THERE IS NO AGE LIMIT
TO LEARNING A
NEW THING

ROMANIAN’'S
BEST PRACTICE

DATE 19 th of April 2018
MNAME OF ACTIWITY  There is no age limit to learning a new thing
COUNTRY Romania
ORGANIZATION Centre for promoting lifelong learning Timisoara
Seniors Asseciation from Timisoara
OBJECTIVES - To spend time together with the seniors
- To learn something new and have fun
- To present to the seniors how the board game can be played
PARTICIPANTS Seniors
NUMBER OF PEOPLE
(TARGET GROUR) 9 seniors
ATTEMDING/INVOLYED
PROFESSIOMALS Two persons from the CPIP team were involved in teaching the seniors
INVOLVED AND how to play the board game ,On the way-Flying reporters”. Their role was
THEIR ROLE

to engage the seniors to play the game and create an atmosphere of fun.
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SENIOR’S DAY IN
THE BENNOHAUS

MULTIPLIER EVENT WITHIN
SASME PROGRAMME

(A GOOD PRACTICE ON
HOWTO KEEP

SENIORS ENGAGED)

DATE 28.05.2018

NAME OF ACTIVITY  Multiplier Event - Senior's Day in the Bennohaus

COUNTRY Miinster, Germany

ORGANIZATION Arbeitkreis Ostviertel eV, (Blrgerhaus Bennohaus)

OBJECTIVES Informing seniors and seniors’ organisations about SASME Programme.
Distribution of Senior Voice Magazine and ‘On the way'Game

PARTICIPANTS Organisations connected to seniors, seniors

NUMBER OF PEOPLE

(TARGET GROLP) Around 100

ATTENDING/INVOLVED

PROFESSIONALS Daria Jaranowska - International Department Biirgerhaus Bennohaus

INVOLVED AND Armndt Selders - International Department Biirgerhaus Bennohaus

THEIR ROLE Seval Kocamann - Department of Adults Education Biirgerhaus Bennohaus

Daniela Elsner - PR Department Biirgerhaus Bennohaus
Uwe Hasenkox - Herbstzeitlosen' seniors' radio group
Birbel Elstrodt - 'Seniorama' seniors' TV group

Hans Ackermann - 'Seniorama’ seniors' TV group

Beate Trautner - Seniors' theatre group

SHORT DESCRIPTION  To win the seniors and senior organisations we decided to create an event

OF THE EVENT/ with the diverse programme. We combined the presentation of SASME

METHOD/ETC. project with seniors’ performances and info stalls of the local
organisations. At the beginning the seniors choir performed. Afterwards

the dancing group of seniors. Thanks to this, the audience was entertained
and get the ideas of the ways to stay active. There were also presentations:
seniors radio and seniors tv.

This part was an introduction into the SASME Programme — especially the
handbook and Senior Vioice magazine as the examples of the work of
seniors in media. We included also the time for explaining the game and
the aims of the senior card campaign.

After the official part of the day, the seniors’ organisations had a chance to
present their own work. Each of them had a place where they were
distributing their materials and offering cooperation. Everything was
organised in friendly atmosphere with coffee breaks.

IMPACT ON THE
TARGET GROUP

The participants — organisations and seniors were really interested in the
SASME Programme. Many of them came afterwards for some more
magazines. The organisations were impressed by the game which was
created within the SASME project. They were glad to receive it and excited
to try it with their seniors. For the participants it was also important that
they could be at the stage themselves and that after all the presentations
they had their own time to talk to us and to the other organisations.

STRENGTHS OF THE
~G00D PRACTICE"

Informative, timing, open for the other organisations (they had the chance
also to present themselves), involvement of the seniors (performances on
the stage), accessible materials (SASME flyers and Senior Voice Magazines)

CHALLENGES
ENCOUNTERED

Some parts of the event — especially the presentations might have been
too long for the seniors.

IMPACT

15 organisations connected to seniors took part in our event. Each of them
received our SASME Board Game. The info stall of the organisations were
full of hand-outs and materials for the seniors. The seniors who visited the
event received the newspaper European Senior Voice and a SASME leaflet.
Around 100 visitors were informed about the SASME project and its
programme. With some of the organisations the further cooperation is
planned.

