, such as raising 
your arms when encountering a chair; 

- Fun walking and middle chair: Each par�cipant chooses a "fun" way of walking and moves 
around the space accordingly. Then, a chair is placed in the center and the par�cipants take turns 
si�ng on it in a fun way, making a funny sound. When someone sits down, all the others have to 
immobilize; when they get up, the movement resumes. One at a �me, the par�cipants take turns 
in the chair. 
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Material 

- Music 
- Miscellaneous objects as an obstacle (per variant) 
- Chair (per variant) 

 
Youthpass Competency Table 

Youthpass Key 
Competence 

What develops... How does it develop... 

Personal, social and 
learning to learn 

Body awareness, emo�onal 
regula�on, experien�al learning 

Through aten�ve movement, response to rhythm 
and listening to the group 

Social and civic 
competence 

Shared responsibility, coopera�on, 
respect for the group 

The ra� metaphor requires dynamic balance and 
aten�on to the movements of others 

Entrepreneurship 
competence 

Ini�a�ve, adaptability, crea�vity 
Variants such as the funny walk s�mulate personal 
ini�a�ve and context management 

Cultural awareness and 
expression 

Bodily expression, aesthe�c sense, 
stage presence 

Poses and crea�ve movements lead the body to be 
an expressive and communica�ve means 

Mul�lingual competence 
Non-verbal communica�on, 
decoding of body signals 

The absence of verbal language trains us to read 
and transmit inten�ons through the body 

 

3.2.2.3. The Line 
"La Linea" is an exercise in body coordina�on and collec�ve listening that aims to develop a sense of unity in 
movement and shared presence. The par�cipants, arranged side by side, cross the space as a single body, 
seeking a deep synchrony in gestures and rhythm. Through progressive phases – from spontaneous 
movements to codified walks (inspired by Etienne Decroux's mimic technique) – the group learns to tune in, 
to adapt to each other's �mes, and to maintain coherence in the collec�ve gesture. This simple yet powerful 
exercise s�mulates embodied collec�ve intelligence, strengthens mutual trust, and makes the sense of 
interdependence tangible. 
 
Main objec�ves 

• Develop synchrony and coherence in collec�ve movements 
• Train percep�ve aten�on to the group and one's own body 
• S�mulate mutual trust and a sense of shared responsibility 
• Strengthen awareness of the individual impact on the whole 
• Foster an embodied, centered, and non-reac�ve presence 

 
Phases of the ac�vity 

1. Spontaneous synchrony with music: the group moves together, looking for a common rhythm to 
cross the space laterally. 

2. Codified walking (Decroux technique): a technical walk is introduced: movement that starts from the 
pelvis, fluid, without oscilla�ons, uniform and aware. 
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3. Collec�ve mimic walk: par�cipants complete the exercise using all mime walking, maintaining 
synchrony and presence. 

4. Free prac�ce without music or guidance: the group experiments with the en�re exercise 
independently, managing the rhythm and organiza�on of the movement internally. 

 
Material 

- Nobody 
 
Youthpass Competency Table 

Youthpass Key 
Competence 

What develops... How does it develop... 

Personal, social and 
learning to learn 

Internal rhythm regula�on, group listening, 
situated learning 

Mime walking requires deep aten�on and 
adapta�on to the presence of others 

Social and civic 
competence 

Collabora�on, respect for collec�ve �mes, 
management of interdependence 

The group must act as a single body to 
proceed without losing dynamic balance 

Cultural awareness and 
expression 

Body expression, rela�onship between form 
and meaning 

The mimic gesture becomes a form of 
shared narra�ve and aesthe�c coordina�on 

Entrepreneurship 
competence 

Personal ini�a�ve, uncertainty 
management, non-direc�ve leadership 

The last free phase tests the ability to co-
create in structured autonomy 

 

3.2.2.4. Follow the leader 

"Follow the leader" is a dynamic and crea�ve variant of the "The Line" exercise. Each par�cipant has the 
opportunity to propose their own way of walking – funny, technical, fluid, theatrical, clumsy – which the 
others must imitate while remaining in training. The exercise brings into play leadership, individual expression 
and collec�ve adapta�on, s�mula�ng bodily and rela�onal flexibility. 
The importance of the ac�vity lies in the media�on between personal expressiveness and belonging to the 
group, in a constant balance between ini�a�ve and listening. The group is called to co-create a shared 
movement, recognizing and honoring the proposal of the individual without losing cohesion. 
 
Main objec�ves 

• Training collec�ve body listening 
• Encourage crea�ve expression and the ability to "lead with the body" 
• S�mulate adaptability and a spirit of collabora�on 
• Enhance mutual trust and management of the group's "core" 
• Reflect on the impact of individual choices on the collec�ve outcome 

 
Phases of the ac�vity 

1. Introduc�on and synchronized basic walk: the group moves together, taking up the principles of "La 
Linea" to find a common rhythm and a space for mutual listening. 

2. Introduc�on of individual varia�ons: in turn, each par�cipant proposes his or her own walking style 
that the group imitates while maintaining cohesion and synchrony. 
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3. Fluid sequence of alterna�ng leadership: Varia�ons become more spontaneous, with the handover 
of leadership happening nonverbally, s�mula�ng responsiveness and observa�on. 

4. Sharing and reflec�on: the group reflects on how it felt in the roles of leadership and adapta�on, on 
how the collec�ve energy has changed and on the dynamics that have emerged. 

 
Material 

- Nobody 
 
Youthpass Competency Table 

Youthpass Key 
Competence 

What develops... How does it develop... 

Personal, social and 
learning to learn 

Self-confidence, listening to others, 
situated learning 

Alterna�on between personal proposal and 
imita�on enhances reflec�on on oneself and on the 

group 

Entrepreneurship 
competence 

Ini�a�ve, crea�vity, risk 
management 

Each par�cipant takes the risk of "pu�ng 
themselves at the center" by proposing a movement 

Social and civic 
competence 

Shared responsibility, adapta�on, 
balance between self and group 

Par�cipants must mediate between individual 
expression and collec�ve coherence 

Cultural awareness and 
expression 

Body expression, non-verbal 
language, aesthe�c listening 

The body becomes a vehicle of expressive 
communica�on and sensi�ve observa�on 

3.2.2.5. Individuality, Space and Encounter 

This exercise develops as a gradual journey from the self to the other, through the body, space and 
rela�onship. Star�ng from the ground, thanks to breathing and self-massage, the par�cipants awaken body 
percep�on and build a centered and rooted physical presence. 
The exploratory movement in space – made up of walks, obstacles, supports, encounters – promotes 
adaptability, environmental awareness and integra�on between internal space (self) and external space 
(environment and others). 
The process culminates in the encounter with the other: visual, physical, symbolic. Through shared gestures, 
eye and body contact, par�cipants learn to move together without losing their individuality. This exercise is 
powerful for strengthening the sense of connec�on, trust and co-presence, which are fundamental in any 
group dynamic. 
 
Main objec�ves 

• Cul�va�ng deep body awareness 
• Develop motor and rela�onal adaptability 
• Promote the connec�on between body, emo�ons and space 
• Strengthen the sense of trust and co-regula�on with others 
• Integra�ng one's individuality into the collec�ve rhythm 

 
Phases of the ac�vity 
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1. Individual grounding (from the ground to the standing position): use of breathing and self-massage 
to awaken body percep�on and reac�vate presence. 

2. Explora�on of space: tac�le walking, interac�ons with surfaces and obstacles, listening to the body 
in mo�on and its own adaptability. 

3. Mee�ng with the other: eye and body contact, ac�ve observa�on, building trust through shared 
movement. 

4. Collec�ve flow: par�cipants move together following an emergent rhythm, where individuality and 
connec�on find balance. 

 
Material 

- Objects as an obstacle (optional) 
 
Youthpass Competency Table 

Youthpass Key 
Competence 

What develops... How does it develop... 

Personal, social and 
learning to learn 

Body and emo�onal awareness, 
confidence, experien�al learning 

Breath work, self-massage and mee�ng ac�vate 
embodied learning 

Social and civic 
competence 

Mutual trust, collabora�on, co-
presence 

Interac�on with others in the space s�mulates a 
sense of responsibility and belonging 

Cultural awareness and 
expression 

Body expression, listening to the 
other, respect for the common rhythm 

The movement becomes a shared language that 
integrates individual and collec�ve differences 

Entrepreneurship 
competence 

Ini�a�ve, adaptability, ac�ve 
par�cipa�on 

Autonomy in moving in space and in proposing 
oneself s�mulates leadership and responsiveness 

 

3.2.2.6. Body Movement and Breathing  

This exercise acts as a moment of ac�va�on and centering, ideal at the beginning of an embodied ac�vity. 
Standing in a circle, par�cipants follow the facilitator in imita�ng simple physical movements – such as 
stretching, light jumps or Qigong-inspired movements – that s�mulate energy, release tension and awaken 
the body. 
This phase is accompanied by a sequence of deep and conscious breaths, guided slowly to regulate the 
internal rhythm, promote relaxa�on and alignment between body and mind. 
It is a simple but powerful exercise, because it creates cohesion in the group and allows you to enter a state 
of shared bodily presence. 
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Main objec�ves 
• Promote body awakening and ac�va�on of physical 

energy 
• Promote regula�on of breathing and the nervous system 
• Facilita�ng the mind-body connec�on 
• Strengthen the presence and shared aten�on in the 

group 
• Create a stable, centered founda�on for subsequent 

tasks 
 
Phases of the ac�vity 

1. Introduc�on to the circle and stable posi�on: par�cipants arrange themselves in a circle, standing, 
with aten�on to balance and posture. 

2. Guided movement sequence: the facilitator proposes simple movements: stretching, joint mobility, 
jumps, fluid waves. 

3. Mindful breathing: take deep breaths, paying aten�on to rhythm and body expansion, promo�ng 
calm and concentra�on. 

4. Release and closing: a brief moment of listening to the body in quiet, to feel the effects of the work 
done. 

 
Material 

- Nobody  
 
Youthpass Competency Table 

Youthpass Key 
Competence 

What develops... How does it develop... 

Personal, social and 
learning to learn 

Presence, stress management, body 
learning 

Mindful breathing and slow movements promote 
self-regula�on and aten�on 

Social and civic 
competence 

Collec�ve par�cipa�on, respect for 
the common rhythm 

Circle and imita�on strengthen cohesion and 
group sense 

Cultural awareness and 
expression 

Body expression, listening to 
sensa�ons 

The body as a language and tool for inner and 
rela�onal listening 

 

3.2.2.7. Animal pairs 

A playful and engaging exercise, in which each par�cipant receives a card with the name (or image) of an 
animal and, at the signal, must mimic that role with his body and voice to find his iden�cal "pair". The ac�vity 
immediately breaks the ice, promotes free movement, the release of body expressiveness and s�mulates the 
willingness to get involved. 
It is par�cularly useful at the beginning of a journey, to energize the group, dissolve tensions and create non-
verbal connec�ons. It can also be used to form subgroups or working pairs in a spontaneous and dynamic 
way. 
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Main objec�ves 

• Get out of your comfort zone with lightness and play 
• S�mulate body and vocal expression 
• Encourage non-verbal recogni�on 
• Strengthen connec�on and contact between par�cipants 
• Create an atmosphere of openness, curiosity and listening 

 
Phases of the ac�vity 

1. Distribu�on of animal cards: each par�cipant receives a card with an animal (in double copy in the 
group). 

2. Mime and research: at the start, everyone interprets the animal (movement, posture, verse), without 
speaking, un�l they find someone who imitates it. 

