
 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

MAGURA GYMNASIUM SCHOOL, BUZĂU COUNTY, ROMANIA 
& 

MORES PAMATSKOLA, MORE, LATVIA 

C R E A T I V E  

L E A R N I N G  F O R  

A N  I N C L U S I V E  

S C H O O L  

INNOVATIVE LEARNING EXPERIENCE FOR AN INCLUSIVE 
SCHOOL FOR CHILDREN WITH MENTAL DISORDERS  

AND SOCIAL DISADVANTAGE 

ERASMUS+ KA101 2017-2018 
PROJECT OF MOBILITY IN THE FIELD OF 

SCHOOL EDUCATION 
 

E
r
a
s
m

u
s
+

 



 

 
 

CREATIVE LEARNING FOR AN INCLUSIVE SCHOOL to EXPERIENCE FOR INCLUSION  

Erasmus + KA101                                                Erasmus + KA229 

 

2 

 

This material refers to the promotion of creative learning methods acquired 
within the  

Erasmus + KA1  
“Creative learning for an inclusive school”  

project and the improving teaching by applying these methods in practice, 
within the  

Erasmus + KA2  
“Experience for Inclusion - innovative learning experience for an inclusive 

school for children with mental disorders  and social disadvantage” 
partnership project. 

 
 

Authors: 
Cristian Iulia, Popescu Vasile Dan, Nicolae Valeriu Tony 

& 
Kristīne Grāvīte, Tina Bluma, Kalvis Grinberg 

 

 

  

 

 

 

 

 

 

THIS MATERIAL HAS BEEN ACCOMPLISHED WITH THE SUPPORT OF THE EUROPEAN COMMISSION  



 

 
 

M E T H O D O L O G I C A L  G U I D E  

 

3 

The project description 8 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The Argument. 4 

Energizer. 

Games of self-knowledge and 

interpersonal knowledge. 10 

Creative learning methods. 16 

Application examples. 23 

Conclusions. 26 



 

 
 

CREATIVE LEARNING FOR AN INCLUSIVE SCHOOL to EXPERIENCE FOR INCLUSION  

Erasmus + KA101                                                Erasmus + KA229 

 

4 

ARGUMENT 

 
"The true teacher is characterized by that 

his mind to move in harmony with the minds of his pupils, 
living together the difficulties and the intellectual victories alike. " 

(J. DEWEI) 
 

An important component of inclusion, seen as a process of adapting the school to 
the needs of students, is the exploitation of existing resources, especially human resources, 
to support the participation in the learning process of all people within a community. 

The school development strategy includes priorities, goals, targets, resources and 
expected results. It integrates the experiences and competences accumulated as a result of 
this project. 

The curriculum development aims at integrating a flexible curriculum, taking into 
account the specificity of pupils' preferences and learning styles, differentiated, focused on 
the relevant learning needs of the pupil, providing meaningful information about the 
student's life and culture. Creative learning methods and practices are used in all curricular 
areas, the main purpose of this type of project being to popularize them both with 
colleagues in the neighborhood and through international educational projects. 

 In terms of human resources development, it is intended to improve the teaching 
staff in the field of school inclusion by organizing trainings to integrate new skills into the 
organization culture through: examples of good practice; organizing dissemination activities 
(round tables, symposiums , working meetings, methodologies, book presentations, 
extracurricular activities with a wide participation of teachers / pupils); monitoring the 
continuing education / training of the teaching staff, according to the legislation in force and 
personal needs; organizing the recruitment / selection process of the teaching staff based 
on criteria aimed at cultural integration; increase the value of the teaching staff, improve the 
educational environment so that it becomes stimulating to capitalize on the full potential and 
achieve very good results, optimize the access to educational resources, fill the teachers' 
portfolios with the new elements that will be put into practice; stimulating communication 
skills in English and ICT to establish new partnerships with schools in the country / Europe 
on topics of common interest. 

It also seeks to improve community relations by: developing an organization capable 
of understanding the culture, characteristics and individual needs of students lead  to the 
formation of a school ethos that 
accepts pupils' diversity and 
valorizes them; the development of 
the school-family, active 
involvement of the family in school 
activities, encouraging exchanges 
of experience with pupils and 
teachers from other schools, from 
the country or from the European 
Community.  

The development of a 
modern and innovative 
management can be achieved by: 
imposing creative methods in the 
management of the organization as 
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a prerequisite for anticipating change, creating new operational priorities, emphasizing the 
European dimension of our organization through quality management, well anchored in the 
reality of the multicultural society in which our students will become citizens of trust, 
openness and tolerance. 

