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FOREWORD  
 
 
Dear Partners & Par.cipants and All Other Beneficiaries, 
 
Warm gree.ngs from Istanbul Culture and Sport Associa.on! 
 
We are thrilled and honored to extend a hearFelt welcome to each and every one of you for 
our European project, "Sport For Sustainable Socie.es: Values + Tools Together!" funded by 
the Turkish Na.onal Agency. In the scope of this project, there was a training course held in 
İstanbul/Türkiye between 17-25 of September 2023 which combines two important agendas 
in the same week: i. Global Goals Week (19-26th September) and ii. European Week of Sport 
(23-30th September). We’re extremely happy to be the mul.pliers of both aspects to underline 
our mission to have an inclusive, green and digital genera.on with the help of sport as a tool 
for European grassroots organiza.ons to use it for empowerment.  
 
Sport is considered an important mass educa.on tool and it is a new branch of science that 
determines the human character, ego, behavioral quality and psychic structure, as well as 
improves the human body in terms of physical aspects; it's recognized by the UN as a basic 
human right. Sports methodologies increase their effect day by day on social studies 
performed as a tool, not a purpose. 
 
As a youth organiza.on established in 2010 that has a direct connec.on with various target 
groups, the fact that our youth workers and volunteers, which we consider as the internal 
capacity of our organiza.on, use sport as a tool for empowerment, especially in the 
interna.onal scale observes the lack of support mechanisms is seen as a major problem. 
Therefore, we would like to exchange further ideas and prac.ces on how we can combine 
Educa.on Through Sports ac.vi.es focusing on the promo.on of Sustainable Development 
Goals and Key competencies. 
 
This project holds a special place in our hearts as it aims to foster a dynamic exchange of 
knowledge, methodologies, and specific techniques among youth organiza.ons from not only 
European Program Countries but also Partner Neighboring Countries. Together, we will explore 
the vast poten.al that sports and youth work offer in crea.ng sustainable socie.es. 
 
Once again, welcome to "Sport For Sustainable Socie.es: Values + Tools Together!". Let's 
embrace the challenges, embrace each other's unique strengths, and embark on this 
unforgejable experience of growth and posi.ve change. 
 
Hope all readers will highly benefit and spread it among their community members, 
 
M. Volkan Müderrisoğlu 
President of IKOS 
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ABOUT PROJECT 
 
Our project is created to share the knowledge, methodology and specific techniques of the 
youth organiza.ons from European Program Countries (Türkiye, Hungary, Lithuania and 
Poland) and Partner Neighboring Countries (Azerbaijan, Belarus, Georgia and Jordan) 
respec.ng their work in the field of sports and youth sector and aims to increase the 
methodological and opera.onal capaci.es of youth workers. 
 

Country Name of the Partner Organiza7on 
Türkiye Istanbul Culture and Sport Associa.on - IKOS 
Türkiye Bayrampaşa Municipality 
Azerbaijan Common Sense Youth Organiza.on - CSYO 
Belarus Belarussian Associa.on of UNESCO Clubs 
Georgia Interna.onal Centre for Peace and Integra.on - ICPI 
Hungary Budapest Associa.on for Interna.onal Sports - BAIS 
Jordan Support Youth Leaders - SYL 
Lithuania Asociacija AKTYVISTAI 
Poland The European Outsourcing Ins.tute Founda.on - FEIO 

 
 
Project Specific Objec7ves: 
 
1) To ensure that experienced youth workers from 8 countries to share their know-how and 
specific methods in three main subjects as Usage of sport in EU Youth Work, European Values 
through Sport and Ac.ve Ci.zenship, Volunteering through Sport and Social Change 
 
2) Deepening the link between United Na.ons Sustainable Development Goals (UNSDGs) and 
sports and crea.ng concrete ac.on plans 
 
3) Ensuring the public - civil coopera.on, par.cularly between IKOS and Bayrampaşa 
Municipality, to emphasize the significance of Sports for Sustainable Development and Sports 
as a fundamental human right  
 
4) With references to SDG 11: Sustainable Ci.es and Communi.es and SDG 17: Partnerships 
for Goals; crea.ng the interna.onal support mechanism of “Sport for Sustainable 
Development” to exchange the good prac.ces auer the project life-.me 
 
Each partner organiza.on is involved in the consor.um according to their exper.se in the 
fields of youth, sport and/or educa.on. Our project is held with the par.cipa.on of 9 partner 
organiza.ons from 8 countries and 32 par.cipants between 17-25th of September 2023 in 
İstanbul/Türkiye. Out of 32 par.cipants, 29 Par.cipants were selected as their connec.on with 
youth & sport studies and 3 trainers are involved in leading the program.   
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Realized Program & Elements: 
 
As the key figures of our project are related to how to use Sport to promote Sustainable 
Development Goals and Key Competencies to enhance a holis.c learning environment for 
people coming from various backgrounds, the below components are implemented:  
 

• Experien.al Learning based Non-Formal Educa.on ac.vi.es (such as Get to Know Each 
Other, Ice breakers and Team building ac.vi.es etc.) 

• Thema.c Sessions on Experien.al Learning Theory, Learning Styles, 8 Key 
Competencies, Sustainable Development Goals, Sports' Poli.cal - Economical and 
Social Dimensions, Educa.on For/By/Through Sport 

• Prac.cal Sessions on how to use Experien.al Learning in Sport, Debriefing of Sport 
Ac.vi.es etc. 

• Cultural and Study Visits in İstanbul (including cultural nights) 
• 1 Full Day Seminar and Sport Ac.vi.es in Bayrampaşa on 22nd of September 2023 for 

the beginning of European Week of sport 
 
Project Results: 
 
- Project booklet to put a spotlight on how we can use Educa.on Through Sport and Sport for 
SDGs 
- Project Video to summarize all process and promote the par.cipants’ insights about the 
methodology 
- Implementa.on of the “Sport for Sustainable Development” Conference in coopera.on with 
Bayrampaşa Municipality 
- Local implementa.ons in 8 countries to disseminate the training program and methods 
shared with interna.onal par.cipants 
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1. INTRODUCTION OF SELECTED METHODOLOGY 
 
1.1 An Educa+onal Approach: Educa+on Through Sport (ETS) 
 
According to the words of Douglas Hartmann1, sports are extremely powerful tools for 
development, especially within interna.onal communi.es. This par.cular chapter of the 
Manual aims at achieving understanding of what the educa.onal aspect of sport is when used 
in non-formal learning prac.ce. In order to bejer understand the concept, we will focus 
strongly on the pedagogical dimension of sport used in a nonformal educa.onal context to 
provoke a posi.ve social change.  
 
Since the beginning of the 21st century the priority guidelines of the European model of 
development include the spirit of innova.on, the development of a knowledge-based society 
and improving economic compe..veness for bejer social cohesion. In this context, educa.on 
plays an important role and involves a reflec.on concerning bejer complementari.es 
between different educa.onal pajerns in order to achieve the objec.ves set up by the 
European strategies.  
 
Educa.on needs to offer tailor-made learning forms to ci.zens in order to enable them to 
develop new competences; the idea being to explore new educa.onal forms which 
complement each other, as new qualifica.ons are essen.al for achieving economic 
compe..veness.  
 
The concept of lifelong learning is one of the tools for achieving these objec.ves. The idea of 
lifelong learning is to have an impact on the development of a knowledge-based society by 
enabling ci.zens to improve their knowledge, skills and awtudes. The approach of Educa.on 
Through Sport (ETS) is fully part of the lifelong learning process. 
 
Through this chapter, a defini.on of ETS as a concept will be introduced. We answer the 
ques.on, “What exactly is ETS as an educa.onal/learning approach?” In addi.on, we will 
speak about what this pedagogical approach refers to, and whatare its benefits. We will explain 
the key competences ETS could address. Poten.al learning outcomes of ETS, referring to the 
key competences established by the EU Commission, will also be stated. In the last part of this 
chapter a historical and sociological approach of sport and the use of sport as an educa.onal 
tool will be presented. We will see how sport and physical ac.vity were used in the history in 
order to educate and develop diverse competences. And, finally, we will examine the ques.on 
of what ETS is NOT, and thiswill show a clear difference from other uses of sport that are 
outside the concept of ETS. 
 
 

 
1 Douglas Hartmann, Professor and Associate Chair, Department of Sociology, University of Minnesota, 
Minneapolis, MN 55117 
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1.2 Defini+on  
 
Many defini.ons of what ETS can be provided. First of all, we can introduce a defini.on for the 
concept of non-formal educa.on, which implicitly includes ETS.  
 
