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Glossary
Apprenticeship
Systematic, long-term training alternating periods at the workplace and in an
educational institution or training centre. The apprentice is contractually linked to
the employer and receives remuneration (wage or allowance). The employer
assumes responsibility for providing the trainee with training leading to a specific
occupation. CEDEFOP 2009
Competence
The ability to apply learning outcomes adequately in a defined context (education,
work, personal or professional development). (CEDEFOP, 2003)
Game based learning
Game-Based Learning (GBL) is the use of digital games with serious goals (i.e.
educational objectives), as tools that support learning processes in a significant
way. It is also known as educational gaming.
Green Skills
Green skills are those skills needed to adapt products, services and processes to
climate change and the related environmental requirements and regulations.
Cedefop1 defines green skills as “the knowledge, abilities, values and attitudes
needed to live in, develop and support a sustainable and resource -efficient
society” (Cedefop, 2012).
Green jobs
United Nations defines green jobs as sectors and jobs in which waste creation and
pollution is minimised (UNEP et al., 2008). The International Labour Organisation
(ILO) includes in its definition of green jobs any sector that has a lower than
average environmental footprint (ILO, 2012). Statistical agencies across the world
usually focus their definition of green jobs on the definition of the environmental
goods and services sector. The distinction between jobs and skills is important
because the labour market dynamics of “greening” in the economy are, and will
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be, complex into the future. Skills analysis offers a disaggregated level to examine
and unpick these dynamics.
Green economy
Green Economy is one in which the vital links between economy, society, and
environment are taken into account and in which the transformation of production
processes, production and consumption patterns create decent employment
opportunities, promote sustainable trade, reduce poverty, and improve equity and
income distribution. A Green economy contributes to a reduction of waste,
pollution, and the use of resources, materials, and energy to revitalize and
diversify economies.
Source:http://www.unep.ch/etb/publications/Green%20Economy/GER%20brochur
e%20(normal).pdf
Knowledge
The outcome of the assimilation of information through learning. Knowledge is
the body of facts, principles, theories and practices that is related to a field of
study or work.
Qualification
The term qualification covers different aspects:
(a) formal qualification: the formal outcome (certificate, diploma or title) of an
assessment and validation process which is obtained when a competent body
determines that an individual has achieved learning outcomes to given standards
and/or possesses the necessary competence to do a job in a specific area of work.
A qualification confers official recognition of the value of learning outcomes in
the labour market and in education and training. A qualification can be a legal
entitlement to
practice a trade (OECD);
(b) job requirements: the knowledge, aptitudes and skills required to perform the
specific tasks attached to a work position (ILO).
Based on Eurydice, 2006; European Training Foundation, 1997; OECD, 2007;
ILO, 1998.
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Qualification framework
An instrument for the development and classification of qualifications (e.g. at
national or sectoral level) according to a set of criteria (e.g. using descriptors)
applicable to
specified levels of learning outcomes.
A qualification framework can be used to:


establish national standards of knowledge, skills and competences;



promote the quality of education;



provide a system of coordination and/or integration of qualifications and
enable comparison of qualifications by relating qualifications to each other;



promote access to learning, transfer of learning outcomes and progression in
learning.

European Commission, 2006a; OECD, 2007.
Skill
The ability to perform tasks and solve problems. Cedefop; European Commission,
(2006a).
Work based learning
A fundamental aspect of vocational training – it is directly linked to the mission
of VET to help learners acquire knowledge, skills and competences which are
essential in working life. European Commission (2013)
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1. Introduction
This handbook has been written in the framework of the European Project “New
skills for green jobs. Game based training to develop transversal green skills in
apprenticeship programmes” (GLOBE). Countries involved in the project are Italy,
Ireland, Romania, Spain and UK.

According to several papers consulted, making economic growth comp atible with
climate stabilisation and sustainable environment footprint is a dual challenge of
green economy. However, policies don’t pay enough attention to social dimension
of sustainable development: implications for employment, training and decent
work. Mainstreaming greening in employment and skills strategies requires strong
partnerships between public, private and not-for-profit organisations to maximise
innovation and to manage smoothly labour market transitions from brown to green
energy and employment (OCDE, 2015).
Many companies already regard the shortage of skilled personnel as an obstacle to
economic development: this trend will be reinforced by long term demographic
change and for economic reasons alone, there is a need to step up efforts to
provide environment-related training and qualification. However, such efforts are
also an important precondition for Europe to achieve its environmental and
climate objectives. Cedefop (Cedefop and ILO, 2010; Cedefop, 2012)
We can define Green Skills as “Skills for sustainability, also known as green
skills, are the technical skills, knowledge, values and attitudes needed in the
workforce to develop and support sustainable social, economic and environmental
outcomes in business, industry and the community.” A report “Green skills and
innovation for inclusive growth” (CEDEFOP; LEED and OCDE (2015) insist in
the shortage of green competence evidenced in 2012, and proposed a structure of
green skills, which revels the need to promote training that cover the foll owing
categories of competences:
Technical & subject-specific competences: Vocational and technical skills based
on subject-specific emerging and future viability products, technologies, legal
guidelines and services, as well as driving forces and trends.
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Generic interdisciplinary competences: Transformative key competence: abilities
to reflect, engage, change, act and shape the future.
Normative visions open to reflection. Goals and value orientation linked to future
Normative aspects of skills: visions, values & preferences development:
responsibility, justice, solidarity, distribution, tolerance
Considering that green economy is an area with a high potential for job creation,
it’s necessary to develop certain skills, knowledge and competences that ensure
the transition of employment and training to this new concept. Thus, labour
market actors have to define specific skills and competences that ensure the use of
efficient processes and technologies and integrate them into business and
community.