Inclusion refers to another approach to education for all. Classroom observation 
confirms that not all children can sustain and perform in a way that meets school 
requirements, but that at the same time, using the right teaching, learning and assessment 
methods and respecting each child's own pace, all students can record school progress, 
sometimes remarkable to the initial expectations. 

In order for the student to be really at the heart of the educational and instructive 
activity, the teacher performs roles much more nuanced than in the traditional school. In 
student-centered approach, classroom success depends on the teacher's skills to create 
the best learning opportunities for each student. Thus, depending on the context, the 
teacher acts always, but appropriate and tailored to the needs of the group. 

The creative conduct of the teaching staff is one of the factors that ensure the 
development of pupils' creative potential, playing an important role in inclusive education. 
The principle of equal opportunities is the basic concept of the inclusive school, the 
application of which contributes to the abolition of criterion- ethnically or socially subjective. 
Inclusion at the school level is achieved by respecting and valorizing the socio-cultural 
differences existing among students and by promoting the richness and diversity of the 
educational experience that results from these differences. 

Inclusive school facilitates everyone's access to quality education through a range of 
activities whose center is the student. Education for all can be a means of improving 
education in general by reconsidering the support given to certain children. The manner in 
which a number of developmental and learning peculiarities determines the distribution of 
children into certain categories tends to be replaced by a non-classical manner, which 
considers that every child is a learner in a certain rhythm and style. 

Active learning in inclusive classes brings a number of benefits to students who 
assimilate to a deeper level, retain ideas for longer, and use the content of their courses. 
Through active learning, they are more motivated to learn, can more easily relate what they 
have learned with real life, and can use the things learned at school in practice. They also 
learn to have an initiative in the learning process, can develop quality relationships with 
others and strengthen their social skills. Direct participation in their own training process 
makes them acquainted with cooperative skills that later prove useful in society and at 
work. 

The involvement in European projects and partnerships can develop a new vision of 
the school, giving new impetus to the whole didactic approach. This vision brings changes 
in the teaching of school content, differentiating it according to certain criteria such as pupil 
age, rhythm learning, learning type, etc. An important component of the learning process is 
the creative conduct of the teacher which leads to another way of approaching the 
instructive process by using appropriate methods and procedures for the pupil group or 
even for each pupil. 
 The exchange of intercultural methods and practices in a cooperative and 
collaborative learning process with an emphasis on creativity, innovation and nonformality 
can lead to a qualitative increase of the entire educational environment with positive 
consequences in terms of bringing pupils and school-pupils closer together. This can 
improve the discrepancies in the diversity of knowledge and learning environments between 
rural and urban, increasing the motivation of the direct beneficiaries of the school, the 
students. The "Creative Learning for an inclusive school" project, through the three 
activities described, aims to implement creative learning methods and practices in formal 



 

 
 

CREATIVE LEARNING FOR AN INCLUSIVE SCHOOL to EXPERIENCE FOR INCLUSION  

Erasmus + KA101                                                Erasmus + KA229 

 

6 

and non-formal contexts to motivate students to reduce absenteeism and avoid drop-out 
situations. 

Although non-formal learning is intentional, systematic, voluntary, and conscious, it is 
carried out under less formal conditions, the pace of the study being different from the 
formal one adapted to a particular target group. Inclusion means flexible curriculum, and 
those who implement these programs take into account the needs of the beneficiaries of 
this type of education. Inclusive education pursues, through the use of the formal and non-
formal framework, in addition to the development of school curriculum competences and 
the development of social values, attitudes, conceptions of the world and basic skills, etc. 

An inclusive school offers an effective education for all students, not necessarily just 
for those with special needs. Differences between pupils are those that need to be 
capitalized because they pose new challenges for the teacher in the sense that they need 
to adapt their teaching to improve pupils' performance but also to integrate them collectively 
by highlighting personal abilities. Integration not only implies the involvement of those who 
participate in the education of the student in the formal and non-formal environment, but 
also involves, to a great extent, informal education, by capitalizing on life experiences, but 
especially by involving the family in the pupil's development process . The game is 
important for the development of children because the game involves involving the student 
through work. Thus, the game is a method by which students' cognitive abilities are 
enriched, their attitude to school can be improved, increasing their interest in the 
educational process and contributing to the formation of their personality. 

Émile Planchard in the Introduction to Pedagogy highlights the importance of the 
game: "the child's play is not only a faithful mirror of his personality in training ... but can 
also be used as an educational aid and even serve as a basis for teaching methods in pre-
elementary and elementary schools ". 