PERSONAL
EVALUATION OF
PROJECT STAFF
AND PARTICIPANTS

The SASME Programme is a great possibility for the organisations to
involve seniors. The positive reactions on the magazine (which is made for
seniors by the seniors) made us sure that what we did was important and
neaded.

PLUSES AND
MINUSES
OF THE PRACTICE

+ Participants got to know about the - Warm day without air
SASME project conditioning

+ Participants got to know about the other - Some of the presentations
organisations connected to seniors were too long

+ Exchange of ideas and good practices

+ Performances




BEST PRACTICE:
EUROPEAN

SENIOR CARD

MAME OF ACTIVITY  European Senior Card — a discount card for the seniors
COUNTRY Poland
ORGANIZATION MANKD Association
OBJECTIVES Social activtion and education of the seniors (60+)
Implementation of idea of education by voluntary work
PARTICIPANTS Senior citizens (people older then 60 years), enterprises, local autherities
MWUMEER OF PEOPLE  Ower 190 000 of Seniors received the senior card since the beginning of the
(TARGET GROUP) Senior Card programme in Poland, the European Senior Card has been
ATTENDING/INVOLVED granted since
Over 1400 enterprises in total is involved in the programme; 15 enterprises
have joined the European Senior Card till December 2018
Over 100 municipalities joined the Senior Card programme and received a
status of Senior Friendly Community
PROFESSIONALS Ewelina Florczak
tukasz Salwarowski
ﬁ-IvE?I:_ :E?END Both are the management of the MANKD Association and at the same time
play the major role in promotion of the Senior Card programme
Marek Pilch is responsible for organization of events promoting the Senior
Card, negotiating with enterprises and public administration
Joanna Talar is responsible for distribution of the Senior Card among
seniors as well as for contacting the public administration.
SHORT DESCRIPTION European Senior Card programme was inspired by the idea of Polish Senior
OF THE EVENT/ Card —a campaign started in 2014 by MANKO Assodiation. The Senior Card
METHOD/ETC. engage citizens, local authorities, NGOs and enterprises in activation and

economic education of seniors.

The Senior Card is a discount card available for every person who is over 60
years old and fill in the aplication form.

To get the Card senior citizen has to go to one of the many institutions and
organisations which cooperates with MAMNKO Assodiation, i.e local
authority. On the other hand, enterprises can promote their services and

products to this specific target group, through entering the programme
and offering a discount.

A Person who has a Card is more eager to choose consciously the best
value for money offer, save money and at the same time live active life and
use many benefits and profits offering by companies in our programme.
To join European Senior Card programme a company has to guarantee
discounts for people who have this Card. Our purpose is to raise awareness
of business on the fact that the number of seniors in our population
constantly grows up and that is why they become more and more
important target group.

EVALUATION

The success of the Senior Card is measured by the following indicators:

- number of seniors who possess the Senior Card

- number of enterprises engaged in the programme

-number of authorities involved in the programme

(Senior Friendly Commune)

- number of seniors engaged in voluntary work on distrubution of the
Senior Card among seniors and engaging enterprises

STRENGTHS OF THE
~G00D PRACTICE"

The strenghts and benefits of the Senior Card programme are
multidimentional:

Seniors benefit from: discounts, which make various goods and services
available for them, being invited to live more active life, voluntary work
Enterprises benefit from: reaching the seniors as target group, promotion
of their products, positive image of the senior friendly company

Local authorities benefit from: positive image of the senior-friendly
commune, more active and engaged citizens;

PITFALLS AND HINTS

It is hard to reach and convince target groups; the biggest impact should
be put to promotion and information campaigns to engage all the three
parties.

IMPACT

Local businessman who honour the European Senior Card can improve
local economy and industry and also senior citizens from another
countries can come and visit new city where their Card is honoured.

