
	Session: Creating a Vision for V2—Service and Learning


	Sector(s):
	
	Youth in Development

	Competency:
	
	Engage youth as active citizens

	Training Package:
	
	V2 Volunteerism and Service Learning

	Terminal Learning Objective:
	
	After an introduction to Peace Corps V2 approach and the V2 Volunteerism Action Guide, participants will empower youth to initiate, implement, assess, and reflect on volunteer and service-learning activities in response to things they would like to change, strengthen, or improve in their communities

	
	
	

	Session Rationale:  
	
	In this first session of the Volunteering and Service Learning training package, participants will review the key ideas they covered in the prerequisite Global Core sessions. They will start the package “with the end in mind” by creating a vision for the potential impact of a successful service or volunteering project. They will also explore some of the elements of quality service learning initiatives. This session sets the stage for participants to prepare for successfully facilitating a group through the steps of the V2 Action Guide.

	Target Audience:  
	
	Peace Corps Trainees in PST or Volunteers in IST

	Trainer Expertise:
	
	Experience working with host country youth; experience facilitating community-based service learning and volunteer activities; familiarity with V2 Volunteerism Action Guide

	Time:  
	
	90 minutes

	Prerequisites:  
	
	From the Global Core training package: Cross-Sector Programming Priorities: V2 (Parts 1 and 2), Also recommended are Peace Corps Approach to Development, Roles of the Volunteer in Development, Behavior Change Activity Planning, and Participatory Analysis for Community Action (PACA).

	Version:
	
	Apr-2012

	Contributing Posts:
	
	PC/Armenia
PC/Tonga
PC/Morocco




	Session:  Creating a Vision for V2—Service and Learning

	Date:  
	Time:  90 mins
	Trainer(s):  

	Trainer preparation:
1. Trainers meet to review the session plan and 

· Decide how to adapt session to post and insert post-specific content and scenarios

· Decide where the session will be conducted and the room set-up

· Review materials, handouts and trainer materials and designate who will be responsible for collecting and organizing them for the session. 
2. Print out the Youth Activity Scenarios page (Trainer Material 1) and cut apart the scenario cards. Posts may also choose to create their own contextually-relevant scenario cards in place of the examples provided.

3. Prepare 4-5 index cards with existing community/host country development priorities that can be used to set the stage for service efforts. They can be big development issues or very specific community issues, but they should resonate with the participants and connect with their project activities. Examples might include: 

· Youth would like more productive ways to spend their free time

· Many young girls will have to leave school in order to help support their families

· There are many small NGOs working to provide health services to young people, but few of them have the staff or resources to have consistent programs

· Trash has become a problem in the community, especially around the school. Students and community members do not take pride in their school.

 For additional ideas see the V2 Volunteerism Action Guide, pp. 7-8. If time allows, engage participants in deciding what these example issues will be. You may also choose to use the same development priority cards used in the prerequisite Global Core session: Cross-Sector Programming Priorities: V2 (Part 2).

4. Identify an appropriate “Wall of Inspiration” that can be used to post participants’ materials throughout the training package sessions. Prepare a well decorated sign to designate this wall. 

5. Review sample Word Clouds at www.Wordle.net and  www.tagxedo.com.  If needed, generate a sample to show group for Motivation section.  One sample is provided at this link: 

http://www.tagxedo.com/image/856c015c950b4b42 

6. Write the session learning objectives on a flipchart and post on the wall of the training space.
7. Review the V2 Volunteerism Action Guide (ICE# CD062) pages 3-6. If there are not enough copies of the guide for each participant to use during the session, make copies of pages 3-6 of the guide for each participant. 
Materials:
· Equipment
1. Flipchart paper and different colored markers (enough for small groups to have 4-5 markers each)

2. Masking tape

3. Sticky notes (optional)

4. 4X5 Index cards (referenced above)
5. V2 Volunteerism Action Guide (ICE# CD062) – enough copies for each participant, or photocopies of pages 3-6 for each participant
· Handouts—none
· Trainer Materials
Trainer Material 1: Youth Activity Scenarios
Trainer Material 2: Sample Word Cloud Art
Trainer Material 3: Development Priority Cards (post-created, see Trainer Preparation step 2 above)
Trainer Material 4: Service Learning Continuum


