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Session : Communication Process

For any details and submission please contact the Truth Project 2019-2021 via truth.cisv@gmail.com

Training Topic(s): the importance of communication, Communication
model, filters of communication, critical areas of communication.

Duration: Around 85 minutes. 1 Hour 25 minutes.
Designed by: Diego Gatica Murrieta
Email: diego.gamu@hotmail.com

Expected Outcomes & Context

What participants will gain and in which context this session will be suitable. Please
choose the outcome that matches your training best. Maximum of 3.

Examples related to TRUTH:

e YWs understand the importance of non-violent
communication and a controlled communication framework.

e YWs able to deconstruct and analyse a real-life situation into a
communication model.

e YWs understand the abilities required to achieve efficient
communication.

Training Session Description & Level of Experience
Required by Trainer

Brief description of the training summarizing activities, outcomes, and experiential learning
to illustrate how and when to use this training.

e Any person can give this session, but they must study the content
and do their own research to complement this template in case of
not having previous experience on the topic.
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Learning Goals & indicators

Which goal(s) and/or indicator(s) will be covered. Please choose or customize the
learning goal that suits best your training or create new ones. Maximum of 6.

Examples related to TRUTH:

YWs show understanding of the difference that
communication can make when solving a conflict.

YWs recognize each element that influences a
communication process.

YWs relate the communication model and common conflicts
with real-life personal scenarios.

YWs understand what each key area of communication
stands for and how to apply it.

Materials

In the order you will need them

Small pieces of paper, one per person, where a minimum of 70%
of the pieces have written on it "builders" and 30% of them
"destroyers."

Small papers, one per person, with the word "builders" written
onit.

Two cups or objects that can contain different sets of papers.
Set of puzzles for every three people in the group. You will need a
set of papers, fruits, or any tools that you can arrange somehow
but have two copies of it to have an organized shape and
someone else the pieces to arrange it. | would recommend a
tangram.
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O Tips for Facilitators
4

Having a good idea of all the practical responsibilities is important because there may be
a lot of questions

e Have your materials ready before the session and organized in
a way that you do not mix up papers.
Be conscious of the participants' context. The first activity itself
requires absolute trust between them, and you might want to
think of examples that fit their experience or context.

Step by step
@4% Activity
|'U'b What happens in each step of the session

o] X

Phase* Time

Check notes on
Kolb by the
end of the
template

The session is introduced with an energizer or a 5-minute activity to energize the group. There is going to be movement in the next part, so it's
essential.

Do 5 minutes

You will play a game with two teams, where one team is intended to build a puzzle, and the second team will try to stop the first team from
making it. They cannot talk nor communicate in any way. Give the following instructions: "You are going to play a game, a competition
between builders and destroyers where the builders have to build this puzzle (Shows puzzle). If after 5 minutes, there is one piece missing the

Do 5 minutes
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destroyers will win. The conditions are that no one can communicate in any way or communicate to others their assigned role. Participants
can not break a piece nor get outside of the designated area."

Take your first set of papers, and let every person take one. Once they do, you must insist that they cannot communicate anymore. Have them Do 7 minutes
stand around you (you as facilitator) in a circle while giving the last instructions. They cannot know, but in this first part, around 70% of the

group will be builders, and the other 30% will be destroyers. Drop the puzzle and start the game. Play for about 5 minutes, decide based on

how the group is going, do not use all their energy but let them have some fun. Here probably destroyers will win, and once you end the game,

you go to the next step.

Divide the group into builders and destroyers again but publicly let them see who has which role. For this, you can tell them to stand on your Reflect 6 minutes
right side if they are builders and on your left side if they are destroyers or just any creative or not creative division will work. Once they've

seen each other, you will play again, but before you do, give them 5 minutes to talk with each other (still divided into two teams) and make a

plan so that they assure victory.

Once they have their plan, you are going to divide them into two teams again, they might complain about this because they just came up with
a great plan, and now they will not even know who their team is anymore, but that's fine, have fun with them and tease but don't let them tell
each other their new role. The instructions will be the same in the first part, no communication, no biting, etc. But this time they don't know
this, all of them are going to be builders. You play again, and this time you will give them more time. If they manage to build the puzzle, it's OK,

great, actually, but if they are doing it too quickly, you can try and hide a piece to create a bit of chaos and then give it back. Do 10
minutes
Reflect, 8 minutes.
Once you finish, there is an important note; DON'T LET THEM SAY WHAT ROLE THEY HAD. You'll have a debriefing, where you still won't reveal Generalize

your roles but will give them the freedom to talk about what they wish, following the basic simulation questions, -What happened? -What did
you feel?) -How do you relate it to real life? The conversation will probably be about how it is easier to destroy than building, and it's okay.
Just don't let it be that long nor make it the point of the activity cause it's not.