3. Pair forma�on: Once the match is found, the couples sit together or stand wai�ng. 
4. Reflec�on (optional): you can open a brief sharing on what it was like to express yourself without 

words, or on any difficul�es or laughter that emerged. 
 
Material 

- Post-it notes or animal cards 
 
Youthpass Competency Table 

Youthpass Key 
Competence 

What develops... How does it develop... 

Personal, social and 
learning to learn 

Get out of the comfort zone, body 
listening 

By imita�ng an animal freely, personal barriers are 
overcome and self-expression is developed 

Mul�lingual competence 
Non-verbal communica�on, 

alterna�ve codes 
We mime, interpret, "speak" with the body without 

using verbal language 

Cultural awareness and 
expression 

Physical expression, crea�vity, 
symbolic interpreta�on 

The body becomes a crea�ve vehicle and a universal 
cultural language 

 

3.3. Embodied Storytelling 
Embodied Storytelling is an ar�s�c and pedagogical prac�ce that combines narra�on and corporeality, 
transforming stories into lived experiences through movement, gestures, postures, rhythm and silence. It is 
not limited to "telling with the body", but allows you to give body to stories, making them mul�sensory, 
rela�onal and engaging. The use of body language, as it is universal, makes it an inclusive prac�ce, which also 
overcomes any linguis�c or cogni�ve barriers and promotes the development of intercultural sensi�vity. In 
addi�on, it can also be adapted online, maintaining expressive effec�veness through tools such as voice, 
webcam and interac�on in virtual space. 
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What maters most is that the focus is on the process, not on the performance: even when it comes to an 
ar�s�c res�tu�on, the value lies in the shared experience. Given the emo�onal depth it can touch, a climate 
of trust and security, led by trained facilitators, is essen�al. 
 
Its origins... 
Embodied Storytelling has rich and mul�disciplinary origins. It was born from the encounter between the 
ancient oral and ritual tradi�ons, in which the narrator's body was a living part of the cultural transmission, 
and the theatrical prac�ces of the twen�eth century, such as the physical theater of Jacques Lecoq and 
E�enne Decroux, which brought the body back to center stage. It is also influenced by the work of Anna 
Halprin, who used dance as a form of iden�ty narra�on, and by Augusto Boal's Theatre of the Oppressed, 
which values the body as a tool for social and poli�cal expression. To these roots are added the most recent 
theories of embodied cogni�on, which recognize the fundamental role of the body in the processes of 
thought and emo�on. In recent years, Embodied Storytelling has spread in educa�onal, social and therapeu�c 
se�ngs, especially in working with young people, intercultural contexts and marginalized communi�es. 

3.3.1. Methodology 
Embodied Storytelling is an experien�al narra�ve prac�ce that gives the body a central role in educa�onal 
and expressive processes. It aims to educate young people to self-awareness, authen�c communica�on and 
the ability to tell their experience in an integrated way, through a language that intertwines words, emo�on 
and movement. The body thus becomes not only a container of experiences, but also a vehicle of meaning 
and rela�onship. 
The path is divided into five main phases: 

1. Prepara�on and atunement: it begins with a body ac�va�on, through physical and emo�onal warm-
up exercises and prac�ces of inner listening. 

2. Emergence of stories: experiences take shape through narra�ve games, free wri�ng and sensory 
s�muli. 

3. Embodiment of the story: the stories are translated into movement, posture and gesture through 
improvisa�ons and physical symbolism. 

4. Sharing and performance: stories are returned to the group in a crea�ve way, enhancing mutual 
listening and empathy. 

5. Reflec�on and integra�on: the path closes with moments of reworking through journaling, sharing 
in a circle and verbal or ar�s�c res�tu�ons. 

 
The method makes use of flexible spaces for movement, music, evoca�ve objects, soma�c and narra�ve 
techniques (such as body storytelling, storytelling in motion, integrated use of voice and gesture), integra�ng 
ar�s�c and sensory prac�ces to facilitate authen�c expression. The facilitator acts as an empathe�c and 
restraining guide, with the task of crea�ng a safe climate, s�mula�ng mutual listening and suppor�ng the 
transforma�ve process.  
A methodology that finds applica�on in mul�ple contexts: intercultural and inclusive workshops, youth 
empowerment paths, affec�ve educa�on, school and theater contexts, community regenera�on projects and 
social storytelling. In addi�on, it is par�cularly useful in working with heterogeneous groups, as it allows you 
to enhance diversity as a resource, promo�ng paths of personal and collec�ve growth. 
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3.3.2. Our prac�ces 

3.3.2.1 Tell how I feel 

"I tell how I feel" is a key exercise in the field of Embodied Storytelling, as it proposes a narra�ve explora�on 
through the body, where iden�ty takes shape in movement. Through the symbolic walk, the par�cipants 
embody different stages of life (newborn, child, adult, elderly) and emo�onal states (joy, sadness, fear, anger, 
altered states such as drunkenness or euphoria), giving voice to their inner world without going through 
words. 
This prac�ce makes individual emo�ons and experiences visible, transforming them into a bodily story and 
ac�va�ng a deep dialogue between experience, physical presence and narra�on. It is a powerful way to access 
personal or collec�ve memories, support processes of recogni�on and transforma�on, and develop an 
integrated expressive language. 
In line with the principles of Embodied Storytelling, the exercise s�mulates a non-linear, sensi�ve and three-
dimensional narra�ve, where every gesture, posture or rhythm becomes significant. The act of telling, here, 
arises from within the body, from an embodied feeling that precedes (or accompanies) verbaliza�on. This is 
a crucial step to help par�cipants regain possession of their own self-story, enhancing the complexity of the 
experience and encouraging the construc�on of meaning in an authen�c, crea�ve and profound way. 
 
Main objec�ves 

• Exploring the connec�on between emo�on, memory and movement. 
• Strengthen the ability to express oneself and communicate nonverbally. 
• S�mulate empathy and understanding of other people's emo�ons. 
• Develop the ability to transform an internal feeling into a narra�ve gesture. 
• Train physical awareness and embodied storytelling. 

 
Phases of the ac�vity 

1. Ac�va�on: short physical and mental warm-up, movement in space. 
2. Physical evolu�on: walking represen�ng the stages of life (infant → child → adult → elderly). 
3. Emo�onal explora�on: walking embodying emo�onal states (sadness, euphoria, anger, fear, etc.) and 

altered states. 
4. Observa�on and exchange: moments of pause to observe, comment or share reflec�ons. 
5. Final reflec�on: journaling, word circle or crea�ve res�tu�on. 

 
Material 

- Music (optional) 
 
Youthpass Competency Table 

Youthpass Key 
Competence 

What is developed How it develops 

Mul�lingual competence 
Nonverbal expression and 
understanding of emo�ons 

Par�cipants translate inner experiences into gestures, 
postures and walks, expanding their communica�ve 

repertoire beyond words 
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Youthpass Key 
Competence 

What is developed How it develops 

Personal, social and 
learning to learn 

competence 

Body awareness, self-reflec�on, 
emo�onal management 

Through movement, emo�ons and internal states are 
explored, recognizing, embodying and sharing them in a 

safe context 

Ci�zenship competence 
Empathy, respect for diversity, 

ac�ve par�cipa�on 

The physical representa�on of different experiences 
favors the recogni�on of the other and the non-

judgmental dialogue between different experiences 

Cultural awareness and 
expression competence 

Iden�ty narra�on and 
expressive crea�vity 

The exercise s�mulates a personal narra�ve through the 
body, enhancing one's origins, emo�ons and stages of 

life 

Entrepreneurship 
competence 

Ini�a�ve, expression of 
uniqueness, assump�on of 

crea�ve responsibility 

Each par�cipant chooses how to represent an emo�on 
or a state, exercising expressive freedom and autonomy 

 

3.3.2.2. Anywhere, Anyone 

"Anywhere, Anyone" is a dynamic exercise that combines movement, imagina�on and body storytelling. An 
evolu�on of the physical experience of La Zattera seen previously, this exercise invites par�cipants to explore 
different imaginary environments using the body as the main tool of expression, s�mula�ng the crea�on of 
embodied micro-narra�ves, where the environment becomes a s�mulus for sensory, emo�onal and rela�onal 
explora�on. Walking "as if" allows you to tell and recognize universal experiences through physical presence. 
The exercise develops empathy, spa�al awareness and adaptability. It helps to make the body a "narrator" 
capable of evoking environments, states and stories without the use of words. It trains observa�on and the 
willingness to take on new perspec�ves, s�mula�ng crea�vity and expressive play in groups. 
 
Main objec�ves 

• Encourage body imagina�on and nonverbal storytelling. 
• Exploring how space and the environment influence the way we move, feel and tell. 
• Develop collec�ve listening, synchrony and the ability to adapt to transforma�ons. 
• Strengthening physical expressiveness as a bridge for shared storytelling. 

 
Phases of the ac�vity 

1. Ac�va�on: Par�cipants begin to move freely in space following the musical rhythm, already 
connected to an aten�on to the body and others. 

2. Introduc�on of environments: The facilitator introduces imaginary condi�ons (desert, strong wind, 
ice, moon etc.). Par�cipants adapt their bodies to each new situa�on, exploring weight, rhythm, 
balance, posture. 

3. Individual varia�on: Everyone interprets the same se�ng in a personal way, reinforcing individual 
expression and physical self-narra�on. 

4. Observa�on and reflec�on: Moments of mutual observa�on are followed by short circles of words 
or body journaling to supplement the experience. 
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Material 

- Music (falcoltative) 
 
Youthpass Competency Table 

Youthpass Key 
Competence 

What develops... How does it develop... 

Cultural awareness and 
expression competence 

Body narra�on, crea�ve 
expression 

Through the physical interpreta�on of environments and 
states, par�cipants give shape to non-verbal stories, 

enhancing body language 

Personal, social and learning 
to learn competence 

Self-awareness, 
adaptability, bodily learning 

Changes in environment s�mulate flexibility and 
reflec�on on the way you react, feel and communicate 

through your body 

Ci�zenship competence 
Collabora�on, listening and 

respect for the group 
Mutual observa�on and coexistence in space involve 

caring for others and collec�ve aten�on 

Entrepreneurship 
competence 

Ini�a�ve, imagina�on, 
expressive autonomy 

Each par�cipant is free to explore their own way of 
inhabi�ng and represen�ng spaces, developing crea�ve 

confidence 

Mul�lingual competence 
Non-verbal communica�on, 

expressive decoding 

Gestures and postures become alterna�ve narra�ve tools 
to language, useful for conveying emo�onal and 

imaginary content 

 

3.3.2.3. Inven�ng Characters 

"Inven�ng the characters" is an exercise that combines crea�vity, listening and narra�ve embodiment. In line 
with the Embodied Storytelling approach, this prac�ce s�mulates the construc�on of stories star�ng from 
the body and physical transforma�on. The par�cipant is asked to imagine a character through a few essen�al 
traits, and then to bring it to life with his own body, exploring his postures, gestures, walk, presence in space 
and, if desired, also imagining the costume he could wear. In this way, verbal imagina�on merges with bodily 
expressiveness, giving rise to an embodied narra�ve. 
The exercise allows us to reflect on how the body can be a vehicle of iden�ty and imagina�on, and how even 
a few details can build believable and profound characters. In addi�on, it ac�vates empathy and the ability to 
read the other: those who play the character try to be faithful to the descrip�on, while the original author 
observes the physical transla�on of their ideas, promo�ng dialogue and comparison. 
 