	Session Learning Objective(s): 

1. Given a relevant community issue or priority, participants will identify at least two ways that the community could benefit, and two ways that youth could benefit, by addressing the issue through volunteerism or service learning activities. 
2. Using the Standards for Service Learning outlined in the V2 Action Guide, as well as concepts related to Peace Corps approach to participatory development, participants will identify at least one strategy for integrating elements of quality service learning into a community service or volunteering activity. 




	Phase / Time /
Materials
	Instructional Sequence

	Motivation

20 min

Trainer Material 2: Development Priority Cards

Masking tape

Trainer Material 2: Sample Word Cloud

Blank flipchart paper and markers

Trainer Material 3: Flipchart with session objectives

	Creating a Vision: Word Cloud Art

Participants will review key concepts addressed in the prerequisite Global Core training sessions and build the connection between key development issues they are addressing in their work and strategies that support volunteering and service learning efforts among young people. 

1. Begin with the pre-developed Development Priority Cards (Trainer Material 2) or work with participants to create these (see Trainer Preparation step 2, above). Read each card aloud and post them around the room using tape. Ask participants to move around, reviewing each development priority. 
2. After two minutes, have participants stand by the issue that resonates with them the most as something they would like to help a youth group address. After every person is standing by one card, ask a person from each group to share why this issue is important to them. 

3. Ask participants to sit down with their groups near their cards and close their eyes. Explain that the session is going to begin with some creative visioning. Read aloud the following scenario:

“Imagine you, your youth group, and your community partners have come together around your chosen issue and made a real, positive difference. You built partnerships, motivated and excited people to get involved, created a plan based on input from everyone involved, and took action.  People were enthusiastic to be a part of this effort and wanted to help. The young people with whom you worked seemed transformed through their efforts. Imagine what it looks like, what it feels like, and how things become different in community because people came together to address the issue.”  
4. By each group, place a blank piece of flipchart paper and several colored markers. Ask participants to open their eyes and share with each other some of the things they saw and felt in their vision. They are going to create a Word Cloud image (see Trainer Material 2: Sample Word Cloud Art) that reflects the various things that came to mind as they imagined people in their community coming together to successfully address their group issue. They have five minutes to use words, shapes, or drawings on their poster to convey the good feelings and inspiration they felt through their vision. There are no right and wrong answers, nor is their artistic ability going to be judged. Their poster may address things such as: 

· People who became engage and motivated to be involved

· The positive feelings that the issue and success generated

· The difference that it made in the community or in the lives of people

· The different steps to the process or organizations that were involved.

· Other positive benefits that resulted from addressing the issue. 

5. At the end of five minutes, ask each group to post their image next to their issue card. Ask anyone to share what it was like to go through this process together. Guiding questions could include: 

· Did people in the group have different ideas of what success looked like? 

· How did it feel to talk about things that inspire, motivate or make a difference in the lives of others? 

· Would this have been a different activity if you were asked to think about the challenges you will confront, how difficult it will be to address the issue, and asked about why these efforts haven’t worked before? 

Key points: 

· When people are energized around topics they are passionate about, great changes can take place. 

· People are more likely motivated and energized by thinking about what is possible instead of what obstacles, challenges, and difficulties might get in the way. 

· People also need to feel an emotional investment to an issue in order to connect with it.  As a supporter and facilitator of V2, participants will often have to help people uncover their motivation and keep them focused on “what is possible” instead of “what is difficult”. 

· People are most often committed to something when it builds relationships, when it is fun, when it makes them feel part of something bigger than themselves, and when it makes them feel good to be a part of it.  

6. Ask participants to move their poster the “Wall of Inspiration”. This is a tool they can use throughout the process of facilitating a group through the steps of V2 to help keep them motivated and direct them back to the results they would like to see or impact they would like to have. The participants will add to this wall throughout the next several sessions. 

