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FOSTERING FUTURE-LOOKING 
CAREER GUIDANCE - key policy 
messages from the FUTURE project 
Author: CIAPE and BFE

Introduction

This document is a corollary of the policy roadmap report “Future-looking career guidance 
agenda - preparing young people for future jobs through innovative career services” developed 
in the context of the Future Time Traveller project, co-funded by the EU in the framework of the 
Erasmus+ Programme, Key Action 3.

The report, elaborated by the project partners under the guidance of the Italian Permanent 
Learning Centre (IT) and the Business Foundation for Education (BG), collected evidences of 
how career guidance systems are currently exploiting labour market and skills intelligence, 
technology and innovations in career guidance to drive forward career guidance, not only in 
terms of improving quality and access, but also of shifting the approach and dimensions of career 
guidance support for a new generation of digital natives. The research was carried out through 
literature review, desktop researches and needs analysis among 159 young people (15-20 years 
old), 39 career guidance practitioners and 16 experts in the 7 partner countries – Bulgaria, 
Germany, Greece, Italy, Poland, Portugal and the United Kingdom. It especially focused on several 
critical factors such as: vision for the future, capacity for innovation and handling changes and 
uncertainty; including the policy support for innovative career guidance development.
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As part of a wider communication and knowledge transfer strategy, this document has the specific 
objective of informing policy and decision makers, career guidance practitioners, education 
experts, employers, young people and interested parties at all levels - from local to national and 
European - about key conclusions of the project in a view to co-create forward looking strategic 
approaches for career guidance and for an ever deeper consideration of future challenges, trends 
and innovative tools when it comes to outline relevant policies and action plans.

To find out more about FUTURE, please visit the project website: www.future-time-traveller.eu 

Major policy implications

1. ESTABLISH A MULTI-STAKEHOLDER APPROACH AND A SHARED 
RESPONSIBILITY TOWARDS THE FULFILMENT OF FUTURE-LOOKING 
CAREER GUIDANCE NEEDS OF THE GENERATION Z

The urgency of a paradigm shift from a silo to a systemic approach is hot on the skills and jobs’ 
discourse. 

The Future calls for a new paradigm for young people, educators and leaders. It is not enough to 
show children HOW the world is changing. They need to understand WHY it is changing, WHAT 
kind of challenges and jobs it will bring, what type of SKILLS it will require.  Career guidance 
services need to transform to GUIDANCE TO THE FUTURE and guidance and education policy – to 
LEADERSHIP FOR THE FUTURE.

However, a supporting and multiple ecosystem is an indispensable prerequisite towards the 
achievement of this result, and much still needs to be done when it comes to the homogenization 
of priorities and policy strategies of the single actors involved - namely policy makers, institutions, 
teachers and career experts, employers, but also families, individuals and the civil society as a 
whole.

In a more and more interconnected and interdependent world - as the “Fourth Industrial 
Revolution” we are living in is - a variety of actors must be aware that changes to the education 
system often occur at a slower pace than those on the labour market, and that the education 
system needs to communicate better with the labour market to contribute to social equity and 
avoid generating skills gaps which contribute to increasing unemployment rates.

The FUTURE project collected significant acceptance of the project from all target groups, thus 
confirming the relevance of the theme for multiple and diverse stakeholders. The interdependence 
between career guidance services and public policies has also emerged. In particular, the project 
confirms how the organisation, management and delivery of adequate career guidance services 
can help to advance some key public policy objectives. In particular, at the national level within 
the 7 countries covered, the project underlined how career guidance services can assist public 
and private organizations - thus ultimately Governments - to advance lifelong learning goals, and 
how career guidance can help in the implementation of active labour market policies through the 
promotion of a structured dialogue between the education system and the labour market, based 
on the awareness of the major socio-economic influences and trends affecting the European 
region and the whole world.

The adequate consideration of the single actors’ specific potential in terms of socio-economic 
impact is a key element for the improvement and growth of the labour market value chain, 
leading to more and better jobs’ creation. This implies to shift away from an approach that focuses 
only upon immediate educational and occupational choices, towards a broader approach that 
also tries to develop career self-management skills: for example, the ability to make effective 
career decisions and to implement them, starting from reliable facts and credible sources of 
information. Here some lessons learned it is worth to emphasize on:
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Career guidance practitioners are specialists intended to assist people, from a very early age, 
to make educational, training and occupational choices and to manage their careers. Career 
guidance  helps people to reflect on their ambitions, interests, qualifications and abilities. It 
helps them to understand the labour market and education systems, and to relate this to what 
they know about themselves. In its contemporary forms, career guidance draws upon several 
disciplines: psychology, education, sociology, and labour economics. Career guidance experts 
should be thus more aware about their holistic mission towards EU’s prosperity. In order to do 
so, their information and approaches need to be constantly updated about the labour market 
trends and forecasts about emerging jobs and skills, so to raise youth awareness about the 
risks of choosing traditional and unsecure jobs. In particular, there is an urgency to upgrade 
the competences related to the development and application of innovative technologies and 
methods and to adapt the communication methods to meet the needs of clients having special 
needs and/or fewer opportunities, too.

Policymakers expect career guidance to contribute to a number of labour market policy objectives 
(employment rate, labour mobility etc.). It is difficult to see how career guidance systems such 
as these can operate in the absence of highly developed systems of information and advice. It is 
thus important that educational and occupational information are integrated and open source, 
in a lifelong learning perspective. It is also necessary to ensure that a strong labour market 
perspective is included in schools’ career guidance programmes. Adequate funding shall be 
foreseen boost future-looking career guidance initiatives, in line with the new emerging realities.

Young people should be encouraged to catch those initiatives and develop curiosity, keeping 
an eye on the socio-economic trends using credible sources of information. Youth should be 
stimulated in this sense from a very early age, since the pre-school phase, leveraging on the 
potential of non-formal and informal education. Much needs to be done in this sense, as revealed 
by the FUTURE field research conducted among young people from 7 EU countries.

88% of the young people who took part in the survey say it is important for them to be informed 
about the jobs of the future and the changes in the world of work, but half of them currently 
don’t learn about them at school or informally. Only 1/3 of young people say they are aware of the 
labour market trends and credible sources of information. In the same time, 58% feel informed 
or rather informed about future jobs, which is not the fact according to the majority of career 
practitioners and experts.

The survey confirms the importance of a wide spectrum of competences which young people 
need to possess,  to be prepared for their future careers. Knowledge of labour market trends, self-
awareness, flexibility and openness to change are evaluated as the most important career skills 
for the future, all participants in the survey agree. Career planning and decision making skills are 
also very important for all groups. More than 90% of all respondents stress on the significance 
of creativity, innovation and entrepreneurship spirit. Career guidance practitioners highlight 
positive attitude and analytical skills as crucial, while they are slightly less important.

Generation Z will be the backbone of the 4th industrial revolution. In this highly dynamic, 
competitive, diverse, and still more automated working environment, they need to develop and 
demonstrate a wide spectrum of competences and knowledge. A big part of this generation will 
be self-employed or part of the gig-economy, they will need to adapt to the changing job realities 
and technologies and to design their own new types of jobs. For this, they need  far wider skill set 
than those produced by the traditional education systems. So the main message and challenge 
is one to the societies, which have to rethink their vision about education and training as a whole 
and equip citizens from all ages, but especially those who are expected to be the most productive, 
active, competitive, entrepreneurial and innovative part of the economy. Young people must be 
exposed to more hands-on experience, which will allow them to practice the skills they will need 
the most. Moreover, the topics related to the job transformations, developments of employment 
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and labour market, career skills, etc. are not addressed and young people are not familiar with 
their future. 

Finally, the society as a whole is requested to equip citizens, especially those who are expected 
to be the most active and innovative part of the economy, and provide them with more practical 
experiences, enhancing autonomy and critical-thinking among the others. Also, all relevant actors 
should actively back a cultural shift (through projects, initiatives, tools and open information-
sharing) so to go beyond traditional educational models/techniques and obsolescent career 
guidance approaches.

2. VALORISE THE OPPORTUNITIES OF CO-TRANSFORMING EUROPEAN 
CAREER GUIDANCE SERVICE THROUGH THE USE OF INNOVATIVE 
TECHNOLOGIES SUCH AS VIRTUAL WORLDS

Holistic career guidance approaches try to teach (young) people to plan and make decisions 
about work and learning. Career guidance makes information about the labour market and 
about educational opportunities more accessible by organising it, systematising it, and making 
it available when, where (schools and tertiary institutions, public employment services, private 
guidance providers, enterprises, community and private settings) and how people need it. In this 
sense, a pre-requisite for rethinking the Generation Z’s career guidance is the awareness around 
the complexity and speed of technological and digital advancements.

Young people are more willing to explore ready-to-use information, online tools and guidance 
methods, however there is still a gap in provision of quality tools, which are informative and of 
adequate educational content. Instead, the existing online content is not adapted for the agile 
young learners, and traditional methods in counselling services still prevail. 

As for the FUTURE project approach, the targets involved really appreciated its innovative point 
of view, the practical learning methods, the relevant information collected and the engaging 
initiatives presented (e.g. the 3D virtual reality platform for career guidance).

In general terms, career practitioners should constantly review their own knowledge and the 
tools they use in order to deliver guidance which is appropriate for the reality of the contemporary 
labour market. The scope of support material and resources need to be digitalised and constantly 
reviewed, to make sure they remain impactful for younger generations. This must be developed 
in parallel with the career guidance practitioners’ relevant skills: still too often, their ability to 
apply digital tools is either fair or needing improvement. Also, their knowledge of labour market 
trends, emerging jobs and skills demands  should be further developed in some cases to fit the 
digital generations’ needs.