According to the Compass Manual on Human Rights (Council of Europe) “Non-formal 
educa.on refers to any planned programme of personal and social educa.on for young people 
designed to improve a range of skills and competencies, outside the formal educa.onal 
curriculum. Non-formal educa.on as prac.sed by many youth organisa.ons and groups is:  
• voluntary;  
• accessible to everyone (ideally);  
• an organised process with educa.onal objec.ves;  
• par.cipatory and learner-centred;  
• about learning life skills and preparing for ac.ve ci.zenship;  
• based on involving both individual and group learning with a collec.ve approach;  
• holis.c and process-oriented;  
• based on experience and ac.on, and starts from the needs of the par.cipants”2 
 
Moreover, the defini.on given in the AEGEE Book for non-formal educa.on, quite similar to 
the one in the Compass Manual, states that:  
 
“Non-formal educa.on is an organised educa.onal process which takes place alongside the 
mainstream systems of educa.on and training and does not typically lead to cer.fica.on. 
Individuals par.cipate on a voluntary basis and as a result, the individual takes an ac.ve role 
in the learning process. Non-formal educa.on gives young people the possibility to develop 
their values, skills and competencies others than the ones developed in the framework of 
formal educa.on. Those skills (also called ‘sou skills’ ) include a wide range of competencies 
such as interpersonal, team, organisa.onal and conflict management, intercultural awareness, 
leadership, planning, organising, co-ordina.on and prac.cal problem solving skills, teamwork, 
self-confidence, discipline and responsibility.  
 
What is special about non-formal educa.on is that individuals, par.cipants are the actors 
ac.vely involved in the educa.on/learning process. The methods that are being used aim at 
giving young people the tools to further develop their skills and awtudes. Learning is the 
ongoing process, one of its crucial features is learning by doing. “Non-formal” does not imply 
unstructured, the process of non-formal learning is shared and designed in such a way that it 
creates an environment in which the learner is the architect of the skills development.”3 
 
We will now introduce four different proposals that try to define ETS. These were developed 
by par.cipants of Training of Trainers in Educa.on through Sport (Interna.onal Sport and 
Culture Associa.on) during the oneyear training course. This was a long term educa.onal 
program to enable trainers involved in the non-formal educa.onal field and sport coaches to 
improve their competences in applying ETS. The presented defini.ons introduce the concept 
of ETS seen by non-formal educa.onal prac..oners in such a context, as well as people 
involved in sport coaching, all using non-formal learning approaches in their daily work. 
 

 
2 COMPASS, A Manual on Human Rights Educa6on for Young People, Council of Europe, 2002 
3 Non Formal Educa6on Book: The impact of Non Formal Educa6on on young people and society, AEGEE Europ 
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- Defini.on 1: Educa.on through Sport is a method of developing key competencies in various 
aspects of life using sport and physical ac.vi.es.  
 
- Defini.on 2: Educa.on through Sport is a pedagogical approach that uses sport and physical 
ac.vity as a vehicle to spread a set of values in order to develop specific competences which 
can improve different fields in/of life. Educa.on through Sport helps to enhance social,  
cultural, moral, ethical competencies to provide changes at personal, professional and social 
levels.  
 
- Defini.on 3: Educa.on through Sport is a process of learning and teaching using personalised 
systems to provide skills, knowledge and experience in many aspects of life.  
 
- Defini.on 4: Educa.on through Sport includes a learning process that uses sport and physical 
ac.vity as a vehicle to implement real life skills and competences for individuals or groups.  
 
These defini.ons offer diverse aspects and several different perspec.ves of how ETS could be 
described. In order to sum up these four defini.ons we could summarise that:  
 
ETS is a non-formal educa.onal approach that works with sport and physical ac.vi.es and 
which refers to the development of key competences of individuals and groups in order to 
contribute to personal development and sustainable social transforma.on. 
 
1.3. Benefits of prac+cing ETS 
 
This sec.on will explain the benefits of using sport in a non-formal educa.onal context. Hereby 
the poten.al effects of ETS prac.ce will be explained and we will give the reasons why ETS 
brings added value to the non-formal educa.on sector, as well as to the sector which uses 
sport prac.ces on a daily basis. 
 
United Na.ons states that, “By its very nature sport is about par.cipa.on. It is about inclusion 
and ci.zenship. Sport brings individuals and communi.es together, highligh.ng 
commonali.es and bridging cultural or ethnic divides. Sport provides a forum to learn skills 
such as discipline, confidence, and leadership and teaches core principles such as tolerance, 
coopera.on, and respect. Sport teaches the value of effort and how to manage victory as well 
as defeat. When these posi.ve aspects of sport are emphasized, sport becomes a powerful 
vehicle through which the United Na.ons can work towards achieving its goals”4 
 
Many non-formal educa.onal prac..oners consider sport and physical ac.vity as powerful 
learning tools and know that ETS could bring strong added value to the sport sector within the 
non-formal learning context. The sport prac.ce may have a structural impact in terms of 
educa.on and socializa.on. Thus it’s quite natural that the main actors involved in ETS prac.ce 
analyse sport beyond its borders in order to build projects in which sport and physical ac.vity 
become tools for social transforma.on. 
 
 

 
4 United Na6ons Inter-Agency,Hartmann, D.; Kwauk, C. (2011). Sport and Development: An Overview, Cri6que, 
and Reconstruc6on. Journal of Sport and Social Issues, 35(3) 284-305 
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To bejer understand the context of ETS and its poten.al effects, it is important to see both 
the sport and educa.onal sectors separately at firs.n order to be able to make the link 
between them and combine them later on. 
 
Considering first the sport component, we refer to many pieces of research which have already 
been done. It is proven that sport and physical exercise have a variety of posi.ve effects on 
health. They help people to stay physically fit, to reduce body fat, to control weight, to increase 
stamina, to strengthen bones and improve balance and flexibility. Engaging in regular physical 
ac.vity reduces coronary mortality. It also reduces the likelihood of Type 2 Diabetes and 
Alzheimer’s disease in older age. Sport and physical exercises could also help to prevent other 
chronic diseases including cardiovascular disease, cancer, hypertension and osteoporosis. 
Regular physical ac.vity could also be helpful when addressing a number of psychological 
disorders. 
 
Studies have shown that moderate intensity exercise can have a posi.ve influence on 
depression, anxiety, self-worth, self-esteem and body image. Physical ac.vity reduces stress, 
improves our mood and helps to form general wellbeing. 
 
On the other hand, non-formal educa.on focuses on the learning needs of every learner, 
allowing individuals to iden.fy their own needs and to propose solu.ons. The non-formal 
educa.onal approach sees learners as a resource and respects their values and contribu.ons. 
The learners share their experiences so theyare able to learn from each other. The approach 
combines relevant ac.vi.es which are adapted to the needs of the learners and are aimed at 
achieving prac.cal outcomes. 
 
In their manual dedicated to non-formal educa.on, Peace Corps provide a very good 
explana.on of non-formal educa.onas an approach to educa.on. It is dis.nct from formal 
educa.on by its methods. Par.cipants exercise varying degrees of control over the process, 
from designing their own learning and using the facilitator as a resource person (for example, 
in a youth exchange or in a youth ini.a.ve), to ajending a learning ac.vity where the content 
is planned in advance. In a nutshell, non-formal educa.on is an approach to educa.on that 
can be used with adults, youth, or children, within the working room or outside of it. An 
integral part of non-formal educa.on is that learners par.cipate in the design, development, 
implementa.on and evalua.on of their own learning.5 
 
According to Hartmann and Kwauk’s research, besides the visible physical and psychological 
effects, par.cipa.on in sport ac.vi.es could also have posi.ve social and economic effects. 
Sport is considered as a way to combat poverty, unemployment, to prevent crime and 
segrega.on. It is also believed that it can help to enhance empowerment and social connec.on 
of young people, especially the ones living in underprivileged environment. Hartmann and 
Kwauk say that par.cipa.on in sport and physical exercise improves social behaviour and helps 
social rela.onships to be consolidated. It can serve as a vehicle to improve social and 
professional skills and also as a tool to increase educa.onal ajainment.6 
 
 

 
5 Non-formal Educa6on Manual, Peace Corps, 2004, INFORMATION COLLECTION AND EXCHANGE, ICE NO. 
M0042 
6 Hartmann, D.; Kwauk, C. (2011). Sport and Development: An Overview, Cri6que, and Reconstruc6on. Journal 
of Sport and Social Issues, 35(3) 284-305 
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EDUCATION FOR SPORT 
 
Many tradi.onal sports clubs are mainly mobilised by sports performance goals as 
theirpriority. Here we evoke the concept of Educa.on FOR Sport, which has the main aim of 
developing competences in terms of sport performance. Educa.on for Sport addresses the 
improvement of skills related tothe sport itself. Thus, its purpose is only to serve 
thedevelopment of individual competences to improve physical performance. Educa.on for 
Sport is normally related to diverse disciplines of compe..ve sport. This concept therefore has 
limited interest in the context of non-formal educa.on. 
 

