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1. Abstract 

The current “Innovative PBL-based Training Methodology Targeted at Young People (15-24 

years of age)” has been elaborated within the project “Development of Skills of the Future 

among young people through problem-based learning for a more competitive Europe”, 

No2019-3-BG01-KA205-077847, co-funded by the Erasmus+ Programme of the European 

Union. This is a Strategic Partnership project under Key Action 2 of Erasmus+ Programme with 

Project Coordinator - Bulgarian Memory Foundation, Bulgaria and Project Partner - 

Association for Macedonian – Bulgarian Partnership, Republic of North Macedonia.  It is based 

on the research report “Research and analysis of good practices” targeted at good practices valid 

for the two countries and at international level - also elaborated under the same project. 

The project aims to develop and implement an innovative training methodology targeted at 

young people (15-24 years), based on the problem-based learning methods with an emphasis 

on young people at risk of marginalization, aiming at the development of separate groups of 

"skills of the future", entrepreneurial, social and civic competences, as well as implementation 

of training for young people, youth workers and representatives of youth-related sectors. 

Building upon the collection of good practices and their own experience in the field of non-

formal education, PBL and youth work, the project partners built have elaborated this project 

innovation - a training methodology integrating five training modules which are to be tested 

during the project lifetime:  

1. "Resource mobilization"; 

2. "Working with others"; 

3. "Creativity and initiative"; 

4. "Idea generation and sustainable thinking”; 

5. “Social and leadership skills”. 

. 
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2. Introduction to the Innovative PBL-based training 

methodology targeted at young people (15-24 years of age) 

 

This Innovative PBL-based training methodology targeted at young people (15-24 years of age) 

is tailor-made to be effective in working with youth at risk of marginalization. It is aimed at 

developing particular groups of skills of the future, entrepreneurial, social and civic 

competencies, based on good practices in the field of non-formal education and covering 5 

innovative training modules that can be applied together or separately in trainings for young 

people. 

 

The thematic modules covered by the methodology will match in an innovative way the skills 

envisaged in the Report of the EC Joint Research Center (JRS) "EntreComp: Entrepreneurial 

Competence Framework", 2016 ("EntreComp" Report) and the identified skills of the future in 

the Report of the World Economic Forum "The Future of Jobs", 2016, describing the "10 most 

important skills after 2020" ("The 10 most important skills after 2020" Report). Thus, the 

relevance and practical applicability of the training results is guaranteed. 

 

The training methods in each module are combined in an innovative way, containing new 

training elements, integrated with the proven methods of problem-based learning (PBL). Each 

of the five training modules is aimed at developing a group of entrepreneurial competencies, 

combined with a group of skills of the future, but focused on a specific thematic area. At the 

same time, social and civic competencies will be developed, including teamwork skills, 

confidence, leadership, intercultural communication skills. 

 

The five training modules are designed so as to be implemented both individually 

(autonomously) and collectively for the benefit of the target groups. In addition to social and 

civic competences, each training module is intended to develop in a specific way the 

competence "entrepreneurship and initiative". Each module specializes in a relevant group of 

skills and competencies provided in the two reports mentioned above, and is related to applying 

the respective part of the innovative methodology. 
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The skill groups envisaged for development - an intersection between the identified key skills 

of the EntreComp Report and the skills of the future identified in the "Top 10 skills after 2020" 

Report, are the subject of the five training modules elaborated within the project. Each of them 

is targeting skill groups, thematically sorted in a unique way. The integrated educational 

methodology, which is an innovative product in the field of non-formal education, comprises 

of proven problem-based learning methods, innovatively combined with each other and 

thematically upgraded.  

 

This methodology has been elaborated for young people to develop the envisaged skills in a 

new way and gain experience, which, through the prism of their personal experience, will 

become a means of acquiring new knowledge and skills. The methodology can be easily 

compiled with training tools and prepared for implementation by creating training courses’ 

programmes, which will generate interest and stimulate the trainees’ desire to both actively 

participate in the respective activity and learn more about themselves and their abilities. 
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3. “Skills of the future” context. Origin of the “Skills of the 

future” concept and labour market demand 

 

What kind of skills are going to be needed in the future? Nowadays labour market is in a 

constant state of fluctuation in terms of demand. The skills needed to be successful in today’s 

workforce in Europe differ substantially from those of the past and will differ substantially in 

the near future, in the context of the digital transformation and the implementation of the Green 

Deal 2030. In this context, future jobs will also require completely new skills. This means that 

new roles will come into being, some of which we don’t yet have names for and other 

occupations will become outdated. The next decade is predicted to be a time of predominantly 

intense transformation.  

 

The World Economic Forum (WEF) predicts that the need to reskill will concern more than a 

1 billion people by 2030 and this will apply to current jobs as well as those yet to come into 

being. Changes are occurring at an “exponential rate”, according to Klaus Schwab, the founder 

and executive chair of the WEF. The WEF predicts that 42% of the core skills required to 

perform existing jobs will change in the third decade of the 21-st century. Thus a set of new 

skills is gradually arising – the so called “skills of the future”.  

