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About the project
ECHOO PLAY is a project funded with support from the European Commission under Erasmus+
Programme - Key action 2 – Strategic Partnerships for Vocational Education and Training.
CONTEXT
As declared by OECD, it is more and more important the learning systems could provide
opportunities to acquire skills that are in demand in the labour market. But this is challenging in
the context of constantly changing skill needs.
At European level, EC has detected that:
- many in Europe cannot find a job because they do not have the right skills or they are
working in jobs that do not match their talents. Indeed, 30% of higher education graduates
are working in jobs which do not need a university qualification.
- at the same time, 40% of employers cannot find people with the right skills to fill their
vacancies, and too few people have the preparation, mindsets and competences to set up
their own businesses or look for new opportunities.
REASON FOR THE PROPOSAL
ECHOO PLAY project would like to develop, test, adapt and implement a brand-new methodology
that could support educators to direct learners to careers and foster their guidance.
roles.
The proposal is based on the introduction of strong innovation, creative and disruptive
approaches and methodologies in the Vocational Education system thanks to the intensive use
of gamification elements via an educational play with LEGO® bricks and a board-game in order
to create a cutting-edge novel system aimed at a more effective career identification and to
empower the occupational orientation.
It is about the development of some innovative outputs ready to be used by teachers, trainers,
VET providers, occupational staff, employment centres, educational system etc.
OUTCOMES/OUTPUTS
The PROJECT PARTNERSHIP will:
• INTRODUCE and SPREAD THE KNOWLEDGE the concept of Gamification, Creativity and
Educational Play
• Create an EVIDENCE-GATHERING GUIDE by exploring and detecting the needs for better
employability to be used then in the building of tailored approaches of educational play and
gamification
• Provide a TOOLKIT and METHODOLOGY GUIDE about LEGO® bricks for CAREER
Identification as an effective approach to FACILITATE and UNLOCK the “open mind”
trainers’ skills useful to identify and select a career pathway for each learner
• Design and deliver a brand-new BOARD GAME for OCCUPATIONAL ORIENTATION tailored
on the learners’ adaptation in accordance with the market and employment real needs
• Validate the methodology thanks to a RESEARCH PAPER about the methodological and
pedagogical approach used during the project implementation
ECHOO PLAY is a project funded by the European Commission under the programme “Erasmus+ – KA2 – Strategic
Partnerships for Vocational Education and Training” - Project no. 2020-1-IS01-KA202-065802
This project has been funded with support from the European Commission. This publication reflects the views only
of the author, and the Commission cannot be held responsible for any use which may be made of the information
contained therein.

2

Best Practice Handbook

Best Practice HB
• Built-up a NETWORK OF EXPERTS and creating a brand-new PROFESSIONAL PROFILE for
project partners’ staff as “European Career and Orientation PLAY Facilitator and
Trainer” recognised under the ECVET and EUROPASS systems
• Launch a WEBSITE integrated with Blog and Social Networks containing a DATABASE OF
MATERIALS TRANSLATED in different languages to promote and encourage extensive
exploitation and dissemination
• Arrange a series of MULTIPLIER EVENTS involving a large number of stakeholders to foster
exploitation and dissemination of PROJECT Intellectual Outputs
IMPACT ENVISAGED
The partnership will bring together partners coming from several countries and their
stakeholders, both academic and private, with the synergic power to reach a very large and
diverse audience.
The double-route to follow in the project is:
- Transfer innovative and disruptive methodologies/approaches ready to be implemented in
VET classes and courses but also in other contexts (VET, University, adult learners,
employment centres, students, Youth, teachers, enterprises, formal education system etc.)
- Recognise and validate the knowledge within partner staff thanks to the ECVET system and
a Memorandum of Understanding to create a “European Career and Occupational
Orientation PLAY Facilitator and Trainer” profile.
PARTNERS
• MIDSTOD SIMENNTUNAR A SUDURNESJUM, Iceland
• EURO-NET, Italy
• UNIVERSITY OF TURKU, Finland
• KELJE PRODUCTION, France
• STUDIODOMINO SRL, Italy
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Document background
The document contains the result of the Best practice selection process.
RESEARCH OF THE GOOD PRACTICES
The partners collected 5 Good practice (GP) after a research under the project lifetime.
The research about good practice examples was about successful cases of innovation in career
guidance and effective occupational orientation in Europe.
The cases were collected from each country with the following focus: innovative and alternative
approaches for unemployed and students carried out by educators in order to increase their
employability
CRITERIA used to select GPs:

