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ABOUT THIS GUIDE AND OUR PROJECT:
Introduction to Comm Comm
Toolbox: (English Version)
This intellectual output aimed to create a new
“language” of interaction between young and
old people in low density urban areas.

Local communities are the new spring of
human communication on the age of digital
networking.

The starting point will be the most commonly
used emojis in social networks nowadays
to create an understanding of how graphic
representations can lead to emotions and
emotional coherence in written or textbased communication. The new language
should take into account the local needs and
produce unique deliverables to be used and
improved from within the local community in
an inter-generational manner.

There’s nothing as valuable as a second of
human interaction.

To enhance the use of this “new languages”
several tools were produced and/or
suggested. This output puts relevance not
only on the capacity to communicate, but on
the way to maintain and develop a sense of
community, belonging and respect for folk
and cultural heritage.
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About COMM COMM project:
COMM COMM - Communities Communication
is an Erasmus+ KA2 Strategic Youth
Partnership designed to create a bridge of
understanding and human sustainability in
low density urban areas, enhancing digital
literacy and structuring the use of Information
and Communication Technology (ICT).
The project will run between 1st of July 2017
and 30th of June 2019 and involves 5 NGO’s
from Portugal, Spain, Romania, Greece and
Estonia.

Associação de Jovens
Voluntários das Gaeiras
(JVG) - Portugal

Nowadays we crave for a well developed
world of comprehension and communication.
Communication barriers are one of the key
factors for areas lagging behind in terms
of employment, social development and
education. In fact, according to Eurostat we
have a percentage of youth unemployment
of 48.9% in Greece, 30% in Portugal, 48.3%
in Spain, 21.7% in Romania and 13.1% in
Estonia. Young people face difficulties to be
included in their local communities while
thriving with their native digital skills which
let them access a (so-called) digital global
village. In this sense, it is essential to look up
to the new emerging economies such as the
one attempted with the digital single market
strategy.
According to the European Commission
communication, “a Digital Single Market can
create EUR 415 Billion in additional growth,
hundreds of thousands of new jobs and
a vibrant knowledge based society”.

Asociatia CFPC
Constanta (CFPC) Romania

At the same time it is known that 315 Million
Europeans use the internet everyday. Thus,
how can we crave on the creation of a Digital
Single Market if our society is highly divided
in terms of digital literacy? The impressive
numbers seem to hide the fact that 30% of
the Europeans have never used internet at
all. How can our digital society thrive under
this overwhelming numbers?

Politistiki Anazitisi
Lesvou AMKE (POLIANA)
- Greece

Digital skills, nowadays, for communication
purposes have two ways to be addressed:
a downgrade or a upgrade. A certain paradox
maintains the fracture.

Ngo Islander - Estonia

This is where this project takes place: at
bridging parallel paradoxes. Achieving a
digital society without fully educate it

Asociación Diagonal
España - Spain
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into digital matters will lead to exclusion,
incomprehension and areas severely lagging
behind, especially in low density urban areas.
Moreover, in low density urban areas we are
facing a time when it is crucial to consider
the digitalisation as an opportunity to create
jobs, growth and social development and
all generations should consider the value of
“Millenials” native digital skills.
We have to learn how to communicate with
everybody and pave the way to reduce the
amount of NEET’s, the unemployment rate
and the increasingly reduced critical thinking
skills of young people.
Additionally it is important to be aware
that:
- The number of Internet users in Africa
almost doubled in the past four years;
- 30 % of the world’s youth are digital natives,
active online for at least five years;
- More than four billion people do not use
the Internet, and 90 % of them are from the
developing world.

So, Comm Comm should lead us into
understanding how can we create a
common language of comprehension and
enhancement of critical thinking?

COMM COMM objectives:
- The enhancement of an efficient
communication between youngsters and
tutors within rural areas;
- Increased involvement of young people in
local rural communities.
- Increasing young entrepreneurship and the
sense of glocal belonging.
- Share good practices within rural areas;
- Use of non-formal methods of education as
a way to improve critical thinking
- Raise Intercultural and intergenerational
awareness.
- Use of social media and ICT apps as a tool
for social and community development.
- Create awareness and interest on youth
policies and youth participation.
- Integration of refugees and other
disadvantaged youngsters in local rural
areas.
Moreover this project contributes to the
Europe 2020 strategy (75% of the 20-64 years
old to be employed); the Goals for sustainable
development and the overall objectives for
European cooperation in Youth Field.

COMM COMM aims:
To face this challenges, this project aims at
developing communication and increase
community involvement and critical thinking
in low density urban areas. It will capacitate
youth workers, young people and the
community itself, creating balance within low
density urban areas around the world.
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GUIDELINES FOR COMM COMM WORKSHOP IMPLEMENTATION
Strategy for Implementation in the
Local Community, following what was
done in village of Gaeiras, Portugal:
This workshop method aims to create a new
“language” of interaction between young and
old people in low density urban areas. The
starting point will be the most commonly
used emojis in social networks nowadays
to create an understanding of how graphic
representations can lead to emotions and
emotional coherence in written or textbased communication. The new language
should take into account the local needs
and produce a unique output/deliverable to
be used and improved from within the local
community in an inter-generational manner.
It was designed to be replicated anywhere
in Europe with minor modifications to its
structure.
Local communities are the new spring of
human communication on the age of digital
networking.
There’s nothing as valuable as a second of
human interaction.

Example of actions for
Implementation of the Toolbox:
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Step 1 – Establish a partnership with the local
school or youth centre.
Step 2 – Start implementing activities with
the children (6-12 years old) which will
enable the creation of a set of images which,
in their opinion, can transmit emotions to
other people. The starting point for the
activities can be the use of emojis as a way to
communicate better (see the emojify game
and the emoji’s game).
Step 3 – Create the set of images which can
be representative of things and/or emotions
and digitise them with the support of the
children. Allow them to use this images to
communicate important peace-building
messages among each other and/or to talk
about their local village.
Step 4 – Bring young and old people together
in specific workshops (most likely in the local
elderly centre) on how to communicate
without talking. The children will bring their
package of images and use them to convey
specific and predefined messages to old
people. This can be done in a “pictionary”
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setting/approach. In case the messages are
not easily understandable, the old people
must give their feedback to the children
on what was difficult to understand and
how would this communication process be
enhanced.
Step 5 – The elderly centre will be provided
with tablets prepared to send text-based
messages to an account created with the
children involved in the project. Additionally,
the children will send written letters to
the elderly centre in order to understand
how difficult it can be to express feelings
and emotions without the use of digital
graphic support. The different speed of
communication will be discussed and
analysed in both settings.