The project wants apprentices to develop green skills and competences through
game based learning process. It is composed of various elements, including a
synthesis and final report based on the results of partners’ desk researches, case
studies and interviews.
GLOBE project wants to contribute not only to an effective development of
European dimension of education, but also to the promotion of other relevant
European policies as: environment, eco-innovation, competitiveness and growth
and sustainable development.
It aims to develop and boost green skills and competences in apprentice ship
programmes in order to help apprentices to introduce these skills in the productive
processes according to the principle of sustainable environmental management and
ensuring successful transition to green economy.

Thus GLOBE project has a number of specific objectives as follows:
 Answer to shortage of skills and competences in green economy;
 Contributing to update the national competence and skills framework,
including new competences for green economy;
 Improve the training delivery mechanism, through the development and use
of innovative learning and training resources (game based learning);
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 Dealing with the dual challenge of green economy, making economic growth
compatible with climate stabilisation and sustainable environment footprint
through the development of green skills and competences in apprentice; and
 Contributing to develop the social dimension of green economy, promoting
training and adapting labour market to new requirements of environmental
sustainability.
GLOBE project target group are apprentices, defined as “Those who receive
systematic, long-term training by combining practical work-related training at the
workplace (either company- or school-based) with theoretical education in an
educational institution or training centre” (European Commission).
Benefits for target group:
- Build their capacity on green skills and contribute to green competitive growth
of European business, and
- Gain relevant skills and knowledge on green economy.
Besides the main target group, project outcome has other direct and indirect
beneficiaries, that is, other collectives that could access and use the developed
training resources to acquire and improve their competences for green economy
students, trainers and lectures, professionals, etc.).

GLOBE project also aims to create the GLOBE GAME, a game founded for the
above-mentioned educational purposes. The theory of game-based training tells us
that the use of these innovative (and at the same time traditional) pedagogical
resources improves the training process, since it brings the competences and skills
closer to the learners from another point of view and perspective, and this model
is especially useful for developing those more transversal competences (such as
key competences, or social, personal competences, etc.) together with technical
competences. Especially those technical competences that have a strong social
content, such as for example green competences that go beyond the developme nt
of knowledge and have as final objective impact on society.
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1.1 Handbook main objectives
This handbook is intended for mentors interested in using games in their
workplaces. It provides the necessary information to understand the educational
benefits of the game and to learn how to use it and it is a practical guide aimed at
providing with theoretical and practical information.
Mentors’ Handbook is the main tool for the good utilization of the GLOBE
GAME.
The primary goal is to provide support to vulnerable mentees through the
development of a meaningful relationship.
GLOBE mentors’ handbook is aimed to support mentors in appr entices’ training in
worksites. So handbook will support the mentors works and improve the training
process of the apprentices in the company, and thus, mentors could support better
theirs mentoring activities, because they know the different competences and
skills that apprentice has obtained and how to support the practical training.

In brief, it will be the instrument that the mentor needs to apply in working
conditions the theoretical train received by apprentice.

The objectives of the handbook are:


Guide mentors in the training process;



Support training process in work-setting training;



Encourage the continuous practical training process of the apprentices;



Ensure the transferability of the leaning resources created to other
educational areas and training environments.

1.2 Non formal educatio n
Non-formal Education (NFE) consists in a gathering of educational practices
which are not included in the formal system of education. This branch of
education promotes non-formal learning.
NFE is a methodology, which translates in carefully adjusted to the participants
and structured practices which foster the personal, social and profes sional
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development of people, on a voluntary basis; whereas informal learning is related
to what one can learn during daily life activities (work, family, leisure, etc.) being
considered learning by doing.
Informal and non-formal learning can empower people in important conceptions,
as social inclusion, anti-discrimination and active citizenship, as well as
contributing to their personal growth.
Moreover, NFE can be seen as an educational approach which may act in a
complementary way with the formal educational system.
This type of education provides added value for young people, for the economy
and society in terms of capacity-building of organizations, systems and
institutions. It takes place in a diverse range of environments and address specific
target groups and subjects.
By many authors NFE is seen as the “ideal” form of education, far better in all
respects than formal education. It became part of the international discourse on
education policy in the late 1960s and early 1970s. It can be seen as rel ated to the
concepts of recurrent and lifelong learning.
Four main characteristics could be associated with non-formal education:
–

Relevance to the needs of disadvantaged groups.

–

Concern with specific categories of person.

–

A focus on clearly defined purposes.

–

Flexibility in organization and methods.

