HANDBOOK

Community Animateur
Training Programme

Welcome to the COMANITY Community Animateur
Training Programme Handbook!

This Handbook is designed to help you navigate the COMANITY Training Programme, which is the
product of an ERASMUS+ Partnership Project aiming to build an “Inclusive Training Programme for
Youth – COMANITY”.
The COMANITY Training Programme comprises three basic components:
³³ The Community Animateur Foundation Programme
to gain the necessary skills, knowledge and attitude to become a Community Animateur;
³³ The COMANITY Hub
to enable knowledge and practice sharing and creation among learners and within the wider
community of stakeholders and practitioners interested in youth and social inclusion themes;
³³ The Action Research Experiment
to deploy the acquired skills and and promote critical thinking within a specific methodological approach in the day-to-day work of the Community Animateur.
The Training Programme is a project-based, blended learning programme addressed to youth
workers, volunteers, young people interested in youth work and anyone who may be interested in
engaging European youth and creating a better future for their communities.
We aim to create a new role in the community, the Community Animateur, who will engage and
empower young people on the margins and bridge the existing gap between them and mainstream
institutions in order to achieve social inclusion.
We believe that the experience of helping socially excluded youth through the COMANITY Training
Programme can truly represent a milestone in your professional or volunteering pathway.
In order to complete the Community Animateur Training Programme you will need to:
99 take the Foundation Training Course, including online and face-to-face learning and knowledge sharing;
99 work and interact with your peers and Mentor, who will play a crucial role in the success of
the training;
99 create your own learning materials and participate in an Action Research Experiment (project).
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You can take the Community Animateur Training Programme at your own pace during a period of
maximum duration of 4 weeks. You are expected to allocate up to 8-10 hours per week to your
work. The Community Animateur Training Programme has a maximum duration of three months.
Successful completion of the Programme requires the following:
99 completing an initial self-assessment test;
99 establishing your learning plan, preferably with the assistance of your Mentor;
99 completing at least seven on-line modules (out of twelve available modules) from the Community Animateur Foundation Programme, including all activities foreseen in each module,
and completing the final module quiz;
99 actively participating in face-to-face group meetings;
99 completing all the activities defined in your learning plan and interacting with your peers in
the process;
99 participating in the Action Research Experiment designed by you, your peers (learning group)
and your Mentor;
99 producing an assignment of up to 2,000 words as the final outcome of your experience. You
will receive a set of guidelines on how this assignment has to be structured and what quality
criteria are going to be used to evaluate your final assessment.
Upon completion of the Training Programme you will receive a COMANITY Certificate of Attendance issued by the COMANITY Programme Management.

1.

Introduction to the Community Animateur Training Programme

The COMANITY project has built a framework of Competences that the Community Animateur
needs to possess in order to perform this role. Community Animateur Competences are clustered
in three broad categories: Emotional Intelligence Competences, core Community Animateur Competences and Digital Competences.
These clusters of competences are identified as follows:
a. Enabling Emotional Intelligence Competences related to intra-personal competences (such
as emotional self-awareness, self-confidence, good-enoughness), inter-personal competences (such as empathy, social responsibility, relationship handling), adaptability (competences
such as resilience, belief and assertiveness, initiative) and affective competences (such as
anxiety management and optimism and happiness).
b. Community Animateur-specific Competences related to organising and managing information and resources, mapping, networking and mediation, advice, guidance and support, delivering participation programmes and empowering young people.
c.

