NON-FORMAL
EDUCATION
AS IMPORTANT
ON ERASMUS+

The Erasmus+ programme
In November 2013 the European Parliament adopted the new Erasmus+ programme, for 20142020. It will promote most of the actions included in the DG Education and Culture: Education
of Youth is included in this new programme, with the notable addition of Sport.
To know more about Erasmus+
http://ec.europa.eu/education/erasmus-plus/index_en.htm

The training course
NON-FORMAL EDUCATION AS IMPORTANT ON ERASMUS+
This brochure is one of the outputs of Non-Formal Education as Important on
Erasmus+ which is a 8 days Training Course under the Erasmus+ Programme (KA1,
Project number: 2014-2-TR01-KA105-011198) targeting youth workers and leaders
of youth fields. It involves 25 participants from Albania, Bulgaria, Italy, Spain, Georgia,
Russian Federation, Romania and Turkey.
The goal is to increase knowledge and competences of youth workers and youth
leaders in the field of non-formal education and to improve their abilities to use
different methods for empowering young people facing exclusion, young people with
fewer opportunities, and people dealing with various obstacles and challenges.
During the eight days of training course which included outdoor activities, simulations,
role playing, discussions, bilateral and group works, the participants had an opportunity
to develop their skills (facilitation, communication, team work and leadership) and
improve their knowledge about non-formal education, its methods and approaches
that can be used when fighting social exclusion and discrimination. During the training
course the participants also shared their best practices in the field of non-formal
learning.
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This project has been funded within the frame of Erasmus + Programme (Lifelong Learning) by Turkish National Agency, (http://
www.ua.gov.tr) and with the support from the European Commission. This publication reflects the views only of the author,
and Turkish National Agency and the Commission cannot be held responsible for any use which may be made of the information
contained therein.

Non-formal Education

Non-formal education is a purposeful but voluntary educational process that takes place in diverse
settings where learning is not necessarily their only activity. These settings may be intermittent or
transitory, and the activities may be staffed by “paid” learning facilitators (such as youth trainers)
or by volunteers (such as youth leaders). The activities are planned, but may not be organised
according to conventional curricula. They often address specific groups. They document and
assess learning achievements in non-conventional ways. Non-formal educational activities can be
characterised as
• voluntary
• accessible to everyone (ideally)
• organised processes with educational objectives
• participatory and learner-centred
• learning life skills and preparing for active citizenship
• based on involving both individual and group learning with a collective approach
• holistic and process-orientated
• starting from the experience of the participants Adapted from Siurala
Lasse (2005): European Framework for Youth Policy and Compass
A Manual for Human Rights Education with Young People (www.coe.int/compass)
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System and Generation Association
Non-Formal Education as Important on Erasmus+ is made and implemented by staff members of
System and Generation Association. S&G (System and Generation Association) was established
in 2008. The aims of the organization is to make young people integrated in the society, encouraging their entrepreneurial spirit, helping them acquire knowledge and qualification, getting them
to know young people from different cultures, empowering sympathy and tolerance, improving
cooperation and encouraging European cooperation with young people, supporting the cooperation between the international institutions.

Contacts
System and Generation Association
Necatibey Caddesi, 19/21
06430 Çankaya – Ankara – TURKEY
Tel/ Fax: +90 (312) 230 53 41
www. systemandgeneration.eu

Trainers
Svitlana Sobova
mob.: +90 55 352 529 53
e-mail: sveta.sobova@gmail.com

Editorial Design
Carmen Jimenez (Spain)
EVS Volunteer of project “Join our Journey 2014”
Editorial Info
Iva Kounkova (Czech Republic)
Intern
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Iva Kounkova
mob.: +420776747397
e-mail: ikounkova@gmail.com

ACTIVITIES

NAME GAMES AND
GETTING TO KNOW
EACH OTHER

WHY:
It is necessary for every project that the
participants firstly get to know each other.
A well connected group is facilitating a follow
cooperation and communication
between participants.

Name Crossword

HOW: Trainer explains rules of the game and writes his/her name on the board.
When another person of the group sees the possibility to add his/her name, he/
she approaches the board and connects it with the written one. In this way a name
crossword is created with the names of all participants intertwined together.
Additionaly, participants can tell a story about his/her name or its meaning.

Wool Ball

HOW: The first person says the name of the person to whom he/she throws the wool
ball while holding part of a string. In this way participants repeat all the names plus
a beautiful net is being made. Game continues in reverse direction – untangling the
net and practicing names in an opposite course. But the game can go on for too long.
That’s why it’s possible to finish it after the first part with the creation of a net.

