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1. Information about "Animate Yourself!" 
 

 
“Animate Yourself!” is an international project that is being implemented 

between 2nd of February 2015 and 2nd of February 2016 by  C.R.E.E.D Romania (The 

Centre of Economic Resources and Education for Development) in partnership with other 14 

organisations: Association des Jeunes pour l Environnement et la Culture (Algeria), 

Bulgarian Youth Association (Bulgaria), Ek Kavalas (Greece), MV International (Italy), 

Leaders Of Life For Sustainable Development (Jordan), VsI Inovaciju Biuras (Lithuania), 

Zdruzenie Kreator Kumanovo (Macedonia), Associação Check-In (Portugal), 

Dnipropetrovsk city youth civic organisation "Association of General States of Students 

of Europe (Ukraine), Lamek NGO (Armenia), For Youth IGYP (Azerbaijan), 

Oportunidades Europeas (Spain), MTÜ Project Spirit (Estonia), Ucarli Genclik Dernegi 

(Turkey), with financial support from the European Commission through the 

Erasmus Plus Programme, Key Action 1 managed in Romania by ANPCDEFP. 

 

The seminar developed through the project Animate Yourself brought 

together 45 youth workers for an activity that lasted for 10 days on the theme of 

training young people in their community as animators for activities with children / 

young people in holiday centers and beyond.  

 

The actual activities took place in Neamt County and their main aim is to 

develop the necessary skills of 45 youth workers over 10 days, to prepare youth 

workers towards becoming social animators.  

 

 The sessions organised during the seminar were based on non-formal 

education, the learning process of participants being an easy, creative and fun one. 
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Specific objectives of the project: 

1. Sharing experiences and best practices in the field of socio-educational 

animation by the 45 youth workers over 18 years from the 15 participating 

countries over 10 days.  

2. Familiarizing 45 youth workers over 18 years of the 15 participating 

countries with methods and tools for teaching socio-educational animation to young 

beneficiaries within 10 days. 

 

The skills acquired by the young people that will follow the seminar organized 

by our participants can be used during trips with children in school holidays, 

camps and excursions, in holiday centers and companies, parties and other forms 

of education of youth and children through active non-formal methods. 

 

 

 

 

  

 

 
 

 
 
 
 
 

 
 

 
 
 

 
 

 
 
 

 
 
                               Ana, Portugal  

 
 

 

"I learned how to create and how to facilitate 

animation activities and I learned what it really 

means to be an animator and the goals of 

animation. I also learned different kinds of 

animation. (...) We are trained to train other people, 

so they are able to be animators as well. And 

animation means that we have activities, that are 

fun activities, but in the end it's not just 

entertainment, we have a purpose: can be a social 

purpose, can be an educational purpose, but we do 

something for a goal, we improve something in the 

community." 
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2. Erasmus Plus Programme changes lives, open minds 
 

 

 

The Erasmus+ programme aims to boost skills and employability, as well as 

modernising Education, Training, and Youth work.  

Erasmus+ provides opportunities for over 4 million Europeans to study, train, 

gain work experience and volunteer abroad. 

 

Erasmus+ supports transnational partnerships among Education, Training, and 

Youth institutions and organisations to foster cooperation and bridge the worlds of 

Education and work in order to tackle the skills gaps we are facing in Europe. It 

also supports national efforts to modernise Education, Training, and Youth 

systems. 

 

Erasmus+ brings together seven existing EU programmes in the fields of Education, 

Training, and Youth; for the first time it provides support for Sport. As an 

integrated programme, Erasmus+ offers more opportunities for cooperation across 

the Education, Training, Youth, and Sport sectors and is easier to access than its 

predecessors, with simplified funding rules. 
 

 

http://ec.europa.eu/education/opportunities/index_en.htm
http://ec.europa.eu/education/opportunities/index_en.htm
http://ec.europa.eu/youth/programme/index_en.htm
http://ec.europa.eu/sport/opportunities/index_en.htm
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The youth sector part will be based around three different types of projects, known 

as Key Actions. These three Key Actions are:  

Key Action 1: Learning mobility of individuals; 

It is addressed to Staff (teachers, trainers, school leaders and youth workers) and 

students.   