 

The defining trait of the Industry 4.0 (Fourth Industrial Revolution) is connectivity, with data 

and information being shared across platforms and media. Boundaries will be blurred between 

the physical, digital and even biological spheres. Automation and machine learning will be at 

the heart of these changes. These will perhaps lead to the most significant changes in terms of 

skills required by the workforce. Old roles will be automated out, while new roles working with 

these automated systems will come into being.  

 

While this could vastly improve our lives, workers not in possession of the right skills are at 

risk of being left behind. The effects of this will certainly be exacerbated by the coronavirus 

pandemic. The pandemic and economic crisis that has followed added an extreme urgency to 

this process. Covid-19 not only looks likely to create “a tsunami of job losses” in Industries that 

https://www.accenture.com/_acnmedia/thought-leadership-assets/pdf/accenture-education-and-technology-skills-research.pdf
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are unable to turn a profit but there are also signs the pandemic could rapidly accelerate the 

pace of technological transformation.  

 

Over the last decade, debates about the future of work have been dominated by attempts to 

predict the number of jobs that will be replaced by robots. Automation anxiety witnesses a 

revival now as reliance on human labour looks like a systemic business risk. Indeed, some 

commentators have suggested that the pandemic is “a crisis that robots were built for”. These 

impacts actually became the main pillars in the debates about the effects of the pandemic on 

the automation as the current changes will in short term affect not only the quantity of work, 

but also the fundamental business models upscaling on the shift to online and digital services, 

including e-commerce, telemedicine and artificial intelligence. In practical terms the “skills of 

the future” today evolve in line with the following processes: 

 

 Public health considerations. Businesses could increase automation, in order to 

minimise interaction between workers and consumers, and reduce the risk of contagion; 

 

 Consumer preferences. While new technologies may have initially been introduced 

for health and safety reasons, some abruptly rise because they offer consumers more 

convenient, enjoyable or affordable experiences. Examples in these effect are the 

numerous meetings held via Zoom, the significant rise of e-commerce and food delivery 

platforms; 

 

 The cost of labour in a pandemic. Social distancing and other protective measures 

increase the cost of human labour relative to machines that can still work in close 

proximity, don’t need to self-isolate and don’t require sick pay. Robots raise their 

application in manufacturing, in fast food restaurants as well as in modular construction. 

 

While many of the positive and negative effects will be in the hands of policymakers, those 

looking to improve their future employability would do well to identify and acquire the most 

desirable skills in the workplaces of the future. Juxtaposing the forecasted effects of the digital 

transformation with the impetus given by the Coronavirus pandemic it is likely to see skill gaps 

emerging, which will create high demand for qualified workers in the near future. 
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The COVID-19 pandemic-induced lockdowns and related global recession of 2020 have 

created a highly uncertain outlook for the labour market and accelerated the arrival of the future 

of work. The World Economic Forum Future of Jobs Report 2020 sheds light on: 

 The pandemic-related disruptions thus far in 2020, contextualized within a longer 

history of economic cycles; 

 The expected outlook for technology adoption jobs and skills in the next five years. 

 

The report envisages the top skills and skill groups which employers see as rising in prominence 

in the lead up to 2025 include groups such as critical thinking and analysis as well as problem-

solving, and skills in self-management such as active learning, resilience, stress tolerance and 

flexibility.  
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4. Entrepreneurship as a transversal skill for young people concept: 

EntreComp 

 

The development of the entrepreneurial capacity of European citizens and especially among 

young people is one of the key policy objectives for the EU and Member States. The European 

Commission has identified sense of initiative and entrepreneurship as one of the 8 key 

competences necessary for a knowledge-based society. The EntreComp framework implied in 

this methodology proposes a shared definition of entrepreneurship as a competence, with the 

aim to establish a bridge between the worlds of education and work.  

 

Developed through a mixed-methods approach, the EntreComp framework has become a 

reference for a majority of nowadays initiatives aiming to foster entrepreneurial capacity of 

European young people.  

 

It consists of 3 interrelated and interconnected competence areas: “Ideas and opportunities”; 

“Resources” and “Into action”. Each of the areas is made up of 5 competences, which, together, 

constitute the building blocks of entrepreneurship as a competence. Each of the areas is made 
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up of 5 competences, which, together, constitute the building blocks of entrepreneurship as a 

competence. The framework develops the 15 competences: 

1. Spotting opportunities 

2. Creativity 

3. Vision 

4. Valuing ideas 

5. Ethical and sustainable thinking 

6. Self-awareness and self-efficacy 

7. Motivation and perseverance 

8. Mobilizing resources 

9. Financial and economic literacy 

10. Mobilizing and inspiring others 

11. Taking the initiative 

12. Planning and management 

13. Coping with uncertainty, ambiguity and risk 

14. Working with others 

15. Learning through experience 

 

The present methodology has integrated training elements boosting the development of a great 

deal of the above-mentioned competences in the young participants thus setting the foundation 

for the entrepreneurship-related learning activities within the training modules fostering 

entrepreneurship as a competence.   
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5. Problem-based learning as a tool for development of skills of 

young people in an intensive training environment 

 

Problem-based learning (PBL) is a self-directed learning strategy that is implemented through 

well-designed problem situations, group or team-work, information searches, problem-solving 

strategies generation, and meta-cognitive reflections. Integrating PBL methods in group work 

enhance the active participation of the learner both within and outside the immediate context of 

the learning environment. It enhances the learners to feel safe and “at home” which targets the 

learning process both towards the planned sessions and the extra-curricular activities. PBL is a 

special strategy because it implements all the principles of modern didactics: 

 Self-direction; 

 Cooperation; 

 Constructiveness; 

 Conceptuality.  