7. Note that they are going to use these key issues as the examples throughout the next four sessions. If groups would like to identify different issues or change them, present suggestions now. 

8. Present the session objectives posted on flipchart paper.

9. Explain that over the course of these V2 training sessions, participants will be asked to return to this activity as they look at the steps and process for inspiring and motivating others to serve in their communities. 

Note:

It will be important that participants connect back to their own reasons for helping others while they are seeking ways in which to support youth to serve. The process that the sessions will go through only have meaning if they are connected to the things that young people care about and  improving in their communities. It is also a very useful method to “start with the end in mind” and create a positive, energizing, and shared vision for what you would like that end to look like.


	Information

20 min
Trainer Material 3: Service Learning Continuum

Flipchart, markers, 

Sticky notes (optional)


	Is it service? Is it learning? 

Participants are introduced to the service/learning continuum. This activity sets the stage for participants to facilitate quality activities that include both service and learning. 

1. Ask participants to think back to the previous training sessions they have experienced addressing volunteering and service learning (the Cross-Sector Programming Priority sessions from Global Core). Ask if they can recall some of the activities they did and what they learned from them. If they don’t mention them, include those listed below.  

· Examined ways in which volunteering and service already happens in their country and communities

· Developed an understanding of the difference between volunteering activities and service learning activities and some of the benefits of each

· Became familiar with Peace Corps key resource in this area, the V2 Volunteerism Action Guide as a resource to facilitate volunteering and service learning activities. 

· Explain that in this session, participants are going to explore the features of good service learning, volunteer activities, and participatory community development and come up with strategies for ensuring their activities are of high quality and high impact.
· On a piece of flipchart paper reveal Service Learning Continuum diagram (see Trainer Material 3). 

· Explain: “This is a diagram commonly used to analyze how we think about or plan volunteer or and service learning activities. The further right on the horizontal line you move, the greater the impact the activity had on the topic or issue you are trying to address. The higher up the vertical line you move, the greater the impact of the activity on the person who engaged in the service.”
· Ask participants to provide an example of an activity that is high in service, but low in learning. If they can’t think of one, use an example such as times of a natural disaster, taking care of the sick, or cleaning up trash. The facilitator can write or place this activity on a sticky note in the 4th quadrant for high service/low learning. Again, note that high service activities are not “bad”. There are times and places where they are entirely appropriate. 

· Ask participants to come up with an example activity that might be high in learning and low in service. If they don’t come up with one, suggest a typical classroom or club activity. Write or place this in the 1st quadrant. Again, note that this is not good or bad. 

· Ask participants if they can identify where a high quality, high impact service learning activity would be placed in the diagram. Then write “service learning” in 2nd quadrant of the diagram. 

Explain that “The V2 Action Guide starts with the goal of facilitating service activities with as many benefits as possible for the youth and for the community. In the next activity, you are going to review some of the strategies to get our activities with young people into this 2th quadrant.”



	Practice

20 min

Trainer Material 1: Youth Activity Scenarios

	Youth Activity Scenarios

Participants identify where sample youth activities would be placed on the service/learning continuum. 

1. If participants aren’t already in their issue groups, move their seats together. 

2. Have each group draw have one person draw their own copy of the service/learning continuum on a sheet of paper. 

3. Provide each group with one of the Youth Activities scenarios (Trainer Material 1). Groups will have five minutes to review the activity and come to an agreement about which quadrant on the service learning diagram the activity would be placed, considering the youth that are involved in each activity. 

4. The trainer explains that he/she is going to read through each of the scenarios in order and pause, allowing each group to decide in which quadrant they would place each example. The group should make note of the example (or the number) on their group’s service/ learning continuums. 

5. After a scenario is read aloud and each group has 1-2 minutes to decide where to place it, a representative from the group who drew that example will come up to the flipchart, place it in the quadrant where they think it should go, and provide a one minute explanation. The other groups will have the opportunity to agree or disagree. 

