


ONE Programme

This resource is an aid for Scouters so that they can understand the key components
of their Sectional Programme.

Itis presented in two parts - Part One presents an overview of the ONE Programme
and how it is designed to work across all Sections in a Group.

Part Two presents the programme as it relates to the Beaver Scout Section in
particular.

This resource is not a replacement for formal training sessions or practical hands on
experience. Each Section will be different and the interaction between Scouters and
young people will depend on local conditions and personalities.

This resource should be read in conjunction with the Scouters Manual that
provides more in -depth detail on some of the elements presented in this
resource. Our website www.scouts.ie also contains a number of additional
programme resources and supports, which again, should be reviewed and
consulted as part of your interaction with this resource.

Scouting is a movement for young people SUPPORTED by adults. What happens

as part of the programme of Scouting is determined by young people, across all age
sections. To support young people in their quest might sound easy to do, but in fact, it
is perhaps the hardest job that an adult working with young people will practice.

There is a tendency among all adult to direct and control — particularly when working
with younger scouts. There is, of course, the need to protect and apply the wisdom of
adulthood, and this is most important but in the context of Scouting we need to create
an environment where young people can explore, make mistakes and learn from
these experiences.

Supporting young people within Scouting means allowing them the space to learn
and grow; to empower them, by allowing them to make decisions and determine
their direction; and to be there to help, advise and coach. Baden Powell, our founder
once said ‘Scouting is a game for young people and a job for adults’ so the notion of
supporting is not an easy task.

This resource will outline the key principles and tools that are available to enable
this to happen in your Section and we will explore these and provide guidance and
wisdom as to their use.

Some key principles must be understood before this resource makes sense and these
include the following

The Scout Principles - these relate to the educational objectives
The Aims of Scouting - these again relate to the educational objectives
The Scout Method - these relate to the way we do things in Scouting

Education

Scouting is an non-formal educational experience and is firmly rooted in the
‘experiential educational model’ which is that by ‘learning by doing’ and examining and
internalising that learning through a review process we gain knowledge about the task
completed but also about ourselves leading to the personal growth of the individual.

In Scouting we undertake this process in small teams so that the experience is both
individual and team based. This process enables an extended learning process and
results in higher personal realisations and inter-personal skills.

What is important to understand is that the ‘task’- the Team is expected to complete -
is of least importance, it is the interaction of the team and the dynamics of that team
that are of crucially importance. Camping therefore is a key learning space as it is
within this environment that the intensity of the Scouting experience is witnessed. The
small working teams (Lodges, Sixes, Patrols, Units, Crews) have to live, eat, sleep
and get on with each other for the period of the event. Camping is a micro-society as
such and young people get to ‘play’ the game of life. Solving problems, organising
the routine, getting on with others and getting things done are some of the great
advantages for young people.




and the place where the game of Scouting is played. The ideal sugge halil
this regard is 70% outdoors and 30% indoors — giving our Irish climate®Camping, in
particular, has a special place as it is here that teams interact in a social and skills
based environment in close contact with nature. Challenge and adventure are also
present in an outdoor setting.

Other essential elements encapsulated in the Scout Principles and Law are the spirit
of and development of the Duty to Others aspect of our programme - the ideal of the
daily good deed and service to our communities. Scouting exists in communities and it
is vitally important that Scouting interacts with their local community. Service to others
is a tangible element of our programme dealing with this commitment.

The Sectional identity and spirit work to create a sense of belonging and friendship
open to all. The team system is the method used to establish and maintain this
aspect.

Creating a value system based on living the values expressed in the Scout Law and
Promise. This value system becomes the method by which a Scout lives and works
with other people within the team system and their attitude to Scouting.

Ceremonies are another essential feature of Scouting and help to reinforce every
aspect of the programme. Through ceremony we reward progress, create wonder and
celebrate achievements.

“Educational objectives

Educational objectives are a series of statements that state the personal growth

that we expect to observe in young people who interact with the Scout programme.
There are 36 statements and they are grouped under each of the ‘SPICES’ - social,
physical, intellectual, character, emotional, spiritual. We use an underlining principle,
which is, that we expect all young people who interact with Scouting to take ‘one step
forward’ in everything that they do. A young person should never be at a disadvantage
for being a Scout. The educational objectives therefore are a reference to determine
the progress of a Scout along their personal journey to adulthood. Within the

ONE Programme they are used in the ‘review process’ to determine progress and
understanding. ’ '

Within the creation of the programme of the Section they are also identified and built
into the content and objectives of activities that form the steps to an adventure within
the programme cycle.




Small team structure

A Section is a collection of small teams and not a collection of individual Scouts.
Each team has a leadership structure with a young person assuming the role as team
leader (Lodge Leader, Sixer, Patrol Leader, Crew Leader). Leaders are not born

but created and this is the principle in operation within the team structure. Scouting

is in fact an apprenticeship in leadership. From the very first day a young person
joins Scouting they embark on a journey to leadership. This process is a layered on
experience starting in a simply way and building bit by bit so that a young person,

in time, can assume the leadership of their team. The team are the unit used for all

activities in Scouting, games at meetings are inter — team, the team camp together
and work together, the team determine programme and contribute to other meetings
and forums via their team leader.