 

The implementation of problem-based learning as a didactic strategy in an intensive training 

environment for young people is not self-purposed - it helps to realize the principles of 

contemporary learning that are very important for the 21st century’s young learners. Problem-

based learning methods can easily respond to the psycho-social, cognitive and biological 

capacities of the learners and provide for their comfort in a learning session. However, they all 

imply the four mentioned didactic principles of varying intensity. In order to boost the groups’ 

cognitive abilities, all problem learning sub-strategies are to be implemented synchronously - 

considering the experience of the learners and the share of learners belonging to “disadvantaged 

situations” in the context of the learning program. The combination of the three Problem-based 

learning collaborative learning strategies is applied: Game-Based Learning, Group-Based 

Learning, and Team-Based Learning: 

 Game-based learning expresses the concept of "Learning to live", which emphasizes 

the importance of acquiring social skills in the learning process. The form of this 

learning strategy encompasses the acquisition of fundamental social skills - the 

construction of a new social reality. 
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In Game-based learning sessions - the main form of learning is a game that takes learners 

through the basic social and practical skills needed for daily activities and communication. The 

games are applied in an intensive learning setting according to the specific training objectives, 

learner's experiences and interests. Attention must be paid to the knowledge on the individual, 

analysis or personality - before the formation of game-based training programs. The game 

includes individuals’ psycho-motor skills, cognitive skills, emotional disposition, so it is an 

effective learning strategy for learners in a disadvantaged situation. During the game, learners 

learn to collaborate, improvise, portray, and comprehend both social and their own personal 

characteristics.  

 

Therefore, game-based learning - the simplest form of problem-based learning, helps to 

acknowledge social, emotional intelligence and motivational skills together with other selected 

pieces of knowledge.  In a game-based learning, learners mostly would acquire social skills and 

improve their own personality, because the game is the best form of acquisition of such skills 

by simulating reality. Game-based learning is most often used as a support strategy in an 

intensive learning setting, but not limited to it. The game as a learning strategy can be useful as 

a tool for bringing together groups of learners, promoting their motivation and socialization. 

Thus, it is used both at the level of socialisation, as well as at the level of acquiring other skills 

that need personal involvement. Game-based learning can be useful in personalizing, 

simulating, playing various learning object-related games - so it's beneficial for non-formal 

learning setting but it also can be successfully transferred to other informal or formal learning 

settings. 

 

 Group-based learning expresses the concept of "Learning to share", which emphasizes 

the importance of non-compete, collaborative work, and the sharing of learning 

outcomes. This form of learning strategy encompasses the sharing of experiences by 

ordinary learners through the activities of interactive learning communities. 

 

Group-based learning strategy in Problem Based Learning setting has more complex design 

features because at this stage it is important to realize many theoretical ideas in practice. 

Therefore, great attention is paid to individualized, group and team training. Cognitive and other 
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self-reflection approaches support the learners to research, share and create together.  Cognitive 

preparation is implemented through active intergroup interactions and mutual support. Thus, 

the theoretical aspect is much more focused on each learner’s personal experience and input in 

the group work. The envisaged knowledge and skills are mastered through practical and 

effective cognitive cooperation, where learners synchronously combine theoretical and 

practical activities: combining theoretical knowledge (quoting its sources), critical thinking and 

information collection combined with personal creative inputs. In this process learning 

environments are significant - special environments for group/team work to enable 

individualized learning paths. This training defined by strict procedural precision, exercises and 

tasks prepared in advance, pre-defined schemes and models. 

 

 Team-based learning expresses the concept of "Learning to create", which emphasizes 

the importance of developing learners' creative abilities. At this level of cooperative 

learning strategy, Problem-based learning is transformed into Project-based learning 

that results in tangible learning outcomes.  

 

Team-based learning is a practical continuation of the other problem-based learning strategies 

because besides the aspects of learning mentioned above, additional learning qualities are 

developed – in team-based learning problem-solving takes shape in concrete and tangible 

forms: work plans, models, and operational projects are developed within. During team-based 

learning, special attention is paid to the high level of team creativity and the development of 

creative products. 