Main objec�ves 

• Transforming narra�ve imagina�on into bodily expression. 
• Develop empathic observa�on and interpreta�on. 
• To train the ability to listen, give back and construc�ve feedback. 
• Explore mul�ple iden��es in a playful and safe way. 
• Strengthen expressive confidence and body awareness as a narra�ve tool. 
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Phases of the ac�vity 
1. Crea�on: Each par�cipant writes on a sheet of paper 3 physical strokes (single words) that describe 

a fic�onal character. 
2. Assignment: Sheets are shuffled and redistributed randomly. 
3. Explora�on: Par�cipants work individually to embody the character received, transla�ng the writen 

traits into physical presence. 
4. Performance: In turn, everyone plays the character in front of the group. 
5. Recogni�on and feedback: The original creator recognizes (or not) their character and shares 

observa�ons, triggering a crea�ve and reflec�ve comparison. 
 
Material 

- Sheets 
- Pens/markers 
- Costume material (optional) 

 
Youthpass Competency Table 

Youthpass Key 
Competence 

What develops... How does it develop... 

Cultural awareness and 
expression competence 

Crea�vity, embodied 
storytelling, imagina�on 

The inven�on and physical interpreta�on of 
characters s�mulate a crea�ve and bodily expression 

of ideas 

Personal, social and learning 
to learn competence 

Confidence, self-awareness, 
feedback skills 

Par�cipants bring their expressiveness into play and 
learn to receive and offer feedback in a construc�ve 

way 

Ci�zenship competence 
Listening, empathy, respect for 

diversity 

Observa�on and res�tu�on promote respect for the 
views of others and the building of dialogue in the 

group 

Entrepreneurship 
competence 

Ini�a�ve, lateral thinking, 
problem solving 

Autonomous work in character crea�on and 
transla�on s�mulates crea�ve thinking and 

adaptability 

Mul�lingual competence 
Non-verbal communica�on, 
expressive comprehension 

The use of the body as a means of interpre�ng 
writen messages develops the ability to 

communicate without words 

 

3.3.2.4. Your story, my story 

This exercise is at the most advanced stage of Embodied Storytelling, as it requires a refined ability to translate 
in�mate and emo�onal narra�ve content into body language. Taking up and overcoming the experience of 
"Inven�ng the characters", here the focus shi�s from the imagina�ve crea�on to the symbolic embodiment 
of an authen�c personal story, linked to a significant object. The story takes shape first through wri�ng and 
then, without the use of the voice, is entrusted to the body of another person, in a powerful non-verbal 
narra�ve exchange. 
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The exercise educates to empathic listening and to the transforma�on of the self through the other. It explores 
how personal narra�on can be transmited even without words, only with gestures, inten�ons and 
movement, in a work that s�mulates emo�onal intelligence and communica�ve sensi�vity. It also promotes 
trust, authen�c sharing, and deep respect for the history of others. 
 
Main objec�ves 

• Develop integrated narra�ve and communica�on skills (body, emo�on, inten�on). 
• Enhance empathic listening and the ability to embody experiences that are not one's own. 
• Reflect on the complexity of telling and transmi�ng personal stories. 
• Strengthen the sense of group and mutual trust. 
• To promote a conscious use of the body as a narra�ve and rela�onal tool. 

 
Phases of the ac�vity 

1. Wri�ng (10 min): Each par�cipant tells a story related to their personal object in five points, avoiding 
naming it. 

2. Incarna�on (15 min): Stories are randomly reassigned; each par�cipant tries to represent the story 
received using only their body. 

3. Performance and recogni�on: One at a �me, par�cipants perform the story. If the owner recognizes 
his own, he raises his hand and shares the object and the real story. 

4. Debriefing: In a circle, the group collec�vely reflects on the challenges of body storytelling, the 
emo�ons that emerged, and the communica�ve effec�veness. 

 
Material 

- Sheets 
- Pens/markers 
- Personal item of each par�cipant 

 
Youthpass Competency Table 

Youthpass Key 
Competence 

What develops... How does it develop... 

Cultural awareness and 
expression competence 

Embodied narra�on, symbolic 
expression, non-verbal 

communica�on 

Par�cipants transform a personal story into 
physical expression, interpre�ng or observing it 

with sensi�vity 

Personal, social and 
learning to learn 

competence 

Empathy, trust, self-expression, 
shared reflec�on 

Each story is entrusted to another body, 
promo�ng confidence and awareness of oneself 

and others 

Ci�zenship competence 
Ac�ve listening, respect for other 

people's stories, inclusion 

The exercise educates to respect personal 
experiences and the responsibility to transmit 

them with care 

Entrepreneurship 
competence 

Ini�a�ve, adapta�on, crea�ve 
problem solving 

Par�cipants must "translate" a writen narra�ve 
into symbolic movement, finding effec�ve 

communica�ve solu�ons 
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Youthpass Key 
Competence 

What develops... How does it develop... 

Literacy competence 
Narra�ve synthesis, ability to 

communicate complex ideas in an 
accessible way 

Synthe�c and effec�ve wri�ng of history, 
followed by its bodily reworking 

 

3.4. Biographical Theatre 
Biographical Theatre  is a theatrical prac�ce that transforms real life stories into living and authen�c scenic 
mater. It combines self-narra�on, personal memory and collec�ve crea�on, with the aim of giving voice and 
meaning to individual experiences, s�mula�ng empathy and dialogue within the group. For these 
characteris�cs, it represents a powerful tool not only ar�s�c, but also pedagogical and social. 
The methodology requires careful storytelling ethics, with a focus on consent, privacy, and personal 
boundaries. In fact, since it can touch deep or trauma�c experiences, it is essen�al to ensure emo�onal safety 
and provide moments of decompression and support. In the case of delicate themes, the story is treated with 
symbolic or metaphorical distancing, avoiding a crude or poten�ally re-trauma�zing representa�on. 
The Biographical Theatre is flexible: even small non-performa�ve rendi�ons within the group can have a 
strong transforma�ve impact. In addi�on, it lends itself to the use of mixed languages – such as music, dance, 
video or drawing – expanding the expressive possibili�es and making the process even more inclusive. 
 
Its origins... 
Biographical Theatre was born a�er the Second World War and progressively established itself as an 
autonomous form, halfway between documentary, autobiographical and social theatre. Its roots lie in 
different prac�ces and experiments: from the Living Theatre of the 60s and 70s, which combined biography 
and social transforma�on, to the Italian Narra�ve Theatre of actor-authors such as Marco Baliani and Ascanio 
Celes�ni. It is also linked to the experiences of verba�m theatre and German Documentary Theatre, as well 
as drama therapy and autobiographical wri�ng workshops, o�en ac�vated in educa�onal or marginalised 
contexts. Over �me, Biographical Theatre has consolidated as an integrated approach involving body, voice, 
wri�ng and rela�onships, finding wide use in training, educa�on and youth. 

3.4.1. Methodology 
The path of Biographical Theatre starts from real life and arrives at the stage, passing through phases of 
introspec�on, wri�ng, ar�s�c transforma�on and shared performance. It is a delicate, par�cipatory, profound 
process, which can be dis�nguished in the following phases: 
 

1. Story collec�on: through exercises, interviews, guiding ques�ons or free wri�ng. 
2. Selec�on of narra�ve nuclei: iden�fica�on of episodes or central themes in one's own story. 
3. Scenic elabora�on: transforma�on of the narra�ve into dramaturgical material (texts, gestures, 

images, dialogues). 
4. Staging and res�tu�on: collec�ve construc�on of the performance, which can be represented 

publicly or shared within the group. 
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The course uses tools such as autobiographical wri�ng (diaries, letters, fragments), photographs, symbolic 
objects, recordings, �melines, memory maps, and techniques that include oral narra�on in a circle (story 
circle), biographical reenactment, mise-en-espace, theatrical auto-fic�on and bodily improvisa�ons. In this 
way, it helps to transform memories into expressive languages capable of communica�ng emo�ons and 
iden�ty in a dynamic where the figure of the facilitator acts as a guardian of the process and guarantor of the 
rela�onal climate, ensuring emo�onal safety, ac�ve listening and respect. 
In working with young people, Biographical Theatre is par�cularly effec�ve in suppor�ng iden�ty building, 
working on belonging and differences, fostering self-expression and s�mula�ng intercultural dialogue. It lends 
itself, therefore, to being included in school workshops, extracurricular ac�vi�es, social or intercultural 
projects, both in short form and as a long-term path, even without the need for a performa�ve outcome. 
 

3.4.2. Our prac�ces 

3.4.2.1. 360 Stories: storytelling game 

360 Stories is a typical narra�ve game in 
the Biographical Theatre methodology, 
where the sharing of personal 
experience is the basis of the crea�ve 
and pedagogical process. It has no 
compe��ve purpose, there are no 
winners or losers: it is a playful but 
profoundly human space, which 
s�mulates memory, listening and the 
collec�ve construc�on of meaning 
through storytelling, which can be 
prac�ced in two as well as in larger 
groups. 
It is a light, accessible and in-depth 
modular prac�ce, which allows you to 
give voice to your biography in a 
spontaneous and non-judgmental way. The game's guiding ques�ons facilitate the emergence of memories, 
experiences, emo�ons, crea�ng a safe and rela�onal environment in which it is possible to recognize oneself 
and the other. It can be used in the ini�al phase to break the ice or in the advanced phase to strengthen group 
cohesion and autobiographical work. 
 
Main objec�ves 

• To encourage autobiographical narra�on in a rela�onal and horizontal key. 
• Unlocking the memory and s�mula�ng the re-elabora�on of personal experiences. 
• Strengthen the climate of trust and listening within the group. 
• Generate empathy, connec�on and belonging through storytelling. 
• Valuing everyday stories as tools for expression, understanding and transforma�on. 
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Phases of the ac�vity 

1. Prepara�on: presenta�on of the game and agreement on the tone of the story (lighter or more 
intimate). 

2. Game: in turn, par�cipants draw a card that proposes a narra�ve track or a s�mula�ng ques�on (e.g. 
"once you did something brave"). 

3. Sharing: the fisher tells his story; the others listen in silence and without interrup�ng. 
4. Resonances (optional): you can share emo�ons, memories or comments that emerged during 

listening. 
5. Conclusion: closing the circle with possible reflec�on on the shared experience. 

 
Material 

- Cards with s�mulus demand 
 
Youthpass Competency Table 

Youthpass Key 
competence  

What develops... How does it develop... 