Key Action 2: Co-operation and Innovation for Good Practices; 

It is addressed to Universities, international NGOs and youth workers.  It will also 

be included short term and long term EVS for youth workers.   

Key Action 3: Support for Policy Reform; EU presidency events and Council of 

Europe events.  

Organisations across all sectors actively involved in delivering formal and non-

formal education, training and youth work are able to apply for funding for their 

staff and learners. Full eligibility criteria for each Action can be found in 

the Erasmus+ Programme Guide. 

http://ec.europa.eu/programmes/erasmus-plus/documents/erasmus-plus-

programme-guide_en.pdf 

 

 

 

 
 

 

 

https://erasmusplus.org.uk/key-resources
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3. Meet CREED Romania, the organizer of the project! 

 

 
 
 

CREED Romania (The Centre of Economic Resources and Education for 

Development) is a nonprofit organization that appeared as a result a Youth in 

Action, 1.2 National Youth Initiative project in 2009. Established as an 

organization in a poor rural area, CREED is dedicated to reaching community 

sustainable development, and we do that by implementing social inclusion 

activities, help young people understand active citizenship and active 

participation. We are involved in youth activities ranging from sport to 

environmental protection, interculturality, media, cultural and promotion of 

voluntarism in general, and this has lead into making CREED to be the most 

active youth organization from Neamt County, and the catalyst for civil society 

intervention in the community.  

The mission CREED assumed is to contribute to sustainable 

development, in the economic, social and cultural fields, with an accent on 

education for increasing social and civic responsibility, active citizenship, 

tolerance, intercultural dialogue, entrepreneurship and active involvement local 

communities. For that, CREED is involved in educating young people and adult 

through formal and non-formal activities, and we develop in class training 

programme addressed to young people that need personal and professional 

development.  

The values that CREED believes in and promotes are volunteering, 

political non-affiliation, quality, transparence, performance and flexibility.  

 

C.R.E.E.D. Romania organizes formal education activities, represented by 

lectures, seminars, workshops, conferences, trainings, internships, tutoring, 

and mentoring, as well as non-formal education activities, through youth 

exchanges, youth activities, mobility and placement or volunteering programs:  
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I. Internships/ Mobility for high school students, college students and 

graduates;  

II. Volunteering placements abroad within partner organizations;  

III. Trainings on various topics (project writing, project management, non-

formal education, training of trainers in youth and childrens’ education, etc.);  

IV. Participation in international projects on various topics (sports, 

cultural education, childrens’ rights, inclusive education, etc.); 

V. Training courses, seminars, workshops and non-formal education 

activities addressed to all those interested in aspects of personal and 

professional development (including language courses: English, Turkish, etc.).  

 

Contact: 

Email: projectscreed@yahoo.ro / office.creed.ro@gmail.com 

Site: www.asociatiacreed.ro  

Facebook: CREEDRomania 

Blog: www.creedromania.wordpress.com  

 

 

 

 

 

 

 

 

 

mailto:projectscreed@yahoo.ro
mailto:office.creed.ro@gmail.com
http://www.asociatiacreed.ro/
http://www.creedromania.wordpress.com/
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4. Meet our partners! 
 

 Association des Jeunes pour l' Environnement et la Culture 

(Algerie) 

 Bulgarian Youth Association (Bulgaria) 

 Ek Kavalas (Greece) 

 MV International (Italy) 

 Leaders Of Life For Sustainable Development (Jordan) 

 VsI Inovaciju Biuras (Lithuania) 

 Zdruzenie Kreator Kumanovo (Macedonia) 

 Associação Check-In (Portugal) 

 Dnipropetrovsk city youth civic organisation "Association of 

General States of Students of Europe" (Ukraine) 

 Lamek NGO (Armenia) 

 For Youth IGYP (Azerbaijan) 

 Oportunidades Europeas (Spain) 

 MTÜ Project Spirit (Estonia) 

 Ucarli Genclik Dernegi (Turkey) 
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5. What is socio-educational animation? 
 

The term "to anime" comes from the Latin word "animus" which translates 

into "animate", "giving life", "breath". Another meaning of the word "animus" 

could define animation as a reflection principle, namely "to help you think", "to 

control one`s emotions". In the end, to animate means not only "to give life to 

the group" but represents a specific quality of an action. 