Enabling Digital Competences related to networking and mediation, organising and managing resources, programme and content creation and empowering young people.
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For additional information on the Community Animateur Competences, have a look at the COMANITY Competence Framework.
The Community Animateur Training Programme is built to facilitate the development of these competences and empower learners to become competent Community Animateurs.
In order to develop the competeces presented above you will need to take the Community Animateur Foundation Course, which consists of twelve Training Modules. You are expected to complete
a total of seven Modules, which must include the five Modules on Community Animateur-related
competences (cluster b.) and two additional Modules of your choice, one related to the emotional
intelligence competences (cluster a.) and one related to enabling digital competences (cluster c.). In
addition, you are expected to participate in the face-to-face sessions.
1.1

Features of the Programme

The Training Programme includes the following elements:
99 The open online course: it provides you with a theoretical background and helps you fully
understand relevant concepts and develop the necessary skills and attitude to become a
Community Animateur;
99 The international online community of youth workers and Community Animateurs (the
COMANITY Hub): it allows you to create and share knowledge with other European youth
workers, volunteers and stakeholders interested in the youth social inclusion themes and
challenges;
99 The action research: it will allow you to work collaboratively on a community project using
the knowledge and skills you recently acquired.
During your Training Programme you will be able to meet the other participants online, work together, chat on subjects related to the Training Programme, produce materials related to your training interest (youth, social inclusion etc), and also get support to conduct the Action Research Experiment in a collaborative manner.
Within the COMANITY Hub you will also have the chance to share some of the materials you
produced during the course with the broader Community of Youth Workers and Community Animateurs.
1.2

Your Mentor and Learning Group

The Mentor and the learning group you are going to join play a very important role in your learning
experience. After registration you will be assigned by your Mentor to a group of co-learners, your
peers. This group is coached by a duly assigned Mentor.
Your learning group comprises a maximum of 10 participants. All of them will be youth workers
and/or volunteers who, like yourself, are interested in developing Community Animateur Competences in order to assist marginalised youth in their communities, empowered them and foster their
social integration.
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Your joint commitment to the COMANITY Training Programme represents the very core of this
experience: you will learn together, learn from each other and exchange experiences in all aspects
related to your training.
You are also going to work together to produce new materials to feed into the training process and
to be shared with the community of practitioners hosted in the COMANITY Hub. Apart from producing something interesting by adopting innovative methods and practices, this will give you the
satisfaction to learn more and feel competent enough to assist other trainees in using the materials
that you and your peers have produced.
Your Mentor is a qualified trainer with experience in tutoring and guiding people to set learning
targets and achieve them. They may be a social worker and/or an expert in their field and they
will coach and support you during your training to become a Community Animateur. Your Mentor
is the person you can turn to when deciding on your learning plan, when you need assistance in
the training modules, when conducting your Action Research Experiment or your assignments and
whenever you need guidance.
After your initial face-to-face session, you are expected to communicate with your Mentor frequently and consistently. You are going to engage in a constant flow of communication as they
assist you with your training pathway, especially when working online. You are expected to do the
same with your peers.
1.3

Registration to the COMANITY Foundation Course

In order to join the online COMANITY Foundation Course you need to have Google credentials.
Please follow the steps indicated in the Guidelines to proceed with registration.
Participation for the Course
Before registering to the Foundation course, you are recommended to take the self-assessment test
in order to check which of your Emotional Intelligence and Digital Competences need reinforcement.
If you are interested in the approach, competences and skills of other Modules and you want to
deepen your competence in these areas (even if you already possess a certain level of mastery), feel
free to take those modules instead of or in addition to the ones indicated by the self-assessment
test (see the link below in section 2).

2.

A step-by-step overview of the Community Animateur Training Programme

2.1

Assessment of your prior experience and competences

In order to better structure your learning pathway through the Training Programme and to choose
the two optional Modules, you are invited to take a self-assessment test as the initial step of your
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learning process.
The results of this test will give you and your Mentor a reliable picture of your profile and of the
strength of your competences, which will help you choose the most appropriate training Modules.
Your Mentor can support you in this procedure and will help you create your learning plan.
Your “learning plan” represents a commitment to active participation in the training programme:
this implies completing your on-line Modules, participating in face-to-face sessions and interacting
with your peers and Mentor online, consulting training materials and completing quizzes (in the
form of blended learning: both online and face-to-face), as well as joining action research projects
and preparing relevant reports.
2.2

