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Erasmus Club Guidelines

What is an Erasmus Club?

An Erasmus Club Event is a short, inclusive and interactive learning workshop that brings
people together to learn, exchange experiences and connect. It should use non-formal
learning methods and encourage participants to take an active role rather than simply
listen to a presentation. Erasmus club events can be delivered face-to-face, online or in
blended modality.

Choose your topic and objective

Select one clear topic that is relevant to your participants and define what you would like
them to explore, learn or discuss.

Topics could include inclusion, well-being, digital skills, sustainability, intercultural learning,
active citizenship or personal development.

Keep it simple: one workshop does not need to cover everything!
The importance of ice-breaking and interactivity

It is important to help participants feel comfortable and introduce the topic through an
activity that is low-impact, accessible and interactive. Use an ice-breaker to start to make
sure the

An Erasmus Club should be based on participation and learning by doing.
Instead of only presenting information, use:

games ° quizzes - storytelling * group challenges - creative activities ¢ digital tools « role
play * photography ¢ discussion - reflection

Participants should have opportunities to talk, create, collaborate, make choices and share
experiences.

Create an inclusive environment

Use simple and accessible language, explain instructions clearly and adapt activities to the
needs of the group.

Encourage participation without putting anyone under pressure. Sharing personal
experiences should always be voluntary, and different opinions and experiences should be
respected.

Prepare what you need

Before the event, prepare the space and any necessary materials: worksheets, cards,
pens, digital tools, QR codes, videos or other resources.
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bout the number of participants and whether the activity will work individually, in
or in small groups.

Finish with reflection

Always leave a few minutes for participants to reflect on the experience. Depending on the
type of participants you can also make short interviews or give digital questionnaires (ex.
Google Form)

You can simply ask:

¢ What did you discover today?

e What did you enjoy most?

¢ |s there something you will take with you from this activity?
[ ]

Remember! Keep it short. Keep it simple. Keep it interactive.
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