Socio -educational animation consists in promoting and coordinating the 

expressive and relational capabilities, self-help and social innovation, education 

and culture, intercultural communication abilities for both persons/individuals 

and groups.  

The characteristic element in the animation activities in different contexts 

lies in undertaking it in all those places where it is possible to promote the 

meeting between people or between groups and enhance the capacity of 

involvement and active participation in public life, as well as to encourage 

personal development processes and self-awareness, social and cultural 

integration.  

 

Socio -educational animation is thus a 

mean, a tool for networking within a group of 

participants, using social, cultural, and physical 

as well as sports activities.  

In order to achieve this, the animator 

(facilitator) must know and apply various practices 

and group animation techniques, and also take care of the personal relationship 

between participants.1 

Social-educational animation can be used to sustain and complete 

traditional education. 

                                                           
1
 http://fondong.fdsc.ro/upload/Socio-educational%20animation.pdf  

http://fondong.fdsc.ro/upload/Socio-educational%20animation.pdf
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Games can be seen as activities, as spontaneous methods to discover 

yourself, the others and the world. Games involve experimenting, observing how 

far you can go, being adventurous, working hard and celebrating. Playing with 

the others implies participation, mutual help, and organizational abilities, 

learning how to win and how to lose. From this point of view, playing is a 

method used for introducing yourself in the social life, where rules are needed, 

as in every aspect of life. 

 

An animator should have pedagogical skills and knowledge from social, 

cultural, educational and sports fields, in this way creating the animation 

project. He/she should predict the problems that could appear, assuring the 

security conditions. He/she should take into consideration: social mediation, 

animation techniques, initiating some animation activities, creating and 

developing social links. 

Animation has multiple functions. It makes people interact and socialize, 

being a means of integration and adaptation. Communication is also improved 

through animation; making people work in team, collaborate for a common 

purpose. It is a way of spending free time in a relaxing, but challenging way. 

Animation helps filling the lacks, integrating the marginalized people, reducing 

the deficiencies.   
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 The working principles of a social-educational animator are the 

following: 

 tolerance 

 individual autonomy 

 social responsibility  

 respect for children's rights 
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6.  Socio-educational animation in my country! 
 

The perceptions about animation differ from country to country. Just a 

few countries from the participant ones had legally recognized the occupation of 

animator.  

In most cases, as can be seen on the Animation chart, the animators 

work for a NGO and they participated at a training course in a nonformal 

context.  

There are various types of animators: youth animators, social animators, 

children animators, touristic animators, art animators etc. 

In Romania socio-educational animation is recognized since 2004, having 

the occupational code COR 511307. 
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According to the Romanian law the socio-educational animator organizes 

its activity within a project of the association or NGO that is part of and works 

for according to the public needs. 

 The organization of the animation project starts with its preparation and 

continues until final evaluation. The animator has to coordinate, monitor and 

make a report for the work in progress.  

 The social-educational animator must have knowledge from the following 

areas of competence: 

 Interactive communication 

 Team work abilities 

 Professional personal development 

 Drafting animation projects 

 Ensuring the safety of the participants at the activities 

 Promotion of the activities and image of the organization 

 Coordination of multidisciplinary teams of animation 

 Implementation of animation activities 

 Implementation of complex animation projects 

 Development of pro-social behavior 
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7. "Education through games is not a game!" 
 

 Games are a great source of recreation and learning in the same time. 

They keep us active, makes us move our body, giving us the opportunity to have 

a healthy body and a sound mind. Remember the saying "A sound mind in a 

sound body". 

 Games help us discover and improve qualities as: 

 leadership 

 team work 

 confidence 

 creativity 

 focus 

 achievement drive 

 patience 

 tolerance etc. 

 

 During the seminar the participants had the opportunity to share and learn 

new games they can use in their future activities. 

Examples of a game used during the seminar:  BINGO 

Each person receives a game sheet, an A4 sheet, where they can find 25 

categories. The participants must walk around and find among them those who 

are able to help them fill out a column or row in a way that they would achieve a 

line. 

When one has completed a line he must shout "LINE ".  

The game continues until a person shouts "BINGO", this being possible only if 

he has all the rows/columns filled with the names of other participants. 