This calls for  increase in the provision of relevant and up-to-date continuous education and 
training, to ensure the quality of services is adequate to young people needs and market realities. 

The features of virtual worlds make them an effective education tool as they enable engagement 
with students via more comprehensive learning activities. Virtual worlds can provide learners 
with a full understanding of a situation using immersive 3D experiences which allow them to 
freely wander through the learning environment. Through this, they can explore the virtual 
world, find a purpose, act, make mistakes, collaborate and communicate with other learners and 
this explains the growing interest in learning and teaching within 3D virtual worlds from a large 
number of schools and universities. Across the literature on virtual worlds, the conclusions are 
that these worlds can enhance intrinsic motivation, stimulate excellence in learning outcomes, 
and promote industry/research application. In addition to education in general, virtual worlds 
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can have an important impact on the improvement of career management skills, equipping the 
individual with transversal (key) competences to better manage and develop his/her potential in 
education, work and life in complex situations. 

There is a vast need to develop and support career guidance innovation through various initiatives 
and projects, which produce practical online tools, mobile and online apps, information platforms, 
etc. in order to respond to the demand of younger generations for more up-to-date approach.

The FUTURE project and its 3D virtual reality platform for Generation Z’s career guidance 
is a great example of how digital technologies fit into the needs of young people and career 
guidance professionals. It is a digital platform providing information from credible sources and 
a readymade instrument, including a detailed methodology, that can be used for working with 
young people in different formal and informal learning environments. This flexibility revealed to 
be an added value for the wide usability of the tool e.g. to be integrated in individual training/
counselling sessions, class activities, group research projects about the jobs and labour market 
in the future, in a view to amplify the learning process. Within a variety of learning contexts, its 
format proved to give stimulus to participants and learners to discuss specific topics, be assigned 
gamified learning tasks, implement creative ideas with or without the support of a guide (parents, 
teacher, coach etc.).

3. MAKE BEST PRACTICES AND TOOLS DEVELOPED THROUGH PUBLIC 
FUNDS OPENLY AVAILABLE THROUGH NATIONAL AND EUROPEAN 
INITIATIVE AND PLATFORMS

Among the final FUTURE project activities, the project partners launched two contests taking 
place across 7 partner countries and European-wide in a view to stimulate and collect ideas of 
future jobs, tools and best practices from career guidance practitioners and young people.

A consortium of three representatives in each partner country from organizations in the field 
of career guidance, education, labour market and the media judged and selected a set of 38 
best practices and tools for innovative career guidance. These cover a range of approaches and 
methodologies, as they demonstrate the various different ways that offline and digital tools are 
allowing careers practitioners to find new and innovative ways to work with young people on 
their future career goals and aspirations.

FUTURE has clearly shown that necessary and important data sets are sometimes dispersed 
among diverse institutions and organizations and that access to innovation and inspiration 
in career guidance could be for this reason generally difficult. This constitutes an impediment 
to the transferability, comparability and update of relevant information, which is essential for 
planning new national or cross-border approaches and innovative policies. To solve this issue, it 
would be useful to create a European online one-stop-shop containing inspiring practices and 
tools. This data should be easily and openly accessible in order to highlight gaps to be improved 
through dedicated resources. European projects producing such information (tools, approaches, 
methodologies), such as FUTURE, should be entitled to populate the database with data following 
standardised and harmonised formats. Finally, this will generally stimulate the creation of new 
information.
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JOBS OF THE FUTURE - what would the 
future labour market look like and how 
to prepare the next generations for it 
Author: BFE

GLOBAL TRENDS AND THEIR IMPACT ON JOBS AND SKILLS

The world has entered a new era. The  Future of Jobs Report and Skills Panorama, alongside 
many other labour market skills intelligence sources, reveal the magnitude of technological 
development and the impact that this, coupled with socio-economic and demographic trends, 
will have impact on industries, job functions, employment levels and skills.

Among key factors which shape the future of jobs are the technological changes, the adaptability 
of the workforce and education systems to these change and talent mobility (World Economic 
Forum, 2018). 

We can also list:

• climate change and the emerging green economy; 

• the increase of the service economy within global markets; 

• the mobility of workers and the impact of this on employment and wages;

• urbanisation projections showing up to 70% of the World’s population will be living in cities 
by 2050 and the accompanying employment and consumption opportunities, as well as 



13

environmental implications, this will bring;

• demographic changes such as an ageing population and the rise of millennials, which causes 
diverse changes in the work environment (higher demand for work in health and social care 
and education) as well as changes in work behaviours;

• the impact of technological change on employment, job development and emerging 
occupations. 

TECHNOLOGY

Current changes to the world of work are frequently depicted as the Fourth Industrial 
Revolution (Schwab, 2017), or industry 4.0. This is characterised by technological advancements 
including robotics, artificial intelligence, machine learning, big data analytics, genetics, cloud 
computing, nanotechnology, biotechnology, 3D printing, autonomous cars, smart homes etc. 
Such developments have already significantly impacted job markets – resulting in displaced 
occupations and changed skillsets and tasks.

According to the most pessimistic theories, this, so called “second machine age” (Brynjolfsson & 
McAfee, 2014) will lead to “massive unemployment, soaring inequality, and, ultimately, falling 
demand for goods and services as consumers increasingly lacked the purchasing power necessary 
to continue driving economic growth” (Ford, 2015). A report estimates that about 47% of total 
U.S. employment (57% in some OECD countries and 77% in China) is at risk of automation. In 
particular, the analysis estimates that a large number of jobs in office and administrative support, 
sales, service, and production might be automated in the next few decades (Frey, 2013).

In opposition to these projections, another study argues that overall 9% of OECD jobs are 
potentially automatable, due to the range of ethical, legal, and societal issues (e.g. social 
acceptance of robots providing certain services) that impact on the extent and speed at which 
technological possibilities are realized (Arntz, 2016).

Since the First Industrial Revolution, there have been concerns that technological progress 
will lead to unemployment and a rise in automation (Mokyr, 2015). In 1930 John Maynard 
Keynes predicted that the humanity will be afflicted with a new disease called “technological 
unemployment” (Keynes, 1930). These fears have failed to materialize so far. One reason for this 
is that people generally tend to underestimate the potential for new jobs that emerges due 
to the creation of new occupations and industries. For examples, there is a growing range of 
new job opportunities in fields such as big data analysis, social media, automated transport 
etc., as well as a in the area where human and machine intelligence collaborate for people in 
humanities, science, technology, engineering and mathematics (STEM), design, customer service 
and medicine (Daugherty, 2018).

So on the other end, we could expect a much brighter prospective of the technology - 
transforming people’s life with the power of computers, nanotechnology, artificial intelligence, 
biotechnology, and most of all, the quantum theory (Kaku, 2011). In very near future, we may 
witness that computers, as we know them, will disappear, augmented reality will be everyday 
reality, the brain-net will augment the internet, robots will be commonplace, aged body parts 
will be replaced, parents will design their offspring and cyber medicine will extend lives (Kaku, 
2013). 

Somewhere in the middle, in the last few decades we see one noticeable change has been a 
the “polarisation” of the labour market (Autor, 2015) due to the fact that many middle-skilled 
jobs (e.g. office administration, machine operation) consist of cognitive or manual tasks that can 
relatively easily be automated with recent technology because they follow precise, predictable 
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procedures. By contrast, low-skilled service jobs (e.g. personal care, cleaning, security) encompass 
many tasks that are relatively easy for humans, but very difficult to automate with current 
technology. Equally, high-skilled jobs (e.g. technicians, educators, managers) frequently require 
creative problem solving and complex social interaction that are also harder to automate. 

One result of this job polarisation is that many workers who performed middle-skill jobs have 
been pushed into lower paid and lower-skilled occupations, whereas the pressure to increase 
skills through lifelong learning and continued education in order to avoid this fate has grown. 
The interplay between machines and humans allows computers to substitute for workers 
in performing routine, codifiable tasks while amplifying the comparative advantage of 
workers in supplying problem-solving skills, adaptability, and creativity.

Data shows that innovative technology today is largely displacing workers to new jobs, rather 
than replacing them entirely (Bessen, 2015), so ICT will not cause technological unemployment, 
but rather force workers to quickly upgrade skills. Put in a nutshell, the large explosion of jobs in 
the future will be jobs that robots cannot do (Kaku, 2018) and the hardest activities to automate 
with currently available technologies are those that involve managing and developing people or 
that apply expertise to decision making, planning, or creative work (McKinsey, 2017). 

CIRCULAR ECONOMY

The transition from carbon to a green economy and the rise of renewable energy production is 
a key source of growth for new jobs. Considering a talent shortage, employers in solar, wind and 
hydroelectric may want to source candidates from the oil industry as those workers search for 
new roles. 24 million new jobs will be created globally by 2030 if the right policies to promote a 
greener economy are put in place, a new ILO report says (ILO, 2018). Furthermore, the growing 
importance of sustainability has reached all sectors. Many industries have realised that investing 
in resource efficiency, energy efficiency, renewable energy, waste and water management etc. 
actually saves them money by being less reliant on primary materials and imports.