The review process is undertaken in teams and the individual and collective
knowledge and learning is acknowledged.

It is against these key elements that the Scout programme is created and presented
to young people. We will now take a look at how a programme is created and how
each of the elements above take their place in this process and how the various tools
and resources are used in these contexts.




ONE Programme

The ONE Programme is the processes we use to
create the Scouting experience. The word ONE means
that the key elements of the programme are present in
all Sections and are used in an age appropriate way.

If you consider that a young person is on a personal
journey of discovery then the experiences, methods
and skills gained are carried forward on that journey
through the various sections.

Five key elements are the same across all sections

The team system

The programme planning process
The Plan, Do. Review process
The Scout Skills levels

The Special Interest badges

Another consideration is the support model — adults
and young people working together. In the younger
sections the adult support role will be greater whereas
in the older sections the adult support role will be more
at a partnership or coaching level.

In all sections the adults works with teams and with
individuals to ensure their advancement in all aspects
of Scouting.

The Team system

The team system exploits the natural gang instincts of
young people and is the natural medium for learning —
both in terms of inter-personal skills development and

scouting skills expertise. The team work together and
learn for each other in the process. Older members of
the team will usually have more experience and this is
passed on in a natural way to younger members.

Each member has a say in what the team will do and
the leader of the team also acts as a representative of
these views at other meetings and forums within the
Section.

Within this structure all is not as ‘rosy’ as it might
seem and the role of the adult supporting this process
is two-fold...working with the leader of the team and
working with the team as a whole. It is important that
young people assume the role as leader of the team
and exercise this role to the best of their abilities,
having a positive impact on its members. This is a

big consideration for young people who often do not
possess the skill-set to undertake such a role. The role
of the adult is therefore to ‘coach’ the young leader in
their role, suggesting actions and offering assistance
from a far or at other forums or training sessions. In
working with the team the adult should ensure that
they work together to the best of their ability and
recognise any successes.

A good team structure or system needs time to

be developed and it is not automatic. A Scouter
working in an established Section will find a system
already in place and working over many years. In a
new section this system needs to be developed and
fostered. Of course, this does not say that all systems
and structures are correctly functioning and often a
Scouter team will have to rework or recreate a working




structure. Young people are, of course, always moving
forward so the makeup of a team will change as young
people advance to other Sections. If a good natural system of
leadership is in place a new person will take up the leadership
position but the dynamic of the team may change and the
Scouter will be involved in this process.

Team spirit

Team spirit and identity are very important. They are not team
A,B,C,D but rather the Fox Patrol, the Lion Patrol or whatever
name they choose to call themselves. The collective history
and experience of the team is valuable in bonding the team
together plus the mixture of characters that make up that
team. Friendship and loyalty are key features to be observed.
The team will also have its own space within a meeting place
where they can talk, discuss and plan actions. This area may
also have its own identity determined by flags, notice boards
and suitable branding...it is their ‘gang den’ or ‘hideaway’

Considerations

* ltis a natural learning space of young people

* ltis a natural place to learn inter-personal skills

* ltis the natural place to gain and learn leadership
skills

+ It builds friendship and mutual support structures

o ltis the natural operational unit of a section

* |t allow democratic interactions and representations
the team advance in team knowledge and individual
development

+ It take time to become established correctly

* It needs constant support and guidance

* It needs on-the-job training and support of its
leadership

*  Teams need to formed correctly to ensure success

*  Lack of leadership can cause the team to stumble
Task management needs to learned by experience




Leadership Training

Scouting as we have stated above is an ‘apprenticeship in leadership’. This
happens from the very first time a young person steps into their first meeting or
activity. The method employed is based upon a ‘layering on of responsibility’ model.
In real terms a Scout is given responsibility — starting at simple tasks and building to
more complex undertakings. Initially the Scout will be part of a team or a sub team
and through a series of tasks and experiences gained the young person will gather
and refine their leadership skills. Creating a budget for a weekend camp for example
is a leadership skill as is planning how to build a pioneering project. Managing the
process of completing the ‘tasks’ during a meeting or activity is a management

and leadership achievement. So at all levels within the team, from the Scout who
looks after the notice board to the Scout with an expertise in first aid each is on an
apprenticeship journey in gaining valuable life skills and leadership skills.

The job of the Scouter is to support this process. This is done by working very closely
with the team leaders in an on-the job role and also ensuring that the layering process
is achieved in each team. The Scouter should be able to see this in action and
observe it at first hand. From time to time the Scouter might suggest to the leader of
the team that some individual Scout might need more responsibility or be ready to
take on more responsibility. This interaction or advise and coaching would happen

via one — one conversations with the team leader or at council meetings within the
Section — team leaders and Scouters meeting.