Post Adaptation: 
Trainers can create their own contextually relevant youth activity scenarios.  

Note:

Answers for scenario cards (See Trainer Material 1, Youth Activity Scenario for answers).

Below is the number quadrant each example would be placed and the rationale. Keep in mind the examples are subject to discussion and the answers might not be “absolute”. Note to participants if other details were given, the same activity could be placed in a different quadrant. 

· A= Quadrant(Q)1. (high learning/ low service) 

Reason: The primary goal is the students’ learning. They are not taking action to improve the water quality. 

· B= Q1. Reason (high learning/low service)

Reason: The primary purpose is the boys to learn about HIV/AIDS. They are not being asked to act upon that knowledge to improve the community or educate others. 

· C= Q4. (High service/ low learning) 

Reason:  The primary goal is to clean up the beach. No details are given about the skills the young people learned in the process. 

· D= Q2. (High service/ high learning). 

Reason: The girls are being asked to apply the skills they learned at camp through helping their peers. Good quality peer education is almost always good quality service learning. 

· E= Q1. (High learning/ low service). 

Reason: We are happy the student improved their scores, but we don’t know if they helped anyone else. 

· F=Q4. (High service/ low learning). 

Reason: The students may have learned something in the process of helping young people from the orphanage, but unless we ask or design that into the activity intentionally, we really don’t know! 
6. Close the activity by taking a blank flipchart and dividing into two columns. Add the headers, “benefits to youth” and “benefits to the community”. Ask participants to call out some of the benefits they saw as they discussed their activities. 
Note: 

Serves as assessment of learning objective #1
7. To debrief the activity, ask participants if they have additional questions or comments. Prompt the debrief with questions such as:

· What are the benefits to young people when an activity includes high levels of both service and learning?

· Is the difference between volunteering and service learning clear?  

· Did it become obvious in the later examples to see that a few simple changes in the design of an activity could lead to greater learning on the part of young people or greater benefit to the community or those served? Does this change your thinking about how you design activities? 



	Application

20 min
Copies of the V2 Action Guide or photocopies of pages 3-6 from the guide

Blanks sheets of paper if needed
	Designing High Impact Service Learning
In this activity, participants will take the scenario cards used in the Practice section and use the V2 Action Guide to turn them into high quality service learning activities. 

1. Ask the groups to designate a note taker, who will take out a piece of paper and take notes for the group. Provide with paper if needed. 

2. The next task for participants is to identify at least one possible strategy (although they may generate more!) to transform the service activities they have been discussing into high quality service learning activities. 

3. Have participants open up the V2 Action Guide or distribute photocopies of pages 3-6. In their group, they should each read through these pages. Using both the National Youth Leadership Council’s standards for quality service learning as well as the considerations for Peace Corps approach to participatory community development outlined on pages 4-6, they have ten minutes to come up with at least one way to change the assessment, design, or implementation of their example activity so that they could place it in the 4th quadrant of the diagram, (or into a high quality, high impact service learning activity).

4. To clarify the task, provide this example:

“If your scenario were a youth group running a food drive for a local soup kitchen, you might turn it into service learning by introducing reflection journals (reflection), writing sample press releases to the local newspaper (developing writing skills or other learning goals), or developing an ongoing partnership between the school and the soup kitchen (partnerships).” 

5. During the allotted time, walk around to the groups to answer questions. When completed, allow each group to present the strategy they developed. Ask other groups to provide initial feedback or suggestions. The facilitator can also make suggestions. 

Note: 

This activity serves as an assessment for learning objective 2.



	Assessment

10 min

Flipchart, markers

	LO1: This learning objective is assessed by the concluding activity in the Practice section in which the participants are calling out the benefits to both youth and the community that they discussed in reviewing their activities 
LO2: This learning objective was assessed through the application section activity, in which participants developed strategies for integrating elements of quality into sample service activities. 


	Trainer Notes for Future Improvement
	Date & Trainer Name:  [What went well?  What would you do differently?  Did you need more/less time for certain activities?]