The Community Animateur Foundation Course

The Community Animateur Foundation Course is an on-line learning course; it consists of twelve
on-line Modules including theoretical background, foreseen activities and a final quiz.
You are expected to complete at least seven out the twelve Modules, including:
³³ The five compulsory Modules of the Core Community Animateur Competences:
99
99
99
99
99

Module 1: Advice, guidance and support to promote social inclusion of young people.
Module 2: Mapping, networking and mediation.
Module 3: Organising and managing information to promote social inclusion of young people.
Module 4: Delivering participation programmes for social inclusion.
Module 5: Empowering young people.

³³ Two elective Modules, one from each category of the non-core Competence Domains:
Emotional Intelligence Modules:
99
99
99
99

Module 1: Intra-personal competences.
Module 2: Inter-personal competences.
Module 3: Adaptability.
Module 4: Affective competences.

Digital Competences Modules:
99 Module 1: Organising and managing resources for online self-regulated development.
99 Module 2: Programme and content creation.
99 Module 3: Empowering young people.
2.2.1 Activities within the Training Modules
Within each Training Module you will find detailed instructions and recommendations (e.g. watching
recommended videos, following links to read material related to the topics you are studying etc.):
follow them step by step to maximise your returns and complete all proposed activities.
Each Module contains 2 to 4 activities (depending on the subject and competences) and some of
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them require peer work. In order for each Module to be considered successfully completed you
will need to complete all activities and the final quiz. Do not forget that your Mentor and peers will
support you in this.
While taking the Foundation Course you are free to explore any topic that may interest you, such
as the empowerment of young people on the margins, social inclusion, youth work etc.; to start
exploring, head over to the COMANITY Hub.
2.2.2 The COMANITY Hub
The COMANITY Hub is the online space where “knowledge” is shared. The interactive functionalities of the Hub will give you the opportunity to get informed about and benefit from online
resources related to empowerment of marginalised youth, social work, social exclusion and other
related topics. The online resources may take the form of video playlists or other digital content.
Enter the “discussion area” to reflect upon your own work and share thoughts, knowledge and
experience by contributing videos and other content items. An editorial committee will assess the
relevance of the materials you upload and authorise publication.
The posts and videos on the main topics of interest are divided into the following categories: youth,
social work, community, competences and learning. The Hub is linked to the COMANITY Youtube
channel, a thematic channel with interesting videos that allow knowledge and experience sharing
among the members of our community. Posts will be in one of the following languages: English,
Greek, Spanish, Italian. You can search posts and videos in your mother tongue or in any other language you might know. We rely on you to enrich the Hub with your posts and videos: this will allow
you to fully benefit from the collaborative learning experience while using the knowledge provided
in the training modules to create new content. If you need technical support with the COMANITY
Hub please consult the Guidelines for Learners.
2.3

Face-to-face Meetings

The COMANITY Training Programme includes a number of face-to-face group meetings where you
will meet your Mentor and the other participants as well as integrate on-line learning with an opportunity to explore issues further through discussion, group work and exchange. The group meetings
will be scheduled in order to have:
a. A kick-off meeting where you are going to meet all participants in the Training Programme
and you are going to be presented the aims of the Programme and work methodology. More
specifically, you are going to:
99 be introduced to the online course;
99 be given some technical details on the registration procedure, on how to communicate with
your learning group and Mentor and how you are going to receive feedback;
99 be presented with the options you will have when choosing the modules to create your
learning plan;
99 be presented with the self-assessment test and its importance in creating your learning
plan.
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b. The follow-up meeting/s based on guided open discussion, exchange of practice, sharing of
opinions and experience. The Action Research experience conducted in your community will
be initiated, discussed, carried out and presented through sharing of know-how, ideas and
experiences.
c.

A final meeting at the end of the Training Programme.