Considerations

+  Leadership skills take time to build and get ‘good at’

+ Mistakes will always happen and young people have to learn from these

*  Giving power to young people to make their own decisions in a safe
environment

* Builds a solid base of responsibility, confidence and ‘we can do that’
attitude

+ It fosters growth with a young Scout and enables them to do things they
did not think they had the capability to do

+ It takes time and commitment to get it working correctly
there will be many failures and mistakes but they
must be seen as learning opportunities

* ltrequires a lot of patience and perseverance by Scouters
to support this process

* ltrequires observation and listening skills to determine what is happening
and the opportunities that exist.

* It requires the scouter to back off a little and let it happen even though they
want to jump in and solve the problem for them

+  Supporting this process is hard but the most rewarding when it works




One to One Relationship

A Section, as we have presented, is comprised of teams and of course within the
team structure are our individual Scouts. Each with their own dreams, character,
expectations and skills; a Scouter need to get to know them all. Certainly, the skill
required is the ability to talk and listen to young people not in a parental, judgmental,
rules and regulations way but in a friendly and supportive way. Some Scouters will
have this as a natural skill and others will have to learn this skill over time.

First steps are the building of a relationship - trust, friendship, support,
guidance, listening, responding. It will be a two way process, of course,
as Scouts will see the Scouter as ‘being in charge’ or in a ‘teacher’ role
as their experience to date - in a school environment - will be such.

In Scouting the Scouter /young person relationship is more a big
brother/big sister relationship. The Scouter is approachable, friendly,
fun to be with and a partner in the fun and activity of Scouting.

We have mentioned above the role of the Scouter in interacting with the team and
the team leader and the one-one relationship stems from this. Firstly getting to know
the Scout in a general context within the teams and as time goes by to understand
the needs and expectations of the individual as they reveal themselves in review
sessions. Child safety and protection are to the fore and one to one relationships are
built in that context via group discussions and in the presence of other Scouters and
Scouts.

Personal progress of the young person is important and every Scout should have the
wherewithal to identify their personal journey direction. The Scouter therefore needs to
be in a position to understand where every Scout is in relationship to these goals. The
review process, conducted as part of the programme cycle, will allow these insights.
Collective sharing of information among the Scouter team will also provide insights.

The Scouter team is an ‘on-the job’ learning space for Scouters, watching others do

it via an experienced Scouter is a good way to pick up tips. We each have our own
personality so learn by observation but do not become a ‘clone’, young people will see
right through this, be yourself and find your way of supporting each Scouts.

Considerations

*  You need to know your Scouts so you can fully support them on their
personal journey

*  You need to develop your way/style of talking to and listening to young
people

*  You need to find the ‘big brother/big sister’ element in your personality

*  The needs of young people come first — you are supporting them not
directing them consider child protection at all times and adhere to all
recommendations

*  The job is to empower young people and facilitate this

* ltis askill that has to be learned

*  One to one in a ‘group context’ not one to one in a ‘alone together context’
personality clashes can sometimes occur

*  Be careful of favouritism and treat everyone equally

*  Share all observations and conversations with other Scouters

*  Watch more experienced Scouters and adapt best and good practice
models of behaviour




Overview

The above considerations form the backdrop to what and how adults
work with and support the programme of Scouting. All adults are part
of the Scouter team and they are not alone in this work. The Scouter
team will have a wealth of experience within it ranks and together
they achieve the objectives of the Section. This Section Scouter
team are again members of the Group Scouter team and are equally
supported across the Scout Group structure. So, each Scouter is
unique and each has a valuable role to play in the development of
young people within their Section. It is the collective responsibility of
the Group and in turn the Section to ensure that every young person
experiences Scouting of a type and quality that they wish to enjoy
and that we would wish them to have on their journey along the
Scouting trail.

Scouting’s model and methods are tried and tested and have proven
their worth and value as a youth development process for more than
a century. They are scientifically sound and while simple they do
have the power to change the lives of young people and aid towards
their personal development as the adults of the future. The work you
do as a Scouter is influential in the lives of each of your Scouts.

Each of the elements described above in simple terms can be
expanded on in various other resources which explain these
concepts further and in more details. The purpose of this resource
is to highlight these elements so that they are foremost in your

mind and resulting behaviour and attitude. The practical tools and
methodology that we will now go on to explore are useless unless we
fully embrace the key concepts of ‘supporting young people’ on their
personal journeys through Scouting. The Scout Law and Promise
(an element of the Scout Method) is another key element that binds
the whole experience together. Every Scout takes the Promise and
seeks to live by the Scout Law. This indeed is a common aspect

of every Scouts life and it provides the rule book for the game of
Scouting.

Service and
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Building adventures

The activity of a Section is expressed through the programme it offers to it members.
Each Section will have its own approach and indeed every group, across the country,
will offer their unique blend of elements making every Sectional programme exciting
and special.

Throughout all the Sections in a Group the programme is presented through what
is called a ‘Programme Cycle’. This programme cycle can have any time-line but it
contains three crucial features — Plan, Do, Review.

Each programme cycle is built around an adventure or series of adventures leading to
a key highlight within the yearly programme.

Normally, a programme cycle will last around 4 weeks (but can be shorter or longer)
s0 in theory a Section will experience 12 adventures (programme cycles) during a

yearly programme with a highlight activity such as an annual camping experience or
expedition.