Mul�lingual competence 
Ability to ar�culate thoughts and 

experiences in a clear, personal and 
empathe�c way 

Through the spontaneous narra�on of 
autobiographical episodes in oral form 

Personal, social and 
learning to learn 

competence 

Self-awareness, autobiographical 
memory, ac�ve listening, empathy 

Play s�mulates personal reflec�on and 
emo�onal sharing in a rela�onal environment 

Cultural awareness and 
expression 

Enhancement of one's own history and 
recogni�on of the diversity of others 

The cards invite you to stories that highlight 
different values, iden��es, cultures and 

points of view 

Ci�zenship competence 
Building dialogue, inclusion and respect 

for the stories of others 
Reciprocal and non-judgmental listening 
creates a space for narra�ve community 

3.5. Mindfulness 
Mindfulness is a prac�ce of mindful aten�on to the present moment, cul�vated with an a�tude of openness, 
acceptance, and non-judgment. More than a simple relaxa�on technique, it is a mental a�tude that can be 
developed through formal (such as medita�on) and informal exercises, integrated into daily life. 
In the educa�onal and youth context, mindfulness is an effec�ve tool for reducing stress, improving 
concentra�on, promo�ng emo�onal balance, and fostering a more conscious presence in rela�onships and 
life choices. To be truly effec�ve, it must be adapted to the age and language of par�cipants: brief, accessible, 
and o�en playful prac�ces work best with young people. 
It is essen�al to offer it in a secular and inclusive manner, respec�ng diverse cultural and spiritual sensi�vi�es. 
Its impact grows when it is connected to real life, for example through the mindful use of technology or the 
management of daily conflicts. Mindfulness requires slowness and con�nuity: it does not produce immediate 
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results, but promotes gradual change. In long-term programs, it is helpful to accompany the prac�ce with a 
qualita�ve assessment of emo�onal and behavioral changes. 
 
Its origins… 
Mindfulness has its origins in Eastern contempla�ve tradi�ons, par�cularly Theravada Buddhism , where it 
takes the name sati (awareness). The prac�ce has been reworked from a secular and scien�fic perspec�ve 
since the 1970s. 
The main architect of this transposi�on is Jon Kabat -Zinn, an American biologist, founded the Mindfulness- 
Based Stress Reduc�on (MBSR) Program at the University of Massachusets Medical School in 1979. Since 
then, mindfulness has been the subject of extensive scien�fic research and has entered educa�onal, 
therapeu�c, corporate, and social contexts. 
 

3.5.1. Methodology 
The prac�ce of Mindfulness is structured as a progressive experien�al journey , beginning with listening to 
the body and breathing and leading to full presence in everyday life. It is learned through prac�cal exercises, 
sharing, and guided reflec�on. The primary goal is to strengthen self-regula�on, reduce stress, combat 
anxiety and distrac�ons, and foster a�tudes of listening, acceptance, and kindness toward oneself and 
others. The main stages of its development are: 
 

1. Prepara�on : create a quiet, safe, and in�mate environment that encourages presence. 
2. Introducing the prac�ce : a brief explana�on of the exercise is offered and the intent is focused. 
3. Guided prac�ce : you experience a mindful ac�vity (such as a breathing medita�on, a body scan , a 

mindful walk ) las�ng between 5 and 20 minutes. 
4. Sharing or reflec�on : par�cipants, if they wish, freely verbalize what they have experienced, also 

aided by guiding ques�ons. 
5. Integra�on : ideas are offered for bringing awareness into everyday life (for example, in ea�ng, 

speaking, or studying). 
 
Here, the facilitator's role is to guide the process with authen�city and discre�on, more as an example than 
a "teacher": they maintain emo�onal space, adapt language to the context, and encourage a non-judgmental, 
personal experience. Tools may include audio medita�ons, symbolic objects (bells, images, mandalas), and 
paper supports such as reflec�on journals. Among the most commonly used techniques are mindful 
breathing, body scans , deep listening, mindful walking , and self- compassion prac�ces such as the RAIN 
method or the crea�ve use of mindfulness in the arts. 
A prac�ce that can be effec�vely applied to various educa�onal and youth contexts—from schools to 
community centers, to inclusion or support programs for vulnerable youth—contribu�ng to the crea�on of a 
space for well-being, shared aten�on, and empathe�c rela�onships. Likewise, it can also be easily integrated 
into crea�ve processes—such as theater or journaling —strengthening a sense of presence and authen�c 
expression. 
 

3.5.2. Our prac�ces 
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3.5.2.1. Medita�on  
Medita�on is not just a moment of relaxa�on, but a true training in mindful aten�on and mental presence, 
in a safe, calm, and non-judgmental environment. It represents an important moment and a resource in the 
field of non-formal educa�on. Through simple yet profound techniques—such as mindful breathing, 
grounding, or observing thoughts—par�cipants learn to create an inner space of quiet and introspec�on. This 
allows them to interrupt the automa�c reac�vity of everyday life, facilita�ng emo�onal regula�on, 
psychophysical rebalancing, and authen�c self-connec�on. 
Medita�on, in educa�on and youth, is a powerful exercise for promo�ng awareness, calm, and resilience. It 
can be used to open or close mee�ngs, as a regenera�ve break, or as a stand-alone prac�ce to manage stress, 
confusion, anxiety, or hyperac�vity. It is accessible to everyone, adaptable in dura�on and form, and can be 
personalized with symbolic elements, sounds, or evoca�ve images. 
 
Phases of the ac�vity 

1. Space prepara�on : quiet environment, so� ligh�ng, comfortable and alert posture (si�ng on a chair 
or cushion). 

2. Brief introduc�on : explana�on of the focus of the prac�ce (e.g. listening to the breath, observing 
thoughts). 

3. Guided medita�on (5–15 min): calm voice that accompanies par�cipants on a path of awareness 
(breath, body, emo�ons, sounds). 

4. Gradual return : gentle reconnec�on with the environment and with the group. 
5. Free sharing (optional) : space to verbalize feelings, difficul�es or intui�ons that have emerged. 

 
Material 

- Yoga mat (optional) 
- Music (optional) 
- Candles (optional) 

 
Youthpass Skills Table 

Youthpass key 
competence 

What is developing… How it develops… 

Personal, social and 
learning to learn 

competence 

Self-awareness, emo�on 
management, self-regula�on 

Through focusing on the breath and grounding in the 
present, par�cipants learn to listen to their internal 
states and respond to them in a more balanced way. 

Ci�zenship competence 
Respect, aten�on to others, 

rela�onal responsibility 

The non-judgmental climate and the shared experience 
of the prac�ce foster empathy and care of the rela�onal 

context. 

Entrepreneurship 
competence 

Personal ini�a�ve, resilience, 
confidence in one's own 

resources 

The moment of introspec�on helps to strengthen 
internal stability and to develop more centered 

responses in complex situa�ons 

Literacy competence (if 
integrated with sharing) 

Expression of emo�ons and 
inner experiences 

In the reflec�on or verbaliza�on phase, par�cipants learn 
to name their experiences with clarity and authen�city. 
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3.5.2.2. Yoga 

The prac�ce of yoga, in a mindful context , integrates conscious movement, breathing, and focused aten�on. 
It is a guided sequence of simple postures (asanas) and listening pauses, designed to improve body 
awareness, emo�onal stability, and mental presence. Yoga is not aimed at physical performance, but rather 
at crea�ng a safe space for inner listening, self-regula�on, and calm. 

 
Main objec�ves 

• Cul�vate aten�on to your breathing and your body's signals. 
• Strengthen concentra�on and inner calm. 
• Promote grounding and emo�onal stability. 

 
Phases of the ac�vity 

1. Ini�al welcoming and centering (breathing, inten�on, listening). 
2. Sequence of conscious movements (simple, fluid asanas). 
3. Integra�on pause (observa�on and release of tensions). 
4. Closing and short sharing (if applicable). 

 
Material 

- Yoga mat (optional) 
- Music (optional) 
- Candles (optional) 

 
Youthpass Skills Table 

Youthpass key 
competence 

What is developing… How it develops… 

Personal, social & learning 
to learn 

Listening to the body and 
emo�onal self-regula�on 

Through conscious postures and pauses to 
integrate sensa�ons and internal states 
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Youthpass key 
competence 

What is developing… How it develops… 

Sense of ini�a�ve & 
entrepreneurship 

Self-care and awareness of one's 
own process 

Autonomous choice of intensity, crea�ve 
adapta�on of the prac�ce to one's own resources 

Cultural awareness & 
expression 

Body presence and enhancement of 
non-verbal language 

Through expression through the body, rhythm and 
breath 

 

3.5.2.3. Stretching 

Mindful stretching offers slow, accessible exercises to relax muscles and joints, improving body mobility and 
reducing tension. Each movement is accompanied by conscious breathing and gentle aten�on, encouraging 
you to observe how you feel, without forcing it. It's a useful prac�ce for those who want to gently reconnect 
with their body, promo�ng well-being and relaxa�on. 
 
Main objec�ves 

• Increase physical and mental flexibility. 
• Promote a state of deep relaxa�on. 
• Promote soma�c awareness and stress preven�on. 

 
Phases of the ac�vity 

1. I start with breathing and gentle mobiliza�on (neck, shoulders, back). 
2. Guided stretching for different body areas (with aten�on to rhythm). 
3. Listen in silence and release tension. 
4. Op�onal reflec�on or final journaling . 

 
Material 

- Music (optional) 
- Yoga map (optional) 

 
Youthpass Skills Table 

Youthpass key 
competence 

What is developing… How it develops… 

Personal, social & 
learning to learn 

Psychophysical well-being and stress 
management 

Through conscious movements that promote 
relaxa�on and self-regula�on 

Ci�zenship competence Self-care and respect for one's limits 
Through listening to the body and non-compe��ve 

and non-judgmental prac�ce 

Digital & environmental 
competence 

Connec�on with the physical and 
natural dimension of the self 

Facilita�ng moments of disconnec�on from devices 
and reconnec�on with the body and breath 
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3.6. Live Ac�on Role Play (LARP) 
Live Ac�on Role Play (LARP) is a live ac�on role-playing game in which par�cipants physically play characters 
within a structured narra�ve, moving and interac�ng in real space through ac�ons, words, and emo�ons. 
Unlike board games, LARP engages the body and stage presence, transforming the experience into a total 
immersion. 
In the educa�onal field, LARP is an ac�ve learning tool that s�mulates the explora�on of complex themes, 
social dynamics, and rela�onships through self-iden�fica�on, narra�ve play, and role-playing. To ensure it is 
truly educa�onal, it is essen�al to ensure psychological safety, with the facilitator playing a key role as an 
invisible director, guarantor of emo�onal well-being, and ins�gator of reflec�on. This involves clear rules on 
consent and protec�ve mechanisms (such as "no means no" and the " safety call"), as well as providing a 
thorough debriefing that allows par�cipants to process the experience. 
The combina�on of storytelling, crea�vity, and ac�ve par�cipa�on, strengthening empathy, coopera�on, and 
cri�cal thinking, makes it a par�cularly effec�ve, inclusive, and flexible prac�ce for young people. Indeed, it 
can and must avoid stereotypes or oppressive roles and be accessible to all, regardless of ability or 
background . It is therefore a methodology adaptable to different �mes, spaces, and levels of experience, 
applicable also in schools, training, or informal se�ngs, with more structured ( Edu -LARP) or flexible ( 
Freeform , Nordic ) approaches, which easily integrates with non-formal educa�on and gamifica�on 
approaches , making learning engaging and meaningful. 
 
