An introduction to the
motivation of young people

Objectives of the block

e to be able to understand the differences between internal and external motivation

e know the basic motivational factors

e become familiar with the use of motivation assumptions

¢ to be able to apply the assumptions of motivation in the creation process of activities

¢ to be able to apply Maslow's pyramid of needs in the design and implementation of activi-
ties for young people to promote motivation and creativity

Group
6—20 people

Material

o flipchart board, markers, post-it notes, cut-out paper fishes (in three colors), white office
paper, cardboard, paper tape, toilet paper rolls, pens, paper notebooks, ...

Length in minutes
200 min.

Summary

1. Introduction to motivation — 40 min.
2. Motivation prerequisites — 60 min.

3. Maslow's pyramid and fishes — 80 min.
4. Motivation process model — 20 min.

Instructions

1. Introduction to motivation (brainstorming) — 40 min.

In the initial brainstorming session, the trainer divides the paper on the flipchart into 2
columns. In the 1st column, he writes the following heading: "I am motivated". In the 2nd
column, he writes the heading: "I am not motivated". He then prompts participants to share
when do they feel to be motivated. As participants answer this question, the trainer writes
participants' ideas and thoughts in the first column. Once the participants have nothing else
to add, the trainer prompts them to name when do they not feel motivated and then proceeds
to write their answers in the second column. From the above-named outcomes, the trainer
will color-code which named motivations/demotivations are INTERNAL and which EXTERNAL
motivators.

The trainer then hands out tiny post-it notes cut into stripes in 5 colors to the participants. 1.
color will express "SUCCESS", 2. color "RECOGNITION", 3. color "INTEREST", 4. color "RESPON-
SIBILITY", 5. color "PROGRESS". The above names will also be written on the flipchart so that
it is clear to the participants which color means what. Participants can proceed to the paper
with the previously named motivators/demotivators and stick the post-its of the color they
find fitting for the word.

After sticking all the post-it notes that the participants wanted to stick, the trainer will say that
the above 5 factors are the basic motivators according to Herzberg.

2. Motivation prerequisites — 60 min.

For a participant to be a part of this activity, three prerequisites must be met:

e orientation (I understand, | comprehend)

e motivation (I want)

¢ abilities (I can)

The trainer writes these three prerequisites on a flipchart and divides the participants into two
groups. The task is the same for both groups, but each has a different target group: You are
a pair (or trio) of youth workers who must prepare an activity for 20 people. The activity should
take about 45 minutes. It is a creative industry activity that aims to build a team while using
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creativity and originality. It is up to you how the activity will be run, what groups you will divide
the participants into, and what tools/materials you will give them. When devising the activity,
consider the prerequisites for taking part in the activity (listed on the flipchart). You have 25
minutes to prepare the activity. You will present the activity in the form of a 3-minute presen-
tation, including answers to questions about what is needed to be done for your participants
to understand what they need to do, want to do, and are able to do the activity. You can choose
the presentation method.

The target groups are as follows:

e group 1 - children aged 8-12 years

e group 2 —young people aged 13-16 years

After the presentations of both groups, a short evaluation will take place in the form of giving
feedback. In the first round, members of the first group will evaluate the presentation of the
second group and then vice versa, focusing on the fulfillment of the prerequisites for partic-
ipation in the activities. In the second round, each group will briefly comment on how they
enjoyed working on the assignment in their group.

3. Maslow's pyramid and fishes — 80 min.

The trainer will divide the group of participants into two subgroups at random. The task is to
prepare fishing gear for catching fish within a time limit of 20 minutes. They can only use the
available, limited material from the trainer (markers, a piece of tape, a ball, a couple of strings).
After 20 minutes, the trainer will tell the participants that they are to collect fish from the pond
in the shortest possible time. The participants cannot enter the pond themselves. There are 3
colors of fish in the pond, blue for 1 point, red for 3 points, and yellow for 7 points. The trainer
does not emphasize the task. To finish, he leads the activity in the name of teamwork, motiva-
tion, competitiveness, and creativity.

Questions at the end of the activity:

¢ Did you stick to the task, or did you try to score as many points as possible as a team?

¢ Did you focus on creating the gear or the instructions of the trainer?

e Did you have a leader in the group who was in charge?

e Were you all involved?

¢ Did you motivate each other? If so, how?

e Were your needs met?

e How do you ensure that the biological needs of the participants are met?

e How do you ensure they feel safe?

e Which of the social needs should be met in this activity?

¢ How would you meet the need for recognition?

e How would you meet the need for self-actualization?

At the end of the activity, the trainer will introduce one of the most well-known theories of
needs, the theory from A. Maslow called Maslow's pyramid of needs. It is based on human
needs and their satisfaction, with needs being seen as the key point of motivation. The trainer
projects Maslow's pyramid on a flipchart with a short explanation to the participants and
encourages them to also think about the needs of the participants when they are trying to
motivate them.

4. Motivation process model — 20 min.

After presenting the needs, the trainer will summarize the model of the motivation process.
The motivation process model is related to needs. Needs create desires with the help of which
we want to get something, to achieve something. In the second step, we set goals that we
would like to achieve. If we have the goals set, we choose the path, the steps necessary to take,
and the ways of behavior to achieve the desired goal. When we achieve the goal we initially
set, the need becomes satisfied, then the behavior that led to the goal-setting is likely to be
repeated if a similar new need arises.
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