Example:  

Find someone who…. 
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Speaks 5 

foreign 

languages 

Read a book in 

the previous 

month 

Drinks tea 

everyday 

Wakes up 

early 

Doesn’t have 

brothers 

Likes white 

chocolate 

Likes working 

with children 

Was at the 

mountain last 

summer 

Eats fruits 

everyday 

Likes to read 

the morning 

newspaper 

Loves cats Sings in the 

shower 

Listen Spanish 

music 

Likes to read 

SF books 

Drinks coffee 

Is born in July Knows how to 

skate 

Has a pet Loves to take 

pictures 

Likes Romania 

Hates winter Has a sister 

and a brother 

Traveled by 

train in the 

past month 

Favorite color 

is white 

Has a job 
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8.  Let's talk about street animation! 
 

Street animation is a type of participative art which consists in 

practicing different techniques in order to animate the public, to make people 

get involved or to send a message. Street animation is a form of art that reaches 

the spots in which other forms of art cannot take place. This kind of art is found 

where people are present, even though they are just passing by. 

 

The goals of performing street animation are various. It can be used to 

make a change in the daily routine, get people closer to culture, make people 

have fun and laugh. Social cohesion is also a goal of street animation, also 

changing the image of the city. Sometimes street animation wants to promote 

new forms of art or to send a message, educate people, challenge them in order 

to prove something or to attract people in a specific touristic place. 

Street animation can include: theatre, music, circus, dance, carnival. It is 

performed in a public space, offering to the public the possibility to participate 

as long as they want to. 
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Living exhibition and flash-mob are two forms of street animation. 

Living exhibition is an active method which promotes the dialogue 

between a group concerned about a specific problem and the members of a 

community, through creative manifestation in the public space (streets, parks, 

malls, public markets). The initiators of the living exhibition choose the theme 

and the way of expressing the message, the techniques applied and decide 

about how the visual presentation should look.  

 

Through this method, the public space becomes a public gallery, where 

the "exhibits" are alive, interacting with the visitors. The exhibits are the 

initiators of the action and the visitors are the members of the community. The 

purposes of this dialogue can be: to send a message; to make the community 

active, involved in solving the issue; to raise awareness about a common 

problem. 
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Flash-mob, another type of street animation, consists in a sudden 

gathering of a group of people in a public place, to perform an unusual and 

apparently pointless act for a short time, dispersing quickly afterwards. Its 

purpose can be related to entertainment, satire, artistic expression or simply 

sending a message. Usually, it is organized via social media or inside an 

organization. 
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You can check parts of the flash mob organized by our participants at: 

Link : https://www.youtube.com/watch?v=buoHgnstCwQ 

Or by searching on Youtube: Animate Yourself CREED Romania 
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9. Animation activities with children in need 
 

The peak of the seminar, the most interesting and challenging session 

was represented by the animation activities done with around 60 children and 

youngsters from Elena Doamna social center from Piatra Neamt. 

The participants had the opportunity to put in practice the things they 

learned during the previous days of the seminar. According to the structure of 

an Animation project they worked at their own animation project.  

 

 

As they had the opportunity to share the plan during the preliminary 

sessions with the facilitators and the other participants, they were able to 

improve it according to the feedback they received.  

The participants, now in the role of animators, were able to adjust their 

plan and make sure they have some backup activities. The language barrier was 

also taken into consideration, the solution found for this problem being having a 
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Romanian participant in each group, learning basic words in Romanian and 

using body language. 

 

 Once arrived at the social center, the participants divided the children in 

4 groups, according to their age: 3-6, 7-11, 12-14,15-18 years old.  

The youngsters between 15 and 18 years old were speaking English at 

a beginner or medium level. During the games they helped each other, 

translating the words some didn’t understand. The animators started the 

activities with some games that had as objectives to get to know each other; 

after they continued with   more difficult games, strategic ones. The games had 

as an objective to make the young people think, find the best solution, work in 

team for a common goal.  

Apart from having fun, they learned that saying "It is not possible" is 

not a solution and they have to work and try until they succeed.   
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This is one example of a game they played with the young people. 

Name of the game: Jump over the rope 

Needed resources: Rope 

Challenges: The facilitators were surprised to discover that some of the 

young people had difficulties on holding the hand of another person, because 

they were not friends. At their age, it is difficult to interact with other people, 

given the fact that some of them are their friends, but some of them are not.  