Its origins… 
The origins of LARP can be traced back to the 1960s and 1970s in Anglo-Saxon countries, par�cularly the 
United States and the United Kingdom, as an evolu�on of tabletop role-playing games (e.g. Dungeons & 
Dragons ) and immersive theatre prac�ces. 
During the 1980s and 1990s, structured LARP scenes developed in Scandinavia (par�cularly Norway and 
Sweden), where LARP also took on an ar�s�c and educa�onal dimension. From there, it spread throughout 
Europe, gradually incorpora�ng educa�onal, psychological, and social objec�ves, culmina�ng in the so-called 
edu -LARP (educa�onal LARP). 
Today, LARP is used in school, educa�onal, ar�s�c, and community se�ngs around the world. 
 

3.6.1. Methodology 
LARP is based on shared storytelling , in which each par�cipant contributes to the development of the story 
by ac�ng firsthand. It can be structured as a short event (2–3 hours) or a long one (days, with mul�ple phases). 
The key elements to consider when crea�ng and implemen�ng a LARP are: 

• Character: Par�cipants create or play characters that can be real or fic�onal, based on known traits 
or symbolic roles. These characters guide the ac�ons and decisions within the game; 

• Se�ng: The environment in which the LARP takes place. While it should be imagina�ve, the se�ng 
should also provide sufficient structure to facilitate meaningful interac�on between par�cipants; 

• Interac�on: the heart of LARP, where players improvise and interact with others based on their 
character's goals and the current situa�on. It's important to establish "universal" rules and gestures 
to communicate specific needs without interrup�ng the LARP and ensuring good interac�on: a 
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gesture indica�ng that the par�cipant is temporarily out of the game, a gesture to call the facilitator's 
aten�on and ask a ques�on, etc. 

• De- roling : ge�ng out of character by removing props or through physical exercises; 
• Debriefing: At the end of a LARP session, a debriefing is always held to process the experience, reflect 

on the ac�ons taken, and extract deeper meaning from the fic�onal scenario.  
 
One of the most significant methodological elements 
of LARP is the Experien�al Learning Circle , which 
transforms the immersive experience into conscious 
and las�ng learning. During a LARP, par�cipants don't 
simply role-play, but experience emo�ons, make 
decisions, interact with others, and confront complex 
situa�ons in real �me: all of this forms the basis of 
experien�al learning. Once the experience is complete 
( the experience phase), the reflection phase begins , 
where the sensa�ons felt, the behaviors enacted, and 
the rela�onal dynamics that emerge are analyzed. This 
personal reflec�on, facilitated by debriefing sessions, 
allows par�cipants to gain awareness of themselves 
and their way of being in the world. Subsequently, in 
the generalization phase , individual experiences are 
linked to broader concepts, observing paterns, values, 
roles, and rela�onal models that can be related to 
everyday life. Finally, in the transfer phase , what has 
been experienced and understood is transferred to 
other contexts: par�cipants reflect on how to apply 

the acquired skills, insights, and personal changes in their real lives. It is precisely this circular process that 
allows LARP to go beyond play and become a powerful educa�onal space, where ac�on and reflec�on are 
con�nuously intertwined, genera�ng transforma�ve learning.  
 
Based on these elements, LARP consists of 5 phases: 
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1. Prepara�on and introduc�on: defining objec�ves, explaining the narra�ve context, assigning roles. 
2. Character Building: Par�cipants develop 

their own character (biography, mo�va�ons, 
rela�onships). 

3. Ac�ve play / staging : free ac�on in real �me 
within a predefined narra�ve and spa�al set. 

4. De- roling : par�cipants say goodbye to their 
character and regain contact with themselves 
and the reality around them. 

5. Debriefing and reflec�on : final discussion to 
process experiences, emo�ons, learnings, 
and connec�ons with reality. 

 

3.6.2. Our prac�ces  

3.6.2.1. The Conclave 

Live Action Role Play exercise focused 
on cultural iden�ty that invites 
par�cipants to impersonate real 
figures, both living and dead (e.g., Frida 
Kahlo, Che Guevara, Malala) , who have 
had a significant cultural impact on 
them. Par�cipants work on character 
development through physical 
(gestures, posture) , vocal (tone, 
rhythm) , and symbolic (accessories, 
objects) elements , par�cipa�ng in an 
immersive role-playing game (LARP) in 
which the characters are asked to 
choose a new Spiritual Guide within a 
conclave. The game, las�ng at least 20 
minutes, is played en�rely in character 
. At the end, the deroling and debriefing 

phase is essen�al to help par�cipants emerge from their roles, share emo�ons and reflec�ons, and re-
elaborate the meaning of the experience. The ac�vity promotes cri�cal thinking, empathy, and iden�ty 
explora�on, offering a protected space for experimen�ng with discussion, narra�ve crea�vity, and personal 
reflec�on. Furthermore, it facilitates work on rela�onal dynamics, ac�ve listening, and managing emo�ons in 
confronta�onal contexts. 
 
Main objec�ves 

• Exploring cultural iden�ty and the rela�onship with role models. 
• S�mulate imagina�on and crea�ve storytelling. 
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• Strengthen empathy, self-expression, and communica�on. 
• Promote ac�ve listening and coopera�on. 
• Provide a safe space to experiment with group roles and decisions. 

 
Phases of the ac�vity 

1. Introduc�on and context : a brief introduc�on to the LARP methodology and an explana�on of the 
ac�vity. 

2. Character selec�on and crea�on : each par�cipant chooses a cultural reference figure and builds 
their iden�ty by mixing real and fic�onal elements, working on posture, voice, and objects. 

3. Introduc�on to the group : in a circle, each character briefly introduces himself while remaining in 
his role. 

4. Conclave – LARP ac�on : Par�cipants, remaining in character, take part in a conclave where they 
discuss and vote on the new Spiritual Guide. Minimum dura�on: 20 minutes. 

5. Deroling : Par�cipants say goodbye to their character and exit the role, returning to their real iden�ty. 
• Final debriefing : a sharing circle to process emo�ons, learnings, and experiences, s�mulated by 

guiding ques�ons, such as: 
 How did it feel to become someone else? 
 what surprised you? 
 was it difficult to find a balance between truth and imagina�on? 
 Did you recognize something of yourself in your role? 
 What connec�on do you see between this ac�vity and your iden�ty or cultural background 

? 
 

Material 
- Character sheets (optional) 
- Props 

 
Youthpass Skills Table 

Youthpass key 
competence 

What is developing… How it develops… 

Cultural awareness and 
expression 

Exploring cultural iden�ty, values, and 
differences 

Through the interpreta�on of inspira�onal 
figures from different cultures 

Learning to learn 
Reflec�on on oneself and one's 

rela�onship with cultural models 
During the character building phase and the 

final debriefing 

Sense of ini�a�ve and 
entrepreneurship 

Personal ini�a�ve, crea�vity and 
decision making in the role 

Ac�ng autonomously in the game and 
contribu�ng to the development of the plot 

Social and civic competence 
Empathy, communica�on, listening and 

conflict management 
During the interac�on in the conclave and in 
the nego�a�on of the role of spiritual leader 

Communica�on in foreign 
languages 

Effec�ve and conscious expression, 
even in different linguis�c registers 

In the presenta�on of the character and in 
maintaining the role on stage 
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Youthpass key 
competence 

What is developing… How it develops… 

Personal, social and 
learning competence 

Emo�onal awareness, self-esteem and 
role management 

Through iden�fica�on and subsequent 
reworking in the final circle 

 

3.6.2.2. Bus Sta�on 

Live Action Role Play exercise set in a bus sta�on. Each par�cipant plays an imaginary character, constructed 
from informa�on provided on a sheet of paper (age, name, mo�va�ons, goals). The context is simple yet 
highly rela�onal: everyone is wai�ng for a bus that is very late. The interac�on between the characters, each 
with their own story, allows for the explora�on of social dynamics, communica�on, conflict, and coopera�on 
in a safe and crea�ve space. 
 
Main objec�ves 

• S�mulate iden�fica�on and empathy towards different experiences. 
• Develop listening, adaptability, and communica�on skills. 
• Explore social rela�onships and reac�ons in situa�ons of wai�ng or uncertainty. 
• Strengthen personal expression and narra�ve spontaneity. 
• Encourage emo�onal management and improvisa�on. 

 
Phases of the ac�vity 

1. Introduc�on to LARP and the se�ng : explana�on of the basic rules, play areas and out-of-character 
communica�on signals (e.g. gestures for “pause” or “out of character”). 

2. Character distribu�on and individual prepara�on (10 min) : Each par�cipant receives a sheet with 
brief informa�on about their character (age, name, mo�va�on for being at the sta�on, hidden goal, 
or dominant characteris�c). In silence, they reflect and mentally construct the character. 

3. Spa�al immersion : par�cipants begin to move around the space “in role,” walking like their 
character, exploring their tone of voice, the way they sit, and the way they observe others. 

4. Ac�ve LARP (about 40 minutes) : The characters meet in a sta�on wai�ng room and, while wai�ng 
for a delayed bus, interact according to objec�ves or character traits. Interac�ons are free, but 
inspired by the characteris�cs provided. 

5. Debriefing and debriefing : the return out of character is guided with a short shared ritual, followed 
by a reflec�on circle in which the dynamics that emerged, the emo�ons felt, the observed behaviors 
and the parallels with reality are discussed. 

 
Material 

- Character sheets 
- Props 
- Sound media (optional) 

 
Youthpass Skills Table 
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Youthpass Key 
Competence 

What is developing… How it develops… 

Mul�lingual competence 
Spontaneous use of language (verbal 
and nonverbal) in a simulated context 

Communica�on between characters with tone, 
vocabulary and inten�ons consistent with the 

role 

Personal, social & 
learning competence 

Iden�ty explora�on, emo�onal 
management, empathy 

Iden�fica�on with other people's stories, free 
but conscious interac�ons, reflec�ve debriefing 

Ci�zenship competence 
Awareness of social roles and 

dynamics, respect for common rules 
Simula�on of shared public spaces: a 
comparison of different perspec�ves 

Entrepreneurship 
competence 

Ini�a�ve, uncertainty management, 
rela�onal crea�vity 

Autonomous choice of ac�ons in the game, 
building bonds and goals 

Cultural awareness & 
expression 

Crea�ve expression, narra�ve 
construc�on of the self and the other 

Improvised narra�on, use of symbolic objects, 
interpreta�on of culturally marked roles 

 

3.6.2.3. Class Reunion (a�er 20 years) 

A class reunites twenty years a�er the last day of school. Par�cipants play former classmates with diverse life 
stories: careers, loves, secrets, resentments, or unresolved rela�onships. The gameplay and narra�ve revolve 
around interac�ons, informal conversa�ons, and progressive vo�ng to decide who will be the "king" or 
"queen" of the day. Throughout the game, secrets and strategies emerge, promp�ng reflec�on on iden�ty, 
popularity, and social judgment. 