Resources:  
V2 Volunteerism Action Guide: Multiplying the Power of Service (ICE #CD062)
The V2 Volunteerism Action Guide is a resource for Volunteers and their community partners to plan, design, implement and assess local service or to support existing or new host country national volunteerism efforts. Applying a service learning approach when possible, this publication shows Volunteers how to add value to their capacity building work by helping participants in volunteer activities identify learning goals and integrate reflection (learning) in their work. Part 1 of the guide is an overview and introduction to the elements of service learning along with important cultural considerations. Part 2 is a step by step guide for creating service learning projects with suggested resources and provides a real life example of the process. Part 3 is a template that can be adapted, translated, and used by local groups or organizations to design their own service activities. This guide references specific helpful resources in many other ICE publications and contains field examples of service learning projects. Originally published in 2008; revised edition published in 2009. Also available in French, Guide d'Action du Volontariat V2: Pour un Service Plus Performant [ICE No. CD064], Portuguese, Guia de Acção para o Voluntariado V2: Multiplicar o Poder dos  Serviços [ICE No. CD065], and Spanish,  V2 Guίa para la acción del voluntariado: Multiplicando el poder del servicio [ICE No. CD063].

	Trainer Material 1: Youth Activity Scenarios


	Example A
A science class takes water samples from a local river and analyzes the level of contaminants and pollutants. They keep lab notebooks and present the results in a series of poster presentations at a science fair. 
	Example B

A local boys soccer team is learning about methods of HIV/AIDS transmission through a life skills program taught by their soccer coach. 
	Example C

In honor Earth Day, members of a youth club organize a trash clean up at a local beach. They are able to get over 400 pounds of trash sent to the local dump. 

	Example D
The girls who participate in a girls leadership camp (GLOW) develop action plans to teach health, leadership, and life skills to their friends when they return to their villages and start “Club GLOWs”. 


	Example E

Members of an English language club receive tutoring in order to improve their scores in national exams. 
	Example F

Students from a local high school come together to help clean, paint, and repair the playground at the local orphanage.




Answers to youth activity scenarios

Below is the number quadrant each example would be placed and the rationale. Keep in mind the examples are subject to discussion and the answers might not be “absolute”. Note to participants if other details were given, the same activity could be placed in a different quadrant. 

	Example A
A= Quadrant(Q)1. 
High learning/ low service 

Reason: The primary goal is the students’ learning. They are not taking action to improve the water quality. 


	Example B

B= Q1. Reason 

High learning/low service
Reason: The primary purpose is the boys to learn about HIV/AIDS. They are not being asked to act upon that knowledge to improve the community or educate others. 

	Example C

C= Q4. 
High service/ low learning 

Reason:  The primary goal is to clean up the beach. No details are given about the skills the young people learned in the process. 



	Example D
D= Q2. 

High service/ high learning 

Reason: The girls are being asked to apply the skills they learned at camp through helping their peers. Good quality peer education is almost always good quality service learning. 


	Example E

E= Q1. 
High learning/ low service 
Reason: We are happy the student improved their scores, but we don’t know if they helped anyone else.
	Example F

F=Q4. 
High service/ low learning 
Reason: The students may have learned something in the process of helping young people from the orphanage, but unless we ask or design that into the activity intentionally, we really don’t know! 




	Trainer Material 2: Sample Word Cloud Art


The trainer can use this image to show an example of a word cloud. This example was from a Tree planting and nursery training in Senegal. Note, the shape of the image also communicates aspects of what the service project was about. 

[image: image1.png]



Image Created by Tagxedo (http://www.tagxedo.com) and licensed under a Creative Commons Attribution-NonCommercial-ShareAlike 3.0 United States License.
	Trainer Material 3: Development Priority Cards


Sample Development Priority cards can look like this:

[image: image2.png]



	Trainer Material 4: Service Learning Continuum


Prepare a Flipchart with the following image: 
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Trash has become a problem in the community, especially around the school. Students and community members do not take pride in their school.
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