GIG ECONOMY AND THE SKILLS FOR THE FUTURE

We have already started to witness the increase of the so called “gig economy” - a business 
environment which includes crowd work and work on-demand via apps (De Stefano, 2016). 
This sees organisations contract with independent contractors and freelancers for temporary 
engagements instead of full-time employees. Today, a contractor can be anyone from a welder to 
a writer or a web designer. Even traditional in-house roles have gone the way of the gig economy, 
forcing companies to adapt to their employees’ changing needs. 85% of companies say they 
will transition to a more “agile workforce” in the next few years (Scudamore, 2018). Technology 
is increasingly allowing jobs to become customisable, with individuals able to choose who they 
work for, where they work, how much they work, and the pace at which they work. “As a result, 
the boundary between work and personal life is becoming increasingly blurred and we are 
witnessing a gradual move away from individuals trying to achieve a better “work-life balance” 
towards a greater “work-life integration” (OECD, 2017).

This will change completely the traditional meaning of terms like “jobs” or “career” and require 
future “employees” to possess a “broad range of skills which opens doors to personal fulfilment 
and development, social inclusion, active citizenship and employment. These include literacy, 
numeracy, science and foreign languages, as well as transversal skills and key competences such 
as digital competences, entrepreneurship, critical thinking, problem solving or learning to learn, 
and financial literacy. Early acquisition of these skills is the foundation for the development of 
higher, more complex skills which are needed to drive creativity and innovation. These skills 

https://www.theglobeandmail.com/report-on-business/rob-commentary/the-gig-economy-is-here-and-we-arent-ready/article36678505/
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need to be strengthened throughout life, and allow people to thrive in fast-evolving workplaces 
and society, and to cope with complexity and uncertainty” (EC, 2016).

THE FUTURE WORKPLACE

The work environments soon are expected to feature more autonomy, less routine, more use of 
ICT, reduced physical effort, and increased social and intellectual tasks. The skills needed by the 
labour market will shift and workers will have to supply new skills to match changing needs. An 
aging workforce, over-qualification and job polarisation at the top and bottom of the skills scale 
will be some of the key challenges of the next decade (CEDEFOP, 2018).

DEMOGRAPHIC CHANGES

For the first time in history, older generations are expected to soon outnumber young people 
(WHO, 2011). Globally, people aged 65 and above are projected to account for 11.7 per cent of 
the total population in 2030, and 15.8 per cent in 2050 up from 9.3 per cent in 2017 (ILO, 2018). 
The various impacts of an ageing population can include:

• Increased pressure on social systems leading to people having to work longer

• More government spending on health care and pensions

• A shortage of workers

• Increasing market for goods and services linked to older people. (Pettinger, 2016)

This demographic shift will create a growing demand for talent in various different sectors; from 
personal care and health-related jobs to financial planners or support workers for the elderly, 
such as life coaches and interior designers experienced in accessible environments (Hannon, 
2010).

The working age is expected to increase, and employers will need to keep older workers engaged 
to avoid losing them to retirement (through flexible work arrangements and investments in 
skill development). This means lifelong learning, training and work coaching for older workers 
will also become more common.  Equally, talent shortages may encourage young working-age 
migrants to move and so further contribute to workplace diversity. However, this will also require 
more flexible approaches from employers and more intercultural and interpersonal skills from 
employees.

Another aspect of demographic change that will influence the future of work is the entry of 
more millennials and members of Generation Z into the workforce. This cohort of  “digital natives” 
(Prensky, 2001) will soon make up the majority of the global population and workforce. They are 
highly entrepreneurial generation, but although motivated by money and job security, they also 
want their careers to have both a purpose and passion (Monster, 2016).
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JOBS OF THE FUTURE 

The Time Capsule “Jobs of the Future” Contest aimed at encouraging young people aged 13-
19 to explore their idea of future jobs, explain why they would emerge, how they would look like 
and what kind of skills would they possibly need?

The contest took place in the period June – December 2019 across the 7 partner countries. We 
received  93 ideas for jobs of the future - 62 essays, 30 presentations and 1 video.

The ideas about future jobs received in the contest are very consistent with the main trends 
outlined in the policy report, according to which the work environments in the near future are 
expected to feature more autonomy, less routine, more use of ICT, reduced physical effort, and 
increased social and intellectual tasks. 

• Out of 25 ideas about the jobs of the future, submitted by Bulgarian students, the majority 
address the technological developments which affect work - automated jobs, space 
exploration, high-tech jobs in nano and biotechnology, as well as jobs which have ecological 
impact or explore the transformation of traditional jobs such as teacher, psychologist, 
construction worker, driver, etc. in the future. 

• The majority of the Greek, German and Italian contest participants proposed existing jobs 
modified to serve the needs of a future word (i.e. Creator of Augmented Reality Travels, 
software engineer for photovoltaic systems) which take into account the main socio-
economic trends (green economy, sustainability, technology, automation, work-life balance) 
and how they affect life. For young people, robotics, artificial intelligence (AI) and autonomy 
are an integral part of future careers. 

• Most Portuguese students thought about the jobs of the future that are not only related to 
the “green economy”, but also involve the use of creativity, digital technology and artificial 
intelligence. 

• Many of the participants in Poland also formulate jobs in the fields of  automation, robotics 
and artificial intelligence. 

• Some proposals for future professions also clearly referred to science fiction as a source of 
inspiration. Nature conservation issues were also important for young people. This confirms 
openness to the future and awareness of the challenges ahead of humanity.

• The young people who have entered the competition in the UK have displayed a knowledge 
of the changes to the labour market in the next decades coupling this with the innovation in 
their ideas of future jobs. 

• The main trend explored by the young people in the competition has been on current jobs 
and products that will be expanded by the utilisation of digital technology.
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ECOLOGICAL 

• Clean Air Farmer (UK), Ozone Layer Tailor (Bulgaria) and Vitagor Mechanic (Portugal) - 
mechanic of machine whose main goal is to remove carbon dioxide from the atmosphere

• Space Ecologist (Bulgaria) who will collect space trash with the support of the mineral 
magnetite

• Environmental Police (Portugal)

• Subaquatologist (Germany) – deep ocean explorer 

• Guide to areas not accessible due to climate change (Poland) and Terraformer (Poland)

• Trash Collector Robot and Waste Mountain Detoxifier (Germany)

• Upcycling Designer (Germany)

• Perpetual motion designer (Italy)

ETHICAL

• Ethical Evaluator of Scientific Discoveries (Bulgaria)

• Ethical Technology Advocate (Portugal) 

FUTURE TRANSPORT

• Inventor of futuristic means of transport (Italy)

• Drone Manager (Portugal, UK)

• Aerial Traffic Policeman for flying cars (Greece)

• Autonomous bus conservator (Poland) and Autonomous vehicle controller (Germany)

• Hypersonic Trained Piolt (UK)

FUTURISTIC MEDICAL JOBS

• All-knowing doctor (Poland) and Holistic Medical Specialist (Bulgaria)

• Personal Health Analyst (Bulgaria)

• Painless Dentist (Poland)

• Genetic Manipulator (Portugal)

• Human Tissue and Organ Developer (2 similar ideas from Bulgaria)

• Medi-Control Agents (Germany), Medical nanorobot pilot (Poland) and Micro Robotic 
Surgeon (UK)

• Personal Memory Retriever (Bulgaria) and Human memory reconstructor (Poland)

HUMAN-RELATED JOBS

• Multicultural Psychiatrist (Poland) 

• Talant Transformer (Bulgaria) who will use artificial intelligence to re-program one’s 

• Teacher in the Future (Bulgaria)



18 FUTURE ROADMAP REPORT

• Sleeper (Poland)

• Smokers’ Hypnotist (Poland)

• Mental Transfer Specialist (Bulgaria)

• Humanizer (Poland)

• Specialist in artificially created food (Bulgaria, Portugal)

• Cyber-Molecular Chef (Poland)

DESIGNERS

• Hi-Tech Clothes Specialist who will design solar-powered, smart and healing clothing made 
from innovative nano and bio-printed fabrics (Bulgaria) 

• Makeup Software Maintenance and Makeup Mask Design and Manufacture (UK)

• Virtual stylist (Italy)

• Developer of Wearable Displays (Portugal)

SPACE EXPLORATION

• Martian gardener (Greece, Poland)

• Astro Engineer (Bulgaria) and Moon Construction Worker (Bulgaria)

• Space Ecologist (Bulgaria)

• Space ball player (Poland)

• Space Relator (UK) and  Intergalactic Diplomat (Bulgaria)

• Space-Time Travel Coordinator (Bulgaria)

• Universe Portier (Bulgaria)

• Interplanetary policeman (Poland)

ENGINEERS 

• Mental Transfer Specialist (Bulgaria)

• Creator of Augmented Reality Travels (Greece)

• Software Engineer for Photovoltaic Systems (Greece)

• Software Engineer of the Future (Greece)

• Developer of Nanobiotic and Biomechanical Robots (Portugal, Poland)

PROFESSIONALS WORKING WITH ARTIFICIAL INTELLIGENCE 

• Artificial Intelligence psychiatrist, psychologist, device therapist (Portugal, Poland)

• Man-Machine Teaming Manager (Portugal)

• Programmer of Agricultural Automation Machines (Portugal)

• Robot tamer (Bulgaria) and Cyber dog trainer (Bulgaria)

• Humanoid robot designer (Italy)
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OTHER INTERESTING JOBS:

• Cat language translator (Poland)

• Plantynis Breeder (Portugal) – person caring for laboratory-based genetic modified specie

• Dark Energy Refiner (Bulgaria)

AWARDED IDEAS FROM THE CONTEST FROM YOUNG PEOPLE:

BULGARIA:

• 1st place: Space-Time Travels Coordinator

• 2nd place: Space Ecologist

• 3rd place: High-Tech Clothing Expert

3 special prizes for the most active participants who submitted  the biggest number of jobs and 
whose ideas have received most likes - Vanessa Boevska, Ioanna Stoyanova and Victor Metev.