  
Main objec�ves 

• Symbolically explore group dynamics, popularity, exclusion, and rivalry. 
• S�mulate empathy, crea�vity and the ability to empathize. 
• Foster awareness of how we judge or are judged. 
• Promote communica�on skills, emo�on management, and cri�cal observa�on. 
• Ac�vate reflec�ons on the social self and iden�ty projec�ons. 
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Phases of the ac�vity 
1. Character Crea�on: Each par�cipant develops their own character, with realis�c or unusual elements, 

building backgrounds , personality details and secrets (collected in writen form), based on the 
following sheet: 

 
Character Indica�ons
Name: 
Sex: 
Profession: 
Financial situa�on: 
Hobbies/Passions: 
Life Achievements (if any): 
Wishes/Wishes for the future: 
Family status/Wish(s): 
Rela�onship Status/Wishlist: 
Major and important events in your life 
(posi�ve and/or nega�ve) 
Personality traits: 

Poli�cal opinions (if any): 
Religious/Spiritual Status/Opinions: 
Dilemmas in your life: 
What was your high school life like? 
The most memorable moments of that period: 
How do your colleagues and teachers remember you? 
A secret (this should be something you're still ashamed 
of) you have from your high school days (that no one in 
high school knew or knows now) : 
KEYWORDS TO DESCRIBE YOU: 
OBSESSIONS or FIXATIONS of your character: 

 

Intentions for the meeting: 
How do you want to behave at the mee�ng? What a�tudes do you want to display when interac�ng with 
others? 
What strategies do you want to use when socializing? 
 

Preparation 
Dress and prepare appropriately for the mee�ng and your character (as much as possible). 
Write your secret on a piece of paper (with your name on it, both the player's and the character's) and give it 
to the GM before the mee�ng begins. 
 

2. Narra�ve introduc�on: explana�on of the context, rules of the game and the final prize (the symbolic 
�tle of “King/Queen of the mee�ng”). 

3. Rela�onship Building: Each par�cipant creates 1 posi�ve and 1 nega�ve rela�onship with other 
characters (5 min each). 

4. Individual presenta�ons: short presenta�on (1 minute) of the character to the class. 
5. LARP Ac�on 

 Socializa�on 
- Free interac�ons (20 min). 
- Anonymous vote: each person indicates 3 people who should not receive the award. 
 Exclusions and revela�ons 

- Announcement of 10 people eliminated from the compe��on. 
- These can read 2 secrets of their choice and use them in subsequent conversa�ons. 
 New interac�on 

- The par�cipants s�ll in the game socialize (20 min). 
- New vote with the same criteria. 
 Second exclusion 
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- 10 more par�cipants are eliminated. They can read the remaining par�cipants' secrets 
and use them in the game. 

 Final 
- Last interac�ons (10 min). 
- The two finalists give a speech to convince the class. 
 Secret ballot 

- I vote with my eyes closed to decide the winner. 
6. De- roling 

- Personal, silent reflec�on, with your eyes closed, on what your character experienced: how they 
behaved, what happened to them, what decisions they made, how they felt about a certain 
situa�on, how your character feels about the end of the LARP. Think of some advice for your 
character now that you know it's all over. If your character had to return to a gradua�on party, 
what advice would you give them? 

- Symbolic character removal: remove any props and costumes. Say goodbye to the character, 
open your eyes, and return to being yourself. 

- Share your final piece of advice for your character. 
7. Debriefing – Guiding Ques�ons 

- What happened during this LARP? What emo�ons did you feel? 
- How did you develop your character and how did it feel to be that character? 
- What was the most exci�ng part? And the most difficult or nega�ve? 
- What real-life connec�ons can you draw from what happened? 
- What do you want to take away from this experience? 
- What real-life connec�ons can you draw from what happened in this LARP? Regarding the 

ac�ons of your character, the others, or the overall dynamics? 
- What do you want to take away from this experience? 

 
Necessary material 

- Sheets for crea�ng and collec�ng character secrets 
- Post-it notes for secret ballots 
- Character building materials (accessories, symbolic objects) 
- Quills 

 
Youthpass Skills Table 

Youthpass Key 
Competence 

What is developing… How it develops… 

Personal, social & learning 
competence 

Reflec�on on the self and rela�onal 
dynamics, empathy 

Character building, interpreta�on, emo�onal 
and strategic interac�ons 

Ci�zenship competence 
Awareness of group dynamics and 
inclusion/exclusion mechanisms 

Vo�ng, alliances, observa�on of collec�ve 
reac�ons 

Entrepreneurship 
competence 

Crea�vity, managing uncertainty, 
making quick decisions 

Narra�ve construc�on, adapta�on to surprises 
(secrets), development of rela�onal strategies 
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Youthpass Key 
Competence 

What is developing… How it develops… 

Cultural awareness & 
expression 

Personal narra�ve, emo�onal and 
symbolic expression 

Crea�on and interpreta�on of human stories, 
o�en inspired by real experiences or stereotypes 

Mul�lingual competence 
Effec�ve communica�on, ac�ve 
listening, persuasive language 

Speeches, dialogues during the simula�on, final 
vote 

 

3.6.2.4. Crea�ng a LARP Character 

This ac�vity guides par�cipants through the in-depth crea�on of an original LARP character, rich in cultural 
elements, contradic�ons, memories, and secrets. Par�cipants invent a fic�onal iden�ty, exploring emo�onal, 
social, and narra�ve aspects. 
The ac�vity fosters the development of crea�ve wri�ng and character-building skills, offering a playful yet 
meaningful way to reflect on personal and cultural themes. It also lays the founda�on for the next phase, 
which involves crea�ng a LARP scenario, while fostering narra�ve awareness and mutual inspira�on in a safe 
and voluntary environment. 
 
Main objec�ves 

• Develop narra�ve crea�vity and personal expression 
• S�mulate reflec�on on iden�ty, culture and belonging 
• Training in empathy and the crea�on of coherent 

characters 
• Promote empathic listening and sharing in a safe 

environment 
• Laying the groundwork for future collec�ve LARP 

scenarios 
 
Phases of the ac�vity 

1. Character Development (30-40 min): Par�cipants invent 
their own fic�onal characters rich in cultural complexity 
and internal contradic�ons, based on a guided model, 
imagining: 
 name; 
 age; 
 place of origin (fic��ous or real); 
 cultural background (language, rituals, values, family structure, food, myths, etc.) 
 belief system and contradic�ons (e.g. “loves tradi�on but secretly studies forbidden art”); 
 emo�onal memory or trauma (e.g. “he was abandoned at sea”); 
 a secret; 
 a talent; 
 a bizarre habit; 
 physical traits or symbolic clothing (e.g. “wears three rings,” “never shows teeth”) 
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 their role in the community (e.g. “lost healer”) 
 A quote that defines him (made up or borrowed from someone else) 
 Optional creative additions: draw the character or assign a gesture or object to it. 

 
2. Character Presenta�on: Par�cipants introduce their character, already ac�ng as the character, 

recoun�ng key aspects such as their name, background , and a characteris�c detail. 
 
Material 

- Character Crea�on Template 
- Sheets 
- Pens/markers 

 
Youthpass Skills Table 

Youthpass Key 
Competence 

What is developing… How it develops… 

Cultural awareness & 
expression 

Reflec�on on cultural iden��es, symbolic 
construc�on, narra�ve imagina�on 

Par�cipants create fic��ous cultural 
backgrounds with rituals, beliefs and symbols 

Personal, social & 
learning competence 

Exploring emo�ons, traumas, desires and 
social roles 

The inven�on of memories, habits and 
contradic�ons allows us to reflect on human 

complexity 

Literacy competence Development of narra�ve and storytelling 
Through wri�ng and oral presenta�on of the 

character 

Entrepreneurship 
competence 

Crea�ve ini�a�ve, vision, personal 
experimenta�on 

Each par�cipant designs and interprets a 
unique iden�ty in an autonomous and 

original way 

Mul�lingual competence 
Expressive and conscious use of language 
(including symbolic or corporeal language) 

During presenta�ons, with the choice of 
words, tone and gestures 

 

3.6.2.5. Crea�ng a LARP Scenario  

Based on the characters created, par�cipants collec�vely create a LARP scenario in which these characters 
will act. This fosters collabora�ve thinking, decision-making, teamwork, imagina�on, and organiza�onal skills. 
The goal is to build complex and symbolic LARP se�ngs rooted in iden�ty, culture, and social dynamics, with 
a par�cular focus on reflec�ng on real-world issues through imagina�ve and metaphorical lenses. The 
experience concludes with the implementa�on of the LARP and a period of emo�onal and cri�cal debriefing. 
 
Main objec�ves 

• S�mulate narra�ve imagina�on and collec�ve symbolic construc�on 
• Promote collabora�on, dialogue and par�cipatory decision-making 
• Strengthen organiza�onal skills and crea�ve planning capabili�es 
• Reflect cri�cally on issues of iden�ty, power, and cultural differences 
• Promote personal expression in a structured and mindful play context 
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Phases of the ac�vity 

1. Task Defini�on: The facilitator introduces the challenge with an inspira�onal invita�on: “You have 
created characters full of contradic�ons, beauty, pain, and power. Now it's �me to ask yourself: 
Where do they live? What is the world they inhabit? What forces shape them? And what unites 
them?” Par�cipants are divided into groups of 5–6 people. 

2. Scenario crea�on in groups (45–50 min): each group develops its own scenario by answering the 
guiding ques�ons: 

- Is it realis�c or fantas�cal? What values and symbols characterize it? 
- What brought the characters together? What is the central conflict? 
- What secrets, powers, or rivalries influence the characters? 
- What are the social rules, symbolic gestures, taboos, and important objects? 
- How do they reflect cultural iden��es, stereotypes, or social issues? 
- How long does the LARP last, what materials are needed, and where does it take place? 

 
Guiding Criteria To be defined… 

Worldbuilding (realistic or fantasy, post-apocalyptic, 
mythological, underwater, magical, etc.) 

symbols, themes and main values of that world 

Conflict and catalyst what brought their characters together (ceremony, 
political summit, natural disaster, etc.) ; iden�fy the 
central tension or decision that needs to be made 

Roles and interac�ons characters and characteris�cs (secrets, powers, 
weaknesses, and how alliances or rivalries might 

emerge) 
Rituals, rules and restric�ons elements of communica�on (language, gestures, rituals) 

, social rules or taboos of the world and any important 
physical or symbolic objects 

Iden�ty Integra�on how the scenario reflects cultural expression, iden�ty, or 
stereotypes 

Times and logis�cs LARP narra�ve �meline, materials needed, and space 
needed 

 
3. Presenta�on to other groups (10–15 min): Each group presents the scenario they have created, 

sharing the main points. 
4. Vo�ng and Consensus (20–25 min): Through a process of dialogue and vo�ng, par�cipants choose 

which scenario to implement. This phase trains them in compromise, nego�a�on, and ac�ve 
ci�zenship. 

5. Prepara�on (5–10 min): The creators of the winning scenario, assisted by the facilitator, prepare 
everything needed for the implementa�on of the LARP scenario (they define rules, set up spaces, 
assign roles, etc. 

6. LARP Ac�on (45–60 min): Each par�cipant plays their role spontaneously and narra�vely, respec�ng 
the rules and the shared context. The ac�on unfolds based on conflicts, alliances, and individual 
choices. 

7. De- roling and debriefing: Par�cipants step out of character and share personal reflec�ons using 
guiding ques�ons: 

- What did you feel in your role? 
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- What emo�ons or thoughts surprised you? 
- How did your characters relate to each other? 
- Have you recognized any similar dynamics in real life? 
- How has LARP touched on themes such as iden�ty, power, difference? 
- Have stereotypes emerged or been deconstructed? 
- Does this world reflect something about our society? 
- What insights do you take with you? 

