Greeting competences  

“Greeting competences” is a wonderful start to gain momentum after a break or at the beginning of a new module. The participants should know each other a bit better to be able to quickly find a positive association.

Preparation:
The room should be large enough so that the participants can move around. 

Procedure: 
The participants should think about a competence or a positive quality for everyone in the group. Everyone stands up, move freely around the room and greet each other. The participants replace the name of the person they greet with a special trait or competence which they thought about before. For example: "Good morning vitality", "Hello sunshine" or "Nice to see you today, organisational talent". 

Special quality: 
This exercise has a special effect when the participants shake hands and look each other consciously in the eyes. There could be other forms of greetings - gestures, a friendly nod or a bow. 

Time: 
About 10 minutes, depending on the number of people. A third of the time should be reserved for thinking about the positive traits or competences. 

Source and further reading:
The method “greeting competences” is a modification inspired by the method “Stilles Ressourcengrüßen (silent resources greetings)” by Katalin Hankovsky from the book Solution Tools. In the original method, people say hello to each other by the name and look each other in the eyes without uttering the positive affirmations. They only think of the positive traits related to the person while greeting them.

Peter Röhrig (2014) 5. Auflage, Solution Tools, Manager Seminare Verlags GmbH, Bonn, S. 134f.


Competence cards introduction (Homework)

This activity is key for the successful completion of the whole process. In this step, the leftover cards from Module 2 are presented by the participants with the trainer’s help. Participants get to know the cards and important terms which will be used later in the “Game of Competences”.

Preparation: 

A flipchart with the “Mug of knowledge” on it.

Procedure:

The flipchart with the drawing of the “mug of knowledge” is presented. It already contains two sets of coloured points or lines from the previous module.
The trainer asks the participants to present the cards they were given as homework. Each participant tries to explain the term(s) on the card(s) they were given and give a concrete example for each competence. The trainer assists if necessary. They make sure that each term is explained correctly. Participants can take notes. If some of the cards could not be explained by the participants, the trainer should take over, explain the cards and give a concrete example. By the end of this exercise, the meaning of each card should be clear to the participants.

 For the third time, the trainer asks:  
· How many of these terms do you understand now?

Each participant then estimates the percentage of terms they understand after the introduction and homework. The trainer marks the percentage on the “mug of knowledge” by sticking a third coloured point onto the flipchart or marking it by drawing a line onto the mug. 


Special quality: 

This activity familiarises the participants with certain terms and introduces the “Competence Cards”. It is essential for the “Game of competences”, one of the core activities of Competence Kaleidoscope, that participants know most of the terms on the cards. Letting the participants explain the terms in their own words leads to deeper understanding of the terms. To be able to explain something to someone else, one has to be really sure and has to think through the terms thoroughly. The “mug of knowledge” lets participants see instant success and shows their development.


Material: set of “Competence Cards”, Flipchart with “Mug of knowledge”

Time: 40 minutes 


Competence cards casino

This game offers an opportunity to “test” the participants’ knowledge. In addition, some important terms are reviewed in a playful way.

Preparation: 

One Set of Competence Cards. The trainer has already prepared four similar “sets of three”. A token for each participant.

Procedure:

The trainer choses three cards from the Competence Cards, for example “teamwork skills”, “creativity” and “organizational skills” and holds them in their hand. Overall, four such sets are prepared. 
The trainer then starts to describe one of the cards from the set in their own words. The explanation should be clear and easy to follow; consider participants’ language abilities. Once the explanation is completed, the trainer puts the three cards in front of him on the table. One of them is the competence the trainer described. Participants should then put the token on the card they think was described. Once they placed their bets, the trainer reveals the correct answer. Every participant who got the right answer gets 1 point.

The game is played in four rounds. The difficulty of the game can be increased round by round, by choosing competences that are more similar (e.g. “communication skills” and “interpersonal skills”)

Special quality: 

Important terms are once again reviewed in a game-like activity. The additional explanation by the trainer can illustrate more aspects of certain competences. The participants will then find it easier to remember and understand the somewhat technical terms.

Material: One set of “Competence Cards”, tokens

Time: 20 minutes 



Competences from practice

This activity familiarises the participants with the concept of competences. Participants get used to focusing on competences by looking at everyday tasks and identifying which competences and abilities are required to accomplish them. 

Preparation: 
Prepare a few examples of tasks that can be analysed (baking bread, building a school). These tasks are written on the flipchart. 

Procedure:
This activity is completed in two steps. The group is asked to think about all the abilities required to accomplish the task. They are given a few minutes to think about it for themselves. Then they are invited to tell the trainer what they have. To make this activity livelier, participants can also be invited to walk out to the flipchart and write down the abilities by themselves. Be careful if there are any illiterate people in the group to not force them to write.

Step 1:
All the suggestions are collected by the trainer and written down on the flipchart.
Example: Baking bread

Abilities: 
Weigh the ingredients, be able to read the recipe, know how to operate an oven, watch the clock, plan all the steps, have enough time ...