The facilitators are keeping the rope straight on horizontal, at 1.5 m 

distance from the floor. Holding hands, the participants must find a way to 

jump over it without touching it. They must work as a group, try to find 

solutions and implement them. 

The activities organized for the group of children aged 11 - 14 years old 

started with games that had as an objective getting to know each other, finding 

out new things about the animators and their countries etc. For example the 

children learned how to say "Hello" in the languages of the animators; the 

position of the countries on the map: which are the flags of the countries.  
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Another activity implied teaching the children to make an origami bird. 

They received a piece of paper and the animators explained the movements they 

must make in order to fold the paper using a story. In the end of the activity all 

the children had in their hands the representation of a bird.  

In the last part of the session, the children were asked to form a circle, 

close their eyes and show as many fingers as they liked the activities, from 1 to 

5. All the children showed 5 fingers, their positive feedback making the 

animators feel accomplished. 
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The animation games prepared for the children between 7 and 11 years 

old were easier, suitable for their age.  

Examples of games they played: 

The chairs:  

Needed resources: a number of chairs, one less than the number of the 

participants 

How to play: The children dance around some chairs; when the music 

stops they have to sit on the chairs; who remains without chair loses. 

 The statues:  

How to play: The animator says a word representing an object and the 

children have to represent that object.  

Challenges: Even though is more difficult to work with smaller children, 

having more games prepared and adapting the activities helped the animators 

deal with the problems that appeared. 

     

The smallest children, aged between 3 and 6 years old, were the 

happiest to play with the animators. They made a lot of noise, but the animators 

had a successful activity with them. The activities were planned according to the 

children's age, the games being easy and funny. They were based on imitation, 

recognizing colors, music, dance etc. 
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At the end of the activities done at this social center, the participants 

talked with the children and were impressed by their need of affection, higher 

than they anticipated.  

 

 

 

Mirhamid, Azerbaijan 

 

 

  Dimitra, Greece 

"I hope to meet this 

wonderful children in the 

future, when they will be 

adults."  

"It was a unique experience to 

work with children who speak 

another language, who come from 

very different backgrounds and 

environments." 
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10. Examples of socio-educational games  
 

 

 Game: Dragon’s tail 

 

Needed resources: scarf/belt for the tail 

 

How to play: Ask the group to divide into two. The two groups form 

dragons by holding on to one another’s waists in a long line. The last 

person in the line has a brightly coloured scarf tucked into his/her 

trousers or belt, to form the dragon’s tail. The object is to catch the tail of 

the other dragon without losing your own tail in the process.2 

 

 
 

 Game: Who is the leader?  

 

The participants sit in a circle. One person volunteers to leave the room. 

After they leave, the rest of the group chooses a ‘leader’. The leader must 

perform a series of actions, such as clapping, tapping a foot etc, that are 

copied by the whole group. The volunteer comes back into the room, 

stands in the middle and tries to guess who is leading the actions. The 

group protects the leader by not looking at him/her. The leader must 

change the actions at regular intervals, without getting caught. When the 

                                                           
2
 http://www.aidsalliance.org/resources/467-100-ways-to-energise-groups 
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volunteer spots the leader, they join the circle, and the person who was 

the leader leaves the room to allow the group to choose a new leader.3 

 

 

 

 Blanket Volleyball  

 

Needed resources: blanket; ball 

  

How to play: This game is just like normal volleyball, but each team is 

given a blanket. The team should stand around the edge of the blanket, 

stretching it out so it is tight. The 'serving' team should start by placing 

the ball on the blanket, loosening then brining it tight so it 'throws' the 

ball over the net. The other team then use their blanket to catch the ball 

then throw it back.  

 

Tips: the ball can be replaced with water balloons and instead of a 

blanket you can use a table cloth or small tarp.4 

 

 

 

 

                                                           
3
 http://www.aidsalliance.org/resources/467-100-ways-to-energise-groups 

4
 https://www.salto-youth.net/downloads/toolbox_tool_download-file-1143/Outdoor_games.pdf 
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 I am…  

 

The participants stand in a circle. One starts by saying something about 

himself e.g. “I am strong” and showing that he is strong with gestures. 