 

The approach is practical and can be applied as a form of cooperation in solving problems in 

other learning and/or professional environments. This learning strategy is used to solve 

problems that arise in practice and often involves not only information research and teamwork, 

but also requires critical thinking in information selection, differentiation on the information 

relevance and utilising the group input for creating a new product. Social, cognitive, and 

psychomotor skills are developed, together with strong personal abilities to cooperate. 
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6. Problem-based learning as a tool for integrating young 

people in disadvantaged situations to the learning process 

 

Research of good practices in applying PBL in group work have definitely demonstrated that 

PBL methods in an intensive training context directly impact the persistence, motivation and 

enhancing sense of belonging within the group. Applying PBL is a methodological asset for 

enhancing the young person’s motivation to continue studying despite personal impediments 

that may be also related to belonging to any “disadvantaged situation”. PBL methodology 

would enhance the feeling of connection among participants with their fellow learners which 

would make them inclined to persist in their learning process. Without social integration in a 

short intensive learning setting, it is more difficult to persist, and ultimately to utilise new skills 

and attitudes. Naturally, integration has a learning aspect, as well as a social one, building upon 

learners’ willingness and ability to belong to a group which is directly connected with the ability 

to pursue learning objectives. While this process requires certain cognitive abilities, time and 

effort are also required. Likewise, teachers, facilitators and educators need to acquire similar 

cognitive abilities, in order to be able to successfully apply them in an intensive training 

environment. 

 

The combined application of the three PBL collaborative learning strategies would lead to a 

faster learning environment integration. The concepts of social and learning integration also 

involve an additional distinction – a distinction between formal and informal integration, each 

of them being equally important for successful learning integration and acquisition of the 

targeted skills in an intensive learning environment. While formal learning integration involves 

the contacts related to learning (discussions, group work, team work, learning through games), 

the informal learning integration involves contacts between facilitators, youth workers and 

learners outside of the direct context of the learning environment, in situations where the whole 

group would consider themselves to be at more or less the same level socially, and be able to 

share personal difficulties with each other. Similarly, at the level of social integration, formal 

integration mainly involves contacts between peers on matters of learning. Such contacts often 

are related to collaborative work meaning the experience of the learners working together on 

tasks.  
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Especially in an intensive training environment where PBL cooperation strategies form 

substantial part of the learning sessions, the quality of cooperation work may be an important 

determinant of learners’ attrition. This formal level can be differentiated from the informal 

level, which is characterised by factors such as frequent social contact and participation in 

learners’ activities. It is directly influenced by the personal feeling of belonging of the learners 

and those of them who would feel they have many friends in the groups, would feel at home 

and enjoy the rest of the learning sessions. Undoubtedly, with such an attitude learners have a 

larger chance of obtaining the envisaged skills and competences. 

 

Despite PBL cooperation strategies are very similar, they may differ in the context of their use. 

In all these strategies, learners are actively involved in learning: researching information, 

working in groups or teams and solving certain hypothetical or real problems during learning 

or professional activity. However, there are also substantial differences between them and 

therefore they are applied simultaneously in the designed innovative training modules. Thus, 

the combination of Problem-based learning strategies is a self-directed learning approach with 

a special focus on fast social integration within the group and cooperation among the learners 

in analysis and reflection of problems. 

 

Problem-based learning does not outcome in solving the problem completely (practically), but 

within – with significant insights delivered. In problem-based learning, the main emphasis is 

placed on information literacy and collaborative learners’ work. Therefore, this strategy is 

beneficial for non-formal learning setting because it promotes good skills in information 

literacy, and active sharing of knowledge activities. Due to it learners can gain a lot of 

knowledge and acquire the skills necessary for their maturity and preparation to further pursue 

their professional, scientific and employment goals. 

 

The cooperation in Problem-based learning involves a lot of the same learning elements as the 

group work does - the objects of learning are visualized, analyzed, synthesized, and reflected 

on as well. Also, learners share and implement certain learning tasks the way they do in a group 

work. However, the key difference in Problem-based learning cooperation is that the learning 

roles played here are much more unique, oriented towards a specific area required for the 

creation of certain learning products. The result of the group work is the acquisition of 
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knowledge, abilities, formulated insights, while the result of teamwork complemented with the 

specific learning outcomes can be used for practical purposes. Therefore, it is obvious, that the 

creative element in teamwork is one of its essential and defining features, which is less typical 

in group work. In order for the learners to work together productively, they must reach a certain 

level of maturity in the collaborative learning - to possess both game-based learning and good 

teamwork skills in advance. 

 

Problem-based learning cooperation overcomes the barriers of disadvantaged situations of 

learners and forms an active learning community out of a diverse group. The learners are 

cognitively prepared to actively share their own experience, ideas and creativity with their 

peers. In the process of active sharing of information and knowledge, advanced knowledge is 

being elaborated and new knowledge is being created. Correspondingly, the creative process is 

realized through team-based learning, in which learners distribute among each other very 

specific learning tasks, while learning or working in a highly coordinated way in order to create 

professional innovations in their field. Created new knowledge and innovations can be a 

contribution to improving social realities, as well as in realizing creative ideas in practice. Thus, 

learners who have utilised this approach can further apply it in any education system or any 

other communication or creative setting in their local communities.  

 

 



 
 

7. Problem-based learning Innovative modules 

On the basis of the exchange and analysis of good practices in the field of PBL, entrepreneurship, and skills & jobs of the future, was created the 

project innovation – the current educational methodology.  

 

This is an innovative training methodology targeted at young people (15-24 years), and based on the problem-based learning methods with an 

emphasis on young people at risk of marginalization, aiming at the development of separate groups of "skills of the future", entrepreneurial, social 

and civic competences. Before the educational tool elaboration, some of its key elements were successfully tested among young people and youth 

workers from the Republic of Bulgaria and the Republic of North Macedonia.  