Materials: Board, big paper, markers

Materials: Wool ball

Balloons

Draw a picture related to your name and
explain

HOW: Every participant receives a balloon. They blow them up and write their
names on them. Then we play with the balloons and they get mixed. After that every
participant chooses one balloon and he/she must find the person whose name is
written on the balloon. When in pairs, they have a task to look at each other. Then they
turn their backs to each other and have to change something about their appearance.
When they turn back face to face they should recognize what changes have been
made.
Materials: Ballons, markers

HOW: For the first getting to know each other part, this simple game is suitable for
encouraging people to present their names and its meanings by drawings. For some of
them it can be hard to accept this artistic approach, but at the end even small characteristics
can help to memorize names.
Materials: Board, big paper, markers
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Blanket

HOW: Participants are divided into two groups. They are hidden behind
the blanket located between them. Each group chooses one participant that
comes to stand close to the blanket. Trainers count till three and then they let
the blanket fall. The two participants who find themselves face to face have to
tell each other’s names. The participant who says the name the last, or can’t
remember, joins the opposite team.

Dating

Materials: Blanket

WHY: Dating is a great game not just to know more names but
to get to know each other better and help with the problems of
topics for small talks. It is a good game before breaks – people
can continue with their conversations later, because during the
game there is not enough time to tell everything, they would
like to say.

2 Truths and a Lie

HOW: In order to overcome initial shyness and make easier conversations,
the game called “2 Truths and a Lie” is very helpful. Every participant is asked
to write down 2 true and 1 false facts about his/her life. Then they read their
sentences and others participants try to guess what is the lie.
Materials: Small papers, pens

HOW: Firstly we distribute papers and pens. Participants draw clocks on their
papers with twelve hours. When they finish they write names of the persons they
would like to talk to. For each hour they have to have one name written. At the
end they should have twelve dates. The trainer announces hours and topics while
ringing a bell. Topics can be mixed: funny, connected to the training or just some
personal information. For example: What does your organization do and what do
you do for your organization? What is your best childhood memory? What would
you change if you could be the president of your country for one day? For every
topic there is limited time. This makes a living pulsing atmosphere. Information is
flying through air.
Materials: Papers, pens, bell, clock
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TEAM WORK

WHY:
With this game the trainers can observe the
cooperation and the communication in the
groups; how everyone behaves in the group
and how the whole group as a team is able to
solve tasks.

Catching Egg Machine
Net

HOW: In an appropriate place the trainers weave a string net. The group is divided
into two teams. In every team one person has his/her eyes covered and one with his/
her hands tied. They have time to agree a strategy and try it out. After that, trainers
measure time for each team. We close this activity with a discussion about the process
of the game. If any of the participants touch the net, the entire group should go back
and start the game from the begining.
Materials: String net, clock
Duration: 20-40 min
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HOW: Each group receives some matherials, for example newspapers, sheets of paper,
tape, pens, ribbon. Their task is to construct a machine which will be able to catch an egg.
Group (5-6 people)
Before groups start their work, the trainer should give them clear instructions:
1. Work as a group
2. Time limit (10-15 min)
3. Make construction which will be able catch the egg from same distance for all groups
for example-at the height of the trainer’s arm.
4. Give a name for construction
5. Participants can use just those materials wich the trainer gave.
Materials: Different kinds of materials (for example newspapers, sheets of paper, tape,
pens, ribbon) and eggs
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SIMULATIONS

WHY:
Simulation attempts to copy various activities from real life with the aim to experience
concrete situations and adopt a stance on
them. This helps to show attitudes that can
be subsequently reflected.

Baranga
WHY: Baranga is useful when trainers want to show and let participants
experience what means exclusion, acceptance, adaptation, be new in a group,
be different and try to understand distinct environment understanding in
multicultural community. Attitudes adopted in this game are similar to reallife situations.

Rules for the card game:
Each player is receives 4 cards

TABLE 1

• The person who wins the trick, plays the next card
1- The dealer can be anyone at the table, the person right to the dealer starts the game
2- Ace is the highest card, there is no trump.
3- The first player for each trick may play ANY suit. All other players must follow suit
(play a card of the same suit). For each round, each player plays one card.
4- If a player does not have that suit, a card of any suit must be played. The trick is won
by the person with the HIGHEST card of the ORIGINAL suit
5- Who has won the trick, plays the next card.