 Educa7on for Sport Educa7on By Sport Educa7on Through 
Sport 

Why? For the sport itself For a good cause For life 
Specific Objec7ve Improve sport 

competences for 
compe..on 

Improve public 
health and wellbeing 

Personal 
development and 
social learning 

Approach Technical skill-based Func.onal Existen.al, socio-
cultural 

Aim Success and winning Func.oning bejer Ci.zenship 
Outcomes Awards, bejer 

technical skills (some 
added value) 

Social Welfare Empowerment 

 
 
EDUCATION BY SPORT 
 
The concept of Educa.on BY Sport is more complex process and includes specific objec.ves 
such as the aim to address health issues and wellbeing. In this case, the educa.onal goals are 
not abandoned but they are some.mes relegated to the second plan. The aimis therefore to 
reconcile the spor.ng goals and the wellbeing of the society. It uses sport, exercise and 
physical ac.vity to work towards social causes such as health, wellbeing, public welfare or 
social inclusion. The new “sport for all” movements are very close to this approach. By playing 
different sports, it is expected that people learn more about healthy lifestyles and in this way 
raise their awareness about the men.oned issue in general. 
 
A recent prac.cal example of this approach is the “NowWeMove Campaign”, ini.ated by the 
Interna.onal Sport and Culture Associa.onin 2012. The main aim of this Campaign is to 
facilitate cross-sector collabora.on for promo.on of par.cipa.on in sport and physical 
ac.vity. Its specific objec.ves include raising the awareness about the benefits of sport and 
physical ac.vity among European ci.zens, increasing accessible opportuni.es to be ac.ve in 
sport and physical ac.vity by developing new and up-scaling exis.ng ini.a.ves and enabling 
sustainable and innova.ve capacity-building through advocacy and open-sourced solu.ons. 
MOVE Week is the biggest European sport-for-all event which promotes par.cipa.on in sports 
across the con.nent and targets a broad spectrum of stakeholders such as sport clubs and 
organisa.ons, ci.es, communi.es, ins.tu.ons and individuals. MOVE Week happens through 
different community events at a local, na.onal and interna.onal level to further par.cipa.on 
in sport and physical ac.vity. 
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EDUCATION THROUGH SPORT (ETS) 
 
The ETS concept is much deeper in terms of its aims and expected outcomes and should be 
seen from a holis.c perspec.ve compared to the othertwo approaches. The approach of ETS 
itself consists of the integra.on and implementa.on of sport elements to be used for an 
educa.onal purpose to address a social issue, develop social competences and provoke a 
las.ng social transforma.on. The whole educa.onal process is planned and prepared, and 
clear, realis.c and measurable outcomes are expected auer it happens. 
 
ETS is a non-formal educa.onal approach that works with sport and physical ac.vi.es and 
which refers to the development of key competences of individuals and groups in order to 
contribute to personal development and sustainable social transforma.on. 
 
ETS creates existen.al learning between people. Through ETS a las.ng social change is 
supposed to happen. It aims to enable empowerment and provoke a sustainable social 
transforma.on. 
 
ETS requires many elements which go from using sport and physical exercise in order to 
provoke a strong lifelong learning outcome such as improving tolerance, solidarity or trust 
among na.ons. ETS should be seen more as a plan for reflec.on than for a field ac.on. 
 
From a methodological perspec.ve, ETS consists of adap.ng sport and physical ac.vity 
exercises to the objec.ves of the planned learning project. It is a majer and a process of 
adapta.on of sport and physical ac.vity, both in terms of their expression and their 
representa.on, which characterizes specifically the ETS approach. It does not propose any 
ac.ons where sport becomes a central objec.ve as/for a carrier solu.on.  
 
For instance, the prac.ce of a mar.al arts without any specific project behind it, led only by 
the desire for technical progress, remains a FOR sport involvement, but it may also develop 
self-control and respect for others. The important majer here is to conduct a process where 
sport and physical ac.vi.es become tools for support to achieve the educa.onal goals first, 
where the sport itself becomes secondary to the educa.onal purpose. 
 
Aiming for a bejer understanding of this process, we propose to make the link between ETS 
and Kolb’s experien.al learning cycle (Kolb, David (1984). Experien.al learning: Experience as 
the source of learning and development. Englewood Cliffs). In ETS the concrete experience is 
the sport (or physical) ac.vity that is adapted to the learning objec.ves of the programme. 
The par.cipants of the experience reflect together in a guided debriefing process, auer which 
they go through the change themselves and will be able to use the new competencies they 
have learnt. 
 
The expression of a will is not enough to design and implement a learning process which is 
based on ETS. It is needed to prepare a realis.c project based on feasible and evaluable 
objec.ves, that educa.onal inten.on is present in it, as well as built on specific priori.es of 
the addressed working field. 
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Specifically, professionals leading such processes for the implementa.on of the educa.onal 
and social func.on of sport, design non-formal learning programs focused on social issues, 
such as employability, social integra.on, fight against racism and many others. This is the first 
part of the learning cycle, when the trainer proposes the experience to the learners. 
 
1.4. Kolb’s Experien+al learning cycle linked with ETS 
 
The formalisa.on of learning inten.ons is not enough to ensure the educa.onal and social 
func.on of sport. The educa.on act must be con.nuous in .me. This con.nuity aims to 
construct and implement reflec.ons enabling the achievement of the main educa.onal goal. 
This is the second and third stage of the Kolb’s learning cycle. The specific objec.ves ofeach 
stage must serve the main aim of the planned learning process and be realis.c to evaluate. It 
is the coherence of the different stages or phases of this process and their rela.onship with its 
overall aim, which will ensure the con.nuity of the educa.onal aspect in it. On the other hand, 
the con.nuity and also sustainability of the educa.onal process using sport and physical 
ac.vity, consists also in .me in order to observe changes in the behaviour and the awtude of 
people. 
 

 
 
  
 
 
Hartmann and Kwauk’s ar.cle explains: “We dis.nguish between two different, ideal types 
that appear in the field: a dominant vision, in which sport essen.ally func.ons to maintain and 
reproduce established social rela.ons, and a more radical interven.onist approach, in which 
sport is intended to contribute to fundamental changes and transforma.ons in social life.” This 
could be considered as different explana.on of Educa.on BY and THROUGH Sport. The 
differences between the three different concepts are already explicit, but the aim of this 
chapter is to present ETS in a very detailed way so that its use and purpose are not 
misunderstood.  
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Thus the ques.on of evalua.on is important and rises naturally at that point. The 
implementa.on of the educa.onal func.on of sport of course involves an evalua.on process. 
From the perspec.ve of methodology and according to different criteria, awtudes and 
behaviours are not measured in the same manner orwith the same indicators as athle.c 
performances. Indeed, it is not always easy for a sport club to define indicators of sociability 
and socialisa.on, or even less in the context of a preven.ve approach, for example. 
 
If the no.on of a child who plays sports is possibly definable and measurable, the one of 
»raising awareness« for a teenager of the dangers of alcohol and tobacco, for example, is more 
difficult to establish. It is also difficult to measure the real impact of educa.onal ac.on carried 
out in the field of sport. It is equally difficult to determine the place and role played by the 
sport in the process. This difficulty should not compromise the commitment of the sports 
movement in its willingness to contribute to the educa.on of those which it gathers. Actually, 
the ques.on is: How do you evaluate the ac.ons from the educa.onal angle, with reference 
to specific and realis.c educa.onal goals?  
 
This is where the development of key competences, which are achievable through an ETS 
approach, become relevant. We introduce them below ina chart referring to the document 
“Basic Concepts and core competencies for educa.on for democra.c ci.zenship”7 , published 
by Council of Europe, as well as to the “Key competences for lifelong learning” introduced by 
the EU Commission. 
 