The educational methodology is based on the interrelation of the following three fundamental components:  

 

1) Development of New Skills through the three PBL strategies: 

 

 Game-based learning, expressing the concept - "Learning to live"; 

 Group-based learning, expressing the concept - "Learning to share"; 

 Team-based learning, expressing the concept - "Learning to create". 
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2) Development of the skills of the future, indicated by World Economic Forum through PBL and in a combination with the entrepreneurial 

competences: 

 

 Complex problem-solving 

 Critical thinking 

 Creativity 

 People management 

 Coordinating with others 

 Emotional intelligence 

 Judgement and decision-making 

 Service orientation 

 Negotiation 

 Cognitive flexibility 

 

 

 

 

3) Development, through PBL and in a combination with skills of the future, of the 15 EntreComp competences that, together, make up the 

building blocks of the entrepreneurship as a competence for all citizens: 

 

 Spotting opportunities 

 Creativity 

 Vision 

 Valuing ideas 

 Ethical and sustainable thinking 

 Self-awareness and self-efficacy 

 Motivation and perseverance 

 Mobilizing resources 

 Financial and economic literacy 

 Mobilizing and Inspiring othe 
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 Taking the initiative 

 Planning and management 

 Coping with uncertainty, ambiguity and risk 

 Working with others 

 Learning through experience 

 
 

The innovative methodology integrates the following five training modules: 

 

1. "Resource mobilization"; 

2. "Working with others"; 

3. "Creativity and initiative"; 

4. "Idea generation and sustainable thinking”; 

5. “Social and leadership skills”. 

The modules are based on the PBL and non-formal education methods.  
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 PBL-BASED INNOVATIVE MODULES  

Skills to be developed 

based on the 

EnteComp Model 

MODULE 1: "RESOURCE MOBILIZATION" Skills to be 

developed based on 

the WEF 2020 

Report  

1) “Mobilizing 

resources”; 

 

2) “Financial and 

economic literacy”; 

 

3) “Planning and 

management”. 

1.1 Short Description 

 

The “Resource mobilisation” training module targets young people/youth workers, some of them 

in disadvantaged situations. It is designed to match the skills of the future: “Coordinating with 

others”;” Service orientation”; “Cognitive flexibility”; “Complex problem solving” with the 

EntreComp competencies: “Mobilizing resources”; “Financial and economic literacy”; “Planning 

and management”. The module aims at developing the participants’ expertise to: *build a 

successful fundraising strategy;*inspire themselves and others; *mobilise resources (locally, 

regionally and internationally); *plan and manage funding and *gain basic skills and knowledge 

on finance. The module will also enhance personal characteristics and (communication) approaches 

to better coordinate with others, so that the participants will learn how to assess their own behaviour 

in a more objective way. The module will focus on the up-to-date business trend of service 

orientation regardless the economic sphere of activity. The implementation of the PBL methods 

will facilitate the equal participation of all, overcoming potential impediments caused by their 

disadvantaged status. In addition, the non-formal education methods will contribute to the very 

interactive learning process free of stereotypes. As a result, on the basis of the acquired knowledge 

and skills, the participants will have the expertise to mobilize resources. 

 

1.2 Energiser 

 

Ice-breaking Session: Active methods of non-formal education. Interactive session aiming to 

introduce the participants to each other, to make them find what they have in common, thus 

contributing for better team work in the rest of the Module 1 sessions. 

 

1) “Coordinating 

with others”;  

 

2)” Service 

orientation”; 

 

3) “Cognitive 

flexibility”; 

 

4) “Complex 

problem solving”. 
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1.3 Group-based learning Interactive Session 

 

“Economic and financial literacy – let’s explain it, so that everyone understands”: 

Information session. Discussion and interactive methods. The participants will learn the basics of 

economic and financial literacy – why it is important for their personal development. Key terms 

and principles of micro and macroeconomics, accounting and finance will be interactively 

presented through videos, infographics and interesting examples. 

“My first business plan”: Discussion and interactive methods. Development of planning and 

management skills among young participants. Basic knowledge about PEST analysis, SWOT 

analysis and Cost-Benefit analysis. 

“Opportunities for financing an entrepreneurial idea”: Discussion and interactive methods. 

Development of skills for mobilizing resources. The participants will find out the difference 

between a bank loan, national, European and private funding, business angels, venture capital 

funds, crowdfunding and financial engineering.   

 

1.4 Team-based learning sessions  

 

Successful examples from the entrepreneurial ecosystem”: The participants will be divided 

into small groups and will have the task to find information about the most interesting and 

successful young entrepreneurs in their country. Then they will present those examples to the other 

groups and the facilitators from the project organizations. 

“Let’s make a business plan of my innovative entrepreneurial idea”: Each group will choose 

an entrepreneurial idea, make a business plan and then present it to rest of the participants and the 

facilitators from the project organizations. 