Therefore, the role of non-formal education is important in developing pupils' skills, 
especially pupils in special categories. Increasing interest in learning can also be enhanced 
by using new teaching-learning-evaluation methods, but also by using some types of 
games, such as energizers and, in particular, by using games of self-knowledge and 
interpersonal knowledge. The latter have an important role because by knowing the pupils 
certain school behaviors can be prevented and remedied or personal problems that have 
repercussions on the student's schooling can be solved. 

An important part of the project is sustainability, and ways to ensure it are: 
➢ the development of new subsequent projects, to continue at another level the results 

obtained in the present project, 
➢ incorporating the intellectual products realized in the current teaching / training / 

learning practices and then transferring them to other users, 
➢ learning outcomes obtained at the human resource level, measured and recognized, 
➢ improvement / reform of policies at local, regional, national or European level, by 

taking over some project results. 
Specifically, for the 2018-2019 school year, together with a partner school in Latvia, 

we have developed an Erasmus + cooperation project for innovation and exchange of best 
practices called "Innovative Learning Experience for an Inclusive School for Children with 
Mental Disorders and Social Disadvantages". 

Thus, we want to pass on some of the knowledge and skills accumulated by our 
partners, the experience gained through the implementation of the project being also valued 
at the international level. 

This knowledge transfer was materialized through close and effective collaboration 
with our Latvian partners, a partnership that will include ways to facilitate free discussions, 
lectures, workshops, or demonstration lessons, focusing on those methods that inspires 
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formally with non-formal. Of course, the exchange will be reciprocal, our cadres involved in 
the new project will, in turn, be beneficiaries of such events created by our partners at a 
later stage of implementation. 

The main objectives and results that we wanted to achieve are: 
➢ integration of children with mild and severe mental development disorders in 

the study and social life of the school, avoiding discrimination not only against 
children with special educational needs but also for the children as a whole; 

➢ the use of different digital technologies in the educational process, tablets, 
smartphones, applications that are for the educational process, etc .; 

➢ promoting the skills and capabilities of teachers, improving skills-based 
teaching, applying theoretically acquired knowledge in practice; 

➢ improving inappropriate results in math, science and literacy through effective 
and innovative tools; 

➢ teaching and differentiated assessment, paying particular attention to children 
from socially disadvantaged categories; 

➢ sharing experience with similar educational institutions. 
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THE PROJECT DESCRIPTION 

 

 
 
 
 

More primary school is a comprihensive school that also integrates children with 
mental developmental disorders as well as children who come from socially disadvantaged 
families. Although More primary school has experience with integrating these children in the 
learning process and social life, the school's administartion and teachers have realized that 
it's nesscessary to gain a broader experince outside of our country taking into special 
consideration the underachievements in different fileds, the proffesional skills and 
competencies of teachers and the lack of ICT use in the learning process. For this reason 
More primary school has decided to take part in this project and gain new experiences and 
share its own experience with other EU countries.  

As a partner for this project More primary school chose Scoala Gimnaziala Magura 
in Romania because they have a similar education programs and they have had experience 
in implementing other Erasmus+ projects. 

Both partners of the project are comprehensive schools that integrate children who 
come from socially disadvantaged families and with special education needs. 

The main objectives we would like to reach are: 
o integrating children with mild and severe mental development disorders in the 

studying process as well as the school’s social life e.g.  
o avoiding discrimination not only against the mentally ill children but the whole 

student body; 
o using different digital technologies in the education process e.g. tablets, 

smartphones, apps that are meant for the education process etc.; 
o promoting the skills and capabilities of teachers, improve their competence-

based teaching by applying the theoretically acquired knowledge in practice,; 
o addressing the underachievement in maths, science and literacy through 

effective and innovative teaching and assessment while paying special 
attention to children who come from sociallydisadvantaged families; 

o exchanging experiences with other similar educational institutions. 
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It is planned that the objectives of the project will be reached with the following 
activities:  

➢ to create a social networking profile in order to communicate and organize 
virtual meetings to devide responsibilities between both schools; 

➢ to assemble a project-planning team in each school that will decide what 
concrete steps need to be taken to successfully carry-out the project and 
decide upon the activities that will be implemented through-out the course of 
the project; 

➢ to develop a succsessful exchange trip program including workshops, local 
field trips, participation in the school’s daily activities etc.; 

➢ to ensure a successful exchange trip between both schools, from each school 
a group of 5 teachers and 10 students will take part in the exchange trip; 

➢ to develop a guideline for the content of dissemination; 
➢ to ensure a successful dissemination of the project’s results in the local 

communities of both schools; 
➢ to carry out interviews and questionnaires to assess the results of the project. 
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ENERGIZER.  