- Transformative (i.e., in terms of change in career guidance and effective occupational
orientation and therefore the creation of more chances for students and unemployed to be
employed)
- Transferability (i.e., being replicable)
- Sustainability (i.e., capable of enduring)
SELECTION OF THE BEST ONES

After the presentation to the partners, the best practices were selected by the partners in
accordance with the above-described criteria and the results is collected in this handbook.
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GP 1 - Sales, Marketing and
Business Operations - Iceland
How it works
The Sales, Marketing and Business Operations is a collection of
courses, the national curriculum developed by the Icelandic
Education and Training Service Centre (ETSC).
Midstod simenntunar a Sudurnesjum (MSS) translated the
curriculum to English and offers it to both Icelandic and English
speakers in Iceland. Unemployed participants have received an
80% scholarship from the Icelandic unemployment agency,
employed participants receive scholarships from their work
unions, and some companies pay the fees for their employees.
The Icelandic government provides financial support to the
program to keep the student fees at minimum.
Currently there are four offerings, two with classroom meetings
(English and Icelandic), and two with online meetings in realtime (English and Icelandic). Additionally, the participants have
online access to presentations, videos, reading material and
exercises.
The program is framed as a practice for those who are
interested in starting up their own companies. At the beginning
a person of high status of success in the society presents the
importance of setting good goals at the beginning of any
journey. Then selected instructors, experts in their fields, lead
them through entrepreneurship, marketing, sales, and business
operations, culminating in a presentation and sales exhibition
where people from outside the program are invited to get to
know and buy the products and services the participants have
developed during the program. The participants may also
choose to sell part of their companies to interested investors.

Geographical Area:
Iceland

Criteria:
Transferability,
Transformative,
Sustainability

What:
Course
program
on
business start-up, sales,
marketing and operation.
Implementation:
National
Reasons for Success:
Leads participants from
starting a business to
successful practice.
Links:
http://www.mss.is/nam/na
mskeid-ognamsbrautir/23613

The program consists of the following modules:
• Portfolio and goal setting
• Study techniques
• Speech and conduct
• Communication
• Information technology
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Entrepreneurship and business start-up
General marketing
Developing marketing material
Marketing and the Internet
Marketing and social media
Market investigations
Sales techniques and networking
Negotiation techniques
Business calculus
Key numbers and cash
Planning using spreadsheets
Project management
Developing a business plan

The course is 440 hours long, taught two afternoons each week, and additionally includes homework
and lectures online. There is no final exam, instead, a great emphasis on assignments, hands-on
exercises, teamwork, and discussions. The course is based on a certified curriculum from ETSC.
It is our goal that participants in this course become motivated and knowledgeable enough to start their
own business and hire employees. This has been a success in the past. At the end of last year, a former
student of the program was recognized as a model of success by the ETSC. After completing his studies
in this program at MSS in 2013, he started his own truck company, and is currently employing a small
fleet of trucks and drivers.

Source of the materials:
http://www.mss.is/nam/namskeid-og-namsbrautir/23613
https://frae.is/frettir/ragnhildur-gisladottir-og-gudbergur-reynisson-hljota-vidurkenningunafyrirmyndir-i-nami-fullordinna/
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Photos, pictures, logos
Participants at Sales,
Marketing and Business
Operations

copy 22.01.2021 from http://www.mss.is/nam/namskeid-ognamsbrautir/23613
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GP 2 – L’Orientamento - Italy
How it works
Associazione Nazionale Orientatori (hereinafter, ASNOR), it is
the Italian National Association for career guidance.
It is a recognised and accredited organisation for the training of
school staff by the Italian Ministry of Education, University and
Research (MIUR). It is in the list of the organisation registered by
the Ministry of Economic Development of Professional
Associations that issue the certificate of quality of the services
provided by the members. ASNOR is also registered in the
Research Registry held by the Ministry of Education, University
and Research.
ASNOR promotes a new culture of career guidance, striving to
ensure that the professional role of the career guide is
recognised.

Geographical Area:
Italy

Criteria:
Transferability,
Transformative

What:
An
online
magazine
about career guidance
Implementation:

L’Orientamento is the online magazine promoted by ASNOR to
spread the culture of career guidance in all sectors: school,
university, work, social contexts and well-being.