 

1.5 Game-based session  

“Skills for the jobs of the future”: Discussion and interactive methods. The young participants 

will identify the skills needed for the so called ‘Jobs of the future”, linking education with the 

labour market of the 21st century. They will discuss the main challenges related to finding a job, 

and the interconnection between employment and wellbeing. 
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*** 

  

PBL-BASED INNOVATIVE MODULES 

 

 

Skills to be developed 

based on the 

EnteComp Model 

MODULE 2: " WORKING WITH OTHERS" Skills to be 

developed based on 

the WEF 2020 

Report  

1) “Motivation and 

perseverance”; 

 

2) “Working with 

others”; 

 

3) “Learning through 

experience”. 

 

 

1.1 Short Description 

 

The “Working with others” training module targets young people/youth workers, some of them in 

disadvantaged situations. It is designed to match the skills of the future: “Negotiation”; “People 

Management”; “Coordinating with others” with the EntreComp competencies: “Motivation and 

perseverance”; “Working with others”; “Learning through experience”.  

The module aims at developing the participants’ expertise to:*assess their own motivation and 

understand others as a prerequisite for smooth and successful work in a group; *comprehend the 

dividing lines of human behaviour and their potential implication on business.  

The module is practical and, through the implementation of a critical approach, guided research 

and simulative roles in training tasks, will enable participants to learn from their own experience.  

It is also designed to enhance participants’ abilities to coordinate with others, by taking into 

consideration different points of view and defending their groups’ positions in debates and 

negotiations. The module will also stimulate the participants to unveil their own leadership 

potential and to face the challenges of managing a team in an innovative environment (including a 

new business setting). The implementation of the PBL methods will facilitate the equal 

participation of all, overcoming potential impediments caused by their disadvantaged status. In 

addition, the non-formal education methods will contribute to the very interactive learning process 

free of stereotypes. As a result, on the basis of the acquired knowledge and skills, the participants 

will have the expertise to work with others for achieving a set of goals/and or objectives.  

 

1) “Negotiation”;

  

2) “People 

Management”; 

 

3) “Coordinating 

with others”. 
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1.2 Energiser 

 

Ice-breaking Session: Active methods of non-formal education. Interactive session aiming to 

provoke participants to cooperate in ad-hoc situations: to group and re-group in accordance with 

certain criteria and/or to like or dislike a certain statement concerning different cooperation models, 

thus contributing to better team work in the rest of the Module 2 sessions. 

 

1.3 Group-based learning Interactive Session 

 

“The future of work - why is it all about co-working?”: Discussion and interactive methods. 

The participants will develop their skills for working and coordinating with others. They will find 

out the many options shared co-working spaces provide, eliminating the need for a fixed office 

location, and also demonstrating the opportunities of today’s digital world – to form a team of 

people from all around the world and communicate online with them. 

 

“The innovative start-up company success story”: Discussion and interactive methods. The 

young participants will develop the skills: Learning through experience and Motivation and 

perseverance. They will be stimulated by inspiring success stories to believe in themselves, be 

initiative and follow their dreams. Entrepreneurial culture and mindset will be formed. 

 

“Business Model Canvas explained”: Discussion and interactive methods. Through easy-to-

follow steps the Business Model Canvas will be presented to the participants, in order to show them 

how they can put on paper their innovative business ideas, shaping them into a business plan. 

 

1.4 Team-based learning sessions  

 

“My first business plan, using the Business Model Canvas”: The participants will be divided 

into small groups. They will upgrade the business plans, created within Module 1 – by using the 

newly acquired knowledge about the Business Model Canvas. 
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“My dream profession of the future”: Each group will have to describe a profession that is not 

existent nowadays but is highly likely to be in 2030. The skills: Working and coordinating with 

others of young participants will be combined with creativity and knowledge about the latest trends 

on the 21st century labour market. 

 

1.5 Game-based session  

 

to potential investors”: Interactive and discussion methods. 

Some of the young people will play the role of start-up entrepreneurs while others will play the role 

of business angels, venture fund managers and investors. Communication and presentation skills 

will be developed as the entrepreneurs will simulate a series of business meetings with the 

investors, who will “approve” or “reject” for funding their innovative ideas.  

  

*** 

  

PBL-BASED INNOVATIVE MODULES 

 

 

Skills to be developed 

based on the 

EnteComp Model 

MODULE 3: "CREATIVITY AND INITIATIVE" Skills to be 

developed based on 

the WEF 2020 

Report  

1) “Spotting 

opportunities”; 

 

2) “Creativity”; 

 

3) “Mobilising 

others”. 

 

 

1.1 Short Description 

 

The “Creativity and Initiative” training module targets young people/youth workers, some of them 

in disadvantaged situations. It is designed to match the skills of the future: “Creativity”; “Judgement 

and decision making” with the EntreComp competencies: “Spotting opportunities”; “Creativity”; 

“Mobilising others”. The module aims at developing the participants’ expertise to: *be creative; 

*assess situations, facts, and environment;*spot opportunities and transform innovative ideas into 

positive endeavours for them and for their local communities.  