One of the most common type of non-formal education is the use of game.
Gaming has an important role in today’s culture and society. People of all ages
play games all the time, everywhere. Games and gamificatio n have become more
and more popular in education, physical training and arts.
Games are a part of our culture. People learn and use games from an early age and play in
the various environments, for training and learning, entertainment and for social
development.
A central part of game education is the concept of game culture, which includes a
comprehensive understanding of games and gaming. Game litera cy is familiarity
with the different sections and properties of games, the ability to perceive gaming
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as a diverse cultural phenomenon, the ability to interpret the different signals
games give out, and being aware of the role gaming plays in today’s society.
Game education is a tool and method for strengthening this literacy and for
promoting a positive game culture. As the cultural significance of digital gaming
continuously grows there is also an increased need for game education.
The use of games in teaching and learning has a long and prestigious history (maybe from
the XIX century). Educational games are an integral part of today’s business schools’
curriculums, and board games, role-playing games and digital games are utilised by
teachers/mentors in different environments in other fields as well.
Gamification, often defined as applying game elements to non-game situations or
environments, has been emerging in almost every field; especially in education,
information

studies,

human–computer

interaction,

technology

adoption,

project

management, sustainability, health and community building (social engagement). It is also
widely used inside corporations for employee training or performance improvement and
for customer relations (customer satisfaction, branding and loyalty) in companies.1
In general, gamification describes those features of an interactive system that aim to
motivate and engage end-users through the use of game elements and mechanics.2
Gamification is applied to make tasks more interesting, playful, fun and easy, thereby
triggering behaviour change and engagement. It can also be used to remind people to do
something, simplify and visualise, make something more social and participatory by
removing the sense of feeling alone in doing a task and being a part of a community.
Finally, gamification can be helpful in allowing for data collection for monitoring and for
comparing. Both for an individual user and for a company to get data and overview of
performance.

1.3 GLOBE scenarios
As above-mentioned, GLOBE project aims to create a Game useful to acquire new skills
and competences in the fields of environment, and growth and sustainable development.

1

Seaborn, Katie & Fels, Deborah. 2015. Gamification in theory and action: A survey. Human- Computer Studies 74
(2015) 14–31 & Zichermann, Gabe & Cunningham, Christopher. 2011. Gamification by Design: Implementing Game
Mechanics in Web and Mobile Apps. O'Reilly Media, Inc.
2
Zichermann, Gabe & Linder, Joselin. 2010. Game-Based Marketing: Inspire Customer Loyalty Through Rewards,
Challenges, and Contests. Wiley.
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GLOBE GAME is divided into 3 different scenarios which will help apprentices to
develop these green skills and competences, as well as transversal ones.
These three scenarios are: Land, Sea and Air, and they represent three different aspects of
re-using and management.
 Sea scenario is focused on water management (reduction, consumption, intensive
use, etc.) in the productive process (you will learn about the activity of planning,
developing, distributing and managing the optimum use of water resources under
sustainability criteria);
 Land scenario is focused on waste management (reduction, recycling, re-use) in
the work setting (you can learn about solid waste generation, characterization,
minimization, collection, separation, treatment and disposal, as well as all the
variety of solutions for recycling items that don't belong to trash);
 Air scenario is focused on some generic green skills for energy management in the
work-place (effective energy consumption, alternative and renewable energy
sources, energy efficiency and energy saving, etc.).
Besides technical skills, related to the sustainable management of the environmental
aspects of production processes, GLOBE GAME will allow users to acquire Key or
personal competences (those that help us how to do) and Social competences (those that
help us how to be).
The whole set of these competencies makes the development of Green Economy possible,
guaranteeing:


Economy prosperity;



Environmental quality;



Social justice.

Users will:
-

develop awareness, understanding and consciousness toward the biophysical
environment and its problems, including human interactions and effects (Ethical
thinking);

-

define and analyse a problem and find an effective solution in a quick and timely
way, measuring risks, resources and time required in a new and original way
(innovative problem solving);
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-

choose the best and sound options among several ones in order to act and achieve
the objectives in organizational contexts where the criteria of effectiveness and
efficiency do not exclude the ethical dimension (Decision making);

-

solve in a new and original way situations or problems in the field of environmental
management (Creativity);

-

share information or understanding between individuals, teams, communities or
organizations (Knowledge sharing).
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2. GLOBE competences framework
Competence frameworks are strategic instruments for further improving not only
training environments but also the professional environment and employability. It
is necessary to define an adapted and flexible framework of skills that responds to
the cross-cutting nature of the economy, society and the environment.
Green skills are the starting point for integrating sustainability into the labour
market. Sustainable social capital is a key aspect for new socio-economic models.
And especially important for those who are just beginning their training for
integration into the labour market. Thus, learning environments based on work
models (work-based training, apprentices, etc.) are environments in which these
competencies should be easily integrated.
The GLOBE Competence Framework is a first step. Although our proposal of
competencies is born from an approximation to the needs in the work
environment, it can nevertheless represent a starting point and reference point for
its transversal insertion in other environments.

2.1 Competence: concept and methodology
The term "Competence" means: Mobilizing one's own resources (skills, attitudes,
knowledge, experiences and values) and those of the environment to effectively
and responsibly resolve situations and tasks in diverse contexts.
Competences refer to each of the three skills involved in your training process:
o COGNITIVE: Skills related to knowledge, concepts and ideas;
o PSYCHOMOTHER: Abilities related to the performance of actions,
basically skills and abilities; and
o AFFECTIVENESS: Capacities related to feelings, emotions and attitudes.
This three-pronged approach shows us a model for organizing and classifying the
different learning contents and objectives. Thus, when defining a competence
framework, we will distinguish between:
- Knowledge - KNOWING
- Skills - KNOW-HOW TO DO
- Attitudes – BEING
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Competence is enhanced through practice, experience and reflection. Usually each
situation to be resolved is different, so a key aspect is to think and act
strategically in front of situations and tasks: reflecting, planning, evaluating and
rectifying.
In this way, attitudes acquire special relevance; that is, the form and
predisposition to confront the situation and carry out the process. Good attitudes
bring quality to the performance of a task.
The EU places greater emphasis on the ability to innovate and on accepting
innovations and the risks of action.
It is in life that people must be competent, and life-long learning must contribute
to this: by giving the appropriate tools, promoting reflective practice that
facilitates later transfer to the various real contexts.
Once we have defined these competences in the field of education and trai ning, we
can:
• Promote them in general: prioritize certain types of activities that we know
favour them and encourage them to put them into practice so that they emerge
spontaneously.
• Teach them explicitly: not assuming that the student body is competen t, but
giving them tools to be what and helping them to reflect on how they do it in order
to improve.
• Accompany the acquisition process: through help, constant feedback, support
and personalised guidance. It is important to follow the process of acquiri ng
skills.
• Monitor their development: check to what extent the learner is competent and
whether it applies it to new contexts, areas, situations.