TABLE 2

• The person who wins the trick, plays the next card
1- The dealer can be anyone at the table; the person right to the dealer starts the game.
2- Ace is the lowest card, diamonds are trump.
3- The first player for each trick may play ANY suit. All other players must follow suit
(play a card of the same Seminar Activity Writing Template
suit). For each round, each player plays one card.
4- Only if a player does not have that suit, trump should be played, if the player does not
have trump, a card of any suit must be played. In this case the trick is won by the person
with the HIGHEST card of the ORIGINAL suit.
5- Who has won the trick, plays the next card.

TABLE 3

• The person who wins the trick, plays the next card
1- The dealer can be anyone at the table, the person left to the dealer starts the game
2- Ace is the lowest card, clubs are trump.
3- The first player for each trick may play ANY suit. All other players must follow suit
(play a card of the same suit). For each round, each player plays one card.
4- Only if a player does not have that suit, trump should be played, if the player does not
have trump, a card of any suit must be played. In this case the trick is won by the person
with the HIGHEST card of the ORIGINAL suit.
5- Who has won the trick, plays the next card.

TABLE 4

• The person who wins the trick, plays the next card
1- The dealer can be anyone at the table, the person who has the lowest trump start
the game.
2- Ace is highest card, clubs are trump.
3- The first player for each trick may play ANY suit. All other players must follow suit
(play a card of the same suit). For each round, each player plays one card.
4- Only if a player does not have that suit, trump should be played, if the player does not
have trump, a card of any suit must be played. In this case the trick is won by the person
with the HIGHEST card of the ORIGINAL suit.
5- Who has won the trick, plays the next card.

HOW: Baranga is a game located in a casino. Each table in the casino has its own packet

of cards, papers and pen and its own written rules. Groups are firstly studying rules
and setting up a strategy. They try to play few turns. When they get used to it, they are
forbidden to speak, they are just allowed to use paper and pen – no words. They continue
playing. After a while the trainer announces that winners from each table move clockwise
to another table, and the game continues. It’s highly important to keep silence. It’s good to
let enough time for the game even for subsequent discussion.
Materials: Rules instruction, packet of cards, papers and pen for each table
Duration: 60min

TABLE 5
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• The person who wins the trick, plays the next card
1- In the first round the dealer can be anyone at the table, starting from second round
the dealers change, the person sitting next (clockwise) to the dealer of each round becomes the dealer. Dealer of each round starts the game.
2- Ace is the lowest card, there is no trump.
3- The first player for each trick may play ANY suit. All other players must follow suit
(play a card of the same suit). For each round, each player plays one card.
4- If a player does not have that suit, a card of any suit must be played. The trick is won
by the person with the HIGHEST card of the ORIGINAL suit
5- Who has won the trick, plays the next card.
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DISCUSSION

WHY:
Discussion is a method that gives space for
participants to express their opinions, compare and analyse them, consider pros and
cons and find a convenient conclusion.

Cozy Café

Magic cocktail

WHY: Cozy Café gives possibility to discuss subjects that
matter to set the context, discover opinions of participants and
compare them with diverse perspectives of others. It encourages
everyone’s contribution. Topics can wary, depending on specific
necessities of different projects. It’s well adaptable.

HOW: The task is to make a list of preferable used methods in a project for excluded
groups. Decide appropriate activities and give them percentage. There is just one rule:
all methods in total should amount 100%. Firstly participants work as individuals.
But the next step is to discuss it with neighbours, combine activities and figure out
together a conclusion. The final step is a verdict of two pairs as a group.
When participants work as a group the most important is - to come for common decision.

HOW: Participants are invited to
sit at tables. Every table has its own
topic and snacks. After discussion
the group write down their common
opinion on the paper for the topic.
After that the whole group changes
the table clockwise to a new table
with a new topic and snacks. Every
group will discuss all the topics and
write their opinions. Game ends
when the first group comes back to
their starting table. They have the
possibility to read and enrich their
initial opinion by the help of others.
Very importan for Cozy Café-to
create a confortable atmosphere as
in a real cafe is: music you can play
it, but not too loud, in order not to
disturb discussions.
Materials: Hospitable space, questions that matter, snacks, big papers, markers
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THINKING/
LEARNING LABORATORY

WHY:
We have different ways of learning and
each individual prefers specific methods.
Thinking/Learning Laboratory gives a
possibility for participants to discover their
appropriate way of studying and gives the
opportunity to deliver information by an
adequate way for every individual.

Materials: Video, article, printed materials, colorful pencils, big papers
Duration: 40-60 min

Learning, learning and learning.
Valdimir, Lenin

Comments

Adian Pantonial

Thoughts

HOW: Different learning ways are chosen for concrete topics: visual, auditory
and motoric. For example: video, drawing place, feedback for visual inventive
article, analysis of citation, reading corner with printed materials.
Participants are free to choose a station with a method they want to start with
and they can spend as much time there as they wish.
Just recommend to participants to try to visit all the stations during the exercise.