1) “Creativity”; 

  

2) “Judgement and 

decision making”.  
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 The participants will acquire judgement and decision-making skills by learning that taking the 

initiative will build their self-esteem and will be a fundamental step in their professional and 

personal life. Practical exercises in the social domain will make participants believe that if they 

want something to happen, they need to make it happen by mobilising others. Within the module, 

the participants will also learn how to unlock their creativity potential through enhancing their 

divergent thinking, imagination, mental flexibility, as well as to recognize and look for what 

inspires them to be more creative. The implementation of the PBL methods will facilitate the equal 

participation of all, overcoming potential impediments caused by their disadvantaged status. In 

addition, the non-formal education methods will contribute to the very interactive learning process 

free of stereotypes. As a result, on the basis of the acquired knowledge and skills, the participants 

will have the expertise to be creative and will improve their sense of initiative.  

 

1.2 Energiser 

 

Ice-breaking Session: Active methods of non-formal education. Interactive session aiming to 

provoke participants to be creative in ad-hoc situations: to perform specific exercises when called 

by name, thus contributing to better team work and creativity in the rest of the Module 3 sessions. 

 

1.3 Group-based learning Interactive Session 

 

“Building entrepreneurial culture among young people”: Discussion and interactive 

methods. The young participants’ skill for spotting opportunities will be developed. They will learn 

that entrepreneurial thinking is not related to just starting a business but also that it is an efficient 

and effective way of taking rational decision in one’s everyday life. 

“Entrepreneurship and the NGO sector”: Discussion and interactive methods. The young 

participants will learn about the opportunities for launching creative campaigns, the role and 

function of the so called “intrapreneur” - an employee who is tasked with developing an innovative 

idea or project within an already established organization, and the potential of entrepreneurship for 

social inclusion. 
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1.4 Team-based learning sessions  

 

“Entrepreneurship with a cause”: The participants will be divided into small groups and each 

group will have to choose a cause (i.e. social inclusion of the disadvantaged, fight against climate 

change; fight against fake news, etc.). Then each group will have to create an entrepreneurial 

initiative supporting the respective cause. Creativity and sense of initiative among youth will be 

stimulated. 

“What is the entrepreneur’s top skill?” Each group will examine the top entrepreneurial skills 

according to world’s most respected research papers and articles on the topic. Then they will pick 

one skill and motivate their choice before the audience. Thus, they will improve their presentation 

skills, judgement, decision-making and defending an opinion.  

 

1.5 Game-based session  

 

“My social enterprise”: Interactive and discussion methods. Building on the newly acquired 

knowledge and skills, the young participants will have the roles of social entrepreneurs, focusing 

on innovative ideas beyond the notion of simply generating a profit, and measuring the positive 

impact their ideas have on society, culture, environment, etc. 

 

*** 
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PBL-BASED INNOVATIVE MODULES 

 

 

Skills to be developed 

based on the 

EnteComp Model 

MODULE 4: "IDEA GENERATION AND SUSTAINABLE THINKING” Skills to be 

developed based on 

the WEF 2020 

Report  

1) “Vision”; 

2) “Valuing ideas”; 

3) “Ethical and 

sustainable thinking”. 

 

 

 

1.1 Short Description 

 

The "Idea generation and sustainable thinking” training module targets young people/youth 

workers, some of them in disadvantaged situations. It is designed to match the skill of the future: 

“Critical thinking” with the EntreComp competencies: “Vision”; “Valuing ideas”; “Ethical and 

sustainable thinking”. The module aims at developing the participants’ expertise to: *think 

critically; *have visionary thinking; *value ideas; *think ethically and sustainably; *be more 

rational and disciplined in their thinking.  

The module will stimulate participants to analyse different types of information and to assess data. 

They will acquire skills for evaluating, identifying, and distinguishing between relevant and 

irrelevant information, remaining unbiased. The module will also stimulate the participants to value 

ideas within the sustainable development paradigm. It will enable them to generate resilient ideas, 

creatively using the input of team work. The interactive sessions will encourage participants to: 

*think openly, *value and design ethically targeted and sustainable ideas, *be disciplined and 

unbiased thinkers, *be capable to effectively coordinate and cooperate with others.  

The implementation of the PBL methods will facilitate the equal participation of all, overcoming 

potential impediments caused by their disadvantaged status. In addition, the non-formal education 

methods will contribute to the very interactive learning process free of stereotypes.  

As a result, on the basis of the acquired knowledge and skills, the participants will have the 

expertise to generate ideas and think sustainably.  

 

 

 

1)“Critical 

thinking”. 
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1.2 Energiser 

 

Ice-breaking Session: Active methods of non-formal education. Interactive session aiming to 

provoke participants to create and perform in ad-hoc situations: the facilitator tosses a foam ball to 

participants and the one who catches the ball is supposed to say a word or a sentence associated 

with the sustainable development concept, thus contributing to better team work and sustainable 

thinking in the rest of the Module 4 sessions. 

 

1.3 Group-based learning Interactive Session 

 

“Corporate social responsibility (CSR) in the context of sustainable development”: The 

young participants will acquire valuable knowledge about CSR. It can generally be defined as a 

business practice that contributes to the achievement of sustainable development, including three 

components - a stable economy, a stable society and a stable environment.  

 

“Inspiring examples of sustainable and socially responsible organizations”: Discussion and 

presentation methods. The participants will be inspired by the business practices of the 100 most 

sustainable companies of 2020 according to the WEF. Nearly half the companies on the list are 

based in Europe, while 29 are based in North America and 18 in Asia. 