Step 2:
The participants group the abilities and deduce competences from the groups. The Competence Cards should be used for this activity. After a certain competence was found, the corresponding card should be stuck onto the flipchart.

Deduced competences: 
Organisational skills (weighing the ingredients, having all ingredients, knowing how to set the temperature on the oven). 
Technical skills (knowing how to operate the oven, mixer)
Time management (planning all the steps, watching the clock)

Special quality: 

This activity helps the participants realise that competences are used in everyday life all the time. It focuses on competences, which is essential in the whole process of Competence Kaleidoscope.


Material: flipcharts, prepared everyday routines, Competence Cards

Time: 60 minutes

The Game of Competences

This game helps to introduce different competences in a playful form. The main goal is to find five core competences. The participants keep working with these five competences in the following modules.

Preparation: 

Prepare 5 sets of competence cards. 3 sets are used by the groups, two sets stay with the trainer. NOTE: Only green, yellow and blue cards are used, the orange cards are left out. 

Procedure:

Divide the group into 3 groups of three or four. Each group sits at their own table. The Competence Cards are sorted by colour. Starting with the first colour, the cards are distributed one after the other round the table. When the first colour is dealt out, continue with the second colour and so on until all the cards are dealt out. 
The participants now look at the cards they received. They should only look at the side with the picture on it. (The other side will be used later.) They decide which cards they want to keep (which competences fit them) and which they want to swap with others. The goal is to have five cards at the end with competences that truly fit the participants. 
(NOTE: Each participant has to have at least one card in green, blue and yellow at the end) 

IMPORTANT NOTE: It is essential to stress the importance of the choice. Trainers must make it clear that the cards should really represent the core competences of each participant. Even though this activity is done in a playful way, the outcome is very important for the rest of the CK process and the self-presentation in future job interviews of the participants.

Step 1:
The players look at the cards and keep five cards they like in their hand; they lay the rest on the table in front of them, so that the others can see them. 

Step 2:
The first player starts by telling/showing which competences they wants to deal. They can look at the other players’ cards and asks if anyone wants to swap a card with him. (NOTE: Cards can only be swapped one by one. In each round each player can only swap one card.) It is also possible to directly ask for a specific card, even if it is not on display. (E.g.: “Does anyone want to deal “creativity” for ”flexibility” ?”) Player 1 can now swap a card with any other player, or if there is no card he/she likes from others, they can keep their cards. If any player does not want to swap any cards, they do not have to. Then, working clockwise round the table, every other player does the same.  
Step 2 is repeated up to three times. After the last round, each player should have the five cards in hand that represent him best ( his core competences). The five cards must contain at least one green card, one yellow card and one blue card.



Step 3:
Each player now keeps his five cards. The groups now all come together at one large table. One after another each player presents his five cards to the group. After that, the trainer asks the group if everyone is satisfied with their cards or if anyone would want to swap. Again, the trainer should stress how important the choice is. They five chosen cards should really represent five core competences by each participant! Each player now has the opportunity to “buy” cards from the trainer (the number of cards that can be bought can be decided by the trainer). In order to “buy” a card, the participant has to answer three questions: 

Which card do you want?
Why do you think this competence fits you?
Where/On what occasion have you used this competence?

When these questions are answered, the card(s) are handed to the participants. Now, each participant should have five cards that best match their abilities. These five core competences are noted down onto the worksheet “My core 5 competences”. 

Special quality: 

[bookmark: _GoBack]The game helps to identify competences in a playful way. By reading the cards, the participants get to know many different competences, which enables them to reflect on their own competences. By trading the cards and searching for specific competences the participants analyse their own competences in more depth. Deciding which core-competences each person can identify is a crucial step in CK. It also leads to the next step where participants have to “prove” their choice by finding examples for occasions they have shown the competences in. The questions on the back of the cards can guide them - see “My competence in detail”. 

Material: competence cards (5 sets), worksheet “My 5 core competences”

Time: 60 minutes 



Competences on stage

This activity should lighten up the atmosphere in the group. It should be fun, though it is also another look at competences.

Preparation: 

The participants should have the worksheets “My 5 core competences” in front of them, with their five chosen competences. A flipchart and some pens should be prepared. The trainer should bring a dice and a watch.

Procedure:

The group is divided into two smaller groups of about 5. Each group chooses three people that mime or draw one of their five competences. The other members of the group try to guess the competence.
One person starts looking at “My 5 core competences” worksheet that the others of the must not see. The participant rolls the dice. The person then draws or mimes the competence corresponding to the dice (e.g. if the dice shows one, competence number 1 has to be chosen.) If the person has a six, they can choose any of the competences. Others of try to guess the correct answers within 2 minutes. Only the members of one group can participate. If they get it right, the group gets one point. The groups take turns in guessing.
The group that gets the most points wins.

Special quality: 

Drawing or miming helps the participants develop a deeper understanding of the different terms. This activity can also help lighten up the atmosphere and bring some fun to the course.

Material: Worksheet “My 5 core competences”, flipchart, pens, dice, watch

Time: 30 minutes 