“In relationships and career life long learning
and personal growth are
key ways to go up, up
and away!
Up to the next level and
away to new borders”

If doesn’t matter how many or
what kind of recourses you have
got as long as you know how to
put them to practice.
Ermal
Learning feeds your soul, a well
feed soul keeps you young.
Sinan

In my opinion, a person who doesn’t grow up personally is the dead one.
One hut as a room the rest of the world as the house.
Firstly you have to learn how to learn, and then start teaching other people to see if you
have learnt anything - Roxhen (Espinosa)
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RESEARCH

WHY:
Research is a creative and systematic work to
increase current knowledge. The possibility
of searching for information using own suitable ways offers enriched acquaintance by
different approaches.

Realities of excluded groups

WHY: Next activity gives an opportunity for national groups to
search about the reality and specifics of excluded groups in their own
countries. This helps to deeper the understanding and better response
of needs of concrete places and people. Subsequent international
comparison can help with possible aid.
HOW: Participants have the task to find information about realities of excluded groups
in their countries. They can use every way of finding. After that discussion starts and a
comparison with other countries.
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EU strategy

INFORMATIVE
MATERIALS

Life long
learning!!!!!
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http://www.eqavet.eu/gns/policy-context/european-quality-assurance-reference-framework.aspx
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Continuum

Attitudes, Skills, Knowledge

Formal,
Non-formal,
Informal
Education
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Project cycle
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Milton J. Bennett
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Vocabulary
Ability refers to capacities that someone can already demonstrate that s/he possesses, such as having
the ability to speak a certain language.

Validation of non-formal/in formal learning : APEL is one way of validating non-formal and informal
learning, that is, evaluating (possibly assessing) and recognising learning progress
and outcomes. In the world of research methodology, the adjective ‘valid’ means that there is an accurate link between a theoretical concept (an idea) and its empirical indicator (a measurable observation).
More simply, this means we assume, in good faith and with reasonable confidence, that something we
can observe (and perhaps measure) in real life does genuinely reflect an idea in our heads.

Assessment takes place when evaluation has a comparative dimension that involves setting individuals, activities or institutions into a ranking order of performance or achievement. The ranking
may be set in relation to criteria that are specific to the context, process or outcomes that are being
assessed (such as: who swam the river fastest, or which EVS agency has the highest success
rate in attracting socially disadvantaged young people into the programme). Alternatively, relative performance may be assesses against an external standard (such as in the case of the PISA attainment
tests for 15-year-olds in different countries).

Formal learning is purposive learning that takes place in a distinct and institutionalised environment
specifically designed for teaching/training and learning, which is staffed by learning facilitators
who are specifically qualified for the sector, level and subject concerned and which usually serves a
specified category of learners (defined by age, level and specialism). Learning aims are almost
always externally set, learning progress is usually monitored and assessed, and learning outcomes are
usually recognised by certificates or diplomas. Much formal learning provision is compulsory (school
education).

Capacity is similar to potential, but is typically used in a more specific way to refer to particular kinds of
individual potential and also implies having some kind of related knowledge, skill or competence.

Learning outcomes are the results of a learning process, which may be expressed in a variety of
ways. In fact, the outcomes that are recorded and measured at any one point in time are interim
moments in a learning process, that is, a snapshot frame in a film (which could also run backwards).

Youth workers are people who work with young people in a wide variety of non-formal and informal
contexts, typically focusing on personal and social development through one-to-one relationships
and in group-based activities. Being learning facilitators may be their main task, but it is at least as likely
that youth workers take a social pedagogic or directly social work based approach. In many
cases, these roles and functions are combined with each other.
Knowledge it is impossible to provide a satisfactory account of the conceptual background behind the
term ‘knowledge’ in a few words. In the everyday world, the meaning of the term knowledge appears
self-evident: it is what someone individually knows or the sum of what a given civilisation collectively
knows. But what does it mean to know something? What is it that is known, how do we come to know
it, why does it count as something worth knowing,
and what do we do with it when we know it? In educational practice knowledge is what there is to learn,
but it is not necessarily useful and worthwhile of its own accord. It has to be joined up with skills and
competences (to become useful) on the one hand – and no less importantly, with principles and values
(to become worthwhile) on the other hand.
Skill means having the knowledge and experience needed to perform a specific task or job – someone
who has learned what to do (possesses the knowledge) and how to do it (can transfer the
knowledge into real practice), which also means that someone else can observe the skill in action.
Evaluation in English, evaluation only means to make a reasoned judgement about or to give a plausible account of something. It does not imply any specific purpose (such as grading individual
performance), nor does it imply any particular method of evaluation (such as a written test), and nor
does its outcomes automatically suggest that something is of greater value or importance
than something else (such as Council of Europe activities in comparison with SALTO activities).