1. Introduction of the project and
context at local level
In the portuguese context, the challenge
of implementing this methodology, was
launched to a Teacher that in 2017/2018
had kids from the 2nd year of Alvito primary
school and they worked on Comm Comm
project every week inside a specific class,
that is “atelier” and that is included in Alvito
School transversal skills project that is the
Fabric of Creativity.
If in your organization you don’t have the
target aimed for this step, is always possible
to adapt the methodology and make a
partnership with local stakeholders from your
community, it can be school, municipality, or
other ngos.

Step 6 - After understanding the difficulties
created by the use of emojis and gathering all
the necessary feedback, the image package
will be brought back to the children in the
school whom, with the help of designers,
will establish a final package of visual
communication to be applied in their local
community.

2. Icebreaker, Body Language,
Feelings and Facial expressions

Step 7 - The local parish will be approached
to create new local direction signs translated
to the new visual communication package
created by children and elder people from
within the community. Additionally, social
network communication channels will be
created to connect people from the local
government to both age-groups. A live online
discussion about the regional development
will be integrated. The visual communication
package will then be used as a tool to integrate
people in structured dialogue moments.

2.2 At a certain moment, when the class is
relaxed, someone is selected as the leader
and everybody should try to imitate his/her
facial/body expressions (feelings like joy,
sadness, fear, dread, rage, pride, etc). (2-3m
and should be another leader to follow and
repeat what he/she is doing). Repeat this
leader’s change 3 or 4 times until you feel
that the energy of the group is at a good level.

Development of step 2:
Implementation based in Portuguese
case:

2.1 With background music, we start relaxing
and breaking the ice. The group should walk
around the room silently without establishing
any specific pattern of behaviour to follow.
(10 minutes)

2.3 Following to that, the group should be
divided in pairs. Each pair should work like
a mirror - one should be leading and the
other should repeat the movements and
expressions of the other: any movement is
valid. After some minutes, the leading and
the mirror should change.
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3. Drawings expression
In pairs, a new activity is suggested. The group
should get paper and pens and while one of
the elements expresses an emotion in his/
her face, the other should try to register that
with a simple drawing. The exercise should
be performed by both elements of the group.

4. Testing the efficacy of the
expressions that were drawn in step 3
Each drawing should then be shared with
the rest of the group. The group should try
to guess what feeling or message is hidden
behind the drawing.
Was the drawing efficient?
Did the group easily guess what was the
emotion in the drawing? Why was the
drawing efficient (or not). The facilitator
should denote the reasons why the drawing
may have not been efficient.

5. Discussion to solve the problem of
efficacy in communication
After the efficacy/efficiency test, the group
discussed and shared possible solutions to
improve the communication aspect of the
emojis which message was not agreed by
more than 90% of the class.
The most efficient emojis were also
showcased and the features which made
them accurate and efficient were pointed out.

6. Improvement/Fine Tuning
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in comparison with the first drafts to analyse
the improvements and the strategies utilized.

8. Communication through emojis
Each person has to create a simple message
using simply emojis/images.
This image will then be presented to the rest
of the class and there will be an attempt to
interpret its meaning.

9. Inter-generational communication.
Communication with the day centre for the
elderly is established by sending a written
letter. The class should understand the time
it takes to receive feedback (in comparison to
a written online message).
While waiting for the written feedback, the
class established contact through messenger
with the elderly centre and both the children
and the elderly used emojis to enrich their
communication.
Upon receiving the letter back, this was
read to the whole group and a new form of
communication was then thought of: video
call. Both sides experience, in this step,
different ways of communication.

10. Discussion - Ways and timings for
communication and feedback
After the previous step the group gathered
together to discuss and think about the
different timings of communication (with
letters, phone calls, e-mails, messages, video
calls, etc).

Several groups should be made bringing
together persons with efficient and less
efficient emojis so that in a peer to peer
cooperation the communication aspects of
each emoji could be improved.

The communication as it was done in the
past and the time it takes to receive feedback
has, in a certain way, an impact on a person’s
acceptance of certain messages and the
establishment of emotional connections
over time.

7. Efficiency test

11. Board Game Emotify

The emojis are tested again and evaluated

By the end of the year, the group was offered
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a board game to communicate through
emojis: Emotify(R) - https://www.youtube.
com/watch?v=FhZno5hhvDY
The game aims to transmit messages with 6
different topics, using only emojis universal
language.
It was very satisfactory game for the group,
and a learning tool that make them feel the
inner potential of this way of communication
in a more practical and fun way.
12. Laboratory of creation of Emojis with
the Gaeiras elderly Day Center
The kids/youngs that were involved in
prieviest process until step 11, will lead
a emojis lab in the day center of Gaeiras.
Together youngs and elderly will also
brainstorm about activities that can promote
intergenerational communication in Gaeiras.
13. Laboratory of Non Formal Education
JVG team will lead a workshop using team
buildings and group dynamic activities
to stimulate in the group other ways of
communication and cooperation, in order
to develop their soft skills. In this Laboratory
it was used the Storycubes (https://www.
storycubes.com/collection) and Storytelling
apps that can be used to stimulate creativity
and communication in our communities.