According to those references, the key competences present a combina.on of skills, 
knowledge and awtudes which are needed by individuals in the society in order to achieve 
personal development, to be ac.ve democra.c ci.zens and to respect human rights. It is 
meant that the development of each individual’s competences contributes to the achievement 
of a sustainable social change – for example, comba.ng unemployment, discrimina.on and 
racism, social exclusion or poverty and marginalisa.on. In the chart below the competences 
are clearly stated, as well as which sport and physical ac.vi.es could develop poten.al 
learning outcomes in order to achieve social transforma.on and a las.ng change of awtudes 
amongthe individuals or communi.es. Through these competences the evalua.on of a non-
formal educa.onal impact using ETS is realis.c and measurable even though it refers to self-
evalua.on. 
 
 
 
 
 
 
 
 
 
 
 

 
7 Hartmann, D.; Kwauk, C. (2011). Sport and Development: An Overview, Cri6que, and Reconstruc6on. Journal 
of Sport and Social Issues, 35(3) 284-305 *COUNCIL FOR CULTURAL CO-OPERATION (CDCC) PROJECT 
“EDUCATION FOR DEMOCRATIC CITIZENSHIP”, DGIV/EDU/CIT (2000) 23, Strasbourg, 26 June 2000, Council of 
Europe 
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Category of lifelong 
learning competences 

Sports through which 
it is achievable 

 
Potential learning outcomes 

Communication in mother 
tongue/ foreign language 

All kinds of collective sports, 
physical exercises played in 
team, especially activities 
which need an establishment 
of a strategy 

 
Ability to understand a message given by another person and 
to respond accordingly ; ability to explain and to be understo- 
od. This refers also to the category of the cognitive competen- 
ces presented by CoE such as ability to take part in a public 
debate or the ability to cooperate with others as it sometimes 
involves a communication in foreign language. 

Learning to learn All sports and physical 
activities without any 
exception 

This competence refers to each individual’sawareness of their 
own learning process and style. This means that every sport 
practice and physical activity could develop this competen- 
ce, of course, to a different extent depending onthe different 
practices. Nevertheless it is the most important potential 
learning outcome as it involves motivation and being able to 
reflect critically in terms of attitudes, which are extremely 
important in achieving a successful learning process. 

Social and civic 
competences 

Mostly collectively played 
sports but also some indivi- 
dual sport practices such as 
swimming, hiking or extreme 
sports 

The potential outcome in terms of skills is the ability to cope 
with stress and frustration or also to create confidence and to 
feel empathy. In terms of attitudes it involves the assertive- 
ness, collaboration and integrity. Potential outcome could be 
also some conflict transformation/resolution skills. 
The social and civic competences could be seen from another 
perspective. The potential learning outcomes involve also 
some ethic competences and values in terms of attitudes 
such as freedom, solidarity, tolerance, equity and sense of 
belonging, democratic participatory attitude as well as team 
work and cooperation. 

Cultural awareness Collectively played sports 
and physical activities 
exercised in a team, 
traditional national sports, 
martial arts 

The potential learning outcomes concerning the competence 
of cultural awareness involve understanding and respect of 
each one’s cultural background, also implies self-respect and 
respect forothers, as well as different opinions and points 
of view, acceptance of differences and diversity, respect for 
human rights, tolerance, equity as well as overcoming 
stereotypes and prejudices. 

Digital competences Sport practices which 
requires strategy 

Potential educational aspects are the ability to elaborate 
strategy as well as creative, innovative and critical thinking, 
active participation, ability to reflect on the direction and 
limits of possible action. 

Mathematical, scientific and 
technological competences 

Chess and strategic 
outdoor sport practices 

These types of sports could develop trust as well as rational 
way of thinking. In terms of skills, ability for applying 
mathe- matical and science principles could arise. In terms 
of attitu- des a potential for curiosity as well as interest and 
respect for safety, sustainability could be observed. 
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Sense of initiative and 
entrepreneurship 

Individual sports as well 
as team sport practices 

The potential educational outcomes involve abilities for 
plan- ning and organisation and ability to work individually 
as well as in a team. The attitudes which characterise the 
potential learning outcomes of such practices consist 
ofinnovation, pro-active attitude, independence and 
determination to achieve planned aims. 

 
Development of mutual respect, solidarity and tolerance are educa.onal objec.ves that sport 
could address by a specific sport or physical ac.vity task. Motor performance must not be 
priori.sed exclusively in this case. It should be placed in a mixed system in order to allow the 
evalua.on of the social and behavioural performance indicators, prior to the ones of the motor 
performance. It is in fact necessary to measure all aspects in order to perceive the indicators 
for the level of solidarity and mutual aid. 
 
1.5. Historical aspect of the use of sport - a scien+fic approach from a sociological 
point of view.  
 
Sport occupies a primary place in today's society that promotes the pursuit of wellbeing and 
body worship. Sociology, which studies the social facts as a whole, isonly interested in the 
highest point of the »sports system« and we can not call it a total social fact. This is to 
encourage the reader to watch sport with a cri.cal eye and to provide references which allow 
him or her to deepen their knowledge. 
 
Sport is a generic term covering a range of ac.vi.es (leisure, entertainment, compe..on, 
educa.on) and various representa.ons. These ac.vi.es have historical roots. Many 
sociologists define sport as a total social fact. According to Norbert Elias, a German Sociologist, 
sport is a privileged laboratory for reflec.ng on social rela.ons and evolu.on. Georges Hebert, 
a French sociologist, explains that "Sport is all kinds of exercises and physical ac.vi.es 
designed for the execu.on of performance and whose execu.on is essen.ally based on the 
idea of the fight against a defined element such as a distance, a dura.on, an obstacle, a 
prac.cal difficulty, a danger, an animal, an opponent, an by extension against oneself."8 
 
According to an ar.cle explaining sport prac.ces from a sociological point of view from the 
nineteenth century to the mid-twen.eth century, the use of sport has been set out in terms 
of a »fight against the degenera.on of the race” , prepara.on of the workers or soldiers, 
pacifica.on and control of violence. By examining historical research we can determine that 
two modali.es for physical exercise exist in Ancient Times: sport in the educa.on of young 
aristocra.c warriors and professional athletes. The young Greek aimed to become Adonis 
through sport.  
 
Sport was valued to cul.vate the body and the mind. Athletes were paid to defend their ci.es 
in wars.In the Middle Ages, the caste of knights was created. They mainly par.cipated in the 
departure for wars but later became elite figures. Courtesy and bravery formed their mindset. 
The tournaments were prac.ces for war. In research, physical ac.vi.es appear in the ancient 
.mes and the Middle Ages as elite trainings.  
 
Sport officially takes an important role in England during the 19th century when countrymen 
organised combats of boxing to sejle domes.c conflicts. The Olympics promoted the success  

 
8 Hip://bernard.lefort.pagesperso-orange.fr/cours_staps_m_marot/sociologie_du_sport.pd 
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of sport in 20th century while television proclaims the advent of sports entertainment. 
Nowadays, the focus of sport shius more to health, personal development, access to culture 
and ci.zenship. From this perspec.ve, sports prac.ces are closely connected with Couber.n’s 
Olympic values today. 
 
The defini.on of sport has also evolved with technological progress. Hence, the idea of risk-
taking, braveness and courage is also present in many sport prac.ces. 
 
1.6. What is Not Educa+on through Sport? 
 
This sec.on aims to raise the ques.on of what ETS is not so, it is not misunderstood or used 
in a wrong way. The objec.ve is to clarify where confusion could be made and suggest how to 
avoid it.  
 
We all educate various people star.ng from our child to par.cipate in sport. But there are 
different dimensions of how we use sport for an educa.onal purpose. We cannot evoke ETS 
when educa.onal objec.ves such as the development of social skills, health, nutri.on and 
ci.zenship are relegated to the sole purpose of the sport performance itself. Many consider 
the sports club in its primary sense enough to fulfill an educa.onal act. The fact that a 
youngster does regular sport does not necessarily mean that it is a good educa.onal process 
with posi.ve impacts on his/her development as a ci.zen. In general, the requirements of the 
technical staff are focused primarily on the ini.a.on and progression of sport performances 
and physical skills. This process does not involve ETS. Many other skills could be brought in 
when sport prac.ce happens. In ETS it is needed to conduct and bring an educa.onal 
dimension to a sport or physical ac.on. It is ouen a majer of socializa.on, integra.on or 
rehabilita.on.  
 