Youth trainers are people who train others to work with young people, using non-formal methods,
focusing on personal and social development and with an emphasis on fostering intercultural competence.
Capability refers to what someone can emonstrably or presumably do, and therefore it is similar to the
terms skills and competence.
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Method a procedure, technique, or way of doing something, especially inaccordance with a definite
plan.

Informal learning from the learner’s standpoint at least, this is non-purposive learning which takes
place in everyday life contexts in the family, at work, during leisure and in the community.
It does have outcomes, but these are seldom recorded, virtually never certified and are typically neither
immediately visible for the learner nor do they count in themselves for education, training or
employment purposes. APEL systems are one way in which the outcomes of such learning can be
made more visible and hence open to greater recognition.

Non-formal learning is purposive but voluntary learning that takes place in a diverse range of environments and situations for which teaching/training and learning is not necessarily their sole or main activity. These environments and situations may be intermittent or transitory, and the activities or courses
that take place may be staffed by professional learning facilitators (such as youth
trainers) or by volunteers (such as youth leaders). The activities and courses are planned, but are seldom structured by conventional rhythms or curriculum subjects. They usually address specific target
groups, but rarely document or assess learning outcomes or achievements in conventionally visible
ways.
Learning facilitator is a new term that aims to establish an inclusive word for all those who shape,
guide and accompany the learning process, regardless of the sector in which they work and
the kind of learning involved.
Trainer is the word traditionally used to refer to those who shape, guide and accompany learning processes in the initial and continuing vocational education and training sectors. They most typically
work in vocational schools and colleges, both public and private, in company-run training units or at
the workplace itself. They may also staff vocational tracks or subjects in general education institutions,
and they could work in ‘second chance’-type projects that aim to integrate disadvantaged or unemployed young people or (older) adults into the labour market.
Open and distanc e learning (ODL) combines two distinct categories of learning provision and participation which frequently occur together. Open learning is purposive learning that takes
place where, when and how the learner chooses. It may also be self-directed learning, that is, the
learner also voluntarily chooses what and why to learn. Open learning may be formal or non-formal in
character. Distance learning covers the spectrum from correspondence learning (‘by post’) to eLearning (IT supported learning, whether as content, pedagogy or medium). It may or may not be designed
as open learning, and can include highly formalised and
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E-learning (or eLearning) is the use of electronic educational technology in learning and teaching.
Conceptually, e-learning is broadly synonymous with instructional echnology, information and communication technology (ICT) in education, EdTech, learning technology, multimedia learning, technology-enhanced learning (TEL), computer-based instruction (CBI), computer managed instruction,
computer-based training (CBT), computer-assisted instruction or computer-aided instruction (CAI), internet-based training (IBT), flexible learning, web-based training (WBT), online education, virtual education, virtual learning environments (VLE) (which are also called learning platforms), m-learning, and
digital education. In usage, all of these terms appear in articles and reviews; the term “e-learning” is
used frequently, but is variously and imprecisely defined and applied.
Teacher is the word traditionally used to refer to those who shape, guide and accompany learning
processes in schools, colleges and – to some extent – higher education. They may teach vocational
subjects, but it is not common to use the word ‘teacher’ for those who work in company-based contexts.
Project something that is contemplated, devised, or planned; plan; scheme. large or major undertaking, especially one involving considerablemoney, personnel, and equipment.
a specific task of investigation, especially in scholarship.
Education. a supplementary, long-term educational assignmentnecessitating personal initiative, undertaken by an individual student ora group of students.
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Web resources
•

https://www.salto-youth.net/tools/toolbox/

•

http://www.langevin.com/workshops/ten-tools-for-trainers

•

http://www.nfsmi.org/ResourceOverview.aspx?ID=369

•

http://www.culturalorientation.net/providing-orientation/tools

•

http://www.teamings.com/blog/8-free-on-line-tools-trainers-can-use-to-make-amazing-visual-aids

•

http://www.youth-egames.org/

•

http://www.eurodesk.org/edesk/EUToolbox.do?go=4

•

https://www.pinterest.com/pin/41799102761099320/

•

http://www.slideshare.net/category/feature?category=education
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