2.2 Green competences
There was a time when it was thought that only some occupations closely linked
to the environmental sector should have "green skills". However, the commitment
to sustainable growth has meant that "greens" (economy, employment, skills)
require a transversal presence in the different occupations.
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The green strategy has to deal with the “triple bottom line” approach 3, that state
the three major values to move to green economy:
1. Economy prosperity;
2. Environmental quality;
3. Social justice.

Triple bottom line

Transforming into a green economy will not only create jobs, it will change
existing jobs. There is a need for general education to undertake environmental
awareness-raising work.
‘The European Union (EU) is firmly committed to sustainable development. It is a
key principle of all its policies and actions. The EU aims to create a society whic h
is based on freedom, democracy and respect for fundamental rights, fostering
equality of opportunity and solidarity within and between generations. It will work
for the sustainable development of Europe based on balanced economic growth
and price stability, a highly competitive social market economy, aiming at full
employment, a high level of education and social progress, and a high level of
protection and improvement of the quality of the environment’.
A commitment to sustainable development implies a coherent and holistic
approach to a diverse and often conflicting set of issues, which include:
(a) how do we generate wealth;
(b) how can we improve the quality of life especially for those living in poverty;
(c) how can we substantially reduce our greenhouse gas emissions;
3

World commission on environment and development - 1987
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(d) how can we conserve the environment;
(e) how can we minimise the depletion of non-renewable natural resources;
(f) how do we assess and balance the ‘needs of the present without compromising
the ability of future generations to meet their own needs’ (Brundtland Commission
definition; WCED, 1987).
We remember how in the past the integration of ICT skills in occupations was a
key and fundamental aspect intimately related not only to productivity and
business growth but also to the human development of workers. This marked their
need to be integrated transversally in all occupations, both in those where ICTs
represent an element of high added value and in those where they make the
difference between a more effective process or not.
Now is the time for green skills and their need to be integrated transversally into
the different training curricula. These competences have to respond to the
following key issues:
-

Have to be a competitive advantage for the concept of sustainable
development;

-

Have to deal with the demands of the market: environmental awareness and
policies to sustainable development.

We have defined green skills “are those skills needed to adapt products, services
and processes to climate change and the related environmental requ irements and
regulations”. Cedefop defines green skills as “the knowledge, abilities, values and
attitudes needed to live in, develop and support a sustainable and resource efficient society”.
The green transition inevitably leads to structural changes in the labour market
and employment, both between and within occupations. Although occupational
changes may occur at different rates and in different ways, depending on the
context, all countries, from the poorest to the richest, and from the least
economically developed, recognise the importance of environmentally sustainable
growth. Thus, labour market and skills policies that support this task smoothly
will be a basic component of green growth strategies.
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Structure of competences of Green skills

The picture above presents the different types of competences that contribute to
the development of green skills. Thus, we can find three different competences
categories when we talk about green skills:
1. Technical competences, that is those competences related to specific tasks in
each occupation.
2. Generic interdisciplinary competences, that is those related to some transversal
areas of knowledge needed to support any occupation; and
3. Normative competences, that is, those (also) transversal skills related to vision
and values needed to reach the goal of sustainable development.
The structure of these three categories is the starting point of our competence’s
framework for GLOBE project.

2.3 GLOBE competences framework
Green skills are the starting point for integrating sustainability into the labour
market. Sustainable social capital is a key aspect for new socio -economic models.
And especially important for those who are just beginning their training for
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integration into the labour market. Thus, learning environments based on work
models (work-based training, apprentices, etc.) are environments in which these
competencies should be easily integrated.

Currently,

Corporate

environmental

Social

approach

in

Responsibility
business

models

management,

have
a

included

path

initiated

their
by

environmental standards in companies. But it is necessary to go one step further
and include sustainability skills in the training processes, taking into account their
transversal nature and integrating green criteria into all occupations.

The GLOBE Competence Framework is a first step. Although our proposal of
competencies is born from an approximation to the needs in the work
environment, it can nevertheless represent a starting point and reference point for
its transversal insertion in other environments.

The green transition inevitably leads to structural changes in the labour market
and employment, both between and within occupations. Although occupational
changes may occur at different rates and in different ways, depend ing on the
context, all countries, from the poorest to the richest, and from the least
economically developed, recognise the importance of environmentally sustainable
growth. Thus, labour market and skills policies that support this task smoothly
will be a basic component of green growth strategies.

Starting from our study and interviews to the target groups, we have structured the
competences into three broad categories as follows:

Competences for action and
plan competences

Technical competences

Competences for selfdevelopment

Generic interdisciplinary
competences

Competences for
environment

Transversal skills to reach
sustainable development
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The following schema represents the different types of competences and the
components of each of them.
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In the following pages you will find all fixed skills, knowledge and
attitudes/values, divided per categories as above-mentioned.