So some key words
Plan, Do, Review - our key learning model

Programme Cycle - the time necessary to complete the Plan, Do, Review
process

e highlight of a Programme Cycle

of the yearly programme

9
e meetings or associated activities
pletion of the adventure. S

weekly meeting or a special day activity might be created for the Scouts to learn how
to do this so it can be completed with success on the weekend camp.

Within this process all of the Scouts will be involved in the creation of the adventure,
the weekly meetings and activities. The team system will be used at all times and all
the interactions associated with this process will be focused on the programme cycle
and the planned adventure.

The Plan, Do, Review method is used....so the adventure is planned, it takes place
and finally the programme cycle is reviewed and learning is determined.



The process

The first step in the creation of a Programme Cycle or series of cycles is an ideas
creation or generation brainstorm or buzz session. This is where the ideas for
adventures are created and selected for the forthcoming months.

Let’s look at this process

Scouts will talk among themselves for weeks in advance of this session. Team leaders
will also have discussions on the matter and will fine tune ideas to be brought to the
session. Individual Scouts will of course have their own dreams and ideas.

The Scouter team may have a few ideas also that they want to present or perhaps
some research on ideas that might have been suggested at chat sessions or team
leader and Scouter meetings.

A brain storming session is organised and all the Scouts of the Section are in
attendance.

A number of brainstorming techniques can be used but the following method is
preferred and works well.

Each participant is provided with a number of ‘Post its’ on which to write their ideas
(‘usually 3- 5 ‘post its” but more if the participant numbers are low — Venture and
Rover Scout Sections).

Each Scout is invited to write their ideas on the ‘post its’ provided — one idea on each
‘post it'. Teams can also present ideas, if these have been discussed at previous
meetings, and Scouters can also add ideas. In all cases the rules are the same — 3-5
‘post its’ for everyone, team, Scouters.

All of the ideas are placed on the wall of the meeting place and everyone is invited to
look at them and explore their contents.

The Scouter leading the session might start grouping ideas...for example if a lot of
people suggest ‘cycle hike’ he would move the idea ‘post its’ together on the wall.

fOUR PHOTO
HERE




Once everyone has had a look - the Scouter will explore each of the ideas in turn with
the participants. For example he might ask a scout to present the cycle hike idea. The
Scout is then asked to explain his/her idea further so that everyone has a better picture
of the idea suggested.

In a small gathering all ideas can be explored but in a larger gathering the more
unusual ideas may only be explored in detail. Collective ideas such as camps can
be discussed to determine the feel and shape of that activity. Once the ideas are
determined the ideas are auctioned off in turn to the Section. Those ideas that reach
the required number of votes are placed on another wall in the meeting space.

The agreed ideas are then discussed from the point of view of two aspects — what

is the adventure activity and when will it happen. The purpose of this period is to
create a worthy adventure to become the highlight of a programme cycle. The second
consideration is when the event will happen. Once this is decided the ‘post it’ or series
of ‘post its’ are placed on a calendar sheet.

Next step is to create a series of flip chart pages. Each page represents and
programme cycle with an adventure at its core. Normally it will be about 4 programme
cycles, so 4 flip charts sheets will be presented. Each team is given one of the sheets
to start and they have approx. 5 minutes to add onto the sheet all of the items they
need to know to undertake the adventure. The team are also asked to consider the
SPICES and the possibilities for scout skills and special interest badges. In relation to
the SPICES - can they determine each of the elements within the ideas suggested and
make suggestions for any shortfalls. After 5 minutes the sheets are passed to the next
team and when the cycle is finished a full sheet of ideas and suggestions related to the
programme cycle are present on the flip charts.

The session is now finished. This type of brain storming session may happen 3-4 times
a year. From these sessions a yearly programme can be compiled around a series of
programme cycles.

Don't forget the yearly highlight event. Some Sections chose this event as a first step
with all other adventures leading to this highlight. Others create a whole adventure
and programme cycle around this event. Al of this is decided by the Scouts within that
Section.




The Scouter Role

The Scouters role is one of managing the process. The physical management of the
meeting space is one thing but the careful interaction with the Section is another. The
Scouter needs to tease out ideas, make sure everyone has a say and discussions are
fair to all. Not every idea will be picked and the Scouter should be aware that every
idea is an idea from a Scouts head. The camps and outdoor activities will always be
popular but other ideas such as drama or chess playing might have limited appeal. The
Scouter has to be clever to get balance between all of these factors, variety is the spice
of life and a mixture of activities is often more exciting than the usual stuff.

The Scouter should also be seeking to push the capabilities within the suggested ideas
beyond the normal to create new challenges and experiences. Also at the back of their
heads they should have the SPICES in mind and the ‘roundness’ of the programme, so
that the final product can be exciting, challenging and enabling for all young people.

This process will be different in each Section but this is the basic format. There are a
collection of suggested adventures available for each section (36 suggestions for reach
Section). These adventures have been balanced so that over the collection of ideas

all aspects of the programme will be covered. Some Sections use the open model
suggested above and others use the selection of the adventure via the adventure
sheets as their starting point.