In pairs, one should perform a facial
expression and the other should draw it.
After that, the group should guess the feeling
represented in each drawing to understand
how effective it was.
Colours and feelings:
Reflection and brainstorming, connecting
colors and emotions, feelings.
Reflection about our individual drawing
and world standards images and trends for
colours and emotions.
Possibility to explore some age and cultural
difference, some local trends etc.
A visual message
Each participant should draw a message/
sentence only using emojis/images.
The group should then provide feedback,
guessing on what was the person is trying to
transmit.
Emisor - Mensaje - receptor - Feedback
Conclusions and closing the workshop
Take 5 to 10 minutes to reflect in the process
with the group; Listen how they feel and
what did they learn ; How they can apply this
topics in their daily life

Short Version for a 2h Workshop:

Other relevant questions

1 - Icebreaker - Feelings and emotions (body
and facial emotions)

Notes for Implementation:

Relaxing and warming up the muscles: slowly
walk around the room moving the body in a
relaxing way
While in a circle, each person mentions a
feeling which everybody has to represent
without words (using body and facial
expressions).

This workshop can be performed for different
target groups, kids, young’s, young adults, or
intergenerational mixed group.
You can adapt it to your reality and use other
tools, or methodology.
The step 4 can also be complemented with a
session of Emotify Game.

2 - Expressions (facial)
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Suggested
basic
preparation:

resources

and

- Room with some empty space where the
group can circulate
- Coloured Pencils and Pens
- White and coloured different papers
- Music
- Tables where the pairs can seat and draw
- Flipchart, or whiteboard to keep some
conclusions or has support
- Story cubes - https://www.storycubes.com/
collection
- Emotify Game - https://www.youtube.com/
watch?v=FhZno5hhvDY
Other tools and resources that are suitable
for your target group

Photos availble in:
https://drive.google.com/drive/folders/1LYtWHN7ow9Rx0__
dDAHCDQclmvvHy55F?usp=sharing

PRESENTATION OF
COMM COMM PROJECT
WORKSHOPS
The workshops described herewith are
part of a process designed to implement a
“new language” which could approximate
generations in local communities.
The challenge to be undertaken was clear: how
can children and young people understand
how to enhance their communicative
process so that in communities with digital
and non-digital generations a strong sense
of belonging can set ground?
The workshops method was designed to
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be replicated wherever in Europe with
few adaptations depending on the place’s
typology. As an example we here present
a short description of the method’s
implementation in 5 different European
countries with different regional typologies.

Local workshop basic information GREECE 1
- Topic: Emojis
- Hosting
workshop:

partner

of

the

training/

- The hosting partner in this workshop
was Poliana and Gekko other local NGO
- Hosting country: Greece
- Date of the event: 16|17/7/2018
- Number of participants: 12
- Target Group:The
targeted for young
refugees aged 13- 17

workshop was
unaccompanied

- Local/Venue:Gekko school,the many
faceted school for unaccompanied
refugee minors .Centre Mitilini Lesvos
Short resume and programme of the
workshop:

The workshop was designed as an input
for Comm.comm contribution for the
Erasmus plus programme to promote
communication. It was a 2 day workshop
in order to enhance bonding and creating
a sense of connection.
The idea of the use of emoji was to be
implemented as a way of communication
between refugees and youth workers, as
well as between themselves Emojis are
an universal visual aid used to express
feelings.
Their use helps to overcome certain
barriers e.i. shyness, frustration, sadness.
This is extremely important for youth
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workers who work in local shelters with
young refugees and for those who have
the difficult job of interpreting their
needs.

We encouraged them to use different
colours after mentioning and explaining
that colours also express different
meanings and feelings.

We proposed our idea to the director
of Gekko, an educational day center
in Mytilini for unaccompanied refugee
minors from Syria, Afghanistan, Irak, Iran
and African countries, who have been
displaced due to the war and hazardous
political circumstances.

They each received a round paper
template (facial mask size), some painted
a star form, drew, painted, expressed.

After our application was submitted to
the director and approved, we proposed
to have a 2 day workshop in assisting
interactive communication.
The idea was accepted with enthusiasm
by the Gekko youth workers who believed
it would help greatly in the refugees
communication with them and would be
another way to break the ice between
them.

Description and methodology of the
activities of the workshop:
Day 1

We talked about the emoticons and the
different emotions they represent and
showcased some examples. We gave
them some time to think about what they
thought would be a good new emoji for
them. Next they were given some paper
for drawing, while brainstorming ideas
for inspiration and creativity.
Next step we asked to draw their own
personal emoji, expressing one of their
feelings. We specifically asked each one
to draw a different emoji for broader
communication language. Also not to
copy the existing yellow emoji, insisting
on depicting the emoji as a real face,
realistic recognizable eyes, nose mouth
etc. NOT the comic style existing emoji.

Some participants had difficulty to start,
were insecure, this in contrast to others
who started with great enthusiasm.
We noticed they helped each other in
overcoming creative hurdles.
After +/- 2 hours everyone finished their
emoji, resulting in a various display of
artistically depicted feelings and moods.
Day 2

This was the part where they used their
emojis for role-playing.
They covered their face with their emojimask and were asked to talk about their
feelings as portrayed on the emoji image
what it meant to them and why they had
chosen it. This led to a free expression of
what they felt or had endured.
Next they were asked to put their
emoji mask face down on the table and
randomly pick one out.
Again they covered their face with it after
having studied the expression, then we
asked them to start a story about this
expression, whether imaginative or from
life experience, and the person sitting
next to him or her, to continue the story
and so on until everybody had their turn.
They all chose to tell about their life
experiences. Many emotions were
expressed which led to them to talk about
the differences between their home and
their new life here.
This took +/- 1.30 hours.
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Main Challenges:
The main challenge was the difference of
languages and cultures.
Another challenge was encouraging
them to open themselves to us without
pressure to conjure up their most
traumatic experiences.
Main Successes:
The activity was successful in that their
attitude was more optimistic after the
sessions and they were happy to be able
to release some tension through art.
The participants for the workshop
were randomly chosen and were not
all acquainted with each other. New
friendship among them were established
and cellphones and fb accounts were
shared.
Visibility and Dissemination:
The artwork was posted on social media
encouraging more use of emoji as a way
of communicating when language may
be a barrier.
Resources and Support Materials:
Emoji examples, pencils, paintbrushes,
paper and color.
Evaluation and Conclusions:
The workshop was well understood by
the participants and steadily evolved
into a growing sincere interest towards
communicating with others, which was
the main goal of the workshop.
This project was a good experience for all
involved because of better understanding
of each other and executed in a playful
way.The conclusion is that they became
more willing to display their personal
feelings and experiences.
Observations
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and