2.3.1 Action and plan
Water Management: To plan, develop, distribute and optimum use of water
resources under sustainability criteria.

SKILLS

 Be able to understand the
water concept;
 Be able to understand the
water cycle and its
components;
 Be able to know the
processes of water use in the
working environment and
propose improvements for
its reduction;
 Be able to recognize the
environmental impact of
excessive water consumption
on the environment and the
economy of the company;
 Be able to identify areas of
opportunity where excessive
water consumption is
occurring;
 Be able to identify water bill
data from your working
environment.

KNOWLEDGE

ATTITUDES/VALUES

 Knowing the basic about
the water (concept and
uses);
 Knowing the water cycle:
components and processes;
 Knowing the techniques
and procedures to rational
use of water;
 Knowing the methods and
techniques to critically
calculate the consumption
of water;
 Knowing the methods and
techniques to reduce the
water consumption.

 Critical thinking;
 Communication with others;
 Summarizing and assessing
data;
 Careful observation of the
environment;
 Apply the basic criteria for
environmental sustainability;
 Learning from experience;
 Communicate effectively
with your peers.
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Energy Management: To plan, develop, distribute and optimum use of energy
resources under sustainability criteria.

SKILLS

 Be able to understand the
concept of energy and
energy efficiency
management models;
 Be able to understand the
impact of energy generation
and consumption on the
environment;
 Be able to know the source
of energy used in the
working environment;
 Be able to understand the
use of energy in the working
environment;
 Be able to identify energy
consumption in the
workplace and areas of
opportunity to reduce it;
 Be able to identify and
analyse the work
environment's energy
account data.

KNOWLEDGE

ATTITUDES/VALUES

 Knowing the basic about the
energy (concept, different
use and types of energy and
energy efficiency);
 Knowing the models of
energy efficiency;
 Knowing the details and
components of energy
accounts in the working
environment.
 Knowing the methodologies
to assess the energy
consumption in the work
environment;
 Knowing the methods and
techniques to efficiency
energy use in the working
environment.

 Critical thinking;
 Summarizing and
assessing data;
 Careful observation of the
environment;
 Apply the basic criteria for
environmental
sustainability;
 Learning from experience;
 Communicate effectively
with your peers.

Waste Management: To treat wastes and offers variety of solutions for recycling
items that don't belong to trash.
SKILLS

 Be able to understand the
concept of waste (in general)
and waste generated in the
production process;
 Be able to discern the
different types of waste
generated during the
working process;
 Be able to know the
concepts of Reduction,

KNOWLEDGE

ATTITUDES/VALUES

 Knowing the basic about
waste (concepts and types);
 Knowing the principles and
theories to effective waste
management (RRR);
 Knowing the basic on waste
treatment (separate,
recovery and prepare).
 Knowing the waste disposal
regulations and procedures.

 Summarizing and
assessing data;
 Careful observation of the
environment;
 Apply the basic criteria for
environmental
sustainability;
 Include sustainability
criteria in the use of raw
materials;
 Ethical behavior.
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Reuse and Recycling;
 Be able to understand the
different the procedures to
separate, recovery and
prepare waste;
 Be able to discern between
the different types of
containers used for
collection and understand
the utility of the different
types of containers used for
separate collection.

2.3.2 Self development
Innovative problem solving: To define and analyse a problem and find an effective
solution in a quick and timely way, measuring the risks, resources and time
required in a new and original way.

SKILLS

 Be able to identify innovative
options for solving a problem
and evaluate the relative
strengths and weaknesses of
each option;
 Be able to rethink the way
things are done;
 Be able to use a logical and
innovative methods for
organizing and analyzing
information;
 Be able to generate solutions;
 Be able to access and apply
knowledge and skills from
inside and outside your
organization;
 Be able to be ready with
alternative strategies;
 Be able to adapt to changing
circumstances;
 Be able to be adaptable and
flexible when challenging

KNOWLEDGE

 Knowing the basic theory
about decision making;
 Knowing the methodologies
and procedures to support
decision making;
 Knowing the different
possibilities in step-by-step
transformation of standard
critical situations in their
daily work based on
planning, reasoning and
innovation.

ATTITUDES/VALUES

 Planning and reasoning;
 Critical thinking;
 Summarizing and assessing
data;
 Learning from experience;
 Communicate effectively
with your peers.
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ideas, seeking solutions, and
solving problem.

Decision making: To choose the best and sound options among several ones in
order to act and achieve the objectives in organizational contexts where the
criteria of effectiveness and efficiency do not exclude the ethical dimension.
SKILLS

 Be able to identify the
purpose of decisions and
reduce to more complicated
decisions to simple steps;
 Be able to identify the
principles to judge
alternatives and evaluate
each choice in terms of its
consequences;
 Be able to weigh up the risk
involved and decided on
value;
 Be able to assume the
responsibility for own
decision;
 Be able to determine the best
alternative and evaluate the
outcome of his/her decision.

KNOWLEDGE

 Knowing the basic theory
about decision making;
 Knowing the techniques
and processes to make
decisions including the
ethical dimension of the
process;
 Knowing the methodology
to determine the best
alternative;
 Knowing the tools to
evaluate the outcome of
his/her decision.

ATTITUDES/VALUES

 Critical thinking;
 Analysis and planning;
 Time management;
 Determination;
 Ethical thinking;
 Multicultural management;
 Assessing and evaluating.

