Initiatives Training

Goals for training:

1. Introduce the three core concepts of adventure education: Experiential learning, Full Value Contract and Challenge by Choice

2. Overview of Facilitator Role: Sequencing, Activity Types, Adventure Wave, Debriefing

3. Share Initiatives Coordinator roles and responsibilities during CFW

4. Lead an example of the 2 ½ hour session that they will lead at Cedar

5. Explain Cedar Campus Low Elements course procedures and elements

6. Share curriculum cycle for Cedar Campus Initiatives and explain each activity

Schedule

	Tuesday
	Goals
	Wednesday
	Goals

	Example session
	4 (1, 2, 6)
	Warm-ups
	

	Core Concepts
	1
	CC Low Elements
	5

	Facilitator Role
	2
	CC Curriculum
	6



	CFW Responsibilities
	3
	
	


Cedar Campus Initiatives Goals

To foster healthy relationships among leadership team members thru the use of experiential team building interventions and activities.
Initiatives coordinator roles and responsibilities at CFW

1. Contact all leadership team staff prior to CFW regarding their participation in initiatives

2. As able, schedule groups into time slots prior to arrival at CFW

3. Send out and retrieve group goal worksheet

4. Connect with OPD and PC to determine if a whole camp ice breaker before Saturday night plenary

5. Attend Leadership team staff meeting on Saturday at 6pm to finalize the schedule, share about location for initiatives and any weather concerns, and ask for any questions.

6. Lead groups well and close by praying for the group.

7. Encourage evaluation and continued discussion

Adventure Education Core Components


Experiential Learning Cycle
The ELC is a concept that originated with David Kolb.  It is an understanding that people learn by having a real experience and then an opportunity to process it, through reflection, with the goal of identifying lessons that can be transferred into another situation.
Full Value Contract:

The FVC is a concept similar to a small group covenant or agreement.  It is a way to help make sure that each group member is on the same page as far as guidelines, values and behaviors that will be in place for the duration of that particular group.  Often it is most beneficial for the group to come up with the FVC on it’s own terms with guidance in key areas from the facilitator.  However since this can be a time consuming process and for the Cedar Campus Initiative program we are already under a time limit, I would suggest establishing a simple full value contract or making the assumption that scriptural guidelines for conduct be used. Two Examples

Be Here

Be Safe

Have Fun

Let Go, Move On

Play Hard

Play Safe

Play Fair

Have Fun

Challenge By Choice

Challenge by Choice is the concept that gives each individual in the group the opportunity to participate in an activity at the level of their own choosing.  To not participate is not an option, but each person must choose their level of participation.  Activities are should be selected and framed in a way that helps each participant to understand that they have a choice and to make one.  Also important is the realization that people tend to learn the most when they are being stretched versus being in their comfort or panic zones.

Facilitator Roles

Sequencing

An essential part of the facilitator’s role is to properly sequence the experience for the group.  Sequencing is the process of deciding which activities to use and how to frame them in order to help the group most effectively.  Sequencing also involves the deliberate building of skills and attitudes within a group.  For example a trust fall would not be a good opening activity since you have not developed the groups physical or emotional trust levels nor have you given them the proper physical techniques necessary (spotting ability) to ensure that it is done safely.

As a facilitator you must think of your sequencing both at the Macro (whole session) and Micro (individual activity) levels. 


Macro questions:

· Group goals and desires?

· Structure for the session?

· Proper building of skill set?


Micro questions:

· What activity to choose?

· How to frame and facilitate the activity?  Activities can be utilized for many different purposes, the determining factor is how you introduce or frame it.

· What type of debriefing to use if at all?


Stages of Group Development

Groups develop through a series of stages.  Being aware of these stages can help a facilitator be aware of issues that the group is facing as well as choosing particular activities to reach the groups stated goals.  Tuckman’s model below is one that is most commonly used in both InterVarsity and Adventure contexts (if you are interested I wrote a research paper on this).

Forming: The beginning stage of the group.  Identifying the purpose of the group and how individuals fit into the context

Storming: Testing the boundaries of authority, relationships, and tasks.  This stage is where conflict is most visible and often is hindering the group’s development and task accomplishment.