PERSONAL
EVALUATION

OF PROJECT STAFF
AND PARTICIPANTS

European Senior Card is a variation of the National Senior Card through
which Seniors will be allowed to get a discount also in partner countries.
During the project implementation the Senior Card campaign was
implemented with different results in partners countries. In Poland, where
the Senior Card programme is more popular it was a bit easier as the both
programmes are complementary. For Partners from Lithuania, Romania
and Germany the implementation was much difficult, but they struggled
to achieve the project goals. In Germany (Muenster), where several other
discount cards exist, the European Senior Card programme was not
implemented, but it was established in other German region.




GOOD PRACTICE OF
~EUROPEAN SENIOR VOICE”

JOURNAL DISSEMINATION

NAME OF ACTIVITY  Game*On the way: Flying reporters” implementation
COUNTRY Lithuania
ORGANIZATION Sodial Innovation Fund
OBJECTIVES - Pilot approbation of the game with a group of participants (seniors).
- Introduce creators of the game, its rules and principles.
- Define the advantages and shortages of the Game for seniors’
sodialization.
- Figure out some alternative ways of the Game implementation.
PARTICIPANTS Seniors attending SIF events and meetings
NUMBER OF PEOPLE
(TARGET GROUF) 14 participants (2 groups)
ATTENDING/INVOLVED
PROEESSIONALS Social Innovation Fund adult educators
INVOLVED AND Role: Game introduction, managing the process of the game, involvement
THEIR ROLE and encouragement of participants, observation and review of
participants’ progress, summing up the results and outputs of the Game.
SHORT DESCRIPTION Two groups of senior people were suggested to play the board game “On
OF THE EVENT/ the way: Flying reporters? The process consisted of three stages:
METHOD/ETC introduction, implementation and results summarizing.

We've confronted with the problem that senior learners found difficult to
memorize all the rules and items of the game at the very first try. Therefore,
we suggest that the Game introduction must be sequential. Due to this
reason we simplified the rules during introduction and applied some
creativity in the Game items usage.

Thus, the introduction consisted of three brief tasks:

“Tell your story” — when participants had to tell their own interesting
stories [or stories they've been told by someone) about cities they've
visited: how they got there, what were their impressions, what was
interesting there (3-5 min for each participant).

“Where do you want to go?” - to answer which city of Europe the
participants would like to visit, and persuade others to visit it {3-5 min for
each participant).

“What do you know about the city” - participants were divided into two
groups and received the same amount of tokens (10 tokens) with different
cities. Using Brain-storm method they had to tell atleast something about
all cities they received. For each story they could earn sum of money,
corresponding to the value of the token.

IMPACT ON THE

TARGET GROUP

“Tell the story” assignment was very helpful for socialization of seniors.
Sharing their experiences with others helped to overcome their feelings of
loneliness and not having anyone to talk to.

“Where doyou want to go?” - persuasion of others to visit particular cities
made seniors feel influential towards the local environment, being actively
involved into the decision-making of other participants.

“What do you know about the city” activity helped seniors to overcome the
feeling of exclusion, working in smaller groups. The Brainstorm method
was helpful due to the reason that it does not imply any critique of ideas.
So, participants were free to express all their thoughts, even misleading
ones. It positively influenced the participants’ desire to find out more
about the cities, therefore, raised their awareness and knowledge. Some
participants were able to search the information in the Internet and share
it with their teams.

STRENGTHS OF THE
~G00D PRACTICE"

Adult learners mostly like to express their thoughts in an oral form:
speaking, making mini-presentations. Therefore, such methods gave us a
possibility to involve them into playing process.

Usage of simplified version, adapted to a local context and local
participants makes the process of the Game more flexible and creative.

CHALLENGES
ENCOUNTERED

Some participants have never been in particular countries, so they were let
to change the countries and speak about those they've visited.

IMPACT

15 organisations connected to seniors took part in our event. Each of them
received our SASME Board Game. The info stall of the organisations were
full of hand-outs and materials for the seniors. The seniors who visited the
event received the newspaper European Senior Voice and a SASME leaflet.
Around 100 visitors were informed about the SASME project and its
programme. With some of the organisations the further cooperation is
planned.