GERMANY:

• 1st place: Waste Mountain Detoxifier

• 2nd place: Medi-Control Agents

• 3rd place: Autonomous vehicle controller

• 2 special prizes: Subaquatologist and Upcycling Designer  

GREECE:

• 1st place: Gardener on planet Mars

• 2nd place: Creator of Augmented Reality Travels

• 3rd place: “Aerial” traffic policeman for flying cars

• Special award for most ICT detailed idea – Software engineer for photovoltaic systems & 
Software Engineer of the Future

ITALY:

• 1st place: Michael Toro, Humanoid robot designer

• 2nd place: Carmine Trugli, Perpetual motion designer

• 3rd place: Ion Ureche, Inventor of futuristic means of transport

• Special award for the creativity and foresight of the youngest participant (under 13) – Ludovica 
Veralli, Virtual stylist

POLAND:

• 1st place: Medical nano-robot pilot

• 2nd place: Space ball player

• 3rd place: Cyber-molecular chef
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PORTUGAL:

• 1st place: Environmental Police

• 2nd place: Surgeon Robot

• 3rd place: Developer of Nanobiotic and Biomechanical Robots

UK:

• 1st place: Micro-Robotic Surgeon

• 2nd place: Clean Air Farmer

• 3rd place: Makeup Software Maintenance and Makeup Mask Design and Manufacture.
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E-BOOK OF INNOVATIVE CAREER 
GUIDANCE TOOLS, awarded in the 
European competition organized by 
the FUTURE partnership 
Authors: Aspire-igen and BFE

One of the main objectives of the FUTURE project is to give impetus to forward-looking career 
guidance policy and provision. To enhance career guidance practitioners and experts’ capacity 
for innovation, the multi-actor partnership initiated a European Contest for Innovative Career 
Guidance Tools. The competition took place in the second half of 2019 and aimed to enhance, 
recognize and promote good practices of innovative game-based instruments for career 
guidance, information and counseling. It was open for career guidance professionals from all 
European countries.

38 innovative career tools from 13 countries participated in the competition, which demonstrate 
the range of digital and non-digital approaches which career guidance practitioners use to 
support their clients in their career planning and aspirations - board games, online assessment 
tools, classroom activities, mobile applications, career guidance platforms, project-based 
experiential learning activities. 

The awarded best practices, presented below, are a sparkle of inspiration that shows what the 
future of career guidance will soon be. 

http://future-time-traveller.eu/competition-for-innovative-career-guidance-services/
http://future-time-traveller.eu/competition-for-innovative-career-guidance-services/
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The first prize was awarded to 
TRANSFORMIKA COACHING  CARDS 
developed by Iana Avramova. This is an 
award-winning tool based on powerful 
questions which opens paths to solving 
personal or professional challenges. The 
Cards cover 32 topics related to career 
development. They are designed to 
help you gain clarity on your goals and 
challenges. The powerful consecutive 
questions smoothly guide you through 
the process. Asking the right questions 
helps you understand and experience life 
from entirely different perspectives and 

brings an abundance of opportunities. The Cards provide questions that help you move from the 
analytical to the creative hemisphere of your brain. The tool is devoted to awakening your inner 
power, provoke curiosity, empathy and helps you unleash your full potential. The set comes in a 
printed and digital version. 

COVER YOUR NEEDS, DISCOVER YOUR CAREER - CREATIVE TOOLBOX,  presented by Public 
Compass, was chosen on 2nd place. It is an interactive career guidance tool developed as part of 
an European project which aims at promoting self-awareness, personal and career planning. It is 
based on experiential learning and includes 3 components: metaphorical Method Cards, which 
provoke self-awareness; Personal development canvas for defining personal and professional 
goals and a Coaching kit used for discussing career scenarios.

MY CAREER PATH, presented by Elitsa Kostova, won 3rd place. It combines a board game with 
related activities and questionnaires in an online platform. The game tool supports young people 
(14-21 years) in making a profile of the most suitable career for them and in developing their 
strengths and talents. Along with that, they improve their knowledge of different jobs and about 
starting a career. The game has been tested with 2000 participants with level of satisfaction 9,4 
out of 10 and 78% implementation of the career plan. It helps young people improve their goal 
setting, self-reflection and sense of initiative. 

CAREER CHECK WITH PERSONAL 
INDOOR COURSE FOR EDUCATION 
FAIRS, presented by BIZ (Beratungs- 
und Informationszentrum für Bildung 
und Beruf; Counselling and Information 
Centre for Education and Career), was 
awarded on first place in Germany. The 
“personal indoor course” consists of two 
complementary online applications. 
The “Career Check” is a short online 
questionnaire which can be found on the 
homepage of the trade fair organiser. It is 
directed at pupils who are in the process 

BULGARIA

GERMANY

https://www.transformika.org/
http://career-guide.company
https://www.berufsberatung.ch/
https://www.berufsberatung.ch/
https://www.berufsberatung.ch/
https://www.berufsberatung.ch/
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of choosing a career. With the help of 30 questions, the interests of the pupil are ascertained.  
This results in a code of interests which is based on the fields of interest. With the result code 
they pick up an individual hall plan at the information stand. On this plan, their personal code is 
used to show them a route through the exhibition hall and vocational and further training stands 
tailored to their interests. Along this “route”, they can find their way directly and easily to the 
exhibition stands where professions matching their interest profile are presented.

ARISTON VOCATIONAL APTITUDE TEST helps users find out which professions suit them best. 
After taking a computer-based test, the client discusses the results with a specially trained careers 
adviser. This will help the clients understand more about their skills and talents, professional type, 
self-esteem and interests, and learn about jobs that suit them best. 

The first prize was awarded 
to EDUCATIONAL DRAMA 
IN THE SERVICE OF CAREER 
COUNSELLING, presented 
by Ioanna Papavasiliou & 
Christina Zourna. As a doctoral 
dissertation and for the first time 
internationally, research is being 
conducted to study the impact of 
his experiential method Drama 
Training (DT) in developing 
professional decision-making 
skills and developing self-
sufficiency in career and career 
choices. Important issues that 

the DT studies through appropriate story (real or fictional) and selected techniques each time: 
exploring the self and indirectly or directly related to the environment (family / social, work / 
professional), various forms of decision-making process through finding, formulating and 
exploring various possible alternatives dilemmas or problems, and their consequences. At DT, 
individuals participate as integrated personalities (sense and emotion), experience experiences 
as ‘acting’ subjects, who act, react, interact and reflect on actions and decisions, in a protected 
and secure environment of acceptance and personal expression.

PAINTING THE JOBS OF THE FUTURE submitted by Helen Papadopoulou, Educator, was 
chosen on second place. The children painted with brushes and colors on large measure paper 
the professions they imagined would exist in the future. They worked together as a team, 
exchanging ideas and suggestions for future jobs and how they would be displayed on paper. 

A DIFFERENT SCRABBLE, WITH CAREER WORDS sent by Georgia Kanellou, Educator, was 
elected third. Scrabble is a classic word game, but it was adapted it to be related to the career. 
Each child would draw 7 letter plates at random and try to make use of their letters to create 
career-related words.

GREECE
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IL BRUCOFARFALLA: FANTASIA PER 
CRESCERE, presented by Federico 
Valerio, Arianna Palmieri & Daniele 
Angelelli, is a unique social company: it 
is the first publishing house for children 
managed together with people with 
intellectual disabilities, preliminarily 
trained and supported by professionals. 
The collective writing courses, media 
education and business management 
help improve the quality of life of the 
individual and the community in which 
he/she lives.

More info: https://ilbrucofarfalla.com/

VOCATION STORY - Girolamo Grammatico is a Humanist coach 
and his work is aimed at teenagers in a view to combine their 
professional/personal vocation with their talents, in order for 
them to be able to outline a strategy for improving the skills that 
are in line with their desires.

More info: https://girolamogrammatico.com/

HARMOONIA: SAVE THE GUARDIANS 
is a gamified app designed to increase 
young people’s awareness around the 
UN’s SDGs Agenda 2030 and promote 
the adoption of virtuous behaviors, 
towards sustainability and respect for 
the environment. Harmoonia took the 
third place in the contest in Italy.

More info: 
https://dasic.unilink.it/harmoonia/

Download the app in Google Play or in 
App Store.

ITALY

https://ilbrucofarfalla.com/
https://ilbrucofarfalla.com/
https://ilbrucofarfalla.com/
https://girolamogrammatico.com/
https://dasic.unilink.it/harmoonia/
https://dasic.unilink.it/harmoonia/
https://play.google.com/store/apps/details?id=com.LinkCampusUniversity.HarmooniaSaveTheGuardians&hl=it
https://apps.apple.com/it/app/harmoonia-save-the-guardians/id1455489844?l=en
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TALENT TRIVIAL, submitted 
by a team from Commander 
Rui Nabeiro’s Postgraduate 
International Centre, won the 
first prize in Portugal. It is a game 
intends to work on intrinsic 
concepts, in a relaxed and direct 
way, leading the QUALIFICA 
Centre’s candidates to recognize 
essential competences and 
acknowledge their talents. 
It encourages individuals to 
get out of their comfort zone, 
explore their latent skills 
through reflecting on their 

daily life experience, identify their talents as a way of valuing and developing their life projects, 
demystify barriers, and find balance for reaching their goals. As a result, players improve their 
self-knowledge and identify their own talents. 