 
Necessary material 

• Large sheets for each group 
• Markers, post-its, symbolic objects and props 

 
Youthpass Skills Table 

Youthpass Key 
Competence 

What is developing… How it develops… 

Ci�zenship competence 
Par�cipa�on, dialogue, democracy, 

collec�ve responsibility 
Ac�ve ci�zenship is exercised through the co-

crea�on of the scenario and the final vote. 

Cultural awareness & 
expression 

Symbolic reflec�on on iden�ty, 
stereotypes and differences 

The worlds created integrate real and imaginary 
cultural elements, fostering cultural exchange 

Entrepreneurship 
competence 

Ini�a�ve, planning, �me and 
resource management 

Groups imagine, structure and implement a 
shared crea�ve project 

Personal, social & learning 
competence 

Rela�onship, collabora�on, ac�ve 
listening, conflict management 

In planning and LARPing, alliances, tensions and 
rela�onal narra�ves emerge 

Literacy competence 
Storytelling, crea�ve wri�ng, 

symbolic communica�on 
The scenario is described orally and o�en also in 

writen or visual form 

Sense of ini�a�ve 
Ability to ini�ate and manage a 
complex process independently 

Each group manages all phases: idea → 
development → presenta�on → implementa�on 

3.7. Gestalt Theater 
Gestalt Theater is a form of theatrical expression and personal transforma�on born from the integra�on of 
experien�al theater and Gestalt psychotherapy. It is an ar�s�c and developmental prac�ce that uses 
theatrical techniques to explore personal experience in the here and now, enhancing bodily, emo�onal, and 
rela�onal awareness. It provides a safe and crea�ve space, where the rhythm of the group and a climate of 
trust are fundamental, and where people can explore themselves through ac�on, voice, and body, accessing 
profound experiences and opening up possibili�es for change, growth, or healing. While not a subs�tute for 
therapy, Gestalt Theater can have a powerful transforma�ve and preven�ve effect, provided it is guided by a 
properly trained facilitator with theatrical skills, psychological sensi�vity, and knowledge of Gestalt principles. 
The prac�ce can be offered in short formats, such as workshops las�ng a few hours, or in more structured 
programs depending on the objec�ves. 
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Its origins… 
Gestalt Theatre has its roots in Gestalt psychotherapy, developed in the 1940s and 1950s by Fritz Perls, Laura 
Perls, and Paul Goodman, who emphasized self-awareness, present-moment authen�city, and personal 
responsibility. The connec�on between theatre and Gestalt was strengthened in the 1970s and 1980s by 
therapists, directors, and trainers such as Claudio Naranjo, Serge Ginger, and ar�sts who integrated Gestalt 
techniques with theatrical approaches (including Theatre of the Oppressed and ritual theatre). In Italy, Gestalt 
Theatre has been promoted by various Gestalt schools that have adopted crea�ve languages as a means of 
personal growth and development. 
 

3.7.1. Methodology 
Gestalt Theatre is an expressive and experien�al methodology that combines the poten�al of theatre with 
the principles of Gestalt psychology, proposing an approach centered on the "here and now," authen�c 
listening, and the integrated expression of body, mind, and emo�ons. It adopts an intermodal approach, 
combining voice, movement, writen word, drawing, and imagina�on, with the aim of using theatrical 
performance as a tool for explora�on and integra�on, thus ac�va�ng the transforma�ve poten�al of scenic 
expression. The key elements of an ar�s�c prac�ce based on this methodology can be summarized as follows: 
 

1. Welcome and warm-up : physical and trust-building exercises to create a cohesive group and ac�vate 
listening. 

2. Emergence of the theme : par�cipants bring experiences, emo�ons or situa�ons that they wish to 
explore onto the stage. 

3. Gestalt staging : experiences are represented theatrically, with or without a script, using symbols, 
objects or Gestalt techniques (such as the empty chair or role -playing) . 

4. Sharing and integra�on : a moment of collec�ve re-elabora�on and reflec�on on the meaning of the 
lived experience. 

 

3.7.2. Our prac�ces 

3.7.2.1. Time passes  
“Passa il tempo” is a simple and engaging exercise that is played in pairs and is based on the classic hand 
clapping game . Two people stand facing each other and, while singing a nursery rhyme or song, exchange 
hand claps (such as “high five”, crossed hands, etc.) in a Repe��ve and synchronized sequence. In this case, 
par�cipants must reproduce a rhythmic sequence following a choreography proposed by the facilitator. 
Different levels of difficulty are created. For example: 
Level I: Basic hand sequence with “song” (e.g., counting to 5); Level II: Replace a number with a 
sound/gesture), Level III: Replace mul�ple numbers with sounds/gestures; Level IV: Walk in space. 
This way, concentra�on, coordina�on, and shared aten�on are refined. Although it may seem like a physical 
game, in the context of Gestalt Theater, it becomes a profound experience of presence ("here and now"), 
nonverbal listening, and bodily atunement. The energe�c and rhythmic contact between par�cipants 
s�mulates recogni�on of the other and the construc�on of a shared "rela�onal field." The co-crea�on of 
rhythm and synchrony thus become tools for reconnec�ng body, emo�on, and rela�onship in the present 
moment, central aspects of Gestalt technique. 
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Main objec�ves 

• Promote concentra�on and presence in the "here and now" 
• S�mulate body synchrony and energe�c connec�on between par�cipants 
• Develop deep listening and nonverbal communica�on 
• Strengthen group cohesion and a sense of mutual trust 
• Working on the balance between individual ac�on and collec�ve rhythm 

 
Phases of the ac�vity 

1. Introduc�on and ini�al circle : the facilitator introduces the exercise, emphasizing the value of bodily 
listening and presence. 

2. Basic choreography : The facilitator demonstrates the hand choreography. The group observes and 
replicates it. 

3. Increasing difficulty : elements (voice, walking, variations in rhythm) that challenge synchrony and 
require greater aten�on and tuning are gradually added . 

4. Couple Rota�on : All par�cipants experiment with the exercise, varying partners to explore different 
rela�onship dynamics. 

5. Closing and brief sharing : a collec�ve moment of reflec�on on the experience: what did I feel in my 
body? How has the rhythm changed? What happens when I find or lose synchronicity? Was I able to 
stay focused on the moment? What distracted me? 

 
Material 

- Nobody 
 
Youthpass Skills Table 

Youthpass Key 
Competence 

What is developing… How it develops… 

Personal, social and 
learning to learn 

competence 

Presence, body listening, 
emo�onal regula�on, aten�on 

management 

Through the synchrony of gestures, rhythmic contact 
and shared concentra�on in the "here and now" 

Cultural awareness and 
expression competence 

Body expression, sense of 
rhythm, crea�vity in gesture and 

voice 

Through the use of nursery rhymes, verses, 
movements and choreographic varia�ons proposed 

and co-created by the par�cipants 

Communica�on 
Nonverbal and paraverbal 
communica�on , rhythmic 

expressiveness 

Gestural and sound interac�on with your partner 
s�mulates synchronized and intui�ve communica�on. 

Social and civic 
competences 

Coopera�on, respect for each 
other's �me and space, bodily 

empathy 

Par�cipants train to co-create a shared ac�on, 
adjus�ng their pace in harmony with the other. 

Entrepreneurship 
competence 

Ini�a�ve, flexibility, real-�me 
error resolu�on 

The ac�vity offers increasing challenges that s�mulate 
the ac�ve management of complexity and the crea�ve 

reac�on to unexpected events. 
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3.7.2.2. Game of Mirrors  
Par�cipants stand in pairs in the space, facing each other. One person performs the movement while the 
other copies it, then they switch roles. The "mirroring" doesn't just involve physical gestures, but everything 
the other person does, in terms of expressions or sounds. 
The "mirror game" is one of the most typical prac�ces of Gestalt Theater: it allows us to explore iden�ty, 
rela�onships with others, and the self reflected in the group. This exercise ac�vates the percep�on of the 
body as a tool of communica�on and the observa�on of one's reac�ons in the present moment. The mirror 
is a metaphor for emo�onal mirroring: what I see in others speaks to me about myself. Furthermore, 
observa�on and mirroring foster emo�onal connec�on, trust, and presence in the here and now. 
Varia�on: Circle Dance - Par�cipants in a circle take turns leading spontaneous dance-like movements, while 
the rest of the group mirrors them in real �me. There's no need to enter the center; everyone stays in their 

own posi�on, alterna�ng the lead role 
through eye contact or natural 

transi�ons. This ac�vity focuses on 
body awareness, self-expression, and 
non-judgmental movement. It helps 
create a suppor�ve and body-posi�ve 
space where par�cipants can explore 
movement freely, without the 
pressure of performance. 
Main objec�ves 
• Develop body awareness and 

nonverbal language 
• Training empathic listening and 

rela�onal presence 
• Promote emo�onal mirroring and iden�ty explora�on 
• Strengthening trust and connec�on between peers 
• Promote free and non-judgmental expression of movement 

 
Phases of the ac�vity 

1. Introduc�on and explana�on : the facilitator introduces the meaning of the game and invites 
experimenta�on without judgement. 

2. Pair phase – classic mirror : Par�cipants stand in pairs, one leading, the other mirroring. A�er a few 
minutes, they switch roles. 

3. Varia�on – Circle Dance (optional) : In a group, each par�cipant suggests a dance move, followed by 
the others. The lead alternates fluidly. 

4. Debriefing and sharing : plenary reflec�on on the lived experience, the emo�ons that emerged and 
the connec�ons between body, iden�ty and rela�onship. 

 
Material 

- Music 
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Youthpass Skills Table 

Youthpass Key 
Competence 

What is developing… How it develops… 

Personal, social and learning 
to learn competence 

Body awareness, self-awareness, 
emo�on management 

Through body mirroring and self-observa�on in 
rela�on to others 

Cultural awareness and 
expression competence 

Nonverbal expression, crea�vity 
in movement, body acceptance 

Encouraging the spontaneous and non-judgmental 
use of the body to communicate and explore 

iden�ty 

Social and civic competences 
Mutual trust, empathy, 

coopera�on 
By alterna�ng roles and respec�ng the �ming and 

signals of the partner or group 

Mul�lingual competence 
Deep listening, decoding 

nonverbal signals, rela�onal 
awareness 

The ac�vity invites you to "read" and respond to 
the other person's body language, beyond words. 

Entrepreneurship 
competence 

Ini�a�ve, personal expression, 
adapta�on 

Each par�cipant independently proposes 
movements and adapts to the rhythmic or 

rela�onal changes of the game 

 

3.7.2.3. Circle of Exaggera�on  
Par�cipants stand in the center. One person begins a small ac�on, which, star�ng with the person next to 
them, should be increased in intensity un�l the last person in the circle performs an exaggerated version. For 
example: the first person shows a slight disgust on their face toward something, the last person screams in 
fear of that thing and walks away. It's also possible to do it the other way around: start with a very exaggerated 
ac�on and end with a very minimal ac�on. 
Amplifying a gesture is a central therapeu�c principle in Gestalt therapy: through exaggera�on, what is 
implicit or withheld emerges forcefully and becomes recognizable. The ac�on becomes charged with meaning 
and can become symbolic, emo�onal, and revealing. "Exaggera�ng" a gesture allows hidden emo�ons, 
tensions, or character traits to surface. Through caricaturing or intensifying the gesture, the experience 
becomes clear, visible, and "felt." The body thus becomes a vehicle of revela�on and authen�city. Working in 
a circle also promotes group cohesion, empathic observa�on, and the co-crea�on of shared meanings. 
 