Creativity: To solve in a new and original way situations or problems in the field
of environmental management.
SKILLS

 Be able to identify problems
and creating new solutions;
 Be able to seek different
points of view: asking
questions, exploring options,
soliciting feedback;
 Be able to approach
challenges creatively (think
outside the box);
 Be able to look for surprising
connections, being openminded, seeking and applying

KNOWLEDGE

ATTITUDES/VALUES

 Knowing the basic about
creativity (concept and
approach);
 Knowing the tools and
methodologies to promote
new and original ways to
respond to a certain context
or to a complex problem.

 Critical and ethical thinking;
 Critical information
management;
 Multidisciplinary approach;
 Learning from experience;
 Communicate effectively
with your peers.
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knowledge from a wide
variety of fields;
 Be able to encourage
individuals and teams to
bring forwards new ideas;
 Be able to make easier for
groups of people to
collaborate and deliver new
solutions.

2.3.3 Environment
Ethical thinking: To develop awareness, understanding and consciousness toward
the biophysical environment and its problems, including human interactions and
effects.

SKILLS

 Be able to recognize that
there is an event to which to
react;
 Be able to reason logically,
to avoid fallacies and
inconsistences, to clarify and
analyses concepts and
construct and assess
arguments and positions;
 Be able to take personal
responsibility for generating
an ethical solution to a
situation;
 Be able to counteract
contextual forces that might
lead one not act in an ethical
manner;
 Be able to commit with the
sustainable development
principles to service the
community, to respect the
environmental trends and to
protect future generations.

KNOWLEDGE

 Knowing the basic about
ethics;
 Knowing decision making
technical and methods basic
in values;
 Knowing the methods to
acquire basic knowledge
required to reason
logically;
 Knowing the techniques
and procedures to assess
ethically any decision;
 Knowing the basic about
sustainable development
and ethical implications in
the society.

ATTITUDES/VALUES

 Critical thinking;
 Social commitment;
 Learn from others;
 Careful observation of the
environment;
 Care for others;
 Think of future;
 Focus on new generations;
 Responsibility profitability.

Knowledge sharing: To share information or understanding between individuals,
teams, communities or organizations.
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SKILLS

 Be able to identify, generate,
share, retain and amply the
knowledge;
 Be able to find and keep
knowledge to update;
 Be able to appreciate the
value of sharing knowledge
and information
appropriately and participate
in activities that encourage
and facilitate sharing;
 Be able to look for ideas to
improve their own knowledge
and information capability
from their teams and wider
colleagues.
 Be able to communicate
succinctly and effectively
and understand the risk for
failing communicate well;
 Be able to seek opportunities
to network and learn from
across group/organization
boundaries.

KNOWLEDGE

 Knowing the main
methodologies and schemes
for knowledge sharing;
 Knowing how assess the
value of the shared
knowledge;
 Knowing the techniques to
improve the knowledge;
 Knowing basic of
effectively communication;
 Knowing the basic on
networking.

ATTITUDES/VALUES

 communication;
 Social commitment;
 Learn from others;
 Networking;
 Actively participation;
 Collaboration;
 Commitment within the
organization/Community.
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3. Mentoring approach of GLOBE GAME
Mentoring is essentially about helping people to develop more effectively. It is a
relationship designed to build confidence and support the mentee so they are able
to take control of their own development and work.
There are numerous definitions and descriptions of mentoring. Most of them
involve concepts such as guiding, supporting, advising and career planning. For
example:
“Mentoring involves listening with empathy, sharing experience (usually
mutually), professional friendship, developing insight through reflection, being a
sounding board, and encouraging.” (David Clutterbuck)
“Mentoring is a long term relationship that meets a developmental need, helps
develop full potential, and benefits all partners: mentor, mentee and the
organisation.” (Suzanne Faure)
“The purpose of mentoring is to support and encourage people to manage their
own learning in order that they may maximise their potential, develop their skills,
improve their performance and become the person they want to be .” (Eric Parsloe)
One to one mentoring should be a positive developmental relationship, which is
driven primarily by the mentee and through which the mentee can take
responsibility for their own development. The mentor should act as a guide,
supporter, sounding board and, sometimes, as a role model. This form of
mentoring creates a confidential partnership between two people, one normally
more senior and experienced than the other, based on understanding and trust. The
main aim of one to one mentoring is to build knowledge, capability and selfreliance in the mentee although it is often described as a two-way learning
relationship which provides useful feedback and reflection opportunities for both
mentee and mentor.
Mentoring is not the same as training, teaching or coaching, and a mentor doesn’t
need to be a qualified trainer or an expert in the role the mentee carries out.
They need to be able to listen and ask questions that will challenge the mentee to
identify the course of action they need to take in regards to their own
development.
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3.1 Benefits of Mentoring approach
There are many benefits to mentoring but here are just a few:
1. For the mentee:
 Development for career progression and decision making
 Strategies for a difficult work relationship or situation
 Inter-personal and professional skills
 Better understanding of the way things work
 Balancing work and career opportunities
 Increased self-confidence
 Increased reflection on what’s right for you

2. For the mentor:
 Staff management skills
 Leadership capabilities
 Skills to develop others
 Personal satisfaction and fulfilment
 Giving back
 New knowledge and ideas
 Networking/collaboration/point of contact
 Negotiation/relationship management skills
 Increased self-reflection and understanding.

3. For the organisation:
 Improved relationships
 Increased staff morale and motivation
 Improved succession planning
 Effective leadership development
 A tool to promote culture change
 Reduced staff turnover
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 A

mechanism

for

supporting

under-represented

groups

and

demonstrating the organisation’s commitment to diversity
 Capturing and transferring skills from one generation to another.