suggestions

for

implementations in other context
The use of this emoji workshop can be
set up as a way of making new friends, as
an introduction tool and is applicable for
all ages.
It can also be used for the mentally
impaired at schools for problematic
children.
Local workshop basic information GREECE 2:
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Topic/Activity: Communication Mural
Hosting partner of the training/workshop:
Poliana in cooperation with local high
school
- Hosting country: Greece
- Date of the event: May 20-June 25
- Number of participants: 10
- Target Group: local teenagers
- Local/Venue: Poliana workshop
Short resume and programme of the
workshop:
The workshop was designed to contribute
to the input of Comm comm, for the
Erasmus plus programme promoting
communication. It was a project stretched
over to almost one month because of
the size of the mural and the availability
of the students who contributed to the
mural.
This project is about communication and
the language of art, the universal medium
used for expression. With images
projecting from public walls, ideas are on
display, accessible to all.
We gathered teenagers from ages 1315, some of them our own students,
who wanted to collaborate on the mural
about communication. Before actually
beginning the mural, we had meetings
with them at Poliana’s workshop in order
to prepare for the composition.
Description and methodology of the
activities of the workshop:
Day 1
We talked about what communication
means to them and what images
should be used to convey the idea of
communication. We also talked about
using certain words for the wall and

asked them for their suggestions and to
write them down.
A discussion followed about any new or
unknown words that not everyone was
familiar with. After that, the students drew
images referring to communication. We
gave them some examples to motivate
inspiration. We offered different ways of
creating images such as stenciling and
freestyle. Each participant drew and made
stencils. We also talked about the use of
colors and how powerful they can be.
This was an important part of preparing
for the mural since colors in themselves
can convey a feeling, and since we were
also using words on the wall, we talked
about what colors they thought should
be used depending on the word. We also
decided that English as well as Greek
words should be incorporated.
Day 2
The second meeting entailed the actual
start of the mural using the ideas from
the previous meeting. We gave the choice
of spray painting (for graffiti style) and
painting with a brush. We talked about
color combinations and the use of bold
colours to draw attention. We discussed
and explained the practical and technical
aspects of painting the mural as we started
We began by painting our selected title
boldly in the middle of the wall and from
there began adding images in all styles.
We also began filling in the empty spaces
with carefully selected words. Colors
were applied depending on the word
(calm colors, aggressive colours, etc.) and
each word was painted according to its
character.
The mural project continued with another
3 sessions until we all decided that it was
completed.
Main Challenges:
The main challenge was to encourage
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each participant to use their own
imagination and style and overcome
their insecurities.

Chalk, paint, brushes,
stencils,drawings.

spray

paint,

Evaluation and Conclusions:
The participants understood what was
expected from them and were eager to
add their own personal touches to the
communication wall. There was much
interaction between them on what
should and should not be added to the
mural but the final decision was always
agreed upon by all.

Main Successes:
The mural project was a success in that
each student added their own personal
artistic touch in the actual painting as
well as their own ideas. As the mural
progressed more new ideas were added,
and slowly we saw the wall beginning to
talk, to shout, to suggest, invite, remind,
demand in two and more languages
and with many different artistic styles.
Through teamwork and interaction
between themselves the students
seemed to feel more sure of themselves.

There were discussions about the
meaning of certain words depicted on
the mural which opened to broader
perceptions and different perspectives.
For example, what does “respect” mean?,
etc.

As long as the wall was progressing the
participants were eager to add their own
personal ideas and with this interaction
between them it was an obvious success
and proof that this wall truly did become
a communication wall.
Visibility and Dissemination:
Our mural project is located on a street
in the town and before even finishing we
were already interacting with passers-by,
and so it became a point of discussion.
It was decided that the mural about
communication had made its point.
The work in progress as well as the
completion of the mural was posted on
Facebook with photos.
Resources and Support Materials:
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Observations and suggestions for
implementations in other context :
The idea of relaying a message up front
through wall painting is quite bold;
and because no one is immune to its
existence it is a powerful tool and should
be implemented on schools and other
public buildings.
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Local Workshops Report - Portugal
- Local workshop Information Emoji
workshop
- Hosting partner
workshop: JVG

of

the

training/

- Date of the event: 2018
- Number of participants: 35
- Target Group: Children (7 to 14) and
Elderly (55+)
- Local/Venue: Gaeiras (School and Elderly
center)
Short resume and programme of the
workshop:
This workshop was implemented in
Gaeiras, more specifically in Alvito School,
and in cooperation with the Elderly
Center.
It worked as a pilot and example to
structure the implementation of the
working strategy in other countries
around Europe. It worked as a pilot testcase where it was possible to fine-tune
and improve the steps for the creation
of a new comprehensible platform of
understanding in local communities.
The children embraced the challenge and
brought added value to the idea, while
learning through non-formal methods
of education, how to communicate more
effectively and why, sometimes, their
communication seems to be less effective
than they would have expected.
Development of step 2:
Implementation
1- Icebreaker, Body Language, Feelings
and Facial expressions
a) With background music, we’ve started