Norming: Here the group has addressed some of the conflict and has concluded that the group is worth investing in.  A sense of group cohesion or unity is formed and members recognize each others differences and similarities.

Performing: Here group members have a clear sense of purpose and direction.  They are utilizing the group’s gifts and abilities and relationships strengthen and support the group rather than hinder it.

Adjourning: Here the end of the group is imminent.  There might be conflict as emotions of the group disbanding will come out.  Group needs closure and direction.

It is important to note that groups do not always follow this sequence.  While the forming and adjourning stages are for the most part fixed, the three middle stages can happen in a very cyclical nature.  Sometimes groups will even display multiple stages at the same time.  The idea is to use these stages as a diagnostic tool in helping you to decide what activities to do and how to frame them.

Activity Types:

· Ice Breaker or Name: to help group members get to know each other and feel comfortable with one another.

· Often are fun and non-threatening

· Are easily accomplished with little or no frustration or complex interaction

· De-Inhibitizer or Energizer: to help group members take some smaller risks and engage in activities at a deeper level

· Involve some risk arousing discomfort and frustration

· Success and failure are less important than making a good effort

· Cooperative group environment that is supportive
· Communication: to help groups ability to communicate through multiple lenses and develop good decision making skills

· Some level of frustration or difficulty is present

· Leadership abilities, skills and group decision making issues arise

· Some type of physical activity, verbal interaction and idea discussion are involved
· Trust: to help group members take increasing steps of trust with each other physically and emotionally

· Activities chosen with the emphasis on building trust in the group, physically and emotionally

· Allowing that trust and risk taking happen on many different levels

· Group members support and care for one another’s safety
· Problem Solving: to help the group communicate by cooperating and compromising in a more complex activity

· Higher level of potential frustration and complexity

· Success requires significant verbal and physical cooperation and communication among the group

· Develop group decision making skills, learn from prior experience and often teach the value of thinking and planning vs. impulsive and random solutions.

Adventure Wave

The Adventure Wave is a way to describe the flow of each activity or element.  It is important to pay attention to this flow and not to let one element dominate over another.




Doing (making good observations in relation to group goals)


[image: image1]


Set-up or briefing


 
De-briefing and segue

Debriefing

Debriefing is the most critical aspect of the GLC initiatives program.  Good debriefing will help to solidify the lessons learned in the activities and ground them into the practical application settings back on campus.  Without good debriefing, initiatives are just a fun experience that may or may not have relevance to our primary mission on campus.

Inductive model

Good debriefing will also follow the tried and true Inductive model of 

Observation:
Asking the “What” questions

Interpretation: 
Asking the “So What” or “Why” questions

Application: 
Asking the “Now What” questions

Types of Debriefing Tools

Rather than always sitting in a circle and asking what happened, the use of debriefing tools can be helpful. For our use with InterVarsity there are two main types of debriefing tools.  Conversation is anything that gets the group to verbalize what is going on internally.  Symbols are things that let the group create a physical representation of something that they can then describe or share with the group.

Conversation

Breaking the group into small units to share

Round or Whip i.e. thumbs

Pi chart: Looks like, feels like, sounds like

Bumper stickers

Headlines

One word descriptors: color, tree/plant, 
animal, food, weather, mood, body 
parts etc.

Symbol

Continuum line ups: 1-10, agree/disagree

Drawings

Objects from environment

Pipe cleaners

Play dough

Lego’s

Personal or group sculpture

Processing cards

Sample Debriefing Questions:

While most of the activities listed in the activity review have InterVarsity specific debriefing suggestions here are some general questions which seek to meet our goals for the program.

Does this group function as a team or committee? How did you made decisions?  

What is more important, task or relationships?

What did you learn about yourself? The group? God?
How does what you learned in this activity get transferred back to campus?
Reflection


What or Observation





Transfer


Now What or Application





Generalization


So What or Interpretation





Experience


Doing





Comfort


Zone





Stretch Zone





Panic Zone





Adventure Wave