INKLUD: DIGITAL GAME FOR PROMOTING SOFT SKILLS IN AT-RISK YOUTH created by Nuno 
Lopes, was chosen on second place. It is a digital adventure game for career and personal 
development professionals working with young people aged 14-21 years, at risk of drop-out and 
social exclusion. 

ORIENT’ARTE presented by Sofia Rodrigues is a Psycho-educational project for personal and 
vocational development with the use of cinema seeks to explore the impact of cinema in 
enhancing the development of adolescents on vocational, personal, creative and social levels.

CAREER MAP presented by 
Anna Stokowska & Małgorzata 
Kazubska is a free tool 
supporting the implementation 
of topics in the field of 
educational and vocational 
counselling at school. A 
database of over 500 professions 
and ideas is available for classes 
from kindergarten to the final 
exams. Career Map Career 
Map is not only a website, 
but also activities supporting 
the development of modern 
educational and vocational 
counselling in Poland through 
trainings and events, as well as 
through development of career 
guidance resources. 

PORTUGAL

POLAND

https://mapakarier.org/
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PANJANGO submitted by Jon Maiden 
won the contest in the UK. It is a world 
of experiential learning, both online and 
offline, that connects learning to life and 
equips young people with the practical 
knowledge, skills and experience to find 
their purpose and fulfil their potential.   
Panjango’s games and resources are 
targeted at young people aged 8-13 (the 
transition phase between primary and 
secondary school). Panjango Online is 
a virtual learning environment which 
allows young people to explore the 
world of work through contextualised 
and gamified Knowledge, Skills and 

Experience challenges relating to more than 120 different jobs. 

GET CAREER CONFIDENT created by Miranda Glavin, is a brand new, free careers guidance 
programme supporting students, their parents/carers and teachers in Brighton, Hove and Sussex 
(UK) offering bespoke one-to-one careers advice sessions, specially curated lesson materials and 
targeted social media content. 

IMPACT GAMERS  presented by Adam Syrop,  uses game making as a tool for mentoring and 
young people development. It helps young people grow in confidence, meet new friends, create 
computer games and learn ICT skills. 

NON-PARTNER COUNTRIES

OPINTORI is a popular 24/7 career guidance platform in Finland, presented by 
Tea Remahl & Osao Ovi. It was the winning tool for the participants who come 
from other European countries. The multichannel guidance service reaches 
people in all ages, socio-economic status or place of residence. Hundreds of 
people use the service every month and the customer satisfaction rate is 93 %. 
Service is easy and comfortable to use, and it can be used also anonymously.  
Service is open 24/7 in the internet. People can use smart self-help, chat, leave 

messages in different ways, use social media, call or come to meet counsellor face-to-face. Use 
of the digital platform has changed the work of counsellors and taken the guidance service and 
customer satisfaction up to date.  

MAKING BETTER CAREER DECISIONS, presented by professor Itamar 
Gati from Israel, was selected on a second place. It is a free, anonymous, 
self-help site that helps individuals to make better career decisions. This 
goal is achieved by (a) increasing the individual’s career decision-making 
readiness, (b) promoting awareness of the individual’s decision making, 
(c)  guiding the individual through a systematic three-stage process 
(PIC) that reduces the complexity of the process and the information 
overload.

UNITED
KINGDOM

https://panjango.com/
http://opintori.info/
http://www.cddq.org/
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WATCHADO.COM, presented by Birgit Hartl from Austria, is a next gen 
career orientation platform for job starters (14-30), which helps users 
to find their calling and a job with 3 key components: More than 7000 
employee videos (from Nobel prize winners to people next door). 
The text-based job profiles added to each video provides users with 
additional information on education, skills, etc. The tool won the third 
place in the competition. 

OTHER NOTABLE BEST PRACTICES RECEIVED IN THE CONTEST: 

• Listen to Your Career Advisor role playing game - Stefan Kalpachev, Bulgaria 

• Znam.be online career tool - Angel Georgiev, Bulgaria

• Job Under the Magnifying Glass” Educational Game - Iliyana Kalinova, Bulgaria 

• Create and Release on the Market project-based group game - Elisaveta Zaykova, Bulgaria 

• Family Job Trees Project for elementary school children - Tania Nikolova, Bulgaria 

• Career Guidance Trainings - Gergana Todorova, Bulgaria 

• Mosaic” Interactive Career Game for exploring the career opportunities an university provides 
- Teodora Milenkova, Bulgaria 

• I know, I can, I will be…” Project - Rumyanka Dimitrova, Bulgaria 

• The House of Professions - Polina Karadzhova, Bulgaria 

• “Am I This Person” Career Board Game - Rositsa Dimova, Bulgaria 

• “Directions” Career Guidance Club - Slava Marinova, Bulgaria 

• Cardboard of the Future - Amalia Kalamatianou, Greece 

• The Sustainable Career Cards Sort - Shékina Rochat, Switzerland 

• Kipinä Sparks Career Counselling - Minna Kattelus, Finland 

• Career Path online career counseling and guidance system - Toni Babarovic & Iva Šverko, 
Croatia 

• Profolio.lv career education e-learning training platform - SIA Karjeras Izaugsme, Latvia 

• A mobile/web-based game experience for self and occupational exploration for career 
building - Nurten Karacan Ozdemir, Turkey

https://www.whatchado.com/en/
http://www.znam.be/
http://podlupa.in/
http://www.shekinarochat.com/
https://kipinauraohjaus.com/
https://www.putkarijere.hr/
https://profolio.lv/
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FUTURE TIME TRAVELLER PLATFORM 
- applying game-based scenarios 
approach in career guidance
Author: CTI and ILI

Digitalization and the beginning of the fourth industrial revolution are changing our way of 
working. These changes have an impact on both the way people work and the required individual 
skills and competences. Education policy should transform into leadership for the future. This is 
the goal of the FUTURE TIME TRAVELER project, which aims to prepare the next generation for 
the jobs of the future through an innovative and games-based scenario approach. 

The game logic to prepare Generation Z for the working world of the future is based on adventure 
games. This type of game is largely characterised by the story of the game and the solving of tasks 
and puzzles (Bates 2004). The player controls a character through complex virtual worlds and 
environments to immerse in the interactive story by exploring and solving challenges (Dickey 
2015), like puzzles, discovery and handling of objects. Typically, different rooms or spaces that 
the player passes through and explores characterize the game environment of adventure games. 
(Dickey 2015). This gives players the opportunity to immerse themselves in a fantasy world in 
which their actions have no negative impact on the real world and thus provides a protected 
framework for experimentation.  

Those adventures games were developed in a 3D Virtual World Learning environment- the 
FUTURE 3D Virtual World Platform
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Virtual Words are three dimensional environments offering to people social interaction with 
other people in new and exciting ways.  A person can participate in a virtual word through it 
“avatar” (his/her virtual representation or his/her virtual ego)  and he/she can interact with other 
avatars- using text, sound, graphical images and gesture –as well as  with objects (Virtual Reality 
Society, 2017).

3D Virtual World seems to have the potential to support game-based learning it both in a 
collaborative and an exploratory learning way. 3D technology is promising for the expansion of 
Game base learning in a synthetic interactive and collaborative virtual environment which in turn 
can distribute knowledge and cognition among various objects (such as educational tools and 
virtual objects).Virtual 3D immersive worlds provide learners with a constructivist environment, 
where they can play, act, communicate, through their avatars. In addition, the usage of non-
verbal communication features, provided by 3D virtual environments through the avatars, can 
foster the users’ collaboration interactions. 

The FUTURE 3D Virtual World Learning environment integrates the principal of game-based 
learning and offers gamified activities resulting to the creation of a career game which introduces 
young people from Generation Z to the jobs of the future.

The 3D virtual world environment of the Future project is based on Open Simulator, which is 
a free, open-source, 3D application server that allows the creation of 3D virtual worlds, where 
multiple users can simultaneously be present. These virtual worlds can be accessed through 
various open-source clients and can remain private, behind the firewalls, or become public. Open 
Simulator is written in C# and its framework is designed to be easily extensible through external 
modules. 

The participants use a client program to connect to the Future 3D virtual world where they can 
interact with each other through avatars (human-shaped computer figures). A single user account 
may have only one avatar at a time, although the appearance of this avatar can be customised as 
the user wishes with the use of a high-level interface. 

The game scenarios in the Future project 3D virtual world use elements of escape rooms, web 
quests, treasure hunting, strategy, and adventure games.  

Once players enter the 3D virtual world of the Future Time Traveller world, they find themselves 
located in the information centre (see Fig.1) where they are able to choose their language of 
preference and to familiarize themselves with the environment  - i.e. how to move, interact, 
change views, and explore functionalities. Along with customizing their avatar, another feature, 
which players enjoy a lot in the 3D virtual world is flying. After they feel comfortable with the 
environment, they can start playing. 

Fig. 1. The entry point into the 3D virtual world of the Future project, language selection and basic information
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The game starts in the year 2020. In the local library, the player understands about the arrival of a 
time machine and receives its mission to act as an ambassador for the future. (see Fig.2) 

Fig. 2. Receiving instruction from Aeon –the NPG-Librarian

Upon correctly sorting various sources of information about future jobs, the player teleports to 
the year 2050 with the help of a Time Machine (Figure 3).

Fig. 3. Mission 1 – Time Machine
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Fig. 4. Overview of the future world of 2050

There, the player participates in several missions designed to test their knowledge about the 
future of work, explores future 3 jobs and defines the necessary skills and competences they 
require. Furthermore, they investigate the future of jobs-i.e. which jobs will remain, which jobs 
will change fundamentally or disappear in the future (see Figure 5).