Main objec�ves 

• Exploring and recognizing emo�ons through the body 
• Release restrained or judged expressions 
• Strengthen self-awareness and authen�city 
• Strengthen listening and nonverbal empathy 
• Develop stage presence and contact with the group 
• Using English in an unconven�onal context, related to body language 

 
Phases of the ac�vity 
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1. Introduc�on and group prepara�on : brief explana�on of the purpose of the ac�vity and its modes 
of expression. Body warm-up, if necessary. 

2. Ac�on selec�on and ini�a�on : A volunteer begins with a simple, short, and clear gesture (physical 
or audible). The facilitator can suggest basic emo�ons (fear, joy, anger, embarrassment, etc.) . 

3. Progressive transforma�on : each person in the circle repeats the gesture and gradually increases its 
intensity, adding body, voice, movement. 

4. Reverse varia�on : in a second round, you can start from an exaggerated ac�on and gradually reduce 
it to a minimal form. 

5. Final sharing : collec�ve reflec�on on the experience, on what emerged individually and in the group, 
and on what it was like to use the body and English together. 

 
Material 

• Nobody 
 
Youthpass Skills Table 

Youthpass Key 
Competence 

What is developing… How it develops… 

Mul�lingual competence 
Use of English in crea�ve and 

corporeal contexts 

Par�cipants use simple English verbal expressions 
integrated with movement, promo�ng experien�al 

learning. 

Personal, social and learning 
to learn competence 

Emo�onal awareness, emo�on 
management, personal 

development 

Amplifying the gesture brings out emo�ons, 
strengthens iden�ty, and allows for self-reflec�on. 

Cultural awareness and 
expression competence 

Bodily and symbolic expression, 
crea�ve use of the body 

Through exaggerated gestures, crea�vity is 
s�mulated and internalized roles, traits and 

cultural codes are explored. 

Social and civic competences 
Empathy, listening, respect for the 

group 

Par�cipants observe, listen, and respond to each 
other's gestures, maintaining rela�onal coherence 

in the circle. 

Entrepreneurship 
competence 

Ini�a�ve, expressive courage, 
stepping out of your comfort zone 

The ac�vity encourages children to propose 
gestures, take up space, and risk unconven�onal 

expressions. 
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3.7.2.4. Blind handshake  
“Blind Handshake” is a simple and powerful exercise that focuses 

aten�on on the everyday gesture of shaking hands, transforming 
it into a moment of deep connec�on and bodily listening. 
Par�cipants stand in pairs and, once they have made ini�al eye 
contact, they close their eyes, take three steps back, and then 
three steps forward to find the other person and shake their 
hand, relying exclusively on their own body percep�on. 
In the context of Gestalt Theater, this exercise emphasizes the 
concept of trust in rela�onships, nonverbal listening, and 
sensorial presence. Deprived of sight, par�cipants are invited to 
connect with themselves and others through touch, the rhythm 
of their bodies, and intui�on. The gesture, though simple, is thus 

imbued with meaning: it requires inten�onality, care, and aten�on. 
The experience can generate emo�onal connec�on, increase awareness of one's body in space, and 
strengthen mutual trust within the group. 
 
Main objec�ves 

• Develop body and spa�al awareness 
• Promote sensorial and non-verbal listening 
• Strengthen the sense of trust towards others 
• Cul�va�ng presence in the “here and now” 
• S�mulate tac�le percep�on and introspec�on 
• Using English experien�ally in a rela�onal context 

 
Phases of the ac�vity 

1. Introduc�on and pairing : The facilitator briefly explains the ac�vity, emphasizing the value of 
listening and trust. Pairs are formed, with sufficient distance between par�cipants. 

2. Preparatory phase : the partners look at each other for a few moments to memorize the other's 
presence. 

3. Execu�on : with their eyes closed, they take three steps back, then three steps forward trying to find 
each other again and shake hands without speaking . 

4. Repe��ons and varia�ons : you can repeat it several �mes by changing pairs, increasing the distance 
or adding noises in the environment to intensify concentra�on. 

5. Final sharing : reflec�on on the experience: how did I feel? Did I find the other? What emo�ons did 
I perceive? 

 
Material 

- No 
 
Youthpass Skills Table 
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Youthpass Key 
Competence 

What is developing… How it develops… 

Mul�lingual competence 
Use of English in a physical and 

emo�onal context 

Par�cipants listen to instruc�ons and share 
reflec�ons in English, promo�ng immersive 

learning. 

Personal, social and 
learning to learn 

competence 

Trust in oneself and in others, body 
listening, management of the 

present moment 

Closed eye contact builds trust, s�mulates 
introspec�on, and helps recognize subtle 

emo�ons. 

Cultural awareness and 
expression competence 

Awareness of the symbolic meaning 
of gestures and body expression 

An everyday gesture like shaking hands is 
explored in a theatrical and rela�onal way, with 

openness and aten�on. 

Social and civic 
competences 

Building trust, respec�ng others' 
space, empathe�c rela�onships 

Nonverbal contact and the absence of sight 
require deep listening and mutual respect. 

Entrepreneurship 
competence 

Ini�a�ve, emo�onal risk, 
unconven�onal communica�on 

The gesture becomes an expression of oneself 
and requires personal ini�a�ve to “meet” the 

other in the sensorial darkness. 

 

3.7.2.5. Improvised sketches 

"Improvised Sketches" is a theatrical exercise based on rapid improvisa�on and ac�ve audience involvement. 
Par�cipants, working in pairs, take the stage and, star�ng from a cue provided by the audience (a situa�on, a 
loca�on, an emo�on), construct a scene using a single sentence each or a sequence of interpre�ve gestures. 
The goal is to train spontaneity, mutual listening, and collec�ve storytelling, developing the ability to act 
crea�vely, even under communica�on constraints. The ac�vity is energizing, coopera�ve, and adaptable to 
different levels of theatrical experience. 
 
Main objec�ves 

• Training spontaneity and stage presence 
• S�mulate crea�vity and self-expression 
• Strengthen mutual listening and adaptability 
• Foster peer collabora�on in a non-compe��ve environment 
• Experiment with imaginary roles and situa�ons with fun and lightheartedness 
• Promote ac�ve public involvement in a crea�ve process 

 
Phases of the ac�vity 

1. Introduc�on and warm-up (10-15 min): A brief explana�on of the ac�vity and a physical or vocal 
warm-up to encourage disinhibi�on. It's made clear that the goal isn't a perfect performance, but 
shared crea�vity. 

2. Improvised sketches (30-40 min): 
- Par�cipants take turns in pairs on the stage or in the performance space. 
- The audience suggests situa�ons or se�ngs (e.g. “on a first date”, “in space”, “a clumsy robbery”). 
- Couples act out the scene using one sentence each at a �me or just movements and sounds. 
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- Variant: The audience observes without knowing the cue and tries to guess the situa�on, 
reinforcing the symbolic interpreta�on. 

3. Rota�on and varia�ons: Everyone par�cipates mul�ple �mes, with different partners and different 
scenarios. Addi�onal constraints can be introduced (e.g., speaking only in rhyme, using only gestures, 
imita�ng animals). 

4. Debriefing (10-15 min): short moment of collec�ve reflec�on: 
- What made you feel comfortable? What challenged you? 
- What was the funniest or most surprising moment? 
- What have you discovered about your way of improvising or collabora�ng? 

 
Material 

- Symbolic props ( op�onal ) 
 
Youthpass Skills Table 

Youthpass Key 
Competence 

What is developing… How it develops… 

Mul�lingual competence 
Express yourself with simple sentences, 

verbal crea�vity 
Limited use in one sentence s�mulates 
effec�ve and inven�ve communica�on 

Personal, social & learning 
competence 

Adaptability, collabora�on, and 
managing emo�ons in public 

Couples must coordinate and react in real 
�me, working in emo�onal safety 

Cultural awareness & 
expression 

Storytelling, body expression, crea�ve 
use of roles and stereotypes 

Par�cipants construct characters and scenes 
using symbols, emo�ons and culture 

Entrepreneurship 
competence 

Ini�a�ve, spontaneity, narra�ve 
problem solving 

Improvisa�on promotes the ability to act 
without warning and effec�vely 

 

3.7.2.6. LOL: Whoever laughs is out 

"LOL – Chi ride è fuori" is a comical theatrical 
exercise inspired by the Italian television 
program of the same name. Par�cipants play 
grotesque or surreal characters and have a 
simple goal: to make others laugh without 
laughing. Through crea�vity, the absurd, and 
freedom of expression, the dynamics of 
nonverbal communica�on, improvisa�on, 
and emo�onal control are explored. The 
game can be played in turns or all together, 
maintaining an energe�c and engaging 
atmosphere. 
Two levels of play allow you to modulate the 
difficulty and depth of immersion. 
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Main objec�ves 
• Develop expressive and bodily crea�vity 
• Promote emo�onal control (self-control and laughter management) 
• S�mulate theatrical improvisa�on and playful interac�on 
• Improve social and rela�onal skills 
• Fostering inclusion and self-acceptance through play 
• Promote body and communica�on awareness 

 
Phases of the ac�vity 

1. Introduc�on and explana�on (2 min): explain the rules: 
- Whoever laughs is eliminated. 
- Anyone who remains inac�ve for too long is eliminated. 
- Physical contact (e.g. �ckling) is prohibited. 
- It is permited to use funny voices, props, postures, expressions, and invented words. 

2. Level I: Free Gags (10-15 min): Par�cipants perform free gags, without assigned characters. Everyone 
can interact as they wish to make others laugh, without breaking their self-control. 
Level II: Characteriza�on (15-20 min): Each par�cipant or team is assigned a theatrical characteris�c 
(e.g., "You only speak through singing," "You're a sad zombie," "You're afraid of cats"). This 
characteris�c guides their ac�ons and encourages improvisa�on. 

3. Elimina�ons and finals: The game con�nues un�l only one player/team remains. Any "judges" may 
call for laughter and elimina�ons. 

4. Debriefing (10 min): Possible ques�ons: 
- What was the funniest moment? 
- Was it difficult to hold back your emo�ons? 
- How did you use your body to communicate? 
- What did you discover about yourself through playing? 

 
Material 

- Cards or notes with theatrical characteris�cs 
- Funny Objects (Optional) 

 
Youthpass Skills Table 

Youthpass Key 
Competence 

What is developing… How it develops… 

Personal, social & learning 
competence 

Emo�onal self-control, failure 
management, adapta�on 

Par�cipants must hold back their laughter and 
maintain their roles even under pressure. 

Cultural awareness & 
expression 

Crea�ve expression, symbolic use 
of body and voice 

The use of characters and expressive �cs s�mulates 
symbolic and theatrical thinking 

Entrepreneurship 
competence 

Ini�a�ve, crea�vity, ability to think 
outside the box 

Everyone is challenged to find unique ways to make 
others laugh and surprise them. 

Mul�lingual competence 
Nonverbal communica�on and 

performa�ve language 
Voices, sounds and invented words become 

alterna�ve tools for communica�on 
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