National

It contains information about training opportunities, data on the
labour market, occupations and career paths; guidance support,
support to designing and planning focused training and/or
professional project; guidance counselling, where the career
guide, via the activation of a process of self-emancipation,
offers the user also psychological support, allowing him to
strengthen, develop and put his skills into practice.

Stimulation to the culture
of career guidance and
development.

L’Orientamento is useful both for young people and
professionals’ educators interested in career guidance and
occupational support.

Reasons for Success:

Links:
https://asnor.it/magazineorientamento

Every week several articles are published about updated topics
also after the stimulus of an international body: the TechnicalScientific Committee made up of personalities of relevant
cultural and social prestige, coming from the academic and
educational sector as well as from the institutional and
entrepreneurial contexts.
Source of the materials:
https://asnor.it/it-schede-2-orientamento
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Photos, pictures, logos

ASNOR Logo

copy 22.02.21 from https://asnor.it

Magazine’s layout

copy 22.02.21 from https://asnor.it
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GP 3 - KOROKE - Guidance and
Language Clinic for Highly
Educated Immigrants - Finland

Geographical Area:
Finland

How it works
KOROKE project strengthens the opportunities for highly
educated immigrants to find employment in their field of
education and increases their participation in the Finnish
society. The aim is to create permanent operating models for
counselling and guidance of graduates with an immigrant
background. The project is a joint initiative of the Finnish
language and Finno-Ugric language research units and the
Brahea Centre at the University of Turku.
Within the job market that requires higher education, vocational
training and in-service training, in-depth Finnish language skills
are required in all areas. In addition to language skills, and in
order to secure highly educated immigrants to find employment
in their own field, immigrant job seekers must have a deep
knowledge of the Finnish working culture and job search
practices.
The target group of the KOROKE project is educated immigrants
and non-native-speaking university students in the Turku region.
The project pays special attention to, for example, those
completing a degree in English.
Within KOROKE project, highly educated immigrants and
international degree students can participate in individual
guidance and targeted language courses, supporting academic
Finnish language skills and developing working life skills in
various fields. In addition to developing language skills, the
participants take part in job search training with practical
exercises at different stages of the job search process and are
assisted in the process of recognizing qualifications, especially
in the case of regulated professions: teachers, healthcare
workers, psychologists, social workers, lawyers.

Criteria:
Transferability,
Transformative

What:
Create a permanent
operating model for
counselling and
guidance of graduates
with an immigrant
background
Implementation:
Regional
Reasons for Success:
Academic partner
supported by City of
Turku.
Links:
https://www.utu.fi/sites/de
fault/files/media/ARD/Maa
hanmuutto%20ja%20moni
kulttuurisuus/KOROKE_Ty
%C3%B6nhakukoulutukset
%20verkossa_kev%C3%A4t
%202021.pdf

This project supports the employability of international degree
students and highly educated immigrants and their integration
within the Finnish society and job market.
ECHOO PLAY is a project funded by the European Commission under the programme “Erasmus+ – KA2 – Strategic
Partnerships for Vocational Education and Training” - Project no. 2020-1-IS01-KA202-065802
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The project is funded by the Finnish Ministry of Education and Culture and the activities are provided free
of charge for the participants. Projects funded by the Ministry strengthen, expand and further develop the
activities of higher education institutions responsible for immigration and the pathways of immigrants to
higher education and working life.
Source of the materials:
https://www.utu.fi/sites/default/files/media/ARD/Maahanmuutto%20ja%20monikulttuurisuus/KORO
KE_Ty%C3%B6nhakukoulutukset%20verkossa_kev%C3%A4t%202021.pdf
https://www.utu.fi/fi/yliopisto/brahea-keskus/koulutusta-ja-ohjausta-maahanmuuttajataustaisille
https://www.utu.fi/fi/ajankohtaista/uutinen/turun-yliopistolle-224-000-euroa-korkeakoulutettujenmaahanmuuttajien-ohjaus
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Cover

copy 22.02.21 from
https://www.utu.fi/sites/default/files/media/ARD/Maahanmuutto%20ja%20monikulttuuri
suus/KOROKE_Ty%C3%B6nhakukoulutukset%20verkossa_kev%C3%A4t%202021.pdf
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GP 4 - Speed Comport’in France
How it works
A local partner who worked on supporting young people seeking
employment wished to do something to improve their success
rate when they find a job. To address this, a boardgame has
been created to give jobseekers the opportunity to test their
knowledge and their personal skills relating to the world of work
in a group environment.