3.2 The role of the mentor and the me ntee
The role of the mentor is to help their mentee find their own solutions to issues
and challenges which the mentee wishes to address. There should be a
commitment from the mentor to meet regularly and the mentor should encourage
the mentee to take a leading role in driving the relationship by arranging the
meetings and planning the topics to be discussed. It is useful for mentors as well
as mentees to have clear objectives for each meeting.
Skilled mentors will play a range of different roles within a mentoring
relationship, adjusting their approach to maximise their usefulness to the mentee.
A mentor is usually a more senior and experienced person who is willing to share
his or her own experiences of successes and failures at work and knowledge of
how the organisation functions with a less experienced colleague. A mentor may
offer advice, and give guidance based on personal knowledge and experience.
They will also ask questions which may challenge the mentee to consider what
mentees can do to work towards their goals. The mentor should not tell the mentee
how to address issues.
The types of approaches that mentors use may include:
 Assisting with clarification and setting of realistic career goals
 Suggesting and helping the mentee to explore different pat hs
 Focussing on particular skills and helping to find opportunities to practice
 Sharing experiences and examples from their own career/life
 Listening with an open mind
 Signposting to useful contacts, resources, networks.
An important attribute of a mentor is the ability to identify the most appropriate
source of support required by the mentee and be able to refer the mentee on to
additional or alternative help if appropriate, if this cannot be provided by this
mentoring relationship.
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We find that effective mentors are:


Empathetic



Open minded



Flexible about the best way of approaching things



Willing to challenge and be challenged



Willing to listen to what the mentee is saying



Willing to talk openly and honestly with their mentee



Interested in people



Approachable.

In other words, a Mentor may be required to take different roles:

Mentees can also adopt different roles to maximise their learning and to make the
most of the support offered by their mentor. A mentee will get to know their
mentor well, and through the course of several discussions, should be able to
identify the mentor's strengths, expert knowledge and high level skills.
Mentees should demonstrate their commitment to the relationship by:
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setting out clear and smart objectives for the relationshi p;



being proactive in the relationship;



keeping any commitments made;



seeking the mentor’s advice;



listening carefully;



responding to (and acting on) feedback;



respecting confidentiality;



remaining open to new ideas and being receptive to the mentor’s
suggestions.

3.3 GLOBE GAME approach
GLOBE GAME aims to develop and use the following pedagogical approaches:
 INTEGRATED LEARNING: is a learning theory describing a movement
toward integrated lessons helping students/apprentices make connections
across curricula;
 INQUIRY-BASED LEARNING: is a form of active learning that starts by
posing questions, problems or scenarios—rather than simply presenting
established facts or portraying a smooth path to knowledge;
 CASE STUDIES: a research method involving an up-close, in-depth, and
detailed examination of a subject of study (the case), as well as its related
contextual conditions;
 PROBLEM SOLVING: consists of using generic or ad hoc methods in an
orderly manner to find solutions to problems;
 DESK RESEARCH: finding relevant data which already exists, as opposed
to collecting your own bespoke research. While it may not be able to
answer specific questions, desk research can provide you with useful
information to solve a problem.

Mentors will help mentees to find their favourite approach, the most useful for the
aim of the Game.
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4. GLOBE GAME
The theory of game-based training tells us that the use of these innovative (and at
the same time traditional) pedagogical resources improves the training process,
since it brings the competences and skills closer to the learners from another point
of view and perspective, and this model is especially useful for developing those
more transversal competences (such as key competences, or social, personal
competences, etc.) together with technical competences. Especially those technical
competences that have a strong social content, such as for example green
competences that go beyond the development of knowledge and have as final
objective impact on society.
GLOBE GAME is a sort of “Mind-Fight” (also widely known as “Brain-Ring”)
game

which

is

popular

in

Eastern

European

countries

(https://en.wikipedia.org/wiki/Protmušis).
The most important goal of the game is to entertain and to enable players to
acquire green knowledge, skills and competence.

4.1 Game characteristics
In the following pages, you will find some information about GLOBE game
characteristics and rules and advices.

4.1.1 Game direction
The players will play without more direction than two components: the luck and
the management of the different elements. They will play alone, without a director
or facilitator. In this way the players will have to use all those transversal skills
(innovative problem solving, creativity, making decision) to complete the
different tests and pass the questions, as well as to compete or cooperate with the
other players and or influence the other players.
The game host is one person who runs the game and oversees game rules
compliance.
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4.1.2 Game resources
The game has several essential components:
1. ONE DICE: The dice determines the progress of the players on the board. It
is the "luck" element that influence the outcome of the game. It can be used
as an advantage or disadvantage, and players have to act to control that part
of the luck. They are able to move in any direction to get to the square they
want, or to compete with the other players or even to hinder their play.
2. ONE BOARD: The board has a common circle for all the three scenarios,
including different colored squares corresponding to each scenario: green
for Land, yellow for Air and blue for Water. Players start from the
middle circle. This way they are able to pass from square to square. When
they fall into the corresponding box, they must pick up the card indicated
on it. It can be a question, a minigame or a lucky card.
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3. FOUR PAWNS: different colors, one for each team.
4. A TIMER OR HOURGLASS
5. CARDS: There are two types of cards:
-

300 Question cards: they contain the theoretical questions that the
participants have to answer, 100 questions for each scenario. For each
question they get one point award.