 

1.4 Team-based learning sessions  

 

”: Interactive and discussion methods. The young 

participants will be divided into small groups. They will have to indicate, analyse and present 

different local, national and global challenges. Then each group will draw up a plan for turning the 

respective challenge into an opportunity. The skills that will be developed / improved are: Vision, 

Sustainable thinking & Valuing ideas; 

 

on?”: Interactive methods. Skills for critical thinking will be 

developed, as well as knowledge for screening out fake news and misinformation, especially online. 
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Through group work, young participants will have different sources of information on 

environmental topics and will be able to go through all phases of critical thinking - information and 

description; detection and research; negotiation and cooperation; testing and review; integration, 

aggregation of accumulated information and implementation. 

 

1.5 Game-based session  

 

“I change the world”: Interactive and discussion methods of non-formal learning. Raising 

awareness of the individual actions and choices that a person can take in his/her everyday life, in 

order to generate sustainable impact for society. Developing skills for group collaboration, 

analytical and sustainable thinking, valuing of ideas, vision. 

 

 

*** 

 

  

PBL-BASED INNOVATIVE MODULES 

 

 

Skills to be developed 

based on the 

EnteComp Model 

MODULE 5: "SOCIAL AND LEADERSHIP SKILLS” Skills to be 

developed based on 

the WEF 2020 

Report  

1) “Self-awareness 

and self-efficacy”; 

 

2) “Motivation and 

perseverance”; 

1.1 Short Description 

 

The “Social and leadership skills” training module targets young people/youth workers, some of 

them in disadvantaged situations. It is designed to match the skill of the future: “Emotional 

intelligence” with the EntreComp competencies: “Self-awareness and self-efficacy”; “Motivation 

and perseverance”; “Coping with uncertainty, ambiguity and risk”; “Taking the initiative”.  

 

 

1) “Emotional 

intelligence”. 
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3) “Coping with 

uncertainty, 

ambiguity and risk”; 

 

4) “Taking the 

initiative”. 

 

 

 

The module aims at developing the participants’ expertise to: *to understand and assess their own 

personality characteristics with a view to their personal leadership ambitions; *comprehend the 

human motivation and the role of perseverance as driving force of success; *cope with uncertainty, 

ambiguity and risk by focusing on personal integrity; *identify, understand, and then use their 

feelings in social interactions. 

The module is designed in a way that participants can learn more about themselves through the 

eyes of others, thus building their own emotional intelligence. It will also stimulate them to further 

develop their leadership potential and their capabilities to take the initiative.  

The implementation of the PBL methods will facilitate the equal participation of all, overcoming 

potential impediments caused by their disadvantaged status. In addition, the non-formal education 

methods will contribute to the very interactive learning process free of stereotypes.  

As a result, on the basis of the acquired knowledge and competencies, the participants will have 

the expertise to develop their social and leadership skills and to keep their motivation in the face of 

risks, uncertainty and changing situations. 

 

1.2 Energiser 

 

Ice-breaking Session: Active methods of non-formal education. Interactive session aiming to 

provoke participants to create and perform in ad-hoc situations: participants are encouraged to 

perform series of up to 2-4 movements - each of them associated with a relevant word, thus enabling 

them to focus and take active part in the rest of the Module 5 sessions. 

 

1.3 Group-based learning Interactive Session 

 

“The difference between leadership and management”: Discussion and interactive The 

young participants will meet inspiring young leaders from the innovative entrepreneurial ecosystem 

and will discuss with them the skills and qualities one needs to possess in order to become a leader, 

and why a leader is not always a manager. Self-awareness and self-efficacy, motivation and 

perseverance will be highlighted as key skills of the successful leader. 
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“The constantly changing labour market of the 21st century”: This interactive presentation 

is aimed at developing the skills for Coping with uncertainty, ambiguity and risk among the young 

participants. They will learn that labour market of the 21st century is becoming more flexible and 

free but increasingly insecure. The transition to a digital, low carbon and circular economy changes 

the look of a growing number of sectors. New ways of working affect the type of skills that are 

being sought, including in the field of innovation and entrepreneurship.  

 

1.4 Team-based learning sessions  

 

work, focusing on digital marketing (Part 1). Creating content in 

the Internet”: Young participants will develop social, digital and transversal skills. The group work 

will be moderated by an experienced educator. As digital marketing is a constantly changing 

environment, keeping up with the changes also takes good problem-solving skills and a good 

understanding of how the internet works. 

 

“Social aspects of digital work, focusing on digital marketing (Part 2). Creating content in 

the Internet”: Based on the newly acquired knowledge and skills during Part 1, each group will 

present its project and a winner will be selected. The second part of the group work will be focused 

on developing leadership skills and emotional intelligence among the participants. 

 

Game-based session  

 

Key roles in an organization”: This simulation exercise will mix elements of cooperation, 

competition and decision-making. It will show the young participants how they can work together 

in an organization – having different job positions, responsibilities and tasks. The game will provide 

a realistic scenario that they could encounter in their future career and will allow them to see the 

effects of their decisions immediately. 

 

 