The Beaver Scout Section has suggestions for adventures in the Beaver Scout
handbook.

The Cub Scout Section use their Lands of adventure map to determine their starting
point.

So, a Section can have an open session or have a starting point via a suggested
adventure. In all cases the choice is determined by the Scouts in that Section and the
idea of the whole process is to create an adventure highlight and a journey to that
adventure....collectively the programme cycle.

Next steps...

The ideas have to be transformed into the weekly meeting and activity plan. This is
a job for the Scouter team and team leaders. Through follow on meeting the detail of
the programme can be laid out. During this process it is important that Scouters do
not take control remember our key word SUPPORT... items within the programme
plan can be undertaken by the Scouts in the Section. For example, the planning of
a menu, or the contacting of people. Some items will best be done by a Scouter but
there are many big and small jobs that can be passed to teams or members of the
Section to complete or organise. Remember also the ‘apprenticeship to leadership’
ideal - many opportunities exist to layer on responsibility to everyone.

During the process it needs to be determined what the objectives of the programme
cycle are. What elements are special, what elements relate to a particular SPICE and
what elements involve learning and application of knowledge. These objectives need
to be listed by the Scouter team and shared with the Team leaders as they will form
the basis of the Review element of the programme cycle.

Each section has a method to log progress — the Beaver Scout map, the Cub Scout
travel cards and bead system, the polar maps of the Scout Section. Each of these
devices enables a young person to see their progress over the period of the yearly
programme. The review process allows the individual Scout to determine their
progress, the Scouter to observe and monitor this progress and for the other members
of the team to applaud and contribute to the progress of all their members and the
collective team knowledge and experience.
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Scout Section

Planning

Chadburn device - to discover the
personal ideas of a Scout based on
interests that can then be shared with
the team.

36 suggested adventures on the website
Doing

Reviewing

Polar Antarctic maps to illustrate
personal journey and by the order of
steps in the stage badges.

Map records the progress of the Scouts
and next stepping stones to
take.

e
S 'Food_ dumps’ identify experiences of

Scouts and show possible future
steps

Revi

Venture Scouts

Planning

SPICES handbook and SPICE wheel to
be used to determine a Scouts
personal direction and personal
challenges. This will aid towards the
issues that a Venture Scout might
consider to be important to them to
build ideas for adventures.

Venture handbook

suggested ideas and explorations
Suggested adventures on the website
Doing

Reviewing

SPICE wheel Reviewing games

Rover Scouts

Planning

Rover handbook

36 adventure suggestions on the
website

Doing

Reviewing games



Reviewing

The experience model used in Scouting — the Plan, Do, Review process has at

its core the review element. This element is critical to the learning process. Until a
Scout or anyone for that manner takes time to internalise and access what they have
learned through an experience it serves no real value bar entertainment.

As Scouting is in the business of assisting young people in their development the
review process is a vital component of the Scout programme. There are many ways of
conducting the review — it can be done as the activity progresses or at the end of each
day or in a sit down discussion at the end of the programme cycle.

In practical terms all of the methods are used or a mixture depending on
circumstances. Reviewing is a process of learning from the experience, or enabling
other to do so. It helps a Scout to get more from their interaction with others, life and
recreation — especially if the Scout knows how to review an experience and can then
match their learning to their dreams and ambitions.

The four key areas of the review process are :-

Facts

Feelings
Findings

Future (actions)

Conducting a review.

This review process is best managed under the four suggested headings and

they become the agenda. A review session should not last too long (depending on
Section) and can be undertaken in a fun way using games and devices (see se|
resource). Scouts need to be comfortable so pick a place that i
Scouts to sit down and chat. It does not have to be'i
tree or sitting around a campfire are also good locatiol




For younger Sections it is always a good idea to run a few review games to ‘get the
ball rolling’ and get some very general reactions to the programme cycle. By using
these games in a clever way it is possible to drill down on the information stream and
discover what exactly has happened. Ultimately, the Scouts need to chat in their
teams about the programme cycle experience.

The first item FACTS - this relates to all the basic facts of the cycle — it was good,

we made a mess of the cooking, we learned six new skills, the weather was wet etc.
Known facts and observations, positive and negative are listed. There should also be
some discussion on how we can improve or make thing better the next time.

FEELINGs - this relates in the main to the personal experience of each of the
Scouts. How they felt about the challenge, how did they get on with other people,

and what did they learn about themselves during the programme cycle. This part of
the conversation will generally be very simple in younger sections but can be a more
complex discussion in older sections. It is important that Scouts feel that they can say
things in the confines of the team without causing offence or upset of other.

FINDINGs - what did the Section, teams and individual Scouts find out about
themselves and others. This can be the fact that the team are not good at cooking
or that the team are not good at working together. A Scout might discover something
about himself related to having ‘stickability’ and perseverance for example. Or they
may discover that some of their actions upset other members of the team. The
findings can be wide and varied but most important of all the findings represent the
learning that has taken place during the programme cycle.