Fig. 5. Missions 2,3 and 4 taking place in  2050.

Before returning to the present, the player consolidates the received knowledge in a message to 
humanity.
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Fig 6. Mission 5 – Message to Humanity

Back to 2020, the player must create a short, original description of a future job that does not 
exist yet.

Fig 7. Mission 6 – Jobs of the Future.

In the final self-reflection task, the player will synthesize the main ideas and insides provoked by 
the game, in a personal “Message to my-self in the future”, which will be delivered in a chosen 
moment in time (see Figure 9).
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Fig 9. Mission 7 – Message to Myself In The Future

Once again, it is about transferring knowledge and information into new context and to foster 
individual vision building.

The story of the game is initially unknown to the player and gradually unfolds during the game 
process. Nevertheless, several access points have been developed, where the player can access 
a presentation, which clearly shows the background of the game, a summary of the main story, 
and central characters of the game. Information scattered at specific points and continuous story 
development involve the player, arouse his curiosity and appeal to his motivation to master the 
challenges facing him. 

While players can move freely on campus at the beginning of the game, this freedom is no longer 
given when completing missions in the future. There, the missions that build on each other are 
completed gradually in a fixed order. After successful completion, the player is always beamed 
into a new room, a new environment. This prevents the player from getting to the last missions 
immediately without having solved the previous ones. What at first seems to be a big restriction 
must be considered under the aspect that it is an educational game and not an entertainment 
game based on free exploration and comprehensive immersion. At the same time, this structure 
allows better control of the game and processing time.

In this case, the story is relatively slim and stringently constructed; the structure is to be 
characterized as linear. Whereby the player is led back to the starting point at the end, but 
returns with new experiences and information, i.e. a clear development has taken place and 
must not simply be understood as a circular return. The path leads through different spaces or 
environments in which different missions have to be fulfilled. Each mission pursues a specific 
learning objective (the development of specific skills and competences) and is characterised by 
a specific learning method. Unlike many classical computer games, this is not about increasing 
the degree of difficulty and thus the degree of frustration, but about increasing the degree of 
self-reflection. Internal feedback from NPC characters, messages and rewards make the learning 
process transparent and comprehensible for the player. This ultimately promotes increased self-
reflection and critical analysis.

To sum it up, the methodology considers the supporting function of internal feedback, the 
importance of contact with non-player characters and their guidance. The player never is truly 
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alone and ever supported and accompanied. Learning and gaming experience thus blend into 
each other. These elements of internal feedback and supported learning also make the learning 
process transparent and understandable for the players. This means that the development 
beyond the different tasks becomes more accessible to them, which aims at stimulating a general 
sensitization and increased attention for this topic (future of work) in the consciousness of the 
players. Recognition of the players‘ own active role in meeting and building their future is a main 
goal, the importance of self-reflexivity and critical thinking is another.

GUIDELINES FOR CAREER INNOVATION

There is a vast variety of different learning games. They differ in the effort invested in their 
development; the learning objectives to be achieved; the thematic spectrum to be dealt with; 
the target group to be addressed and supported; the learning methods to be used; the degree or 
extent of the time taken to process them; the location or situation of their use (school, university, 
vocational guidance, training, offline, online), etc. 

The spectrum ranges from relatively lean and simple variants to ambitious, more complex 
concepts, no matter if we speak of analogue or digital games. In both cases, the main objective 
is skills development. Classic forms of learning including project-based group work, the use 
of board games, theme-related role plays etc. allow participants to jointly work on complex 
problems and develop solutions together. The ability to work in a team, to communicate and to 
cooperate is particularly encouraged. They extend and supplement classical teaching concepts 
by enabling the participants to become self-determined and active learners through cooperative 
learning. In addition to applying problem-solving strategies, the ability to reach agreement and 
make decisions is also promoted.

To develop appealing and instructive game concepts in the context of career guidance, 
there are various game methods to choose from: The games can be implemented digitally or 
traditionally. Indoors or outdoors, played by individuals or groups, pursued competitively or 
cooperatively, requiring an active or passive role, practical work or reflection, etc. These methods 
can be implemented in a variety of ways. In principle, five game types can be differentiated for 
competence development: Simulation, Adventure, Role-Play, Strategy and Quiz (Game2Change).

• Simulations enable learning through experience and immersion. New topics can be explored 
from a different perspective and realistic experiences can be gained in a safe environment. 
Through shared experiences a group identity can be created.

• Adventure Games enable learning through problem-solving and exploration. The focus is 
on the enhancement of argumentation and problem-solving skills. This includes cognitive 
thinking and the ability to transfer to solve problems and puzzles.

• Role-Play Games enable learning through acting. New topics can be explored from a 
different perspective. The focus lies on the development of communication, team dynamics 
and conflict handling.

• Strategy Games enable learning through outmaneuver. The focus is on developing planning 
and organizational skills, decision-making and tactics through discussion and testing of new 
approaches.

• Quiz Games enable learning through testing. The focus is on testing of knowledge and 
content.

In the following graphic you will find examples of how these game types can look in practice. The 
different areas and contents of career counselling can be edited in a variety of game-based ways.
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HOW TO DESIGN CAREER GAMES?

Qualitatively good games, which are accepted and liked to be played by the player, have certain 
learning mechanisms, which open new fields of action to the player and promote empowered 
learner, problem-solving competence and understanding (Gee 2005).

On one hand, computer and video games are intended to open up new spaces of action for users 
in which they can gather experiences in fantasy worlds that would be inconceivable in the real 
world. The active role of the player, the picking up of his habits and needs, the assumption of roles 
of other identities and the possibilities of manipulation of game characters and game objects 
are the main factors here. On the other hand, the focus is also on the promotion of problem-
solving skills through adapted levels of difficulty, feasible challenges, corresponding feedback, 
repetitions and automation, the transfer of information at suitable points, the reduction of 
complex situations to certain influencing factors and interactions and the examination of real 
facts in a protected framework. Ultimately, the understanding of the player is also promoted by 
enabling him to gain his own experience through concrete actions (Gee 2005).

To facilitate career guidance practitioners in the creation of potential learning games and 
scenarios, we have put together simple guidelines. They combine the top 10 skills for the future, 
identified by the World Economic Forum (WEF 2016), with the requirements and principles of 
good learning games. By following these guidelines, guidance counsellors can, for example, 
ensure that potential learning scenarios consider important and central features of good learning 
games.

Carnival of jobs:
Students dress up in occupational costumes and prepare a 
presentation of the chosen job (it might be a futuristic one).

Scavenger hunting: 
Students in teams have to solve quizzes and challenges to find 
clues and reach different job locations on a map. They explore 
the job, interview professionals, do some of their tasks, take 
photos and get the clue to the next location

Escape rooms: 
The students can design the rooms themselves, using 
different career-related riddles, quizzes and challenges

Job charade:
Each player picks a card with a job title and has to present 
it without words, so that the others guess it by asking only 
closed questions.
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1. Complex Problem Solving Adapt the challenges to the target group and the 
intended learning objectives.

2. Critical Thinking Offer opportunities for reflection, comprehensive 
feedback and debriefing of content.

3. Creativity Encourage proactive, independent actions and 
activities to motivate and engage players.

4. People Management Incorporate challenges, that require the 
cooperation of several players/people.

5. Coordinating with others Promote joint brainstorming and solution finding 
and cooperation in general.

6. Emotional intelligence Encourage the players to deal with triggered 
emotions through success and failure.

7. Judgment and Decision 
Making

Determine the factors, rules and points for 
decision making in the game.

8. Service Orientation Be transparent and clear in tasks and learning 
intentions.

9. Negotiation
Incorporate elements that make people present 
and communicate themselves and their learning 
process. 

10. Cognitive Flexibility
Deliberately create unknown scenarios and 
contexts that challenge people to leave their 
conventions and comfort zones
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EXPLOITATION OF THE FUTURE TIME 
TRAVELLER PLATFORM AND GAME-
BASED APPROACHES IN CAREER 
GUIDANCE 
Authors: EBCC and BFE

The FUTURE Time Traveller platform aims at fostering innovative thinking and a future-oriented 
mindset among young people from Generation Z and helping them to better understand the 
new trends that shape the future world of work, the emerging jobs and the skills required to suc-
ceed in a fast-changing labor market. Based around a futuristic game-based scenario in 3D vir-
tual environment, the platform offers a variety of applications in the process of career guidance.

Modes of application

The platform can be integrated in several forms of training, being suitable for different learning 
styles and goals. The missions can be accomplished individually in career sessions or at home. 
The platform can be used by several users simultaneously and competitively (from different de-
vices) or collaboratively, in teams (on the same device), as well as demonstrated in a classroom 
setting or in a seminar for introducing the audience with specific aspects of future jobs. They can 
provide a springboard for discussion or for research projects. 

http://future-time-traveller.eu/future-time-traveller/
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Range of users

As the piloting and exploitation shows, it can be used by a wider target group than the initially 
envisaged ones, as the learning content and the approach are also suitable for adults. If simpli-
fied accordingly, the created GBL content can also be used with younger children, as long as they 
are supported by a teacher, a career guidance professional or a parent.

Supporting resources

The platform also offers useful resources to the users, including a technical manual of the game 
and a policy roadmap report where the game-based learning scenario approach and methodol-
ogy is explored in detail. When the users benefit from the platform in their professional context, 
these supporting resources become especially important to improve their working capacity and 
boost their self-esteem. 