Furthermore, we should not ignore the fact that compe..on in sports could limit learning 
efficiency in ETS. “Youth ouen feel excessive pressure to win, perceive themselves as having 
poor abili.es, feel unajached to their teams, and feel vulnerable in the presence of team 
mates. Experiences such as these have led youth to experience low selfconfi dence and low 
self-esteem.”9 
 
 In case compe..on becomes a priority, this could have some controversial effect on the 
educa.onal outcomes. Moreover, acts of violence and aggression could become common in 
youth sport sewngs. In a recent study of perceived sport aggression, Gardner and Janelle 
(2002) found that such kinds of awtudes and behaviours started to become acceptable and 
legi.mate within the sport environment. This is totally against the values of ETS so the 
prac..oners should be aware to pay ajen.on to these aspects and be careful of such effects 
when implemen.ng ac.vi.es in the context of ETS.  
 
We recommend, though, that for effec.ve development, the ac.vi.es should take place in a 
fair environment, must take place over a long enough period of .me in order to allow everyone 
to feel comfortable and confident, and must also involve long-term reciprocal rela.onships. 
 
 

 
9 Wankel & Kreisel, 1985; Martens, 1993 
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2. SPORT FOR SUSTAINABLE DEVELOPMENT GOALS 
 
2.1. Introduc+on of how Sustainable Development Goals can contribute to Sport  
 
The United Na.ons have long recognized, advocated for and supported the important 
contribu.ons of sport to development and peace, with a significant record of General 
Assembly and Human Rights Council resolu.ons, UN trea.es, Secretary-General’s reports and 
other guiding documents highligh.ng the unique poten.al of sport.  
 
The processes and milestones which led to the historic adop.on of the 2030 Agenda for 
Sustainable Development and its 17 Sustainable Development Goals (SDGs) in 2015 were 
followed by the Sport for Development and Peace community with strong interest and a 
commitment to con.nue using sport as a unique tool to support this new global plan of ac.on. 
As a result of joint efforts, par.cularly including UN Member States’ support to recognize the 
contribu.on of sport to the SDGs, Heads of State and Government and High Representa.ves 
declared in the Poli.cal Declara.on for the new Agenda:  
 
"Sport is also an important enabler of sustainable development. We recognize the growing 
contribu.on of sport to the realiza.on of development and peace in its promo.on of tolerance 
and respect and the contribu.ons it makes to the empowerment of women and of young 
people, individuals and communi.es as well as to health, educa.on and social inclusion 
objec.ves"10 
 
This unprecedented recogni.on offers a compelling incen.ve and an unmissable opportunity 
for further joint efforts and ac.on in the field Sport for Development and Peace. With the 
aspira.on of leaving no one behind and maximizing the contribu.on of sport for a bejer and 
peaceful world, sport will con.nue advancing development as a powerful enabler of the SDGs, 
as it did for the preceding MDGs. 
 
Sport’s poten.al should therefore be revisited in view of the new framework for sustainable 
development in order to promote synergy, coherence and harmoniza.on of programmes for 
the implementa.on of the SDGs. Overall, the global reach and appeal of sport is an 
extraordinary tool at our disposal for promo.ng a global outlook on sport at the service of 
advancing the achievement the SDGs.  
 
The contribu.ons of sport to the SDGs outlined in this overview reflect the exper.se, 
experiences and welcome input of various SDP players, including UN en..es and sport and 
development organiza.ons, which have used sport and recognized its value as a flexible tool 
for enabling development and peace outcomes.  
 
Drawing from that experience, this overview addresses sport’s role and poten.al in rela.on to 
all 17 SDGs, being mindful of the importance of each goal. While doing so, it however discerns 
between the SDGs where greater evidence and prac.ce with regard to the contribu.ons of 
sport were iden.fied – marked with the SDG wheel symbol - and those SDGs where sport has 
a more limited or indirect poten.al.  

 
10 2030 Agenda for Sustainable Development A/RES/70/1, paragraph 37 
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Ul.mately, the present overview aims at informing, inspiring, encouraging and suppor.ng 
sport’s contribu.ons to the SDGs by relevant stakeholders including States, en..es of the 
United Na.ons system, sport-related organiza.ons, sport federa.ons and associa.ons, 
founda.ons, nongovernmental organiza.ons, athletes, the media, civil society, academia and 
the private sector. 
 
In the scope of this contribu.on of the sport and its contribu.on to Global Agenda, we have 
selected 5 SDGs in our project to combine them with Erasmus+ Key Competences. These SDGs 
are; 
 
SDG 4 - Quality in Educa.on  
SDG 5 - Gender Equality  
SDG 8 - Economic Growth & Decent Work  
SDG 10 - Reducing Inequali.es  
SDG 16 - Peace, Jus.ce and Strong Ins.tu.ons 
 
2.2 Connec+on of Selected SDGs within our project and Sport 
 
Goal 4: Ensure inclusive and equitable quality educa7on and promote lifelong learning 
opportuni7es for all 
 

• The right to educa.on and equal rights of women and girls in the field of educa.on 
form the basis of this goal. Inclusive sport ac.vi.es have long been used to foster 
educa.on and have therefore been iden.fied as a tool to advance those rights. 

 
• Sport can encourage inclusion and the equal par.cipa.on of women and girls, people 

with disabili.es, and other vulnerable or underrepresented groups and individuals. S 
 

• takeholders in sport and educa.on can cooperate to promote tolerance, diversity and 
non-discrimina.on in school programmes.  

 
• Joint programmes with schools offer addi.onal and alterna.ve physical educa.on and 

physical ac.vi.es to support the full learning process and deliver holis.c educa.on.  
 

• Sport can improve learning outcomes by fostering academic performance and 
achievement, leadership abili.es, and concentra.on and focus capabili.es.  

 
• Sport-based programmes offer educa.on opportuni.es and life skills to be used 

beyond school including the workplace. 
 

• Sport, physical educa.on, physical ac.vity and play can mo.vate children and youth to 
ajend school and engage with formal and informal educa.on.  

 
• Sport programmes for girls, including in refugee camps, can be used as an incen.ve to 

stay in school Sport can raise awareness about sustainability through designing 
sustainable educa.onal curriculums and greening schools and universi.es 
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Goal 5: Achieve gender equality and empower all women and girls 
 

• Sport can be a powerful plaForm for advocacy and awareness raising for gender 
equality. It can contribute to abolish all forms of discrimina.on against women and 
girls; human rights based rules of a sport can help to replace culturally discrimina.ve 
norms that exclude women and girls from sport.  

 
• While women and girls’ rights to par.cipate in sport as athletes or spectators are not 

respected in many countries, sport can help to foster gender equality in countries and 
regions where women are discriminated.  

 
• Addressing current gender inequali.es across par.cipa.on, performance and 

leadership in sport can make a valuable contribu.on to this Goal.  
 

• Sport and sport-based community programmes in par.cular can, if designed 
inclusively, cause posi.ve shius in gender norms and promote gender equality.  

 
• Sport can foster increased self-esteem and confidence of women and girls, empower 

them and develop skills needed to become equal par.cipants and leaders in their 
communi.es. ,, 

 
• Through sport-based programmes, women and girls can be equipped with knowledge 

and skills on health, on how to live a healthy and ac.ve lifestyle, on how to act in case 
they experience violence, on employability, and with leadership skills needed to 
progress in society.  

 
• Sport can provide safe and fair environments for women and girls. A safe playing area 

for girls is especially essen.al, for instance in refugee camps.  
 

• Sport can raise awareness and address abuse and gender-based violence within sport 
 
Goal 8: Promote sustained, inclusive and sustainable economic growth, full and produc7ve 
employment and decent work 
 

• The growing scale of the sport industry, and its links with other sectors, offer 
opportuni.es for economic growth and decent employment.  
 

• Stakeholders in sport that base their ac.vity on the respect of human rights can spur 
to posi.vely impact local and regional business.  
 

• Sport goods and equipment should be produced in line with labour standards and in 
par.cular free from forced and child labour and discrimina.ons of all forms.  
 

• Sport programmes can foster increased employability for women, people with 
disabili.es and other vulnerable groups, thus contribu.ng to inclusive economic 
growth.  

• Sport-based educa.onal programmes provide skills for employability and 
opportuni.es to enter the labour market for youth.  
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• Sport-based employment and entrepreneurship can contribute to create decent jobs 
for all by complying with labour standards throughout their value chain & in line 
withbusinesses policies prac.ces.  
 

• Sport can generate enhanced overall community involvement, and it can mo.vate 
mobiliza.on of the wider community and growth of economic ac.vi.es associated 
with sport.  
 