PLUSES AND
MINUSES
OF THE PRACTICE

+ Leamning is based on life-world - The Game must be adapted
experience of senior learners. to the participants’ (seniors’)
+ Overcoming their sense of loneliness  live-world  experience  and
and exclusion. local context.

+ Expand their knowledge about - Consumes more time than it
European countries and knowledge of was estimated at the
other seniors’ experience there. beginning.

+ Rising the desire to travel across the

Europe.




GOOD PRACTICE OF
PRESENTATION AND
ANIMATION OF

THE BOARD GAME

DATE February, March 2018
MAME OF ACTIVITY  Presentation and animation of the board game
COUNTRY Poland
ORGANIZATION Polish Bard Games (PGP)
OBJECTIVES Presenting the project and the board game*On the way";
Learning how to play;
Showing the possibilities and advantages of the game.
PARTICIPANTS Seniors, organizations for seniors, civic media
NUMBER OF PEOPLE
(TARGET GROUP) Approximately 50 people
ATTENDING/INVOLVED
PROFESSIONALS Civic media and organizations for seniors watched and described the
INVOLVED AND game for seniors, interviewed seniors and partners of the project (PGP and
THEIR ROLE MANKO).
SHORT DESCRIPTION Seniors, organizations and civic media were invited to the event.
OFTHE EVENT/ At 5 tables there was a game for four people with an additional place for
METHOD/ETC. the game animator (a person who knew the rules, knew how to play and

could present game instructions). The game was played until we were sure
that the seniors understood the rules and they could play alone. Civic
media, organizers, animators and project partners observed the reactions
of seniors to the game “On the way”.

EVALUATION

This was an important event, because it showed the method of working
with the board game for seniors, reaction to the game and idea of project’s
further life.

The event with the board game was described in the mass media as an
innovative and interesting tool for seniors. The game triggered emotions.
Seniors showed a great willingness to participate in the event and learn
about the rules of the game. The target group expressed interest, curiosity,
surprise. The board game was very popular, and it proved to be useful.

STRENGTHS OF THE
~G00D PRACTICE"

The result of good practice is to gain knowledge about the needs of the
target group and their interest.

Organized events have shown that the board game is a good tool and a
combination of knowledge, entertainment and integration. Is a game
adapted for seniors (individual project for seniors), well prepared (many
countries, opinions, adaptation to the needs of the target group).

The tool also shows great attractiveness in terms of artistic and quality.
Skills that can be extracted from the target group using this tool are: the
ability to trigger emotions, knowledge acquisition, memory exercise,
integration, impulse to release new energy reserves.

PITFALLS AND HINTS

The beard game is an innovative proposition for activating seniors.

The need of the target group is to arouse their interest, however, it will not
be an attractive tool when there is no introducing person called an
animator.

An animator is a person who invites you to play, runs gameplay and makes
sure that seniors understand the rules. Seniors paid particular attention to
the presence of a helping person (animator). It was such a great help for
them.

IMPACT

Good tools for activating seniors by local organizations, senior clubs and
civic media. The tool attract attention and it gives you the opportunity to
develop tools.

PERSOMAL
EVALUATION OF
PROJECT STAFF
AND PARTICIPANTS

The SASME Programme products are meeting the needs of the target
group and the proposal to enter into the environment of seniors. This is an
offer for interesting, innovative, proven and creative tools. The tool is a
good source for acquiring knowledge, triggering emotions, integration.

In the implementation of the SASME Programme tools, we have often
encountered wvery positive assessments: as much-needed tools that
activate seniors and provide very useful solutions. The SASME Programme
tools also open up opportunities for developing.




. SUMMARY

With this handbook we would like to encourage you to
introduce new initiatives supporting seniors in your country. Let
our experiences be a guideline for your organization.

During the project implementation we encoutered various
obstacles, that we had to face, and we learned a lot from this
experience. We hope our work will inspire you and your team to
try a new approach to counteract social exclusion and to
increase participation of the elderly in the life of communities.
For more information about implementaton of the SASME
Programme in partner countries, you can contact organizations
listed inside the cover page.

THANK YOU!