The rest repeat the word and the gesture. Next in the circle says “I am 

strong” and add something else e.g. “and I sing in the shower”. The rest 

again repeat the phrase and the gesture. In the end we have quite a funny 

story.5 

 

 

 Melting butter 

 

The leader picks someone to be “the catcher”. That player runs around 

and tries to tag the other players. When someone is tagged, he/ she starts 

to melt. (It works best if the leader counts to ten slowly while participants 

melt). Any of the other players can save the melting person before he/she 

melts all the way down to the ground. When the melting person is being 

tapped, he/she can run around again. The first person to melt all the way 

to the ground will be “the catcher” during the next round. Only one leader 

is enough and he/she controls the participants who have to melt.6 

 

 

 Chairs with two legs 

 

Needed resources: A chair for each participant (chairs must be with 

backrests) About 30–45 minutes, depending on group process The chairs 

must be put in a circle, some 30–40 centimetres from each other. Group 

members must stand outside the circle (behind the backrests of the 

chairs). 

 

How to play: Each participant has to hold a chair with one hand touching 

the backrest part so that it stands on two legs (leaning the chair forward). 

All the members have to move around the circle and none of the chairs 

must fall down (the chairs must touch the ground with two legs only). The 

participants are not allowed to touch two chairs at the same time or to 

touch a chair with any other part of the body (except for a hand – left or 

right). Group members must find a way to do the task. If any chair falls 

down as they proceed, the activity has to be started from the beginning. 7 

 

                                                           
5
 https://www.salto-youth.net/downloads/toolbox_tool_download-file-1125/booklet_final.pdf 

6
 https://www.salto-youth.net/downloads/toolbox_tool_download-file-1128/Ready,%20Steady,%20Go!-

cmprsd.pdf 
7
 https://neformaliai.files.wordpress.com/2014/11/handbook-for-people-working-with-youth-groups-en-web-

version.pdf 
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11. Interview with Maria Sotiropoulou, participant from 

Greece - January 2016 
 

 

 

Q: It's been 4 months since Animate Yourself! seminar in Romania. What 
are your memories from the project?  

A: What I remember from the project is a long trip in a crazy bus, a warm 

welcome by the participants and organizers, the night discussions about life 
with my roommate, the children’s smiles in the Social Center, some yoga 

sessions in the forest, a hot tea with rum in a picturesque shelter in Carpathian 
mountains and some very close friends from all around the world that I made! 

 

Q: Why did you participate in this project? What was your motivation? 

A: When I came across with the open call, I thought that this seminar was 

exactly for me. Being a student of Drama and Acting as well as the co-founder 
and trainer at Creative Youthland (youth NGO for creative learning) in Greece, I 

have been researching creative and  inspiring methods for young people with 
fewer opportunities to train and develop themselves. Animate Yourself! offered a 

variety of socio-educational animation methods that could prove useful for my 
personal and professional next steps. I was curious to learn what are the artistic 

and educational tools that animation include and how these can boost young 
people’s lives. 

 

Q: Has the seminar succeeded in meeting your expectations? 

A: The real success lies in the fact that I created more expectations for myself 

after the seminar! 
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Q: What did you like the most at the seminar and why? 

A: I loved the fact that most of the activities were held outdoors, in nature! In 
this way, we draw inspiration for deep reflection and proactive participation. 

 

Q: We were very delighted to find out that you have got a job in the field of 
animation. Could you tell us more about this job? 

A: It happened two months ago. I was laying on my bed reading an article about 

drama-based training for career development when I got a notification on 
Facebook. It was a job post for part-time animators to work with children and 
young people in parties and other events. I thought ‘Why not, let’s explore more 

this field!’ and I sent my CV.  

Two days later I received an email for casting and interview. When I went there I 
was welcomed by three amazing and positive people and I found a colorful office 

with so many beautiful toys and other tiny stimuli.  

We thoroughly discussed about my interest on this job, my future plans as well 
as my learning experience in Romania. One day later, I received the acceptance 

call about the job offer.  

This job is really inspiring! It’s totally a new big world for me. I usually work on 

weekends and I have been given the opportunity to meet modern families and 
feel their hospitality, to enter schools and see how many innovations exist 

nowadays, to learn more about kids and to come up with creative stories, tricks 
and games. 