• Sport events can have long las.ng effects on the popula.on if they involve the 
popula.on for their legacy, to be in line with human rights and labour standards, and 
to be sustainable.  
 

• Sport organiza.ons, if they adopt adequate policies and procedures, can be an 
opportunity for capacity building, crea.ng jobs, and for economic, social and 
environmental sustainable development in general 

 
Goal 10: Reduce inequality within and among countries 
 

• The right to equality and non-discrimina.on is a cornerstone of interna.onal law. Sport 
can promote equality and can serve as a plaForm to promote the value of diversity. 
Stakeholders in sport can amplify the message of equality and respect for diversity.  

 
• Sport, including sport events, can be used to celebrate and value diversity. Stakeholders 

in sport can promote mutual understanding and address discriminatory prac.ces and 
various forms of discrimina.on. Sport stadia that serve as stages for human behaviour 
can become plaForms for human rights based inclusiveness and respect for diversity.  
 

• Sport is recognized as a contributor to the empowerment of individuals, such as 
women and young people, and communi.es. Par.cipa.on in sport offers opportuni.es 
for the empowerment of people with disabili.es; it showcases ability, not disability, 
thus raising awareness and promo.ng respect. Sport can therefore be effec.vely used 
for the inclusion of all irrespec.ve of age, sex, race, ethnicity, origin, sexual orienta.on, 
gender iden.ty, religion or economic or other status.  
 

• Equal opportuni.es can be achieved in and through sport by raising awareness towards 
existent inequali.es and establishing sport-related policies and programmes aimed at 
reducing them.  
 

• The popularity of, and posi.ve awtude towards sport make it a suitable tool for tackling 
inequality in areas and popula.ons that are difficult to reach. It can also tackle 
prejudice and intolerance by promo.ng tolerance and pro-social behaviour instead. 
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Goal 16: Promote peaceful and inclusive socie7es for sustainable development, provide 
access to jus7ce for all and build effec7ve, accountable and inclusive ins7tu7ons at all 
levels 
 

• Sport can help to rebuild post-conflict socie.es and upliu affected communi.es and 
individuals by fostering the respect, protec.on and implementa.on of human rights. 
Sport can amplify important human rights messages, such as the value of inclusion, 
respecF or diversity and non-discrimina.on. 
 

• Sport provides a powerful communica.on plaForm that can be used to disseminate 
solidarity and reconcilia.on messages and to promote a culture of peace. Sport events 
can provide opportuni.es for advoca.ng and realizing peace, as notably the Olympic 
ruce has allowed since ancient history.  
 

• Role models in sport can promote peace and human rights and foster dialogue and 
social cohesion. 
 

• Sport ac.vi.es can help to address war-related trauma and promote healing by 
providing safe spaces for ac.vi.es that enable vic.ms of war to regain a sense of 
security and normalcy.  
 

• Sport can serve as a tool for suppor.ng demobiliza.on and disarmament efforts as well 
as suppor.ng the reintegra.on of excombatants, par.cularly former child soldiers, into 
their communi.es.  
 

• Sport can support the rapprochement and integra.on of divided communi.es and 
cultures through friendly games. The universal popularity of sport offers an important 
means of engaging communi.es that are hard to reach and socially excluded groups, 
for example via sport programmes for refugees or indigenous peoples.  
 

• Respect, equality and fair-play, some of the core values in sport are also fundamental 
principles for peaceful and inclusive socie.es thus sport programmes that emphasize 
these values can contribute to the realiza.on of such socie.es. 
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3. TRAINING PROGRAM 
 
In the light of Educa.on Through/For/By Sport methodologies with Sustainable Development 
Goals approach, below training program and some sample methods are used: 
 

 
 
3.1 Implemented Methods 
 

Get to Know Each Other Ac7vi7es 
Name of the Tool Explana.on 
 
 
 
Name - Movement 

- The group stands in a circle. 
 
- Each par.cipant is first asked to say their name and then to 
make a gesture, mimic, etc. that expresses themselves. 
 
- Auer the first par.cipant says their name and makes a 
gesture, everyone else says their name and makes a gesture. 
 
- When it is the second par.cipant's turn, they say the name 
of the previous par.cipant, make a gesture and then say their 
name and make their gesture. 
 
- This .me, all par.cipants say the name of the second 
par.cipant and do the movement. The game con.nues in this 
way. 

 
Name & Gesture 
 

 
- The group stand in a circle. The leader begins by introducing 
herself by her first name accompanied by a physical gesture.  
 
- The whole group repeat the name and gesture. This process 
works around the group un.l everyone has said their name 
and performed a gesture.  
 
- This process is then repeated but without the name this .me.  

Program 17.09.2023 18.09.2023 19.09.2023 20.09.2023 21.09.2023 22.09.2023 23.09.2023 24.09.2023 25.09.2023

Lunch Time

Evening Welcoming Dinner Cultural Night - I Free Evening Turkish Cultural Night Cultural Night - II Free Evening Working Evening Closing

Youthpass Certificates 
& Closing

DEPARTURE

Afternoon

Organization Bazaar

Sport as a Tool for 
Volunteering & 

Community 
Development

Free Time in the City

Sport for SDG 4 - 
Quality in Education

Dinner

Name Games & 
Program Presentation

Reflection Groups

Final Evaluation

Erasmus+ Program, 8 
Key Competencies 

and Youthpass

Sport as a Tool for 
Social Empowerment

Sport for SDG 8 - 
Decent Work & 

Economic Growth

2021 - 2027 Erasmus+ 
and ESC Program

What is Next? (Future 
Planning)

Conference Second 
Part: Education Based 

Sport Activities

Lunch

Sport for SDG 3 - 
Health and Wellbeing 

(Filomena)

ARRIVAL

Being a Learning 
Group & Learning 

Agreement

Team Building: City 
Hunting

Sport as a tool for 
Active Citizenship

How to use Sport to 
promote SDGs & Key 

Competencies Conference in 
European Week of 

Sport (First Part) 

Booklet Content 
Creation: How we can 

promote SDGs 
through Sport

Presentation of 
Future Plans & 

Projects
Morning

Education For/By/ 
Through Sport - I

Sport as a Human 
Right (Policies and 

Initiatives)

Education For/By/ 
Through Sport - II

Creation of National 
Dissemination Plans
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- Then anyone who wishes takes a step forward and the rest of 
the group must say his or her name and perform that person's 
gesture. 

 
 
The Ball and … 
 
 

It is a game that can be played on the first day of the event.  
 
- Par.cipants are asked to stand or sit in a circle. The person 
leading the game throws 1 tennis ball in their hand to the 
person in front of them and says "their name". The person who 
receives the ball throws the ball to another person and says 
"their name". However, the person throwing the ball and the 
person holding the ball must look eye to eye, this rule must be 
explained by the person leading the game before the game 
starts. In the game, there is no ac.on or talking other than 
throwing/receiving the ball, saying the name and looking each 
other in the eye. This is the 1st phase of the game and is 
gradually accelerated. 
 
- The leader then moves on to the 2nd phase of the game. In 
the 2nd stage, the person who throws the ball tries to say the 
name of the person they threw the ball to. This game is 
gradually accelerated and the par.cipants learn each other's 
names. 
 
(The same stages of the game can be applied for other 
characteris.cs of the par.cipants. For example: country of 
origin, age, etc.) 

 
Human Bingo 
 

 
1- Each par.cipant is given a pre-prepared people bingo chart. 
2- The chart can be prepared in various ways according to the 
characteris.cs we want the par.cipants to learn about each 
other. 
3- Then the par.cipants are told to talk to each other and try 
to find the person who has the characteris.c in the ques.ons 
asked and write the name of the person they find opposite the 
box. 
 
Warnings: 
1- The same person's name cannot be found twice in a chart. 
2- The aim is for each par.cipant to talk to as many 
par.cipants as possible and learn their names and some 
personal characteris.cs. 
3- The first one to complete the chart wins the bingo and the 
game. 

 
• Various methods can be reached via www.experienta.com 

 
Discussion & Team Building Methods 

Name of the Tool Explana.on 
 
 

1. In a space large enough to accommodate the group, 
designate one end as “Totally Agree” and the other as 

http://www.experienta.com/


 24 

 
 
 
Where Do You Stand? 

“Totally Disagree.” Connect these opposite poles by marking 
a line on the floor with masking tape or string to represent 
the con.nuum of posi.ons that lies between them. 
 