Once you have that conversation, you will reveal everyone's role, and now the discussion will be different. This time you talk about Reflect, 15




: Youth Workers Training Platform vy £ 4o by “ Erasmus+

communication, about how building was harder because they did not know their objective. We communicate our thoughts, but we have the Generalize
same objectives most of the time, but the channel makes the message a bit blurry, especially in international communication. Now you have

introduced the topic of communication. Feel free to change the debriefing structure, but here is an easy one you can use: -Why did it take you

so long to build the puzzle? If you could not communicate, what made you act as you did? Did you let past roles and actions affect your

thoughts about other's intentions? What do you think would have happened if you could communicate? Would there have been conflicts

anyways, or everything would have gone smoothly? Why is communication important?

Why, if you have the same objective, you don't achieve your shared goals? This part should cover the importance of communication, and
now you want to jump to the structure and process. For that, you'll play a game to simulate the communication model.

minutes

Do / Reflect
There are many options for this part, and the next activity can be replaced with any other if you find it more adequate to the context of the

group. What you want to do is somehow simulate with a game a communication model that involves:

-Communicator 1, aka messenger: Person who encodes.

-Communicator 2, aka receiver: Person who decodes.

-The message: A message can be a task, a complex code, anything.

-The noise: Something that makes it more challenging, consider using a noise related to their context, international volunteers could work,
lack of context or maybe a translator between the process that makes it more challenging, get creative.

In this example, you will have to divide the group into teams of three. If you end up with one person without a group, it is better to have two
groups of four, don't let anyone be alone. Each team has to assign a number from 1 to 4. Once they have that, the number 1 and two will sit
back-to-back, facing opposite directions. The third and fourth person will be standing next to them.

Person number 1 will have a puzzle: Legos, pieces of paper arranged in any other way, figures, fruit, anything. But consider that the person
sitting back to that first person must have the same materials. The role of person number 1 is to give instructions to the person who is sitting
back-to-back so that that person can build whatever person number 1 has in front. The facilitator must arrange the objects in front of number
1 and pass the materials to person number 2. Person number 3 and 4 have a critical role, which is observing. That person cannot talk or
communicate in any way, remember to emphasize the importance of their role. Give the instruction and play for 5 minutes.

7 minutes

Once 5 minutes have passed, number 3 and number 4 will change places with number 1, so those observing can now talk and give Apply
instructions. Give them 5 minutes.

5 minutes
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They might achieve it or not, but you will use this experience to have a quick debriefing. Follow with the question you'd like, but here is an Reflect 5 minutes
example of how you could do it:

-What happened?

-Did you solve it?

-How did you solve it? How did you adapt your communication?

Now that you talked about the exercise present the communication model using the exercise as an example. Where you have: Generalize 5 minutes
Communicator 1, aka messenger: Number 1. Who encodes?

Communicator 2, aka receiver: Number 2. Who decodes?

The message: The answer on how to arrange the pieces.

The noise: The lack of context, not knowing what the person has built. The differences in the language or way of expressing and any other

disruptive situations you can think of. All quite common in international collaboration.

After this, you want to have a, again, small debriefing and conversation, which you will start by asking the question, what is the key to efficient Generalize/ 5 minutes
communication? Let them talk but guide them to the correct information. You want to talk about the critical areas of communication. Which Apply

can be defined as:

1. learn to listen

2. Studying and understanding non-verbal communication

3. Emotional awareness and management

4. Questioning skills.

These topics are part of another training, so what would be better is that they have taken that training already so that they can use this part as
a reflection and an application from that other session.

Describe how you will conclude your session: which learning points will you reinforce or repeat? If it applies how will you connect what has been learned in this session to
previous and upcoming content? Consider asking trainees to reflect upon what they have gained in this session.

*Notes on Kolb learning phases: this experiential learning model (ELM) is typically represented by a four-phase learning cycle in which the learner 'touches all the bases'. 1. Do is experience something, meaning active
involvement. Learning from specific experiences and relating to people. Feeling. Examples: ice breakers & energisers, team games, problem solving, discussion, debates, presentations. 2. Reflect is observing what is
happening? Review what has been done and experienced. Observing before making a judgment by viewing the environment from different perspectives. Looks for the meaning of things. Examples: quiet thinking time, ask for
observation, discussion in small groups. 3. Generalize is understanding why it is happening? Involves interpreting the events and understanding the relationships between them, concluding and learning from the
experience. Examples: drawing conclusions, seeing patterns, formulating rules or theories. 4. Apply, this is testing ideas in practice- planning, trying out what you have learned. Examples: action plans, checklists, contracts,

For more information on the Kolb model check:
https://infed.org/mobi/david-a-kolb-on-experiential-learning/
http://www.reviewing.co.uk/research/experiential.learning.htm#axzz6Qi3kfbHx
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