The finding stage is also the time when rewards are given for learning achieved.
Travel cards are punched, Beaver maps are coloured in etc.

Lastly, FUTURE - what did we learn from this programme cycle that we can carry
forward into the future and make future experiences better. This will have outcomes
for everyone - the Section as a whole, the teams and the individual Scouts and
Scouters. If we have made mistakes we learn from them and seek to improve in the
future.....this in essence is the ‘learning by doing’ process and key component of the
Scout Method.

Each Section has tools to assist in this process — The Beaver have their memory bag,
the Cub Scouts their ‘travel cards’, the Scouts the polar maps, the Venture Scouts
their personal SPICE Wheel.

Management of the process

At the beginning of this process, in any Section, the Scouters will support and manage
this interaction. Certainly, in the Beaver Scout and Cub Scout Sections the Scouters
will be directly involved in the process with Lodges and Sixes. In the Scout and
Venture Scout Section the Scouters can initially manage and oversee this process

but in time as young people gain experience they can manage this themselves with

a watchful eye of the Scouter. Rover Scouts are of an age that they can manage this
process themselves.

Great care needs to be taken by the Scouter to ensure that the environment for the
review process is correct. Under no circumstances should discussions be let drift
into disarray with wild remarks and comments passing about. Scouts need to feel
secure and safe to comment. It is a collective process and everyone should also
have a chance to contribute and have their say. The key objective is to learn from the
experience that the Section has just completed and bring this learning to a new level
in the next adventure and programme cycle.
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The Beaver Scout programme is built around the idealconceptof a small
tribal village. In an Irish context this is a crannog. Within the erannog the
tribe lives in close harmony - like a big family. The family is protected by the
location of the crannog with its barrier of water to the outside world. Nearby:
on the land their is the protection of the forest which is alsg]a_.source of food
and materials for the tribe. Over the distant hills there are othekdtib
bigger communities and towns. '

The use of the tribal context is a metaphor for young people of Beaver Scputl i
age. In reality they still live in a protected home environment with limited
access to places further from their home. Often they will visit suchsplace

el

The home environment is therefore very important and the local Beaver
Colony is the home of the Beaver Scouts - it is in fact their ‘crannog’. The
forest and places away from the ‘crannog’ are interesting places to visit and
play in and are in reality play and adventure spaces.

Towns, cities are also adventure spaces but are often ‘unknown’ and
perhaps considered ‘dangerous’, ‘strange’, even scary to some young
people. Towns and cities are also great places to visit and there are lots of
things to see and do - always done with a safety of an adult/parent nearby.

The Beaver Scout programme is a transition in a child’s life from the safety
and security of a home environment to @ moving out and exploring phase
in their lives, building new friendships, Iearmng new things and finding out
about the world around them. =y
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The Beaver Scout Section typically consists of about 24 Beaver Scouts and
a number of Beaver Scouters. This group of Beaver Scouts called a ‘Colony’
is divided into a number of ‘Lodges’, each Lodge consisting of six Beaver
Scouts. Ideally four Lodges with a Beaver Scout Colony.

The Beaver Scout Section is firmly built around the Lodge (team system)
and it is its key component. The Beaver Colony therefore consists of a
collection of Lodges rather than a collection of individuals. A Scouter working
in this Section will be directly working with Lodges as well as individual
Beaver Scouts. The Lodge is a strong structural unit within the Colony and
most of the programme interactions/challenges and activities will be Lodge
based.

It is within this context that we will now look at how a Programme cycle is
created with the Beaver Scout Colony. The tools available for creating the
programme cycle are:- the Beaver Scout Handbook, the online adventure
resources — for scouters , the Scouting Trail handbook, the Adventure Scout
Skills handbook, the Beaver Scout Memory Bag, the Stage Awards — via the
Beaver Scout cloth map and the reviewing resource on the website — scouts.
ie. Each resource should be seen as an aid rather than a complete ‘how to’
resource.
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The interaction of the Scouter and young people is one
of partnership — walking side by side. The Scouter in the
Beaver Scout Colony is in more of a leader role than in
other Sections due to the age range of the Colony.

While the idea position of the Scouter and young person is
one of partnership and a ‘big sister’ / ‘big brother’ it is often
the case that Scouters are more ‘parental and directive
leaders’. The interaction with young people however should
at all times be supportive and allow the development of the
programme to flow from young people - youth led - rather
than be exclusively designed by Scouters for the members
of their Section.

This is a key principle of the ONE programme and the Scout
Method - adults supporting and assisting young people to
realise their dreams and expectations.






Creating the Programme

Firstly, we will outline the key steps in creating a programme cycle in the
Beaver Scout Section then we will present the process through a practical
situation to illustrate the process in action.

Step One — gathering ideas

The planning of a programme cycle or cycles is best done about twice a
year in the Beaver Scout Section. It is possible to have more planning
sessions as required. The first part of the creation process is gathering ideas
for what can be done.

A programme cycle is the period of time it takes to complete an adventure.
This includes the Planning, Doing and Review of the adventure.

An adventure is the key highlight within the programme cycle — the camp for
example and all other activities, meetings etc. focus towards the adventure.