2. Read an issue/scenario/statement aloud, perhaps twice if 
needed. You can also write them or project them. 
 
3. Ask par.cipants to stand at one end or anywhere along the 
tape or string to reflect their posi.on or opinion on the issue. 
 
4. Once everyone is in place, ask each student in turn to 
explain why he/she decided to stand in that place. Encourage 
students to respond to opinions, reasoning, or ideas 
expressed by others but do not allow ajacking of another 
student’s choice.  
 
Explain that they are free to adjust their posi.ons when they 
hear ideas they had not previously considered. 

 
Learning out of the Box 
 
 

 
If you would like to print the Learning out of the Box card 
game, please do the following: 
 
1. Click on each link to download the 5 files. All files are in 
this website: 
hjps://www.youthpass.eu/en/publica.ons/card-game/ 
 
 
2. Save the files. 
 
3. Get ready to print. Make sure your printer enables colour 
and double-side prin.ng, and also that you have enough 
cardboard pages available. If your printer can only print on 
one side, we suggest to print the odd-pages first and once 
printed, place the pages again on the printer facing the other 
way, so that the even-pages are printed next on the blank 
side. Make sure the direc.on of the pages is the same as for 
the pages already printed. We would like to suggest that you 
make a few test before you print on the cardboard pages. 
 
4. Print the cardboard pages in colour on both sides. 
 
5. Cut the cards and the box along the dojed lines. Form and 
paste the box together. Put the booklet together and staple 
it in the middle. 
 
6. You are ready to play! Now, you can read the booklet. It 
contains the instruc.ons to play the game. 

 
City Hun7ng 
 

 
- Par.cipants are divided into smaller group and then they’re 
given the handouts. There a certain dura.on is given and 

https://www.youthpass.eu/en/publications/card-game/
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presenta.ons are asked them to be done auer they arrive 
back to the star.ng place. Such tasks can be given: 
 
1. Find a name for your team. 
2. Create a mojo for your team. 
3. Compose a song that includes the words “Erasmus+, 

SDGs, travel, sport, umbrella, board marker, Istanbul” and 
perform it at the end.  

4. Learn how much is bread, a bojle of water and a 
newspaper and compare it with your countries.  

5. Go to “Nazım Hikmet Culture Center” and learn what is 
this place and the life of “Nazım Hikmet”.  

6. Find 3 concept café in Kadıköy and learn about their 
concept. Take a photo with the employers ☺ 

7. Make an interview with a minimum of 3 young people 
about what is their favorite Sport and 3 values they can 
gained through sport. 

8. Learn from a local how to make Turkish Coffee and Ayran. 
9. Learn how to say “Hello, Thanks and Have a nice meal” in 

the na.ve languages of your teammates.  
10. If you would have enough money to run your own 

business in İstanbul, what kind of enterprise you could 
come up with? 

11. Take crazy group pictures in 5 different places. 
12. Take a photo with SDG card with your group   
13. Create a short video (max. 1 minute) about İstanbul and 

your opinions about the city. 
 

• Various methods can be found on the SALTO-Youth Website. 
 

Educa7on Through Sport Methods 
Name of the Tool Explana.on 
  
 
Aerobic for Health 
 
(connected to SDG3) 

 
The idea is to have a group experience with physical ac.vity with 
learning objec.ves in connec.on to health. The purpose of this 
ac.vity is to show how tobacco affects a person's everyday 
physical ac.vity. 
 
1. Step Aerobics: Do a 5 minute step aerobics rou.ne with the 
students. Any rou.ne will do, as long as it is rigorous and gets 
their heart rate up.  
 
2. Par.cipants count their heart rate on their wrist for 30 
seconds, and mul.ply the number by2.  
 
3. Discussion: Have the par.cipants answer the first two 
ques.ons:  
• What are the two factors you know about smoking?  
• What are your two favourite physical ac.vi.es?  
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4. Discuss the results in the group by listening some examples of 
answers.  
 
5. Another Aerobics: Each par.cipant gets a straw and a step. 
They will do the same exact aerobics rou.ne from the 
beginning. The difference is they will be using straws to breathe 
in and out. The straws represents how a smoker feels when 
doing physical ac.vity.  
 
6. Have the par.cipants check their heart rate again the same 
way to see if there is a difference compared to the first .me. 
 
7. Reflec.on about the protec.on of health and quiwng the 
harmful habits 

 
 
 
 
Ul7mate Frisbee 
 
(connected to SDG4) 
 
 
 

 
As this is an implementa.on of a frisbee game that includes 
various types of physical ac.vi.es, par.cipants should warm up 
beforehand. 
 
Auer the warming up part, all par.cipants are divided into two 
groups. The group division game could be anything relevant to 
the previous sessions or could be something related to the 
facilitator/trainer's strategy to balance gender and age among 
the par.cipants. With the crea.on of the teams, separate colors 
of jerseys are given to form the team iden.ty and clearly show 
each player which team they belong. They choose a team 
captain. Right auer that, 2 frisbees for each team is given to 
prac.ce and be familiar with frisbee game. Each team starts to 
prac.ce and test their frisbee skills. 
 
Right auer, the first stage starts with a referee (this person can 
be facilitator or trainer) to give the first instruc.on card/paper 
to each team. The first stage is related to the "Educa.on For 
Sport" Methodology. With that paper, team captain starts to 
read the rules and instruc.ons how to play frisbee game. As 
there will be compe..on at the core of the game, they also 
make strategies in line with the rules of the games. With this 
paper, it's suggested to lead the par.cipants as "who makes 7 
passes without frisbee to touch the ground or opponent team 
steals the frisbee or touch to the frisbee win a score". In the light 
of these instruc.ons, each team starts to compete and the first 
stage starts. During the whole game, the referee observes the 
game and scores are counted. Then a .me-out is given and each 
team gets prepared for the second stage. (The first stage should 
take max. 10-15 minutes.) 
 
In the second stage, another instruc.on paper is given to team 
captains. With this stage, we move to the "Educa.on By Sport" 
Methodology. With this paper, it's suggested to lead the 
par.cipants as "to make a score, each team member must touch 
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to frisbee without frisbee touches the ground or opponent team 
steals the frisbee or touch to the frisbee win a score". In that 
way, the game becomes harder and weak or strong chains of the 
team should touch to the frisbee so teams start to make strategy 
to include everyone. In the light of these instruc.ons, each team 
starts to compete and the first stage starts. During the whole 
game, the referee observes the game and scores are counted. 
Then another .me-out is given and each team gets prepared for 
the third stage. (The second stage should take max. 10-15 
minutes.) 
 
During the second .me-out, the referee starts to give role cards 
to the players without showing anyone. Also, it should be said 
to the par.cipants that they cannot tell or show their role cards 
to anyone from their teams or opposite teams. These role cards 
could be "Be someone who cri.cize everything, be someone 
cheerful, be someone angry, you cannot use your strong hand, 
etc." Then, the third stage starts with the second stage's 
instruc.on cards. This stage is related to the "Educa.on Through 
Sport" Methodology. Simple rules are given to play the game 
but they see some differences with their teammates. The last 
session also should take around 10-15 minutes to fully 
experience the differences. With the last whistle of the referee, 
par.cipants should be sent to the stretching corner auer 45 
minutes of frisbee implementa.on. 
 
Auer the par.cipants cool down, a debriefing session should be 
started to ask for the experience of the players. In the light of 
DeM Debriefing model, the first ques.ons are asked related to 
their concrete experience. Then more reflec.ve observa.ons 
are taken from the par.cipants and it's merged with the 
ques.oning if each player felt involved in the game or how did 
they feel in each stage. Auerward, the "Educa.on 
For/By/Through Sport" Methodology is explained to the 
par.cipants to bejer remember the stages and associate them 
with the concepts. Auer that, par.cipants are led to the ac.ve 
implementa.on part and they more talk about the stages and 
associate them with their real life. In that way, they start to think 
about what would be different when they play this game one 
more .me, also preparing themselves for the next ac.ons. 

 
Choose Your Side: Yoga 
or Dance? 
(connected to SDG5) 
 
 

 
The ac.vity requires both groups to be ac.ve at the same .me 
and is divided into two parts. 
 
- Part 1 of the ac.vity (30min) DANCE GROUP  
An introductory handout is given. The group then has 15 to 20 
minutes to prepare the performance. The par.cipants divide 
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the roles among themselves. They are given no other 
instruc.ons or limita.ons. 
 