relaxing and breaking the ice. The group
walked around the room silently without
establishing any specific pattern of
behaviour to be followed. (10 minutes).
b) As the class relaxed, someone was
selected as the leader and everybody
had to try imitating his/her facial/body
expressions (feelings like joy, sadness,
fear, dread, rage, pride, etc). (2-3m and
should be another leader to follow and
repeat what he/she is doing). We’ve
repeated this leader’s change 3 or 4 times
until good energy was achieved among
the group.
c) Following that, the group was divided
in pairs. Each pair worked in a mirror like
situations - one leading and the other
repeating the movements. After some
minutes, the leading and the mirror
changed and the process was repeated.
2- Drawings expression
The group got paper and pens and
while one of the elements expressed
an emotion in his/her face, the other
registered that with a simple drawing.
The exercise was performed by both
members of the group.
3- Efficiency test
Each drawing was then shared with
the rest of the group. The group tried
to guess what feeling or message was
hidden behind the drawing. Depending
on how easy it was to guess the hidden
message, the participants understood
how effective their communication
attempt was. The facilitator then denoted
the reasons behind failure and success in
conveying messages with images.
4. Discussion to solve the problem of
efficacy in communication
After the efficacy/efficiency test, the
group discussed and shared possible
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solutions to improve the communication
aspect of the emojis which message was
not agreed by more than 90% of the
class. The most efficient emojis were also
showcased and the features which made
them accurate and efficient were pointed
out. This step revealed.
5. Improving communication
Several groups were made bringing
together persons with efficient and less
efficient emojis so that in a peer to peer
cooperation the communication aspects
of each emoji could be improved.
6. Efficiency test
The emojis were re-tested and evaluated
in comparison with the first drafts to
analyse the improvements and the
strategies utilized to achieve better
results.
7. Communication through emojis
Each person had to create a simple
message using only emojis/images. The
images were then presented to the rest
of the class in an attempt to extract a
correct meaning from these.
8. Intergenerational communication
A letter was sent to the elderly through
normal post. The class was challenged
in order to understand the time it takes
to receive feedback (in comparison to a
written online message).
While waiting for the written feedback,
the class established contact through
messenger with the elderly centre and
both the children and the elderly used
emojis to enrich their communication.
Upon receiving the letter back, it was
read to the whole group and a new form
of communication was then thought
of: video call. This step played a key
role in bringing both parts involved
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in the process to a common basis on
communication effectiveness and speed.
9. Discussion - Ways and timings for
communication and feedback
After the previous step the group gathered
together to discuss and think about the
different timings of communication (with
letters, phone calls, e-mails, messages,
video calls, etc). The communication as it
was done in the past and the time it takes
to receive feedback has, in a certain way,
an impact on a person’s acceptance of
certain messages and the establishment
of emotional connections over time.
10. Board Game Emotify
By the end of the year, the group was
offered a board game to communicate
through emojis: Emotify(R) - https://www.
youtube.com/watch?v=FhZno5hhvDY
The game aims to transmit messages
with 6 different topics, using only emojis
universal language.
Increasing the number of tools available
to the children made them increasingly
interested in the process.
11. Laboratory of creation of Emojis
with the Gaeiras elderly Day Center
The children involved in the process until
step 11, lead a workshop of emoji creating
in the elderly centre of Gaeiras. Together
children and elder people brainstormed
about the activities that bring generations
closer and together, reaching to the
conclusion that an effort has to be made
from both parts to raise ground for a
steady and strong community to be
maintained over time. Regardless of how
important a role social networks might
play, it is undeniable that what brings
people together more efficiently are the
locally organised events (like the annual
religious festivities).
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12. Laboratory
Education

of

Non

Formal

JVG team will lead a workshop using team
buildings and group dynamic activities
to stimulate in the group other forms
of communication and cooperation, in
order to develop their soft skills. In this
Laboratory it was used the Storycubes
(https://www.storycubes.com/collection)
and Storytelling apps that can be used to
stimulate creativity and communication
in our communities.
13. Short Stories - The old future
To enhance the communication process
using other tools, we decided to plan a
final workshop in the elderly centre to
share stories. Several short-stories were
read, from different authors or simply
from local knowledge. Everyone was
challenged to share their own stories and
a good laugh was attained.
Main Challenges and conclusions:
Young people and children were born to
an age of electronics and digital means of
communication.
They won’t have a memory of how long
it could take to communicate through
letters and what they perceive as written
communication is more often than not an
immediate way of conveying a message
to someone who can also answer
immediately.
Thus, the first challenge one must face
when working with young people and
trying to use a digital communication
method to get in touch with people of
different generations, is bringing their
perception of time in-line with a multigenerational group.
What does that entail? Sending letters
and analysing the process together with
the youngsters, let them be without their

mobiles for a day whilst having to pass on
messages between each other, among
other kinds of approaches are valid, but
not always effective.
ommunication
requires
(regardless
of the method used - digital or not)
a movement of something through
space. While if you have to go and pass
on the message yourself you perceive
that movement and the physical effort
involved in transporting the key-object,
if you are sending a text message that
movement’s perception is deprecated.
Movement and time are key concepts
to establish a common ground of
communication with children and young
people, especially if you are attempting
to put them in direct contact with other
generations who have a more educated
thought on the effort of transporting a
message (or so we assume).
Additionally, emojis are used and
perceived differently by different age
groups. That can be, in itself a challenge
when trying to find a common ground
of understanding using these graphical
representations of emotions.
As a matter of fact, emoji’s are a key
communication tool today. Using it to
boost our communication process and
to enable young people to express their
emotions more effectively requires
learning on both sides and the ultimate
challenge in doing so lies on a simple
yet difficult process: bringing adults
in-line with what emojis and strings of
emojis can mean, and convincing young
people that letting them know is not at all
harmful, but beneficial.
It has been a common behaviour of
young people to abandon the places/
social networks, languages that are used
by their parents/educators, and that is a
problem one has to tackle.
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Main Successes:
- A fine-tuned process to enhance
communication
using
digital-like
languages in low density urban areas.
- A method that will be replicated in
schools in Óbidos and eventually around
Europe increasing the use of distinct
methods of communication to strengthen
bonds within a community.
- The young participants have acquired
knowledge on the concept of time in
communication, along with the capacity
to understand how older generations
used to communicate and how
groundbreaking the reality today can be
for them.
- A full process implemented with young
and old people, bringing together
different views and different approaches
to the communication process in one
place.
- Getting the method to work within a
community which has on that account
made a clear progress on the aimed at
possibility of communicating through
emojis and other means of digital
communication.
Visibility and Dissemination:
https://drive.google.com/drive/
f o l d e r s / 1 L Y t W H N 7 o w 9 R x 0 _ _
dDAHCDQclmvvHy55F?ogsrc=32
https://www.facebook.com/communities.
communication/posts/541311109611755
https://www.facebook.com/centroconvivio.
gaeiras