-

Lucky cards: they contain elements of fortune. The cards can represent
a chance or a risk. For example:
I. They determine whether you can play in cooperation with
another player or compete with them;
II. You can change the question.
You can’t use or choose a lucky card in the first round. To use it you
should have at least one point.

6. MINI GAMES: 18 mini games, 6 for each scenario, all are included in the
Game’s Guide
7. AWARDS: each correctly answered question equals one prize and each
game or test that is passed equals 2 prizes.
8. FOUR WINNING MINI BOARDS: one for each team, containing three
rows of 10 symbols, corresponding to each of 3 scenarios.
9. GAMES’S GUIDE: is a brochure that has instructions about the game’s
components and its rules to play and also includes mini games and their
solutions.

4.1.3 Game typology
You will find two types of exercises through which players will obtain the most
technical competences:
➡ Questions: The questions are relevant with the corresponding knowledge with
the technical competences. Players have 60'' to answer each question.
➡ Mini-games or quizzes: Along with the questions there are a series of quizzes
or games, related to theoretical knowledge and involving the development of
personal skills. Players have 120'' to solve them.
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GLOBE Game is a competitive game. Players/teams will compete to earn as much
as awards and finish the three scenarios.
But, using the “lucky cards”, the player can cooperate with other players or
challenge

other

players/teams.

It

could

be

possible

with

the

card

“COOPERATION” or “COMPETITION”. It’s also possible to use the lucky card
to “CHANGE THE QUESTION”, once you heard it. These cards can be saved and
use anytime during the game, depends on the need of the card holder. Once cards
have been used, the holders have to return it to the deck of cards. So players can
decide when they can cooperate to solve a mini game or answer a question or
when challenge other with one question or in a mini-game.
The above are strategic decisions and behaviours based on social and personal
competences.

4.1.4 Game competences
The previous section of this document contains a detailed explanation about the
type of competences that will be developed through the game. So, it’s not
necessary to focus in the definition of each competence.
It’s now important to highlight how each competence will be acquired during the
game using the typology of activities.
-

Technical competences: acquired by using questions and mini games.

-

Social skills: through the game and partners’ strategy.

-

Ethical thinking and knowledge sharing competences: developed depending
of the strategy (when players are competing depends of the goals of each
partners they will use the appropriate strategy to overcome the others or
collaborate “Sharing knowledge”).

-

Personal skills: through the mini games and the strategic of the game.

4.1.5 Game players
The players are the students who are taking part in wor k-based learning. They can
play:
1. Individually (min 3 – max 6)
2. In team (recommended) (groups of 2/3 persons – max 4 teams)
Page 35 of 37
GLOBE Mentors’ Handbook

NEW SKILLS FOR GREEN JOBS. GAME BASED TRAINING TO DEVELOP
TRANSVERSAL GREEN SKILLS IN APPRENTICESHIP PROGRAMMES

4.1.6 Game development
START
Players roll the dice and the player/team with the highest score begins. And the turns will
be followed according to the clock hands.

DEVELOPMENT
Once the game has started, the players/groups will roll the dice and according to the
number they get, they will move through the board. The movement is free. Forward,
backward, left or right; as long as the road allows it.
The game lasts approx. 1.5 – 2 hours. During this phase, teams compete by developing
their knowledge, skills and competences.
Teams are seated around a table and start the game the team that has the biggest number by
throwing the dice. If the pawn is moving in a question box, one person from next team will
reads the question and gives both correct and wrong options. After that the chronometer is
started for 1 minute. During that time, team members are permitted to discuss and
deliberate on the possible correct answers. Once a team has chosen an answer, the team
presses a buzzer (or simply raise hands) to stop the timer and shouts out the answer.
If the answer is correct, the team is awarded a point. If not, the correct answer is read and
the game will continue with the next team. The lucky card COMPETITION can be used, if
the team has it from a previous round, for choosing one opposing team to answer. In this
situation if the opposite team can receive one point or lose one point, depends the answer.
If the pawn is moving in a mini game box, the team will throw the dice for see the mini
game’s number that must be solved. The task of the mini game will be read from the
Game’s Guide and the team must solve it in 2 minutes. If they will solve the mini game
they will receive 2 points. For the mini game, the lucky card COOPERATION, can be
used, if the team has it from a previous round, for choosing one opposing team to help in
mini game solving and to share the 2 points or to lose them together.
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LUCKY CARDS
Lucky cards can be an advantage or a disadvantage. There are different types:
1. Competition: When answering a question or making a test, the player who has this
card may decide that it is another player/team who performs the test or answers the
question. If the player/team chosen fails, whoever challenged them wins. Otherwise, if
the challenged player/team succeeds or does the test well, he will earn points. It gives
other players an advantage: You can "steal" between 1 and 2 prizes from the
player/team that challenged you.
2. Cooperation: This card, in contrast to the previous one, gives its owner the
possibility to cooperate in order to face a test. In the event that the test is passed, both
teams will receive points.
3. Change the question, once the player/players heard it.

BOXES
There are four types of boxes: Question; Mini game; Lucky (Lucky cards); Dice.

END THE GAME
The game ends when a player/team finishes all scenarios. In case it is decided to finish
without any player/team having finished, whoever has the most rewards will win. In the
Game’s Guide there are some variants for ending the game.

5. Annexes
Into the reference section on project website (http://www.competenteverzi.ro), you
can find:
-

“Annex 1 – Quiz”, with all questions and answers

-

“Annex 2 – Game Guide and Mini games”, with all the rules of the game
and the list of mini games with solutions.
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