The gathering ideas step is a ‘catch all’ of ideas of what can be done in the
programme over a period of time. Some ideas will be adventures and others
will be smaller elements. For example - ‘let's go on a camp’ — could be
selected as a Colony adventure whereas ‘let’s learn how to light a fire’ might
be selected as a step or skill required to take part in the camping adventure
and becomes a meeting activity perhaps)

The best method for gathering ideas is via Lodge discussions with a Scouter
helping the process.

A special meeting is created to do the planning process. This should be

a fun meeting interspersed with games rather than a sit down and talk
meeting. In fact it might take two meeting to complete depending on how it
might be approached. g i 3




Lodge discussion — a Scouter sits down with the
lodge and explores the ideas they have for the
coming period...it might be spring, summer, autumn,
winter for example.

The key role of the Scouter is to allow every Beaver
an opportunity to present ideas. Ideally, the Scouter
is looking for about three ideas from every Beaver.
The discussion should be free and every idea
should be explored and expanded by the Lodge.
The aim is to have a collection of ideas that can be
rounded and conceived and able to be presented to
the wider Colony. So, a Lodge might have 18 - 20
initial ideas but these might be rounded to 10 ideas
that are brought back to the large Colony meeting.

The process used can include direct discussion,
compiling them boards based on pictures, drawing
and painting. Often a visual will be easier for a
Beaver to imagine an activity. If a Beaver sees a
picture of other young people building a tree house
or perhaps have seen an activity on a television
programme or film they may easily want to live the
same adventure — so a visual will be a prompt to
what they would like to do
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The Beaver Scout handbook - ( back to front) — presents 36 adventure
ideas that are firmly based in the context of the Beaver Scout Programme.
They are essentially visual cartoons with a simple title. They allow the
Beaver to use their imagination to create the idea for the programme. Along
the side of the pages the SPICES symbols can be seen and these indicate
the ‘weight’ of each Spice within the context of the adventure idea. Those
SPICES with a white background are generally not as obvious in this activity.

If the Beaver Scout Handbook is used as the start off of a discussion with
the Lodge, the Scouter has available to them the backup resource sheets on
the web to provide additional information about the idea presented.

The adventures in the handbook are also devised in such a way that every
part of the Beaver Programme will be presented through the undertaking of
these adventures. No adventure is fully formed so there is loads of space
to include whatever ideas the Lodges dream up within the context of the
adventure.

The discussion period should be about 20 minutes long. However, it can
be longer if you include activities such as visual boards, painting and other
activities related to finding ideas.

Within the lodge discussions the Scouter should also discuss the SPICES
elements in the context of ideas presented. For example — Scout Olympics
is a good idea with a lot of physical action in it, what about the other SPICES
where do you think they are in this idea’ and ask the Beaver Scouts to
explore the idea in this context.
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Step Two - Presenting the ideas The Scouter in Charge of the planning session will then seeking agreement

Each Lodge now presents their ideas to the Colony. It is best if this is of the Colony for the suggested ideas by way of a show of hands majority.
done via the Lodge Leader or a nominated Beaver Scout rather than

the Scouter who has worked with this Lodge in the gathering ideas Adventures should be selected or decided on first and then ‘smaller ideas’
session. attached to the adventures. Dates should also be decided on and placed on

the calendar.




Step three — putting it all together

Step three is basically a job for the Scouter team — how to translate the
ideas from the ‘idea gathering’ session and create the programme cycle for
the Colony.

Let’s look at this process

An adventure is selected — this adventure represents the highlight of the
programme cycle. Around the idea of the adventure there will be many

possibilities to explore and it is within these possibilities that the Beaver
Scout meetings and additional activities are created.

A programme cycle can last as long as the Section wishes...normally it will
be 3 - 6 weeks but it can be longer or shorter or only relate to an event such
as a weekend camp. In the steps below we will consider it as a month long
process.

You will see below a ‘spider diagram’. In the center is the adventure and
stemming from this central point will be ideas associated with the adventure.
Each of the associated ideas can become a weekly meeting challenge or
an outdoor activity or part of the adventure programme. Also connected to
this programme cycle we have the individual achievements and challenges
presented via the ‘Special Interest’ badge considerations, ‘Adventure Skills’
levels and Nautical badges (if you use this programme).

So, the overall perspective for the programme will be great and expansive.

The job of the Scouter team is to drill down through all the possible elements
and create the meeting and challenge structure.

There will be many jobs to do and Beaver Scouts can do some of them
within the Lodges. The job of the Scouter is to support this process and not
do all the jobs themselves.
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Objectives

When the plan is created the Scouter team and Lodge Leaders need to
have a short meeting and agreed on the final plan.

The Lodge Leaders should be easily able to see how their ideas will
become a reality in the programme presented. This meeting it is also
the place to agree some objectives for the programme cycle. Decide
on some objectives for the Colony, Lodges, and as individuals.

