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The COMANITY project aims to create a new role in youth work – the ‘Community Animateur’.
Within this role, the Community Animateur acts as a “social mediator”, bridging the gap
between young people who feel they have been left on ‘on the margins’ and ‘mainstream’
institutions. The project has a dual ambition: getting youth services and youth workers to
become more engaged with marginalised youth; getting marginalised young people to become
more engaged in youth work.
The COMANITY Competence Framework is the first step in the process of delivering this
vision. Its aim is firstly to provide more clarity on what the Community Animateur’s role is and
what the Animateur does. It then sets out to identify the key competences needed to develop
and implement the role. The resulting Competence Framework reflects a set of tasks and
the underlying knowledge, skills and attitudes required to perform them. This framework is
intended as an “open framework”. On the one hand, it represents an initial ‘baseline’ position on
the competences the Community Animateur needs to develop. This baseline will subsequently
be validated, reviewed and revised as a result of initial testing with user groups. On the other
hand, the Competence Framework is an evolving one: it will be adapted and revised through
the learning derived from the implementation and evaluation of the Community Animateur’s
Training Programme it feeds into.
The Competence Framework sets the parameters for developing the Training Programme. The
design, structure and content of the Programme will need to closely align with the structure
and content of the Competence Framework. As the Training Programme is implemented and
evaluated, it will provide feedback on the relevance, appropriateness and effectiveness of the
Competence Framework on which it is based.
The Community Animateur Competence Framework, summarized below, consists of 3
competence domains, 13 competence areas and 49 competences in total, as follows:
••

Domain A: Enabling Emotional Intelligence competences. These are the core emotional
intelligence competences (or emotional capabilities) required by Community
Animateurs to carry out their role. There are four competence areas in this domain
with three competences each – 12 competences in total.

••

Domain B: Community Animateur specific competences. These are youth workers and
volunteers’ competences adapted specifically to the Community Animateur role. There
are five competence areas in this domain for a total of eighteen competences.

••

Domain C: Enabling Digital Competences. These are digital competences adapted to
the Community Animateur context which enable Community Animateurs to carry out
their role. There are four competence areas in this domain for a total of nineteen
competences.

Youth workers and volunteers can assess their competences thanks to a ‘Competence SelfAssessment Tool’. The assessment tool is developed as an online tool that enables users to
understand what each competence in the framework means and to assess their individual
‘level of proficiency’ in each competence. The tool is designed to match the competence areas
and competences set out in the Competence Framework. The assessment results produced by
the tool identify ‘strengths and weaknesses’ in individual competence and capacity, enabling
the identification of competence gaps that can be focused on through the training programme.
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Summary of COMANITY Competence Framework

Enabling Emotional Intelligence competences
A.1

A.2
A.3

A.4

B

Intra-personal
competences

1.1
1.2
1.3

Emotional self-awareness
Self-confidence
Good-enough-ness

Inter-personal
competences

2.1
2.2
2.3

Empathy
Social responsibility
Relationship-handling

Adaptability

3.1
3.2
3.3

Resilience
Belief and assertiveness
Initiative

Affective
competences

4.1
4.2
4.3

Anxiety management
Stress management
Optimism and happiness

A

Community Animateur-specific competences

Identifying appropriate resources to support
open access of information for young people

1.1

Choose and design appropriate methods
for collecting, interpreting and
disseminating information

1.2

Using information to support
the social inclusion of young people

1.3

Understanding the application of ‘multiple belonging’
Community Mapping and Lifeworld Analysis
Intercultural competences
Networking and stakeholder engagement
Community Mediation

2.1
2.2
2.3
2.4
2.5

Active Listening
Diversity Awareness
Supporting resilience
Supporting informed choices and decisions

3.1
3.2
3.3
3.4

Organising
and Managing
Information and
Resources

B.1

Mapping,
Networking
and Mediation

B.2

Advice,
Guidance
and Support

B.3

Planning and designing participation programmes
Creating an inspiring participation environment
Identifying and providing appropriate resources
to support civic engagement and collaborative
working
Supporting young people in overcoming barriers

4.1
4.2
4.3

Stimulating active participation and empowering
marginalized young people
Stimulating creativity, problem-solving and out
of the box thinking

5.1

Delivering
participation
programmes

B.4

Empowering
young people

B.5

4.4

5.2

Enabling digital competences

C

C.1

Networking and
Mediation

1.1
1.2
1.3
1.4

Organisational communication
Professional collaboration
Reflective practice
Digital personal development

C.2

Organising
and Managing
Resources

2.1
2.2
2.3
2.4

Selecting digital resources
Creating and modifying digital resources
Managing, protecting and sharing digital resources
Using digital tools to carry out community
mapping and lifeworld analysis

Programme and
Content Creation

3.1
3.2
3.3
3.4

Guidance
Collaborative development
Self-regulated development
Digital Content Creation for development

4.1
4.2
4.3
4.4
4.5
4.6
4.7

Accessibility and inclusion
Actively engaging young people
Information and media literacy
Understanding young people’s online lives
Digital content creation for empowerment
Responsible use
Digital problem solving

C.3

C.4

Empowering
Young People
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