Geographical Area:
France

Criteria:
Transferability,
Transformative,
Sustainability

What:

Each game’s participant is put in the position of a potential job
interview candidate and every action during the game will
change his or her level of employability with the recruiter.

Knowledges and
personal qualities as a
job candidate

This game gives to each player (from 6 to 12 players) the
opportunity to use their abilities in different types of tests:
knowledge quiz, logic exercise, reflection…

Implementation:

What happens in the game reflects the participants attitude and
behaviour in real life.
The game can be used in the workplace, on returning to
employment, on its own or integrated into a larger path to
employment action.
Used since 2008 in more than 300 organisations, the game was
updated in 2019 due to changes in the work code but also to
modernize some of the tests and update the game itself.

National
Reasons for Success:
experience sharing and
speed learning
Links:
www.kelje.com

According to participants’ feedback, it offered the opportunity to
create real discussions and to exchange experiences or
received ideas about the world of work.
Learning with having fun, here is the concept of Speed
Comport’in.
Source of the materials:
https://www.kelje.com/portfolio-item/speed-comportin/
ECHOO PLAY is a project funded by the European Commission under the programme “Erasmus+ – KA2 – Strategic
Partnerships for Vocational Education and Training” - Project no. 2020-1-IS01-KA202-065802
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Photos, pictures, logos
Speed Comport’in
game board

copy 16.02.21 Credit photo: Kelje Production
One of the tests
that puts the
participant in
action.

copy 16.02.21 Credit photo: Kelje Production
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GP 5 – Unlock Project
Management - UK
How it works
Designed to encourage players to think like Project Managers,
Unlock Project Management is developed in 6 levels plus an
Assessment/Feedback final step.
Below is the course breakdown: six level
Level 1: Define the plan, the player must gather and understand
stakeholder needs and requirements, perform risk assessments
and complete a project definition.
Level 2: Set up, the player must establish the team, manage
deliverables and overcome the problems that they face. Things
don't always go to plan. Can they handle the pressure?
Level 3: Perform the plan, relocation of the village is underway
and progress is being reviewed. The player will regularly perform
quality assurance and react to an increase in scope while
overcoming a variety of realistic issues.
Level 4: Perform the plan, things never go perfectly to plan. The
player must take in all problems and work out the best solution.
Will they overcome the problems and still produce quality
deliverables?

Geographical Area:
United Kingdom

Criteria:
Transformative

What:
Designed to encourage
players to think like
Project Managers
Implementation:
International
Reasons for Success:
Focused on a specific
methodology:
project
management
Links:
https://www.totemlearning.
com/onlinetrainingcourses
/projectmanagementskills

Level 5: Perform the plan, the situation evolves. The player must
revert back to stakeholder research and information to check the
project priorities.
Level 6: Project handover & review, the player will review the final
progress of the plan. Their success will be assessed and
stakeholder satisfaction will be measured.
Each level is scored and offers feedback on the learner's
progress. In-game characters give feedback and there is
opportunity for self-assessment. Accompanying material provides
further insight into successful project management.
The game covers the main topics of PM: deal with stakeholders,
project scope, planning, issue management, risk management,
ECHOO PLAY is a project funded by the European Commission under the programme “Erasmus+ – KA2 – Strategic
Partnerships for Vocational Education and Training” - Project no. 2020-1-IS01-KA202-065802
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reporting and balancing. The game is set on an island where you must provide low-cost sheltering for the
affected population.
Moreover, it covers the core project management skills needed to undertake a project management role.
It doesn't take much time to be complete it (around 2 hours) and it is designed for a single game player.
Source of the materials:
Official web site
https://www.totemlearning.com/onlinetrainingcourses/projectmanagementskills
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Character of game

copy 23.02.21 from
https://www.totemlearning.com/onlinetrainingcourses/projectmanagementskills

ECHOO PLAY is a project funded by the European Commission under the programme “Erasmus+ – KA2 – Strategic
Partnerships for Vocational Education and Training” - Project no. 2020-1-IS01-KA202-065802
This project has been funded with support from the European Commission. This publication reflects the views only
of the author, and the Commission cannot be held responsible for any use which may be made of the information
contained therein.

17

Best Practice Handbook

Best Practice HB
Credits
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