What are we trying to achieve by this adventure, what do we hope to
learn,

what are the key programme ideas that have been inserted in the
programme to achieve certain outcomes - for example the Beaver
Scouts might need to learn how assist in the lighting of a fire and
cook a sausage on a stick because there will be a challenge on

the adventure related to this. Likewise there could be provision for
discovery time - finding out about nature -during the adventure and it
needs to be defined what is to be achieved by this activity.

Objectives are important for the review process because they can be
focused on and measured. Without objectives the review process has
a less focused function.

Lodges should also be given jobs to do, for example organising
equipment or making a simple menu. It is vitally important that
Beaver Scouts are involved in creating their own adventure and are
responsible for its creation (within reason given age considerations).
By ‘passing on’ small jobs and tasks to the Lodges to complete

we are actually training the Lodge Leaders in leadership skills and
responsibility as well as layering on responsibility to individual Beaver
Scouts in the process.

4




Step four - let's do it l

The Colony collectively live the adventure through th
meetings, other activities, Lodge life and interactions and
finally undertaking the adventure. During this time thel

will be small review sessions and many new things will be
learned.

Scouters also have to be observant and watch what i
going on in the Lodges and with individual Beaver Scouts.
Everyone will benefit from the experience and a Scout
will quickly spot progress within the Colony at all levels
This information will prove very useful in the review
process.

—

The memory bag is a tool for Beaver Scouts to collect

physical items to aid in their learning and memory |
process. Beaver Scouts should be encouraged throughb'ut

the programme cycle to place items in their Memory bags
to be explored later at the review sessions.
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Step five — The review (the reviewing handbook — Beaver Scout

handbook -Memory Bags — Beaver Scout maps, skills handbooks)

The review is the place where all the collective learning of the Colony is
assessed. The review process has a number of steps. Firstly, small ‘on the
spot’ reviews can take place at any stage in the programme cycle. These
might be in the Lodge setting at the end of each challenge undertaken or as
a collective ‘straw poll' at the end of a meeting perhaps.

The formal review session takes place at the end of the programme cycle
and it should be with reference to the objectives that have been agreed
before the programme cycle began in step three.

The object of the review session is to understand what has happened, what
we learned along the way and to ‘mark up’ and acknowledge how every
Beaver Scout has progressed.

The reviewing handbook has suggested games that can be used in this
process.

The review session should be short and by using the review games —
interactive and fun.




At the end of this session Beaver Scouts progress should be recognised.

The Beaver Scout maps are used in this process and agreement to plot an
‘achievement point’ on a Beavers Scouts map is normally agreed with their
Lodge Leader during this process.

Scouters should direct a Beaver Scout to mark up an achievement dot on
the map based on learning and achievement during the Programme cycle.

The Beaver Scout Map relates directly with the Stage Badges and the
progress of a Beaver Scout on their personal journey related to the SPICES.

The achievements regarding skills and learning are also acknowledged with
the awarding of skills badges or special interest badges.

Once the review is completed it is now time for the next adventure to begin.
There is usually a bit of an overlap to ensure that there is no ‘downtime’ or
ull in the programme of the Section.




Programme Cycle

Beaver Scout
PR
R\




N P i
Beaver Camp &p‘enéﬂee L =
i 8 (5|
4 Camping and oqdhd.ve
=Scout experience. s Ses -time.camping experiénce for most

young people will be-h Beaer Scouts. Th camps will take place ii!

main in sumgmertime with a high potential for fine weather, of course, in

Irish context it can still be cool in the evenings. For a lot _of Beaver Scq

this camping experience might be their first time away ﬁom home outside! of

their family setting.
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Camping and activities of all kinds in the outdoors are part of the progi_ﬂi'ne;
i

for a particular reason. They are not there, as some people often think,
because they are cheap activities to run or an easy way to bring young
people on holidays. Camping and outdoor activities are extremely important
to the Scoutiig programme as it is within these activities that the magic of
the Scouting/is realised. When a small team camp together for a period of
time they are, in effect, living life in a micro — society, a place where they
have to take decisions on all sorts of things (often done by adults in real life)
Within these situations the small team work together to solve issues and
overcome the problems and challenges presented by the daily routine of
camp but also the adventurous programme on offer.

Beaver Scouts camp in their Lodges in six person tents as is practical
considering separate tentage for girls and boys. Each Lodge work together
as a team and keep their sleeping and living space clean and tidy.

Adult Scouters sleep nearby so that they can easily supervise and hear what
is going on in the Lodge tents. If situations arise they are close to hand.

h i ally done by adults with ‘Lodgeson duty’ for diff eals
clean up. Some camp mealsiwill be done in Logges

simple lunches, breakfast and perhaps cooking things like sausageson a

stick at a campfire setting.
The Beaver Scouts will be active all day in a multitude of programme

activities and generally will be tried by the end of the day and happy to go to
bed.

| L
A comprehensive resource is available to assistsyou in planning ch'l
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Beaver Scout Resources

Beaver Scout Handbook
Beaver Scout Memory bag
Beaver Scout Map

The Scouters Handbook
Website supports for Beaver Scout Adventures
Beaver Scout Slumbernight resource

Beaver Scouter Facebook page
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