Optional meetings or webinars can be planned if your Mentor believes they are beneficial to the
learning group.
The duration of the Face-to-Face meetings during the Training Programme will not exceed twenty
hours.
2.4

The Action Research Experience

The Action Research Experiment is a very important and interesting aspect of this Training Programme. It intends to invite participants to apply the knowledge, competences and methodological
approach acquired through the training course to the day-to-day work of a Community Animateur.
The Action Research Experiment is a collaborative project: you will choose a sensitive topic that affects youth on the margins of your community/neighbourhood and work with your peers to achieve
a desired goal. This goal (i.e. eliminating or minimising the problem you have identified) will be set
by you and your peers as you are the only ones knowing the particularities and difficulties of your
community.
The main focus of the Experiment is on the process you will follow to reach the desired solution.
You are expected to follow a series of predetermined steps when applying what you have learned
in the training course: “Observe – Reflect – Plan and Act”. Each stage needs to be recorded by providing a self-reflection on what happened in a personal and/or group logbook of any form (graphic,
social media etc).
The whole procedure is going to be monitored and supported by your Mentor, and in order to be
fully aware of your peers’ perspective there will be a follow up with presentations from the group
members.
For your continuous support during the Action Research Experiment, please consult your Mentor
and the Action Research Experiment Guidelines.

3.

Assessment

At the end of the face-to-face meetings you will be invited to write an assignment of up to 2,000
words (i.e. some 3-4 pages of text if no other forms of communication are included). You will be
asked to prepare your own report related to a topic relevant to the type and focus of your assign-
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ment in the frame of the Action Research Project.
You may wish to think in terms of:
a. pointing out strengths and weaknesses, with reference to established theory and practice in
the youth work/social inclusion field and a review of the literature, within the Module closest
to your Action Research, or
b. carrying out an interview with a young person ‘on the margins’, focusing on the key problems
that affect her/him, how these might be solved, and what are their hopes and aspirations for
the future, or
c. applying what you have learned from the Training Programme to your Action Research Experiment aimed at solving a problem that affects youth on the margins in your community.
Remember that you are going to present your assignment and that this deliverable of your training
activity is of major significance for the successful completion of the Training Programme (ask your
Mentor for further information regarding your final assignment).
Your assignment will be reviewed by your Mentor and your peers and you are expected to do the
same for their assignments.

Enjoy your learning experience and follow your plan to become a Community Animateur!
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Short Glossary to get by in the
COMANITY Training Programme

The COMANITY Project
The COMANITY Project is an EU Erasmus+ funded project introducing the role of the Community
Animateur to engage and empower young socially excluded people and bridge the existing gap between them and mainstream institutions. The project partnership includes nine partners from eight
countries: Arcola Research (UK) Project coordinator, Universidad Internacional de La Rioja SA (ES),
KETHEA - Therapy Center for Dependent Individuals (GR), Società Cooperativa Sociale Borgorete
(IT), Lifelong Learning Platform (BE), Docklands Outreach (UK), Mind2Innovate (GR), Comune di
Perugia (IT) and Documenta (ES).
Erasmus+
Erasmus+ is the EU programme that supports and funds actions related to education, training,
youth and sports in Europe. The aim of this programme is to contribute to achieve the targets set
in the European 2020 Strategy in relation to growth, jobs, social equity and inclusion, education
and training.
Action Research Experiment
Action Research Experiment refers to the engagement of young people in a “problem solving” process, a project starting from the identification of concrete social issues perceived as directly relevant to a specific local community and potentially relevant to the broader multi-cultural, European
dimension.
Assessment
In the framework of the COMANITY Project your learning is regularly assessed in order to allow you
and your Mentor to get a good understanding of your learning achievements. As a first step in your
on-line learning process you will be asked to complete a self-assessment test, and each individual
learning Module will end with a quiz based on the knowledge you recently acquired. In the final
phase of the Programme the assessment will be based on an assignment encompassing all knowledge acquired through the online course, the learning with your peers in the face-to-face meetings
and the Action Research Experiment.
Bench-learning
A structured approach to learning from others (through peer-learning processes) aiming to improve
both the learner and the group of peers.
Blended Learning
Blended learning is any type of learning process comprising a combination of online and face-toface learning activities. For example, a student can complete an activity / assignment at his/her own
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pace and then meet on-site or online for extra activities.
Certificate of Attendance
In the framework of the COMANITY Project the learners who successfully complete the blended
learning Training Course are awarded with a Certificate of attendance from the COMANITY Project
Management.
COMANITY Competence Framework
The Competence Framework refers to the necessary competences to perform the role of the Community Animateur. The competences are clustered in three categories: the Emotional Intelligence
Competences, the core Community Animateur Competences and the Digital Competences.
The clusters of competences are identified as follows:
a. Enabling Emotional Intelligence Competences related to intra-personal competences (such
as emotional self-awareness, self-confidence, good-enoughness), inter-personal competences (such as empathy, social responsibility, relationship handling), adaptability (competences
such as resilience, belief and assertiveness, initiative) and affective competences (such as
anxiety management and optimism and happiness).
b. Community Animateur-specific Competences related to organising and managing information and resources, mapping, networking and mediation, advice, guidance and support, delivering participation programmes and empowering young people.
c.