The advisors can combine the platform with other activities, which will amplify the learning pro-
cess. Some examples are detailed below:

MISSION 1. TIME MACHINE

The first mission of the game takes place in the library, where the player is invited to explore and 
sort out through several information sources to find the most credible ones about the trends of 
the future world of work. In order to do so, the game player is invited to review and classify a list 
of books based on different genres that includes self-help books, esoteric and fiction literature, 
science fiction books, books about futurism, the world of work, and technology, labour market 
articles, reports and studies. Once the first mission is completed, the player is expected to have 
obtained trustworthy information about the labour market information trends that will most 
likely shape with the future world of work. After playing the first mission, students can be asked 
to:

• Review some of the sources and reports, listed in the mission and present their findings to 
the class/group.  

• Find examples about “fake news” and other/newer credible sources of information. 

• Participate in a classroom game, in which they have to identify whether an information is 
trustworthy or not. 

MISSION 2. WELCOME TO THE FUTURE

The second mission refers to a time machine that is used to teleport the game player into the 
future. The futurist environment from 2050 in which the player arrives is composed of quizzes 
about the main trends and challenges linked to the jobs of the future. 

• For instance, a Kahoot game with some of these questions to be successfully used by policy 
actors, career guidance practitioners and young students. Students can also be asked to 
create their own Kahoots with information about labour market sources and then use the 
questions of these quizzes to promote a play, discussions and assessment exercises within 
the classroom. 

• As an alternative, teachers or career guidance practitioners may ask the students to conduct 
a search on the jobs most threatened by automation and to take part in a debate about 
whether the robots are stealing their jobs or not, and how to prepare themselves to prevent 

https://drive.google.com/file/d/1gs595jAjr4Ib3-QEWjht1x7ixTjjP0Yo/view
https://future-time-traveller.eu/wp-content/uploads/2019/05/Future_Report_EN.pdf
https://kahoot.com/
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it from happening. This discussion opened within the context of the second mission is indeed 
fruitful for young people to self-explore the current labour market trends and to invest on their 
career planning accordingly, namely by thinking of which jobs and skills will be necessary in 
the future and making informed career decisions.

MISSION 3. SKILLS FOR THE FUTURE

The exploration of future jobs and its required skills is the main subject of the third mission. 
The game player finds him/herself in front of a wall where job images are displayed within the 
virtual world environment. The player is invited to obtain information about emerging jobs (e.g.: 
technology detox consultant, cosmic tour guide, city farmer, flying car driver) and asked to match 
them with the required skills. He/she is therefore challenged to combine each job shown on the 
wall with a profile of skills, knowledge and personal traits that is built based on a catalogue of 
skills and competences. By doing so, the third mission has the potential to stimulate the youth’s 
critical thinking in relation to the skills most needed to perform specific jobs in the future. Тhe 
third mission opens several possibilities to be explored by teachers in classrooms and career 
guidance practitioners during counselling sessions. 

• As an example, teachers could take advantage of the third mission by assigning their students 
with specific tasks that include researching newly emerging jobs and listing the skills they 
will require in the future. If this activity is performed by different groups of young students 
at the same time, it even allows them to exchange job profiles and to identify the skills most 
needed. 

• Other example refers to splitting and mixing several skills for each job, such as done on jigsaw 
puzzles or other board games.

• Career guidance practitioners can also benefit from these creative activities and use them to 
raise discussions about the most essential skills for a set of jobs and its implications for the 
young students they work with.

MISSION 4. DETECTIVE IN THE FUTURE

Being a detective in the future is the core of the fourth mission of FUTURE career game. While 
playing it, the platform users are asked to sort jobs in the following three different categories: 
jobs that will still exist in the future (e.g.: physicians, managers, psychologists, artists, personal 
care assistants, entrepreneurs, teachers, athletes); jobs that will be automatized and totally 
transformed by technology (e.g.: concrete workers, traffic cops, taxi drivers, ticket inspectors, 
soldiers, secretaries, accountant clerks, translators and interpreters); and jobs that will disappear 
and be replaced by robots (e.g.: postmen, watchmen, banking clerks, mining engineers, picture 
editors, statisticians, librarians, call-centre operators).

• After playing the fourth mission, there is a room left for the players to think about the “faith” 
of traditional professions and explore different scenarios about them, taking into account the 
identified factors/trends (for example: speed of automation and level of digital skills in the 
society; “human factors” such as the demography of the population, culture and acceptance 
of new technologies by people; etc.). This reflexive exercise can be seen as a classroom task 
by teachers or as a homework activity for students to further create different scenarios based 
on which the traditional professions are being reconfigured due to the very fast automation 
speed and the progressive demand of digital skills in the contemporary societies. 
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• To foster further exploration of the process, the career guidance professionals can ask students 
to do a research about the jobs in their own families and see if they have remained and how 
they have changed over time. 

• Alternatively, this activity can be organized as a study visit to a museum exhibition or 
individual research about traditional jobs and crafts or to a national jobs fair where keynote 
speakers would be talking about innovative employment opportunities. 

• Career guidance practitioners can also ease their young clients’ navigation approach into the 
ongoing labour market transformation process by inviting a guest speaker from an innovative 
sector/cluster/enterprise to present the developments in the field and how they affect jobs. 

MISSION 5. MESSAGE TO HUMANITY

At this point, the platform users have already gained insight on how the future will look like and 
are invited to send a message to the humanity in the fifth mission of the game. By consolidating 
the knowledge and the information received in previous missions, the users have also the 
opportunity to call the attention of world leaders and policy makers regarding the key skills 
areas that will be most important for young people from Generation Z. With the writing of this 
message, a few blank spaces are filled out to accommodate personal opinions about the skills 
that will be demanded in the future, the type of jobs that will be most important and the kind of 
professionals that will be crucial in the labour market. These messages to the humanity can be 
written by individual players or by small groups of players created in both school and counselling 
settings. They have the potential to stimulate further debates about the message contents, 
helping as well to share different personal opinions and to confront their accuracy with literature 
reviews arising from the first mission of the game about the skills that are mostly needed to 
perform the jobs of the future with success. Students can also be inspired to leave their own 
message to humanity in a time capsule. 

MISSION 6. JOBS OF THE FUTURE

Back to 2020, the platform users are challenged by the sixth mission of the game. In order to 
complete it, players are invited to take part in a contest about the jobs of the future by preparing 
a short original presentation, essay or video about a job of the future that does not exist yet. 

Based on the young students’ descriptions about how they have imagined them to be, these 
new jobs entail professions such as automated farming equipment operators, bioethicists, cyber 
detectives, energy storage design engineers, game educators, old-age health consultants, online 
physicians, recycling technologists, robotic prosthesis and implant designers, science artists, 
space travel managers and urban ecologists, among others. Moving forward, these job ideas can 
be used in different settings (such as classrooms, counselling sessions and public events) to set 
the environment for brainstorming sessions and to generate more potential ideas. For instance, 
young students may be asked by teachers and career guidance practitioners to work on another 
job of the future they would like to have in a more creative way, namely by drawing pictures 
and making movies or simply by participating in debates about what would happen if all jobs 
were automated and about what implications these automatized jobs would have in terms of 
reframing the meaning of life as they actually know it.
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MISSION 7. MESSAGE TO MYSELF IN THE FUTURE

The FUTURE career game ends with a self-reflective task that will allow the platform users to send 
a message to their future self. During this seventh and last mission of the game, they have the 
opportunity to choose a specific moment in the future when this message will be received. It also 
allows the users to process all the information they have assimilated throughout the game and 
to draw their own conclusions and personal insights to their future selves. Furthermore, using 
these messages during school lessons and counselling sessions can be a valuable resource for  
teachers and career guidance practitioners. These reflexive discussions are known to benefit 
young students by opening space for better career decisions to be made and by helping them to 
achieve the learning outcomes that arise from educational games. 

In sum, the platform users have learned a wide array of skills and concepts after completing 
seven missions. Once the first mission is complete, the game players are better equipped to 
identify credible sources of information about new jobs and have expanded their analytical 
skills to use them. By the end of the second mission, the players have also improved their 
understanding about recent labour market trends and the most needed skills in the future world 
of work. The players’ awareness of the social challenges of digitization and their positive attitude 
towards the future is obtained on the fourth mission. Additionally, the critical skills used to assess 
professional decisions are enhanced upon the completion of the fifth mission. The players are also 
supported in their creative innovation and entrepreneurial spirit applied to the career decision 
making processes, choices and opportunities during the sixth mission. The game ends with the 
players being willing to assume their own responsibility and recognizing not only the need for 
cooperation but also an active role in shaping their own lives. 

With its potential benefits in mind for the career guidance process of young people from 
Generation Z, the FUTURE Time Traveller platform has been very positively assessed by the 
students themselves, career guidance practitioners and policy experts in all seven European 
countries of the project consortium, as can be seen through the collected feedback in the table 
below: 

Bulgaria

 3 “A very useful and innovative platform, which will find its place as a tool 
for career guidance practitioners and teachers. All users can personally 
benefit and inform themselves about the future.”

 3 “For me it was interesting to find out more about (…) the FUTURE game, 
which seems very interesting and attractive. It made me think about 
applying such type of instruments in my work with young people on 
different topics.” 

 3 “A very successful reminder that the career guidance needs to look 
forward to the future and to support young people and adults to develop 
their skills for facing the unknown, not to be afraid of it, and use it as a 
source of inspiration and creativity.”