SELF-KNOWLEDGE AND 

INTERPERSONAL KNOWLEDGE 

GAMES. 
 
 

 
The game is a human activity that is necessary at every age, it is a form of 

manifestation encountered in people regardless of age, race, ethnicity, civilization, culture, 
from the oldest to the present day, which satisfies the need for man's activity the needs, 
desires and trends of his age. It's hard to define the game in a few words, because it is 
defined according to its valences. The game is movement, exploration, communication, 
socializing, observation and imitation, exercise, discipline, learning and, above all, pleasure. 
Ice Breaking Games include a series of active-participatory activities that aim to create a 
relaxing and refreshing climate for further activity but also to encourage participants to 
interact and get to know each other in unusual contexts . 
 "The role of ice breaking exercises is to disengage participants who interpret 
compensatory roles with one or more partners (relying on each other) and, of course, each 
other (each interprets one version and the other - as in the mirror technique , in which a 
person makes a gesture, and his partner imitates) "IN Dobridor. 
Taking into account their purpose, ice breaking games are recommended to be done at the 
beginning of an activity, but also whenever the monotony interferes with the activity. This 
game can be successfully applied, starting with the children who are part of the primary 
school cycle, up to the adult age. 

Both the games and the learned methods aim at presenting, self-knowledge, 
interpersonal knowledge, communication and class management. Their application has led 
to the observation that regardless of the individual's origin and cultural values, the approach 
to the specific problems of the school environment is similar and the difficulties encountered 
are somewhat similar. 

 Within the courses attended by the teachers, there were activities based on formal 
and non-formal type of interactive education. The methods used emphasize the activity of 
the student, the teacher acts as a coordinator, animator or mentor, the didactic approach 
being supported by the use of games. They aim to actively involve students and learn by 
discovery, creativity being the main developed skill. 
 Thus, the energizer games can be used at 
the beginning of the class in order to capture 
students' attention and develop a collaborative 
relationship between pupils and the teacher, as 
they can also be used during Counseling and 
orientation, complementing games of self-
knowledge and interpersonal knowledge. 
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Ask me! 
 

This game is a group knowledge game. 
Rules: The game assumes that each member 

placed in a circle chooses a word that begins with 
the first letter of the name and appears by 
associating the word with his or her name. The 
bigger the group, the more the difficulty of the game 
increases, because at the end of the presentation, 
the game coordinator says a name and designates 
someone who has to remember the word associated 
with the name.. Each member of the group will be asked about the name and the word of 
another member, and in the end one of them will have to say all the names and words 
associated with them. Typically, the chosen words reflect a feature characteristic of the 
person. To increase the difficulty of the game, each one chooses a gesture and the action 
repeats along with the utterance of the name and the word, at the end, the guy who will 
guess the word will have to repeat the gesture. 
 

Knight– Princess– Dragon. 
 

The game is part of the 
category of energizing games. We 
are supposed to be in medieval 
times. The world is a dangerous 
place. When we go down the path 
through the dark forest, we must be 
wise and alert, because we can be 
attacked all the time. 

Rules: The participants form 
two teams that are arranged in 2 
rows, some in front of others. The 
animator explains the gestures: the 
princess - puts his hands on his waist 

and moves from his hips, saying coquettish "Hoho-ho", the 
knight - puts his right leg straight and his right hand with his 
index finger stretched out like a sword and yelling loudly "Ha!", The dragon - lifted up to the 
front, with a creepy roar "Uuuu!". The princess is stronger than the knight, because he can 
seduce him, the knight is stronger than the dragon, because he can overcome him in battle, 
and the dragon is stronger than the princess, because he can steal it. The teams have a 
few seconds to choose two characters. 