 

Q: Do you think the experience you had in the project helped you be 
accepted for this job? If yes, in which way? 

A: What helped me to be accepted for this job is a combination of my drama and 

acting studies with my latest animation experience in Romania. If I hadn’t 
participated in Animate Yourself! seminar, I would have never applied for this 

job.  

This proved me once again that what we love is coming to us only if we have our 

eyes open to see it! 

 
Q: What skills have you improved during the seminar? Are they useful for 

finding a job as an animator?  

A: These skills are very useful to make the second big step forward for any job, 

let alone the animation job.  What I have gained from an Erasmus + project like 
Animate Yourself! is substantial for my improvement.  

First of all, you learn to learn. In an experiential job like animator, it is crucial 

to be aware and understand your learning style. What is more, the stories you 
create and the games you come up with helps you to improve imagination, 
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creativity and verbal competence. Also, the communication with children, their 

parents and your colleagues allow you to develop interpersonal and social 
competences as well as Emotional Intelligence. 

 

Q: What are your future plans regarding the animation field? 

A: The last couple of months I have been observing all the actions taken by 
International Organizations for refugees from Syria in Greek islands. The 

involvement of Clowns Without Borders grabbed my interest and attention. I 
would love to organize and implement under the framework of my organization 

some social animation activities for motivating and encouraging parents, kids 
and young people with fewer opportunities, students and teachers at schools, 

employees at big companies and their kids to keep playing.  

As the great philosopher Plato said, ‘life must be lived as play’. 

 

Q: What advice would you give to the youngsters who want to work as 
animators? 

A: I would just like to give them a wish to follow their dreams no matter what 

the obstacles are. Obstacles are important for learning how to arrive to your 
destination! 

 

Thank you and good luck!    
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12. To be continued…. 
 

 

           Now, that the most important part of the project finished, we will 

continue our work in order to share what we learned with other youth workers. 

 

      You can follow us on our blog www.animateyourselfseminar.wordpress.com 

and Facebook page Animate Yourself!. There you can find information about 

the activities we organized during the project, what the participants learned, 

games you can use in your future activity etc. 

 

Thank you dear reader for taking the time to take a look at our brochure and we 

wish you good luck in your activity as socio-educational animator/ volunteer/ 

youth worker/ facilitator. 

 

And remember…. 

 

 

 

"Education through 
games is not a game!" 

 

 

 

 

 

 

http://www.animateyourselfseminar.wordpress.com/
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Thank you very much to our facilitators and participants: 
 

Elisabeta Păcuraru 

Adrian Șuhanea 
Simona Gherasim 

Alexandra Curbăt 
Cleopatra Olaru 

Rosynskyi Andrii 
Valeriia Kryzhanovska 

Daria Shevchenko 
Stanislava Raycheva Sotirova 

Vyara Petrova 
Mirela Hristova Manolova 

Diana Gencheva 
Azer Hasanzade 

Orkhan Ibrahimov 
Lina Bartaševičiūtė 

Justina Simonaitytė 
Ieva Sakalauskaitė 

Ersel Işık 
Salih Ateş 

Armanç Karakoyun 
Ghaith Halabi 

Vardan Gevorgyan 
Mushegh Ghalachyan 

Anna Tigranyan 
Santiago Lago Guzmán 

 

Daniel Kraljevski 
Marko Dodevski 

Nikola Trajanovikj 
Dimitra Manzari 

Pamela Carassino 
Salvatore  Lavenia 

Andreea Brînduşoiu    
Zincă Gabriela 

Zaharia Andrei 
Ridha Belabbaci 

Leila Belabbaci 
Gonçalo Cordeiro  

Fatima Ferreira  
Ana Couvinhas 

Mirhamid Seidov 
Maria Sotiropoulou 

Mikhail Kazanski 
Ana María Vigo Edreira 

Mariliis Maremäe 
Lembit Silla 

Kristiin Vink 
Ammar N. Shaer 

Muneera Abed Ahmad Uqbi 
Oana Maria Cozma 

Gheorghe Ripeanu 
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"This project was funded by the European 
Commission.  

This handbook reflects only the views of the 
author, and the Commission cannot be held 

responsible for any use which may be made of 
the information contained therein. " 

  

 