Observations and suggestions
implementations in other context:

for

The process described relies on the
assumption of a small place where
mobility is not an issue. Gaeiras is a
low density urban area with circa 3.000
inhabitants where it is possible to still
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achieve a sense of community and
belonging.
Local Workshops Report - Romania
- First Local workshop Information
- Hosting partner of the training/
workshop: Asociatia CFPC Constanta
- Date of the first event: September 22,
2018
- Date of the second event: October 13,
2018
- Number of participants: 8 participants
to the first workshop
- Number of participants: 4 participants
to the first workshop
- Target group of the first event: Young
people within the age range 25-36
- Target group of the second event: Senior
people within the age range 66-82
- Local Venue of the first event:
Asociatia CFPC Constanta Headquarters,
Constanta, Romania
- Local Venue of the second event: Local
club for the elderly, Constanta, Romania
Summary and programme of the
workshops:
Purpose:
Both workshops have been developed
against the background of an Erasmus
Plus Strategic Youth Partnership project
entitled Communities Communication
- COMM.COMM, as part of one of
Intellectual Output 2.
The main objective of both workshops
was to collect information about how
communication, and especially emoji
communication - most commonly used
in social networks nowadays - is being
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perceived by two different generations;

Workshop 1

The workshops also aimed at collecting
information from a wide range of ages
and use that information for capacity
building and knowledge transfer on
communication skills to help build a
bridge of understanding and human
sustainability in low density urban
areas, enhancing digital literacy and
structuring the use of Information and
Communication Technology (ICT).

The next step for the organizers was to
“break the ice” so we used a very common
but very effective method encouraging
the participants to introduce themselves
and name one of their hobbies.

Organisation
The workshops were hosted and
organised by the Asociatia CFPC
Constanta with contributions from
workshop participants and the local
community.

Following that the organizers proceeded
to present the scenario to the participants.
They were asked to grab some sheets of
paper and colored crayons or markers
and draw emoji’s which in their opinion
best suited the given movie title. Classic
well known movie titles wore carefully
selected beforehand.

Description and methodology of the
activities of the workshops
The methods used during both workshops
were:
- Introduction
- Icebreakers
- Group/pairs work
- Reflection
- Brainstorming
- Communication types and methods
The first part of the workshops
consisted of a welcome reception and
registration of the participants, followed
by a nonformal opening speech and
an overall explanation of the Erasmus
Plus Strategic Youth Partnership project
entitled Communities Communication COMM.COMM, made by Victoria Mihaila
and Diana-Nicoleta Paros. Subsequently,
the above mentioned persons initiated
their presentation, briefly introducing
the following topics:

What is communication and how may
types of it are there?
What are my communication preferences
and how are they different from my
parents/
grandparents/
children/
grandchildren?
Accept the differences and develop mentor
relationships
for
intergenerational
communication (Any interaction between
a child and an adult, a young person and
one who is middle aged or older, or a
middle aged person and an older person,
fits the definition of intergenerational
communication).
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Challenges
Given the age range of the participants
(25-36 years old), the main challenge was
to get them to actually take the time to
draw the emoji’s instead of just pulling
out their electronic devices and simply
use the touch screens to select the emoji
or group of emoji’s which suited the given
movie title.
Rewards
The activity thaw challenging at the
begging, was a rave by the time it was
finished. This was a useful exercise of
patience and imagination and the best
part of it was that the participants had
fun. They drew the emoji’s describing the
movies both individually and in pairs and
then all sheets of movie emoji drawings
were shared with different groups.
The interesting part came when thaws
other groups of individuals had to guess
the correct movie just by looking at the
movie emoji drawings. By the end of the
activity their attitude had changed, they
seemed more optimistic, patient and
eager to explain to their peers what they
meant by their drawings;
Workshop 2
The next step for the organizers was to
“break the ice” so we used a very common
but very effective method encouraging
the participants to introduce themselves
and name one of their hobbies.

Following that the organizers proceeded
to present emoji images to the elderly
and explain how the younger generations
use them to communicate.
We also used some hand drawings
of emoji’s from a previous workshop
organized by our Portuguese partner.
The next step was to explain to the
participants that we would play a game
in which we will name out loud some of
the human emotions and that when they
hear the word they would immediately
have to look for the emoji card they
thought would best describe the word
spoken.
Challenges
The main challenge was to get the
elder participants to make funny faces
expressing some of the emotions they
heard as spoken words but couldn’t find
on the table.
Most word feelings they heard actually
match the general understanding of that
emoji in general, but some of them, for
example
which is generally perceived
as drooling – the secretion of saliva
in anticipation of food or something
really good – was perceived as laughing
uncontrollably. Another example is which
in the general understanding of emoji
communication means smiling face with
sunglasses in a “cool” kind of way, was
perceived by the elder participants as
being blind.
Rewards
The activity thaw challenging at the
begging, as the elder participants were
very disappointed with the fact that
they cannot understand the type of
communication young people use these
days and it seemed very difficult for them
to try to adapt to that, the exercise was
useful and the myth was broken. Emoji
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no longer represent an enemy, but a
friend and a useful mean to engage in
conversation with any generation. It gave
them hope and their curiosity and desire
to learn more were impressive. They
showed interest on starting to use social
media as a means of communication.
Visibility and Dissemination
The report and photos of the workshops
are posted on social media encouraging
more people to use emoji as mean of
communication when language may be a
barrier.
Resources and Support Materials
- Emoji cards
- Blank sheets of paper
- Colored pens/markers
- Smartphones

During the workshop the participants
showed a good understanding of the
project, its objectives, the workshop’s
plan and its activities related to
communication.
From the participant’s side
The experience of the workshops
encouraged the participants to continue
exchanging information and providing
information needed by different age
range people to communicate more
effectively among themselves.
Some of the strong points of the
workshop highlighted by the participants
are: the people whom organised the
workshops; the objectivity and richness
of the presented topics; the interaction
between the participants, the novelty of
the experiences exchanged, the quality
of the presented content.