Each of the groups returns with their backs and decides 
in secret what character they will be. When the co-ordinator 
says: "Start!", They return to the other group, both groups at the 
same time, and execute the chosen movement. They are 
attacking each other. The knight defeats the dragon. The 
Dragon defeats the princess. The princess defeats the knight. 
The group, which sums up three points, wins. The game aims 
at communicating at the group level, a mixed group of people 
speaking different languages. 
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Jump in, jump out 
 
The game is part of the category of energizing games. This exercise is almost 

impossible not to mess-up – which is the whole point. This Jump In Jump Out game WILL 
cause your group to laugh out loud. Ask your group to form a circle, holding hands facing 
the centre, you included. You then explain that you want the group to …”SAY what I say, 
and DO what I say.” 
Next, you practice a few rounds, by calling one of four commands – “JUMP IN,” “JUMP 
OUT,” “JUMP LEFT” or “JUMP RIGHT.” 
The aim is for each person (the group) to repeat exactly what you say, at the same time 
they are copying what you have asked them to ‘do.’ Pretty simple, you’d think. Not! There is 
always a few people who move to their ‘other left’ (or right) or just simply get confused, 
causing the circle to crinkle. 
After 20-30 seconds of this first ‘introductory’ level challenge, re-form the circle, and 
announce that you now want to move to the next (more interesting) level. 
This time announce “SAY THE OPPOSITE of what I say, and DO what I say.” Get it? 
For example, if I say “Jump In,” the group says “Jump Out” as they literally jump into the 
circle. Whoooahh… just typing this out is doing my head in! You may need to say this a few 
times for it to sink in. 
OK, give it a go. Expect tons of mistakes, confusion and laughter galore – and that’s exactly 
what you want. 

Rules: 

1. Form a circle, holding hands, facing in to the centre. 
2. Announce that you want the group to – “SAY WHAT I SAY, AND DO WHAT I SAY.” 
3. Practice this skill with one of four commands – “JUMP IN,” “JUMP OUT,” “JUMP LEFT” 

or “JUMP RIGHT.” 
4. Call out a series of ‘Jump’ commands, one after another for 20 seconds. 
5. Re-form the circle, and announce that you now want the group to – “SAY THE 

OPPOSITE OF WHAT I SAY, AND DO WHAT I SAY.” 
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6. Continue with a series of ‘jump’ commands, one after another for 20 seconds, or until the 
circle breaks up too much. 

 
 
 

 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
Two truths and a lie 

This is an incredibly easy ice breaker game to play 
and you won't need any materials, just a group of people. 
It is ideal for 10 to 15 people, but if you have a larger 
gathering, divide people up into teams so it doesn't take 
longer than 15 to 20 minutes to get through everyone. To 
get started, give out the instructions to the group by 
letting them know that each person will introduce 
themselves by stating two truths and one lie. They don't 
have to be intimate, life-revealing things, just simple 
hobbies, interests, or past experiences that make each 
person unique. The lie can be outrageous, wacky, or 
sound like a truth, making it even harder for the other 
participants who have to guess which statement is a lie.  

Each person goes one at a time, and the group 
has to guess which statements are true, and which 
statement is a lie. It's up to your group if you wish to keep 
score and see who correctly guesses the lies, or just play for fun to get to know each other. 

When giving your own two truths and a lie, to help increase the difficulty for the 
others who have to guess the lie, be sure to speak slowly and clearly on all three 
statements. Some players opt to stick with three short and simple statements to avoid 
giving away too much information with tone or body language. Others choose a theme to 
stick with for their statements.  When guessing the lies of the others in your group, watch 
for changes in tone, rate of speech, voice changes, and nervous body language, all of 
which could be signs that the statement someone is giving is a lie. You can always ask 
them to repeat their statements, as well.  

https://www.thoughtco.com/ice-breakers-make-you-better-teacher-31245
https://www.thoughtco.com/two-truths-and-a-lie-ice-breaker-31457
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In the instance that you're in a group with someone you know well, don't give it away and 
rob the other players of a chance to get to know that person. Hold your comments and 
speak up only at the end if not one else gets it. And, share how you know that 
person.  Once you get started, it's super easy and can be very funny. You'll often find that 
some people's truths are more unbelievable than their lie.  

 

 
 
The Labyrinth 
 
  The wall follower, the best-known rule 
for traversing mazes, is also known as either 
the left-hand rule or the right-hand rule. If the 
maze is simply connected, that is, all its walls 
are connected together or to the maze's outer 
boundary, then by keeping one hand in 
contact with one wall of the maze the solver is 
guaranteed not to get lost and will reach a 
different exit if there is one; otherwise, the 
algorithm will return to the entrance having 
traversed every corridor next to that connected 
section of walls at least once. 

Another perspective into why wall 
following works is topological. If the walls are connected, then they may be deformed into a 
loop or circle Then wall following reduces to walking around a circle from start to finish. To 
further this idea, notice that by grouping together connected components of the maze walls, 
the boundaries between these are precisely the solutions, even if there is more than one 
solution. 