Germany

 3 “The game FUTURE offers a basis for meeting the requirements of teaching 
in educational institutions on the topic of vocational orientation in a 
creative way. Not only does it offer an application-oriented opportunity 
for students to critically examine their own career choice, but it also takes 
up just as many key points on the topic of social change. (…) Young 
people also find it interesting to work on the topic in a game-based way.”

https://www.futureme.org/
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Greece

 3 “Through the FUTURE game, students will acquire the skills needed to 
decide on the profession to pursue. I would say that this game will be a 
starting point for students to reflect on the future.”

 3 “The originality of the FUTURE Time Traveller game and its significant 
contribution to the development of future skills and competences 
coupled with the preparation for the right choice of a future job.”

Italy
 3 “[It] revealed that there is space and potential in applying tech and digital 

skills to various learning environments, also the non-formal and informal 
ones.”

Poland

 3 “The game is very developmental and interesting. It can be a great tool 
for acquiring knowledge by young people planning their career path.”

 3 “The possibility of using a platform like FUTURE can give career guidance 
counselors a very friendly environment to introduce young people to the 
world of future professions.”

Portugal

 3 “The game is interesting and futurist”, providing “useful information about 
new future perspectives for young’ professional areas in a contemporary 
and innovative world.”

 3 “[The FUTURE platform is a] potentially interesting resource to promote 
the vocational development, especially with young people who are more 
introverted and resistant to formal approaches.”

United 
Kingdom

 3 “[FUTURE] is a great platform as it brings all the relevant stakeholders 
together to look at specifically their region and the opportunities 
available.”

The overall positive assessment of the FUTURE platform and the innovative game-based learning 
approach revealed by different target groups (young students, career guidance practitioners, and 
policy experts) during the piloting phase of the game is a very good sign to further explore more 
opportunities for its extended implementation in many different career counselling settings. 
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IMPACT ASSESSMENT OF THE FUTURE 
PROJECT - main outcomes for learners 
and practitioners 
Author: ULO

The main objective of the FUTURE project is to introduce an innovative game-based scenario 
approach in career guidance for introducing the Generation Z to the jobs of the future. To achieve 
this, the 7-actor partnership has developed the Future Time Traveller platform in 3D virtual world, 
addressing students aged 13-19, as well as career guidance practitioners working with them. The 
platform aimed at helping the young people:  

• Become more aware how societal and technological developments shape the world of work 

• Increase their understanding about the changes in the labour market

• Learn more about emerging jobs and careers 

• Improve their understanding on the skills which will be required in the future 

• Understand the various career opportunities that the future holds

• Learn how to identify credible sources of information on new jobs 

• Be more prepared to take informed career decisions 

• Develop a positive attitude towards the future 

• Understand that the future lays in their own hands
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During the project, the partnership reached out tens of thousands of recipients through its 
networks and using diverse channels – the project platform and Facebook page, events and 
publications.

We were able to directly get feedback on the reception and potential of our platform from 708 
individuals from seven EU countries. Of this group, 483 young people from the Z generation 
had the opportunity to delve into the world of Future Time Traveller. Another 225 users are 
professionals - policy makers, experts, vocational and career guidance professionals, coaches, 
teachers - had the opportunity to familiarize themselves with the platform during various types 
of events and in the process of exploitation. (Figure 1)

Figure 1. Distribution of answers by survey source

Both groups are largely ready to recommend the developed platform as an innovative source of 
information and inspiration for career guidance. 96% of experts would promote the platform 
to other professionals and more than 90% would use the game in their practice. The Future Time 
Traveller proves to be also attractive for young people, as more than 85% of the pilot users 
would happily use it in classroom, with friends or as a home assignment.  (Figure 2)

Figure 2. Readiness to use and recommend the platform
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The aim of our study was also to determine to what extent the Future platform shapes users’ 
competences regarding their understanding of the future labour market and the challenges that 
await them while building their careers. (Figure 3)

Figure 3. Learning outcomes of the platform 

• 91% of all respondents say the Future Time Traveller platform in 3D virtual world make young 
people more aware of the challenges of the future.

• The same share (91% of respondents) believe that the information provided during the 
adventure improves users’ awareness about new jobs and careers 

• 89% think the virtual world familiarizes participants with the skills, necessary for the 
jobs in the future.

• 89% of respondents agree that the platform develops career self-consciousness in young 
people. 

• 88% think the missions enhance Gen Z’s understanding of the labour market trends.

• 87% of respondents  consider the Future journey affects positively users’ confidence about 
their professional future. 

• 87% said it is a valuable tool to help students appreciate the role of credible information.

• According to 86% of all respondents the missions in the game increases career decisions 
responsibility of young people.  

• 85% said the Future Time Traveller game increases users’ career open-mindedness and 
thus young people are more flexible in relation to their careers and education and can react 
faster to what the future holds.

Based on the study, we can determine that the consortium’s approach to the use of the virtual 
worlds and scenario-based game mechanics has been well received by young people and 
professionals. The differences in the distribution of responses between the two groups were small. 
For the Generation Z, an average of 86% of responses confirmed that the proposed approach 
improves or dramatically improves users’ feelings about the goals we wanted to achieve and the 
skills we wanted to cultivate. According to almost 89% of young people, Future Time Traveller 
has increased their awareness that shaping their professional future depends entirely on them. 
It was the youngest-rated gain from completing the adventure. During thorough research 
carried out at the first stage of the pilot, we also found that young people are happy to accept 
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the solution we propose as an interesting educational tool. Young people were interested in the 
multilingual environment of the virtual world and from the very beginning were interested in the 
communication mechanisms implemented in the platform. This is confirmed by, the following 
comments left in the survey:

• “I liked that you can play in together with other people”, “It’s exciting that I can meet people 
from other countries. Together, it’s easier to solve all the missions”

• “I like FTT the most that it allows me to be more independent and it’s not just a theory. 
Combining fun and learning brings better results”

86% of young people surveyed said that they would rather or definitely want to use the Future 
Time Traveller platform in cooperation with friends, and as many as 90% said that they would 
love to play such a game during school classes and turned the routine of normal classes into 
more interactive classes and 84% of students would accept such homework.

Career guidance experts have also noticed the potential of the FTT platform and the possibility 
of using it in their work. During the events for professionals organized by the consortium, we also 
asked additional questions, allowing us to better understand the correctness of the solution we 
proposed. The acceptance of our approach by experts and the potential of real use of the platform 
in partner countries was reflected in the answer to two questions - about readiness to use the 
platform and its further recommendation. Almost 67% of experts who had the opportunity to see 
the platform stated that they are definitely ready to use FTT in their own professional practice to 
support the process of career guidance and as much as 70% would be ready to recommend the 
game and the approach proposed in the project to other advisors and groups of young people. 
In both questions, around 26% of respondents said they would probably be ready to do so. In 
total, as much as 96% of experts replied that they are ready to recommend our platform.

Comments from practitioners:

• “Through the Future game, students will acquire the skills needed to decide on the profession to 
pursue. I would say that this game will be a starting point for students to reflect on the future.”

• “When shaping young people, we need to think about the changes that are taking place in the 
world. The possibility of using a platform like FUTURE can give career guidance counsellors a 
very friendly environment to introduce young people to the world of future professions”

According to experts and guidance counsellors, platform in the best extent (up 95.48%) let young 
people become more aware how social and technological developments shape the world of work, 
expands their knowledge about new jobs and careers insights (94,06%) and provides valuable 
information regarding emerging skills (93,21%). According to experts, the formula presented by 
the platform for the transfer of knowledge through scenarios, quizzes and an interesting story 
placed in virtual world fulfils its role well. Through their answers, experts emphasized the problem 
with access to appropriate tools supporting their job and the importance of the role of a career 
counsellor in the process of educating young people - especially in the case of taking informed 
career decisions. Together with the opinions contained in the surveys, e.g.: “The tool could work if 
integrated within a wider learning path, together with face to face (e.g. class based) insights”, it can 
be assumed that even among sceptics after proper implementation of solutions such as FTT into 
the curriculum, it can benefit all parties. 
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CONCLUSIONS

Future Time Traveller is a solution that tries to expand the range of tools engaging young people 
and tries to intriguingly convey the knowledge necessary to make important decisions in the 
future. By placing a young person in the virtual world, it creates a safe space to develop their 
skills and interests. Starting their adventure with our world, young people devoted a lot of time 
and attention to preparing their avatar. They gave him individual features such as height, body 
shape, hairstyle, and clothing. It allowed them to better express themselves in the world of the 
game, to become more familiar with it. Experts should remember this and consider that FTT is 
not just a communication tool and a replacement for traditional classroom lessons. Young people 
in the virtual world have much greater opportunities to express themselves and engage in the 
imaginary reality of the virtual world. 

The development of the FTT platform and research coincided with a period of normal functionality, 
when we could go to work, school and do all activities without restrictions without any restrictions. 
Under normal conditions, the idea of the platform was recognized as very attractive, valuable 
and usable in the work of career guidance specialists. In the current epidemiological situation, 
when schools in most European countries have been closed, teaching is shifting to worse or 
better results to the internet, the FTT platform is particularly noteworthy.

The virtual world created for the needs of the project can be easily used to organize meetings, 
lectures and exercises in a safe and neutral space - much more interesting than traditional 
e-learning tools. The idea of FTT can be adapted and used in any field of knowledge and the 
open source license gives the opportunity to create new missions, heroes and share new content. 
Young people would happily attend such classes, especially if the solution is available over the 
phone or virtual reality goggles. The virtual world has another big advantage - there is no social 
distancing.

„The project is just on time, 
because the future is already here.”
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