- Tablets
Evaluation and Conclusions

Local Workshops Report - Estonia

From the organiser’s side

Local workshop Information

The workshops were a half a day full of
experience exchange and the events
ended fulfilling their goals: collecting
information from a wide range of ages
and use that information for capacity
building and knowledge transfer on
communication skills to help build a
bridge of understanding and human
sustainability in low density urban
areas, enhancing digital literacy and
structuring the use of Information and
Communication Technology (ICT).

- Hosting partner of
workshop: MTÜ Islander

Methodologically stimulated by Victoria
Mihaila and Diana-Nicoleta Paros, the
workshops’
participants
interacted
in a dynamic and positive way and
shared different points of view about
intergenerational communication.

the

training/

- Hosting country: Estonia
- Date of the event: 26 september 2018
- Number of participants: 10
- Target Group: 44-82 years of age
-Local/Venue:
Kuressaare,
disabled
people organisation´s house NORA
Short resume and programme of the
workshop:
Workshop
was
initially
planned
together with young people during their
independent work for the school project
(3 students from 11th grade of Kuressaare
Gymnasium).
Unfortunately,
their
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school project idea was not approved
and youngsters had to concentrate on
research only.

of the whole workshop – how the
participants felt, what they liked the most,
what was difficult etc.

We asked local disabled people´s
organisation – Saaremaa Rheumatism
Association – to lead a workshop during
their monthly meeting.

Finally, we asked for suggestion and
topics how to communicate with different
age groups and what they are interested
in.

Members were not informed about
the specific layout of the workshop
although they knew that this is about
communication. They are used to meet
each other monthly and usually have
lectures or discussions followed by
coffee/tea and sharing of experiences.

Main Challenges:

We had one hour workshop about
communication and how to make yourself
understandable. We used emotions,
emojis and the proposed outline by our
coordinator.
Description and methodology of the
activities of the workshop:
Introduction – CommComm project and
communication challenges in rural areas.
Icebreaking – to get to know each other,
to feel more relaxed and open. Body and
facial exercises without words + dancing
Working in a group and in pairs –
expressions – one made a facial
expressions and other drew it. After
that group had to guess the impression
and discuss how successful they were.
Continued with changing roles in pairs.
Visual message – each person had to
draw their day (emoji, image etc) without
using words. After this, we had an
individual reflection how difficult/easy it
was to make yourself understandable and
how were the ways of communication.
Reflection – Impressions, feelings and
improvement suggestions.
In the end we had a feedback session
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Most of the elderly people were very shy
and some of them have not hold a pencil
for 20 years. They needed more time to
feel comfortable. Main barrier was lack of
self-confidence (I am not good in drawing
and afraid to do it). Challenge was also
to involve young people to work with
elderly.
Main Successes:
People who participated were very
happy, in the end and we could introduce
something new. It was fun and they were
surprised of the success. A new nonformal method was used. They also said
that it was good that they did not know
details in advance, otherwise they would
have stayed at home.
They were interested in social media,
internet language and how to use apps.
Visibility and Dissemination:
We disseminated results with our
organisation and Saaremaa Rheumatism
Association members during local
meetings. We also shared workshop in
our Facebook page.
Resources and Support Materials:
Paper, pencils, brushes, colours, room,
people.
Evaluation and Conclusions:
This method is very good to promote
communication
and
opens
new
perspectives. We do not need words to
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express our feelings and emotions.
Duration of the workshop is good for
elderly people. Repeating activity make
them feel secure and help to open up.
Observations and suggestions for
implementations in other context:
It would be even more successful in our
country if we use some templates to
reduce the stress of drawing. It can also
be used with children and youngsters.
It is also a good and creative way to learn
languages. Workshop could be repeated
few times, this would help elderly people
to feel more secure and learn more
things.
The activity of drawing the emotions with
a new partner should stay, but last part
could change every time.
Photos available in
https://drive.google.com/drive/
folders/1xvgYQsFLmUA4ifXvh2kOpHYLC6ZGG6NP?usp=sharing
niGG6NP?folders/1xvgYQsFLmUA4ifXvh2kOpHYLC6ZGG6NP?usp=sharing

Local Workshops Report - Spain
Local workshop Information

At first, after explaining that this activity
was part of a European project, we asked
the young people to agree on a list of
emotions that they had to express later
through images or emojis that they had
not already seen. For their drawings they
were given only one indication and that
they were creative.
Later each participant had to try to
recognize these emotions in the drawings
made by the rest of the classmates and see
if they really expressed what they wanted
to express. Behind each card (drawing)
appeared the name of the emotion it
represented. Each one thought about the
types of emotions that were most used
to them and that they wanted to convey
as fear, anger, happiness, sadness ...
The workshop was held for two
consecutive days (5 sessions in total):
- Day 25th of January 2019. The youngest
children participated in 3 sessions (1
hour each one).
- Day 26th of January 2019. The oldest
participated in 2 sessions of 1 hour and
a half each.

- Hosting partner of the workshop:

Description and methodology of the
activities of the workshop:

Diagonal Spain in partnership with Art
Academy María Paz

The workshop was structured in 3
parts:

- Hosting country: Spain

Brainstorming. There was a storm of
ideas about the emotions they wanted
to represent among all of them that were
pointed out on a blackboard and which
were agreed to do some of them in each
session.

- Date of the event: 25th - 26th January
2019
- Number of participants: 20
Target Group: From 6 to 15 years old
- Local/Venue: Loja (Granada) | Art
Academy María Paz
Short resume and programme of the
workshop:

Artistic part. It was time to start with
the most creative part of the drawing
individually. They were presented with
different materials and tools needed to
perform them and they were explained
facial features.
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Identification of emotions. Finally and
once the drawings of each session were
finished, they went through each of the
drawings and in a loud voice they had to
say what emotion it was to represent.