If the maze is not simply-connected (i.e. if the start or endpoints are in the center of 
the structure surrounded by passage loops, or the pathways cross over and under each 
other and such parts of the solution path are surrounded by passage loops), this method 
will not reach the goal. 

Another concern is that care should be taken to begin wall-following at the entrance 
to the maze. If the maze is not simply-connected and one begins wall-following at an 

https://en.wikipedia.org/wiki/Simply_connected_space
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arbitrary point inside the maze, one could find themselves trapped along a separate wall 
that loops around on itself and containing no entrances or exits. Should it be the case that 
wall-following begins late, attempt to mark the position in which wall-following began. 
Because wall-following will always lead you back to where you started, if you come across 
your starting point a second time, you can conclude the maze is not simply-connected, and 
you should switch to an alternative wall not yet followed. 
  The students must find in the labyrinth the chambers with numbers from 1 to 8 and 
they must compost each number on the ticket and then find the exit. 
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Creative learning methods applied 

during the project . 
 

 
 
 

Participating in the training program funded under the ERASMUS + KA1 - Learning 
Mobility of Individuals - School Education Staff Mobility, developed by Maggura School of 
Gymnasium, has made us act, rethink and conclude on the strong impact that can teach 
educational activities by non-formal methods to students. 

Training objectives were focused on identifying new innovative learning methods to 
reduce school dropout and exemplifying good practices to motivate students to complete 
compulsory education. 

The training program was intense and varied. During the training courses attended 
by the teachers, plenary sessions alternated with workshops. The preferred way of working 
was team organization, which gave us the opportunity to interact with other colleagues and 
to be creative in fulfilling the tasks.  

The course has provided examples of good practice for a wide range of innovative 
teaching and learning methods: learning by doing, outdoor learning, project learning, 
interactive methods, unconventional methods, interdisciplinary methods. 

The impact of training on the institution and on pupils is to help identify new methods 
of action needed to develop new skills in the field of reducing absenteeism and school drop-
out, in particular by applying methods derived from non- formal. 

The three types of education, formal / non-formal / informal, intertwine and help the 
pupil's personal development and the acquisition of knowledge acquired in the 
institutionalized environment and beyond. Every human being learns in the various contexts  
- at school, at home, in the group of friends, playing, at work, interacting with others, etc. In 
other words, we can learn in any context, in any situation, at any time. 

According to the Law of National Education no. 1/2011, non-formal learning is 
considered to be integrated learning within planned activities with learning objectives that 
do not explicitly follow a curriculum and may vary in duration.  
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This type of learning depends on the intention of the learner and does not 
automatically lead to the certification of acquired knowledge and skills. 

The skills and attitudes developed by students in non-formal learning include: 
interpersonal skills, teamwork, self-confidence, discipline, responsibility, planning skills, 
coordination and organization / project management skills, ability to solve practical 
problems, etc. As these competencies have an increased relevance to the personal 
development of the individual, contributing to both active participation in society and the 
labor market, they are complementary to those acquired through formal education. The 
methods used are very different from the pedagogy used in formal education. In the case of 
non-formal education, the emphasis is on learning by action, peer learning and 
volunteering. 

Learning and recognition of learning outcomes in non-formal and informal contexts 
are found in the educational, school and extra-curricular activities of the Erasmus + 
Program, the "Altfel School" program, successful projects and partnerships, national out-of-
school competitions and palaces and clubs activities children: https://www.edu.ro/educatie-
non-formala-informala). 

 
So, the three forms of education, through their contribution to youth education, lead 

to the development of society. Formal education is complemented by the integration of the 
influences that come from non-formal and informal education, and the continuity of the 
relationships between them for the sustainable development of society is necessary.. 
 
 

Buzz communication 

Buzz groups are a technique most commonly used in workshops. Participants break 

into pairs or small groups and have a short, intense discussion on a defined question.Buzz 
Groups are a method for quickly and efficiently gathering feedback on a topic or responding 
to a specific question during a plenary (a session that includes all participants of an event). 
Without moving from their seats, participants form mini-clusters of two or three people and 
engage in free discussion – or ‘buzz’ – for a few minutes on a given question. Buzz Groups 
provide a welcome change of pace for participants, helping to enliven and energize large 
group meetings and events.  