Enabling Digital Competences related to networking and mediation, organising and managing resources, programme and content creation and empowering young people.

Discussion area / forum
The Discussion area / forum is an online place to meet and discuss the learning course and materials, the assignments and the personal experience of the learners. As long as the learning materials
are separated into categories, trainees discuss on topics that interest them or that are assigned to
them.
COMANITY Hub
In the Comanity Hub you can share your ideas about how professional community/youth workers
and volunteers can evolve into Community Animateurs and foster the engagement and empowerment of socially excluded youth in their communities. You can also:
99 Find useful resources about youth and community work, youth engagement, social exclusion,
and all the topics related to helping youth at risk of social exclusion;
99 Contribute to the project;
99 Get access to interesting tools for online collaboration;
99 Share your knowledge and experience with your colleagues, in your country and in Europe;
99 Become a Community Animateur (click on Course and do the Self-assessment questionnaire
as a first step!).
Mentor
The Mentor in the Community Animateur Training Course is a qualified trainer, with experience in
tutoring and guiding people to set learning targets and achieve them. They may be a social worker
and/or an expert in their field and they will coach and support participants during their training
to become Community Animateurs. Their role is to support participants when deciding on their
learning plan, when in need of assistance in the training modules and when conducting the Action
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Research Experiment and the assignments.
Peer Review
With the term peer review we mean the evaluation of a piece of work by one or more persons with
similar competences to the person who produced it. Peer review is meant to improve the quality of
learning with suggestions on how to achieve that.
Self-assessment test
The self-assessment test within the framework of the COMANITY Programme is a test taken by a
potential participant in the Community Animateur Training Course and it refers to the assessment
of the competences acquired within the three competence domains identified in line with the COMANITY Competence Framework: the Emotional Intelligence Competences, the core Community
Animateur Competences and the Digital Competences. Self-assessment tests are online tests with
a grading system of 1-5. The results of the self-assessment test will guide the participant to identify
potential areas of improvement.
Self-paced learning
Self-paced learning refers to a type of learning process that allows the participant to control the
flow of the courseware.
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Project partners

COMANITY is a project under Erasmus+ KA3 “Support for Policy Reform Social inclusion through Education, Training and Youth”. It involves 9 partners
from 8 European countries and runs for 24 months from December 2017 to
November 2019.
For more info contact admin@arcola-research.co.uk.

Learn more about the project here:

www.comanity-project.eu

The European Commission support for the production of this publication does not constitute an
endorsement of the contents which reflects the views only of the authors, and the Commission cannot
be held responsible for any use which may be made of the information contained therein.
Project number: 592182-EPP-1-2017-1-UK-EPPKA3-IPI-SOC-IN