To encourage creativity and generate a
motivating environment we put music in
the background.
Finally all the works that were in view
of all those who visit the academy were
exposed. While it is true that some were
so satisfied with their drawings, that they
wanted to take it home to show to their
parents.

each age group was completed, they
would meet to see how each one, always
according to age, had represented these
emotions.
At the time of presenting it to the older
people of the academy, they were quite
reluctant to participate since their
interests and time are quite limited and
they were concentrating on finishing
other particular works of art. On the
other hand, the activity was very well
received by the youngest ones who were
very motivated all the time, and without
losing interest.
Thanks to this activity we realized that
the youngest (6 to 10 years old) were
more intuitive and looked for emotion
to be recognized more easily, while the
older ones (11 to 15 years old) were more
perfectionist and their drawings were
more reflective or abstract.
Main Successes:
All the young people were able to
represent a lot of emotions as we
illustrated in the photos, and the activity
was very motivating for them, as well
as fun. It was possible to encourage
creativity and the expression of emotions
through painting or simple drawings, but
they express a lot.
An example of this can be seen in the
following photographs. They loved using
different techniques and feeling identified
with their favorite comic book character,
manga etc, especially the little ones.

Main Challenges:
The main challenge, at first, was to
separately involve young people and
adults in the same activity so that once
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Visibility and Dissemination:
The works of the young people are
permanently exhibited at the María
Paz Art School. Also we published on
Facebook Comm Comm and Diagonal
Spain.
Resources and Support Materials:
Human resources: Drawing teacher, 1
volunteer
Equipment: Drawing room of the
academy, tables and chairs, blackboard,
space and lighting suitable for creation.
Materials: Tempera bars, colored pencils,
markers, waxes, acrylic, white card paper.

It has been very difficult to involve young
people and adults at the same time in the
academy because each age group has
different interests.
Perhaps the activity could have been
done in a Social Center for the elderly or
in a training center like the one that the
Association of Commerce and Industry in
Loja has in which both adults and young
people participate.
Another option to work only with young
people, and at risk of exclusion, we could
have had the local red cross where many
local young people and migrants who
need extra educational support and who
do not have the necessary means.

Others: Ambient music.
Evaluation and Conclusions:
We consider that it has been a very
enriching activity since it has not only
involved a part of the plastic expression of
young people but through art they have
had a closer and easier contact of what
the emotions mean and what each one
represents for them. We can conclude
that it has been a first contact between
art and emotions, especially for children,
and we believe that this connection is
a very important part of the emotional
education of young people.
Observations and suggestions for
implementations in other context:
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Communities Communication
Card Game
Presentation of the Game:
Let’s Play Together creates a new context
for the development of intergenerational
connections, along with a fruitful environment
in local communities for young and old
people to learn, share and create together.
The game consists of an open-source method
to provide any organisation in Europe to
implement an interactive methodology to
strengthen bonds between people of any
age.
The game consists in a group of 20 cards with
activities that anyone can perform without
the need of any material, supervision or
deep preparation. Along with the cards,
instructions are provided on how to earn
points for each activity performed.
In addition to the 1st 20 cards, another
5 to 10 cards can be created by the local
organisation promoting the use of the game.
These activities should include people with
invaluable knowledge and promote the
sharing of it in any possible way.
Basic Rules:
The Game consists of two parts:
- 20 cards with general activities anyone can
perform
- 5 to 10 cards with activities that promote
the sharing of local knowledge and helps
connecting people.
- The activities, when accomplished should
be documented with a photo.
For the first twenty cards the activities should
be as simple as possible, allowing anyone to
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perform them easily and feel rewarded by its
accomplishment. The idea is to have activities
that will be easy to perform, and rewarding to
the users and the people in the village/local
community. Additionally something that will
promote connections between people is also
really valuable. Each card should have:
- Name of the Activity: Short and attractive
name
- Difficulty: Difficulty level of the activity from
1 to 5
- Time: The expected amount of time to
complete the activity.
- Description: The description of the activity
(Number of Caracteres)
- TIP: Small tip to help the implementation of
the activity.
- Image: Small image, or icon.
Giving some examples to illustrate:
1. Collecting garbage/Cleaning your street (a
simple activity which requires no materials
and not only benefits the village but also the
environment in general)
2. Send a letter/postcard to someone in the
village you know (something easy which
enables connecting two people and sheds
light on different means of communication
of the modern and pre-modern world.
3. Read a short story/poem to someone in the
village (again something connecting people
which does not require many things (some
examples of short stories could be provided).
Each country should come up with 5
different activities with the abovementioned
characteristics and following the template.

KA2 COMMUNITIES COMMUNICATION

Rules of the Game:
1 - Anyone can play! There’s no age-limit for
this game and all it needs is you and your
community. For children under the age of 12
the activities might require parental consent.
2 - The game can be fit in many different time
frames according to the community need. Its
flexibility can go from one day to one year.
We would not recommend to extend the
game for more than one year as it will be
likely that its participants will become less
interested and disconnected from it.
3 - The performance of the participants can
be measured by the amount of accomplished
tasks. Each tasks awards the participants
a total of 1 + ({difficulty level} * 2) points.
For example, if you have accomplished a
task with level of difficulty 5 you will earn 11
points.
4 - To win the game you must perform at
least two/three specific cards within your
community.
5 - This game has no political or religious
affiliation. Any activity having with a clear
political or religious affiliation must be
excluded from the game.
6 - To prove that you have finalised your
card, you must have a proof that you will
agree with the facilitator. It can be a photo
posted on social networks with the hashtag
#commcomm, a written note or an e-mail.
You chose!
7 - Owners of specific card activities may
reserve the right to set a minimum and a
maximum of participants per activity.
8 - To share your achievements with a
worldwide community playing the game
just post on your social networks using the
hashtag #commcomm and #erasmus and
see the whole of Europe improving their local
communities.
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