➢ Facilitator 
➢ Flipchart 
➢ 8-30 participants for one facilitator (or 50 - 100, see below) 
➢ 10 - 20 minutes (approx. 5 minutes ‘buzzing’, and 5 - 15 minutes to share 

feedback in plenary 

 

 

https://www.edu.ro/educatie-non-formala-informala
https://www.edu.ro/educatie-non-formala-informala
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Rules: 
Ask participants to form Buzz Groups of 2 - 3 persons with their immediate 

neighbours.   
Invite the members of each group to share their reflections on the topic at hand, 

describe their learning from the event, or briefly summarize their own significant 
experiences with the topic. Allow 3 - 5 minutes for group discussions.  

 When time is up, you can ask groups to volunteer to share reflections in plenary 
(one minute per group). Alternatively you may choose not to have any reporting back at all, 
if your goal was simply to promote engagement with the topic. 

 
 

 
 

Team-building exercise: Impossible Mission. 
 

This method involves teamwork, the team having to be more numerous because the 
number of tasks is high and the time they need to be resolved is one hour. 

The exercise involves the existence of a list of questions / problems on a particular 
topic, which the members of each team have to solve in a short time. 

The difficulty of problems increases gradually, with the last problem having a high 
degree of difficulty. Team members can only fit in time if tasks are distributed within the 
group and will not be resolved at group level.  

Thus, we can say that this method has a group and individual organization. The 
team that has the shortest time to solve the requirements and the most correct fixes will be 
winning. 
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The main objective of the method is to find the most correct solutions in the given 
timeframe, and the competences developed are: group communication, rapidity in solving 
problems, organizational capacity. 
 

Setting the issue: Dracula has risen from the grave. 
  
 The method implies the existence of larger 
work groups and a problem with a higher degree of 
difficulty, due to the incomplete clues that lead to 
solving the problem. 
 Each team receives a text, which is, in fact, the 
problem and which, in each group, has another gap. 
For example, a given problem would have been to 
calculate the time that Dracula reaches from point A 
to Transylvania, traveling by various means of 
transport. Each team will have an observer who will 
note comments on the talks and a negotiator who will 
try to find details from another group. By summing up 
the textual loopholes, the teams will find the solution 
only if the negotiator and the observer will do well to 
bring the necessary information. 
 The rest of the team puts together the 
information they have, whether or not they succeed, 
to solve the problem. 
The winning team will be the one who manages to solve the problem correctly in the 
shortest possible time. 

The main objective of the method is to solve the problem with good negotiating 
techniques and an observer to bring important information. The methodology develops 
negotiation and observation skills, as well as problem-solving skills. 
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The Role Play 
 

This method is a method of training students' behavior based on simulated actions 
by involving students in group social activities with defined roles and interactions. 

The game involves 
identifying the situation to be 
simulated, presenting the scenario, 
agreeing with students the 
participants and their roles. 
  Distributed with the text of 
each role and with instructions on 
its interpretation, and an 
educational atmosphere conducive 

to role-learning learning is created. As much as possible, a decor can also be made. 
Following the interpretation of the roles, an analysis will be made, through frontal and 
individual discussions, of how to play the role play, the presentation by the teacher of the 
successful and perfectional aspects, useful and in the perspective of future similar activities. 
For example, role play can be used to exemplify the types of communication: passive, 
passive-aggressive, aggressive and assertive. Distributed roles may go from the same 
problem, but scenic indications will be changed to reveal the type of communication. 
Possible roles: teacher, parent and student. The same situation will be treated differently as 
regards the behavior of the three actors. Students can also be put in the situation of 
creating the text themselves. 
The main objective of using this method is to identify the types of communication. 
Competencies developed through the use of this method are: developing the empathy 
capacity and forming the capacity to work in a group, etc. 
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Mind mapping (hartă conceptuală). 
 
 Memory technique Mind Map is an 
effective learning method consisting of 
graphical representations designed to 
organize information and facilitate 
understanding of concepts and relationships 
between them. The map will have one or 
several keywords in the center, in a box, 
which summarizes the concept under 
consideration. It will be connected by lines or 
arrows with different explanations and related 
concepts, framed in different shapes, colors 
and dimensions. Thus, the reader will not 
scroll the material from the left to the right and 
top down but from the center, following the 
arrows and passing the concentric levels of 
the graph. Understanding the concept will 
thus be much easier and more meticulous. 

 Creating Conceptual Maps is a useful 
approach to increasing the efficiency of the 
learning process, improving the way 
information is stored, supporting and 
developing the ability to creatively solve 
problems.   

 Starting from the center, where the 
concept of analysis will be represented, the graph will expand by adding other related 
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concepts. The arrows or lines that connect them will surprise in a few words the relationship 
between them. 