YOGA CLASS 
The par.cipants are asked to prepare a “yoga lesson”, 
altogether, as a group and told that later on, the lesson will have 
to be presented to the other group. The only limita.on given to 
them beforehand is the dura.on of the lesson (it has to be 3 to 
5 minutes long). The group then has 15 to 20 minutes to prepare 
the lesson. 
 
- Part 2 of the ac.vity (15 min)  
Auer both groups have performed in front of each other, the 
leaders of the groups (the individuals in both groups who have 
proved to be the most ac.ve, important for the group – who 
have spontaneously emerged through the group dynamics 
during the first part of the ac.vity), are asked to leave the room 
for a short .me. 
 
DANCE GROUP 
When the group leader leaves the group for a short .me, we 
introduce to the other members of the group some new 
circumstances (prepared by us in advance), that have occurred 
in a week’s .me.  The group then has 4 minutes to come up with 
solu.ons and to integrate the new circumstances into their 
performance.  
 
YOGA CLASS 
When the group leader leaves the group for a short .me, we 
introduce to the other members of the group some new 
circumstances (prepared by us in advance), that have occurred 
in a week’s .me. . The group then has 4 minutes to come up 
with solu.ons and to integrate the new circumstances into their 
yoga lesson. 
 
Each group performs in front of each other again.  
 
Then reflec.on to compare the differences and difficul.es. 

 
Tic Tac Toe 
(connected to SDG8 & 
SDG10) 
 
 

 
1. Make 2 team and each of them will have 1 team leader 
2. In the first test round all of the players play the game. They 

make a line, one teammate throws the ball into basket, if 
he/she makes it, he/she goes through small parcure, take 
the t-shirt, put it into grids to make .k tak tok, then he/ she 
returns, gives high five to the next team mate and he/she 
repeats the process 

3. In the first  round leaders gets chance to choose his/her 
team, others sit, process is repeated. 
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4. In the second-round leaders rechange his/her team, but this 
.me before the choice we give roles to some players 
(meanwhile leader doesn't know this). 

5. In third final round team leader rechange the team and 
nobody has any role. 

6. Auer the game we do reflec.on session and talk about the 
SDGs we used in the game in a simple way. 

 
H.A.N.D. BALL 
(connected to SDG16) 
 

- The par.cipants are separated into two teams. Each team is 
consis.ng of 6 people. Also, 2 referees should be elected by the 
teams at the beginning of the game. There are 3 basic rules of 
the game: 
 
1. Par.cipants cannot take more than 3 steps when they have 
ball in their hands 
2. Nobody can enter and stay within the goals’ area 
3. It’s not allowed to hurt anyone inten.onally 
 
- Teams can add new rules or erase rules during the 
implementa.on. The whistle blows every two minutes during 
the 15’. Teams have 2 minutes to decide and change the rules to 
dominate the game. 
 
- Teams are not required to change rules but it’s an op.onal 
sewng. Auer 2 minutes of the breaks, the game con.nues. The 
teams are given 2 minutes to agree on the rule change. Decided 
rules are wrijen on the board or a rule can be deleted from the 
board with the teams’ common decisions. rules are wrijen on 
the board or a rule can be deleted from the board with the 
teams’ common decisions. 

 
 
 
 
3.2. Future Projects Developed by Par+cipants 
 

SDG addressed  SDG 10 – Reducing Inequali7es 
The .tle of the Project  "Inclusion of people with disabili.es in sports" 

The learning objec.ve 
To raise awareness about inequali.es in modern society 
and think of ways to create a posi.ve impact on 
par.cipants of educa.onal programs 

Target Group  Young people in the age range of 16-24 
Dura.on Up to 4-8 hours of educa.ng about this topic 

Prepara.on (Prepara.on before 
the implementa.on, needed 
materials etc.)  

Frisbee throwing discs, a bigger room/outdoor area to 
play with the frisbee, sheets of paper, markers, pens or 
pencils, comfortable shoes and clothes for sport 
ac.vi.es for par.cipants, a whiteboard for wri.ng 
material and theory down. 

Instruc.ons to implement  
  

A short energizer to get everyone more mo.vated for 
sports (About 5-10 minutes) 
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Simple explana.on about the rules of the game 
A sport ac.vity with the throwing discs: 
Par.cipants stand in a circle and prac.ce throwing the 
discs (10 minutes) 
Trainer chooses two leaders for the two teams 
Par.cipants are divided into two teams and compete 
with eachother with the throwing discs (Approximately 
20 minutes) 
A short break (10 minutes) 
The trainer picks out 3 par.cipa.ng people and gives 
them a secret task (E.g. One of the par.cipants has 
suffered an injury and "broke his leg"; Second par.cipant 
has a broken arm, the third one is deaf or in a 
wheelchair.) 
The game is con.nued as usual, but the people with the 
given tasks have to secretly do them. (~20 minutes) 
Reflec.on auer doing this ac.vity. 
  

Sum Up / Debriefing / Reflec.on 
at the end of the implementa.on  

The people sit in a circle and discuss/answer the 
following ques.ons: 
How did they feel during the ac.vity? 
What did the people who got the special roles feel and 
what did they think? 
How did the other par.cipants without the roles feel 
when the game changed all of a sudden? 
What they learnt from this ac.vity? 
What ideas would they have about including disabled 
people into the sports ac.vi.es?  

 
 

SDG addressed  SDG 14 – Life Below Water 
The .tle of the Project  SfS (swimming for sustainability) 

The learning objec.ve 

To educate teens and students about the importance of 
preserving aqua.c ecosystems throughout different 
ac.vi.es (swimming, beach volleyball and ect.) by 
crea.ng a community. 

Target Group  Peers (14-16 years old) 
Dura.on About 5 hours  
Prepara.on (Prepara.on before 
the implementa.on, needed 
materials etc.)  

Sport equipment: balls, swimming suits, towels, water, 
snacks, transfer. 
Cleaning part: garbage bags, gloves. 

Instruc.ons to implement  
  

1.Gather people ( group of ~ 20). 
2.Get to the loca.on. 
3.Provide par.cipants with the instruc.ons. 
4. An hour for physical ac.vity (team-building). 
5. Break (15 minutes). 
6.Cleaning part ( about an  hour, compe..on). 
7. Rest for 30 minutes (meal .me). 
8. Other ac.vi.es (about an hour). 
9. Reflec.on part. 
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10.The way back.  

Sum Up / Debriefing / Reflec.on 
at the end of the implementa.on  

1. What was the first impression about this 
loca.on? 

2. Are you sa.sfied with the result of your work? 
3. Can you turn this one-day event into a regular 

ac.on? 
4. During the spor.ng ac.vi.es, did you no.ce a 

sense of community and teamwork among the 
par.cipants? If so, how did this sense of unity 
impact the effec.veness and enthusiasm of the 
group during the beach cleanup ac.vity? 

5. Reflect on any specific posi.ve and nega.ve 
moment during the event? 

Think about your par.cipa.on in the sports aspect of 
the event. How did the sense of compe..veness and 
teamwork influence your percep.on of the 
environmental issue being addressed?  

 

SDG addressed  
SDG 3 – Health & Wellbeing and SDG 11 – Sustainable 
Ci7es and Communi7es 

The .tle of the Project  Hiking for sustainable health and wellbeing  

The learning objec.ve  
To educate readers about benefits of hiking, both for 
individual health and wellbeing, and its alignment with 
SDGs 

Target Group  
The target group is a wide range of readers who share 
an interest in hiking and its contribu.ons to personal 
health, community, and environmental sustainability 

Dura.on  6 hours 

Prepara.on (Prepara.on before 
the implementa.on, needed 
materials etc.)  

Printed booklets for all par.cipants, projector and 
screen, laptop or tablet, internet access,maps,hiking 
gear samples, local hiking informa.on,supplies for 
hands on ac.vi.es or group exercises related to hiking, 
evalua.on forms, guest speakers, catering, 
transporta.on, safety equipment, and healthcare 
personnel. 

Instruc.ons to implement  

A group leader will ensure that the following steps are 
implemented:  

1. Printed booklets are provided.  
2. Visual aids are set up  
3. Access to internet provided. 
4. Ensure safety of the hiking environment   

Sum Up / Debriefing / Reflec.on 
at the end of the 
implementa.on  

We expect at the end of this 6-hour project that our 
par.cipants engage passionately with the content 
connec.ng with the benefits of hiking for personal 
health and its significance in achieving sustainability 
goals. The par.cipants can resolve to hiking as a means 
of therapy and exercise. 
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