The use of Mind Map helps to quickly identify and understand the structure of the 
subject, highlighting how the information correlates, recording the raw facts contained in 
classical notes. Furthermore, Conceptual Maps help to retain information as it presents it in 
an easy to remember and revised form.  

The process of developing a Conceptual Map involves taking some steps: 
➢ Marking, in the center of the page, the 

concept under investigation and its 
encirclement; 

➢ Use of impact words ; 
➢ Identifying major subdivisions or major 

components of the concept;   
➢ Marking them in the frame around the 

concept. 
➢ Using different shapes and colors of the 

borders to encode certain information and 
to make it easier to retain information. 
You can even add suggestive images. 

➢ Draw lines or arrows to suggest the 
relationship between them and the central 
concept presented at the first point. 

➢ Analyzing the map, identifying the 
relationships between the distant 
elements, at different levels, and their 
graphic representation.   

 
 Making Conceptual Maps is an extremely effective way of making notes regarding 
the summary of information and memorization implicit. The elaboration of Conceptual Maps 
allows to highlight the facts, the structure of the subject and the relative importance of the 
individual parts. At the same time, it helps to combine ideas, stimulate creative thinking, and 
create connections between information, fostering learning efficiency. 
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EXAMPLES OF APPLICATION. 
 

 
 
 

The applied method: Starbursting 

 
Organizational modalities: by groups 
Participants: students aged 13-15 
Discipline: English 
Subject: Erasmus + programs run in 
our school. 
 
Necessary materials: 

o Colored pencils 
o Scissors, glue 
o Duplex Sheet 
o Projector 

Objectives: 
o Getting a clear picture of the school projects being developed and important details 

about them. 
o Identifying barriers in communication. 

Skills: 
o stimulation of speech fluency; 
o developing the capacity to speak in a foreign language. 

Activity description: 
Students are divided into five groups. Based on five "Why" questions, a question and 

answer session is generated about the topic of the lesson. The groups are thus in dialogue 
- the first question to the next group will be the last to answer, thus closing the 
communication circle. 

Possible variants of questions and answers for interrogative pronouns What, which is 
the theme of a group: 
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Questions  Answers  

What is the name of the project? Creative learning for an inclusive school 

What kind of project is this? Key action one, staff mobility 

What do you know about it? Teachers go to courses to learn new 
things about teaching. 

What new working method comes to your 
mind? 

Star burst. We are practicing it right now. 

What other teacher used it, if any? The Romanian one, at least. 

 
The role of the teacher: 

o The teacher is the coordinator of the activity and helps the students when they 
experience difficulties in expressing or solving tasks. 

 
Role of students: 

o Students work on the task proposed by the teacher, and at the end of the time 
allocated to solving the requirement, be assigned a group leader to present the 
identified solution. 
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Applied math with lego education 
 

Transform advanced mathematical concepts into a 
hands-on, visual experience that is easier for your middle 
school students to grasp. Lego Education lets you engage 
your students and develop their problem-solving skills with 
real-world examples of STEM subjects. Evaluate, assess 
and quantify speed, distance, time and weight with models 
that physically manifest the complex concepts behind the 
numbers and makes them easier for students to relate to – 
and enjoy. 

Design, build and test robots that can complete 
complex tasks, record live data, respond to environmental 
changes and more. Legi mindstorm helps you bring 
technology, science and computing to life with hands-on, 
project-based STEM learning using best-in-class robotics 
solutions. The only limit is your students’ imagination. 
Lego mindstorms Education lets your students design and 
build programmable robots using high quality motors, sensors, gears, wheels, axles, and 
other technical components. 

By using hands-on robotics, students will: Produce simple sequences and 
commands that link cause and effect using input/output devices. Use intuitive prediction 
tools to gain first-hand experience in forming hypotheses. And integrate math and science 
using physical constraints, units of measurement, coordinate systems, min, max, mean, 
and linear. 
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As a result of participating in this project, the was involved schools was feel the 
influence of the project in long-term because the participants of the project was have gained 
experience not only about improving the learning process but also about the visiting 
country's culture, history and daily life.  

All this information and experince will be handed over to other pupils and coworkers. 
This is imporatnt for smaller schools because they often don't get as many chances to 
participate in international projects as the bigger schools. Every project has a longstanding 
impact not only on the school but on the whole community. 

It is planned to use the learned teaching methods in long-term after the project has 
ended. It is also expected for both participating organizations to collaborate after the project 
has ended to disscuss the effects the project has had on each school's daily life. 
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